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“Wow! Thundercats is brilliant. The
graphics can’t be faulted: The screen is {
extremely colourful and the animation

topnotch. Great stuff, I bet the T.V. series

aint as good as the game.”

Rating: Crash Smash 91% - Crash.

“The game grabs you
from the moment you
load it up. Brilliant
graphics and superb
action make

Thundercats a real
winner.”

C.&V.G.

Spectrum 48k |
Spectrum 128k |
Spectrum 128k
Commodore 64
Commodore 64

Amstrad 64k

Amstrad 64k
Amstrad 128k

“If it’s playabilit
ability plus grea, |
after, then look
Buggy Boy has a |
more. Everythin/ |
possibly want or | |
screen. The grap
and playability, 1 |
reckon it almost |
oldC. &V.G.’s |
C.&V.G.
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CBMES | Diec If !,:ou Il just load it uf, we think

s B o~ isgn vou’ll agree that in Buggy Boy Elite

Amstrad Disc
have definitely done the business.”

T e Commodore User.
computer game

manages to give a real

feeling of thrill and exhilaration,

but Buggy Boy manages it! The

graphics are absolutely superb - I've never seen
such a smooth realistic 3D effect, and the ‘feel’ of the control
method is tremendous.” ZZAP-64.

1and last

value you're == Cl"-c
y e — PPN o o L — o yeplm

{’om:m' | THE IDEAL CHRISTMAS GIFT 1!
voucoutd |  THE ULTIMATE COMPUTER GAMES
| a COMPILATION !!}

one small _
lics are good, Crpam it SO BEoTION
rell I |

goes off the |
meter.”

|
SYSTEM | FORMAT | PRICE

,Lichfield, Staffs WS13 6RX TﬂﬂzmmMG
b, - s . RPN N e .



™
X
._4*‘

KA R -w
. 't - a: i: b:r‘-:» :-'.‘ *i""".!‘ : t'- "' g '.n-'-' '- t'-r'- e M
L] ] 4, t e ORI
I t - - 1%l P “ ; Pl *'I -« - ' . ” ' - .i.i o

o

L % a
- , ) =
.“
& = =
% P - | T
= ., Ly Tk o . [ i

’hl:.'ﬂﬂﬂ‘lé

N\ of Lhe game, X * : S v

x




e e o e oS

MAMAGING EDITOR Barnaby Page
STAFF WRITERS Dominic Handy, Lioyd
, lan Phillipson
DITOR David Prlers
PHOTOGRAPHERS Camoron Pound,
Michast Parkinson
OFFICE Frances Mable, Glanys Powell

TECHNICAL WHITERS Simon N Goodwin,
Jon Bates

ADVENTLRE WRITER Derek Drowster
PHEM WHITER Brendon Kavanagh
STRATEGY WRITER Philippa Irving
EDUCATION WRITER Rosstts Mclsod
COMTREUTOHS Robin Candy,

Mike Dunn, Paul Evans, Dave Hawkes,
Mick Roberts, Ben Stone, Paul Sumner,
Bym Welthy

EDMTORIAL DIRECTOR Roger Kean
PRODUCTION CONTROLLER
Dawvia

Westarn
AAT DIRECTORALLUSTRATDR Oliver Frey
ASSSTANT ART DIRECTOR Marikhe
Kendrick

DESIGN Alben

PROCESS FLANNING
Jomathan {SUPERSOR),
Matthew Hick Orchard

ADVERTISEMENT MANAGER
Roger Bennett
ADVEATISEMENT EXECUTIVE
Andrew Smakes

SUBSCRIFTIONS Donitse Robarts
ML DRDER Carol Kinsey

EDITORIAL AND PRODUCTION

1/2 King Street, Linfow, Shropsiire 518
TAD T (0584) 5851

Please pddresy commipondencs o the
appropriate person’

WAL DRDER AND SUBSCRIPTIONS
PO Box 20, Lodiow, Shropshing SY8

Priated in Engiand by Carlisle Web Dftset

Lid, Newtown Tmding Estafe, Carfisie,

FEATURES
GOING TO BED WITH CRASH

Tha things we 00 for

i:l. SALLY DGWH ARCADE ALLEY
rat Cipargtan

GDMFILATIOHS

ON THE SCREEN

Raadears” Spectrum SCREENS

TIE ME IN, PLEASE DO

Part Two of Robn ﬂarr:, & te-irey featurs — garmes Besed on Books, CoOmics

CEMOONS RO Cllabitas

GHASH CQURSE
o softwars from Vision Software

THI":: CRASH HISTDHY - 1986 AND 1987

ety 24 o of CRane
THE '(?HA%H DlBECTﬂHV
| ‘—‘-Lr“' FATHE .’j :-w:wil'grﬁﬂ ‘

147 L'Lcwn MANGRAM'S LOOKBACK

and really i lull thes teme, sic

172 THE CFI:A.SH CHALQI;ENGE
gl 4
178 FHUNCH THE CRASH FANZINE
miag withen a mag R— - P
REGULARS

EDITORIAL
LLOYD MHEHAM’E FDHUM

CRASH ripviirws af 100 ahor. say yader. Ob no they're not, 5
NICK ROBERTS'S PLAYING TIFS
Yo Bear and Mercenary manged. pus Ta-Pan w MegatLs
DEREK HHEWSTEH'S A;BVEHTUHE TRAIL |
—IN 3- D
Dara Bows OUt In A gIONous Diare of Hips et

61 EHEHDQN KAUANAGH S PBM MAILBOX |
- IN 3 D

132 HOEIH CAHBY‘S SCORES

138 pmu[:-i:m mvmc. s Fni:mﬁ_me ~IN3-D
g s, Brotge ey e

138 CHASH H'EADEHS GHAHTE‘- —IN 3-D

U (s’ L w i

141 LUNAFI JETMAN
143 TECH NICHE

N Goacver 5 ANCIUSYE firarh GF B SECHhy-Oire

i, wWith & compiata

7
23
34

arys Licrydd

GO0 Spactrurr
183 F FI E'u"l E WS

193 ET AL
194 CRASH CGMME

DO IT YOURSELF
37 GO TO LONDON AND VISIT THE QUEEN

tha iy, i Culcksiva Pac-Lang comp

66 EAT YOUR HEART OUT
L iy aned "".:J

133 GET INTD THE CIH EMAWITHOUT PAYING

o Masters OF The Uinnarse

142 HAVE A EALL

HL &r 'fF‘"rf-"l-'rJ
157 VDTE IH THE CHASH READERS' AWAHDS
it Thars's sofware and T-ahaets 3, 106
174 WIN A FIECGHD TGKEH
K et 4 Spectnem Chrgtmas carl

179 Gﬂ ﬂﬂWHHlLL ALL THE WAY
& wniarry tragiks st from Digital Integeation and Bobslegh

A

"k -

|

- rmma— =

Lioyd Lloydovovich,
| talking through your cossack. In
| Peking we're already haltway

' ISSUE 48 JANUARY 1988

There was a Soviet apparatchik,

a Chiness People's
Revolutionary revolutionary
person and a Spectrum-owner
on this plane together, right?
And the airline had been
publishing all these sell-
congratulatory ads about
adding seven new destinations
to its schadules in the last year,
in Sunday  supplemants,
business magazines, The
Indepandent, you know the sort

through our latest seven-year
plan - not to mention a Cultural
Revolution and a Great Leap
Forward.' He sits back, smugly,
and invites the capitalist home-
computing running dog to beat

that for long-range social
planning.
The m-owner, who's

been dozing over some minor
magazine with ‘Sinclair’ in the
title, has to pause to think. |

Lioyd Lloydovovich calls for |
another vodka and, while the |
Spectrum-owner's still puzzling
over the question, makes some
silly joke about his ROM needing
a bit of perestroika. The Chinese
gent's given up on the whole
conversation now and starts re-
educating himself out of some
little red book.

Suddenly the Spectrum-
ownar speaks, in a slow but
confident sort of way. ‘Well,
chaps,’ he says, ‘I'm afraid my
country doesn't have any plans
in particular. But there is one
objective we all work toward.'

‘Exactly! Economic
imperialism!' snorts the Chinese
traveller, hardly looking up from
his book.

‘Well, actually, no,' says the
Spectrum-owner almost
apologetically. "All it is is that
we're all jolly certain to buy the
next issue of CRASH as soon as
it's in the newsagents on
January 28."

Lioyd Lloydovovich defected.




Little does he reallse the awesome power he holds. Thinking it to be a musical Instrument he falls to realise that every
note he plays attracts the ruthless Skeletor and his develish army led by the frightening powerful Evil- Lyn. With the key in
thelr possesion who can stop them escaping downtown Amerlca and returning to create chaos in Eternla? Only one man
can save earth from this evil domination as HE MAN meets Skeletor in the battle for Eternia, the final chapter that will seal
the fate of mankind forever.
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CHRISTMAS
GREETINGS

IT'S a quarter 1o three and there's
no-ona in the place but you and mé,
—and half a dozen assorted page-
designers, fim-planners,
production controllers and ticking
clocks hurrying the last dregs of
CHASH (what? ma a dreg?) on its
way. Thase 196 pages were
thrown together in just a fortnight,
at three times tha rate of ordinary
CRASHes, so we'll be as
interasted to read what we ve
writlen as you.

I could go on about the blood,
the sweal, the tears, the Pro-Plus,
but that's the job of the CRASH
History; and anyway, a Christmas
editorial is customarily the place
for Christmas greetings

Thera's not a whole lot you can
actually do with Christmas
greetings, excepl say

Christmas
Sreetings




OTHER BUSINESS

This issue Dave Hawkes of m‘dm“m‘lhnummtu
write for a while.
Adventure Trail (page 55 this

ﬁle&qﬁmaéﬂuhnﬂﬁ-rdy Mike  month) will continue, of course,

and hope for the best, or be Finnish). nn ymWelthy, _ withall its reguiar features. We

pretentious and buy a card So, Christmas greetings ~ | But sadly Dersk Brewster is

covered with ‘merry Christmas’ in | won't spellitoutagain, butyoucan | | #8ving CRASH after 45 issues as

42languages, 32 of whichnobody | glanceafew inches up if you must our guide on the Adventure Trail.

ever recognises ('Hebrew . . . ' have it in a mock-ancient script. The veteran programmer is

“I'm still putting my money on helping set up a software house

THE
SUPERCLONE

A piece of sensational information 28K Spectrum supercione,

that arrived just a little late to get mnmmu

on the cover is the news that a full story and has exclusive details
: starting on page 143 -~ more next

MORE OF
EVERYTHING

More reviews, more Playing Tips, more previews, more
OnThe Screen . . . what more could a Spectrum ask for?

HERE’'S WHAT, AND IT'S ALL IN THE
NEXT CRASH...

THE CRASH DIRECTORY PART TWO - all the POKEs,
wﬁmmmmm“hmﬂ""

Mﬂ“-hﬂmm
SCORES - maore m P
lﬂﬂm-ﬂuﬂy the tough and the silly

It's all in CRASH Issue 49, on sale Thursday January 28

8 CRASH Christmas Special 1987




SO MUCH FOR

tha! can compars with the incradible value for money oflersd by Alard's
EZIIET-FH For only £260 (+VAT=£299), you can purchase a powerful 512K RAM computer,
with a 95 key keyboard (Incl numaric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and & 512K bullt-in disk drive. The 520ST-FM has a TV modulator
built-in, and comea with a lead to allow you to plug it straight into any domestic colour
telovision set. The mains transformer is also built-in to the keyboard, so there are no
axternal boxes. You couldnt wish for a8 more compact, powerful and stylish unit. Atari ST
computars are now firmly sstablishad in tha UK, there are nearly 500 softwars titles already
available for a wide variety of applications and the list is growing all the tima. And that's not
all. Whan you buy your new 5205T-FM (or any Atari ST computer) from Silica Shop, you will
& lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM
LICA section on the laft, 1o see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK's No1 Atari Specialists. For further details of the range of Atari
ST computars and the FREE Silica ST Starter Kit, compiale and return the reply coupon bolow.
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SIDEWALK

Producer: Infogrames
Retail price: £9.95

ha's going to kill you,
thera you are, on the other
side of town, your
molorbika’s been stolan, you have
only till 7.30 to get your girtfriend
to a concert for which you don't
aven have the tickets yet. It never
fains out it pours.
So find the parts ol your bike,
pick up your girlfiend, get the
tickets and everything is suretobe

¥ SUMO *
HEIGHT : 62

ICONS.)

Thesa streets are full of
dropouts and thugs. You can ask
the dropouts if they know where
your bike is, or how 1o get tickets
to the concert, but meeting a thug
will almost certainly result in a
fight.

In gght you can punch, kick
and h -butt. The pint of beer to
the right side of the upper scraan,
which represents your energy. is

matched by another pint pot
displaying your opponent’'s

VEIGHT : 26st S b

Former Sumd Wor Ld
Lirest Lng Champion.

Fired from c Wb for
WNUring referee.

R

i

iKY

e
! M ! I

| I
LR il
L

b Sidewalk: trying to get on yer bike

hunky-dory — but fate throws
plenty of pavement problems at

you in Sidewalk, & rare Spaciium-

release from French
house Infogrames.
Progress through the town is
shown on & horizontally-sphit
screan, (The upper half shows the
mean streets through which you
wailk and tha shops you can go in;
the lower hall is given over to

softwara

visiting : with other characters.
S Y T
BS%

strength. Both are drained by
fighting, and refilling can only be
done at a bar.

If you win a fight with a thug, any
bike part that he's carying s
transferred to you — along with any
maoney you can grab from him.

A clock ticks away, increasing
the tension. Fail to complete your
tasks, and your bike's gone for
goad, you won't get to the concert
and your gl probably won't
accep! your excuses.

Graphics

Playability
Addictive qualities
OVERALL

HH ay y
BB %
BB%
BT%

CRASH Christmas Special 1987 11



MASK Il

Producer: Gremiin
Graphics
Retail price: £7.99

ome nasties won't accept a
‘game over' when they see
it — VENOM, the association
of evil people, is on the march
in just months after its defeat
in Gremlin Graphics's monoc-
hromatic  key-collecting
MASK | (81% Overall in Issue 45).
And so the agents of MASK are
back in action (and in colour) too,
saving the world in Gremlin's sec-
ond licence based on the TV series
and Kenner Parker toys.

Matt Trakker and his co Lies
are faced with three missions.
Firstly, the President of the Peace-
ful Nations Alliance has béen kid-
napped and without him a vital tre-
aty cannol ba concluded. He must
ba rescued and taken to a helipad
u;lh:ma he can fly 1o the summit
talks.

Secondly, VENOM has nearly
compieted bullding a base in the
Middle East. And as you've gues-
sed, they're out to control ol -
The base can ba , but
m if @ missile within it is located

detonated by the MASK team,

And thirdly, a large ruby wor-

ERIK:

= — e

P MASK II: colourful graphics and varied gameplay

shipped jqﬁglu monks has bean
purloined NOM and incorpo-
ratedintoa weapon. The gem

must. be retumed and the laser
destroyed.

To combat VENOM, you start off
by selecting your team members
and vehicles. The right choice of
vehicles is essential, though fortu-
nately you can get different ones
as the game progresses and con-
ditions change.

There are five MASK vehicles:
the Thunder Hawk (sports car/jet),
the Rhino (an armed battering
ram), tha Rhino ATV (an all-terrain
vehicle), the Condor (a motorbike-
cum-helicopter) and the Gator (an
off-road vehicla that converts into
a hydroplana).

All MASK vehicles are heavily
armed, because VENOM might
attack in land-based craft, sub-
marines or helicopters. If a MASK

veshicle is damaged, it can acquire
axtra armour — provided the dam-
age isn't too severe. Otherwise it
has 1o be abandoned.

Running out of fuel is another
hazard, and the Thunder Hawk
uses rather a lot.

It's bound to be a dangerous
and exciting day for MASK. And
no doubt at the end there’ll be
another licence.

Presentation
Graphics
Playability
Addictive qualities
OVERALL

PHANTOM OF THE OPERA

Producer: Crysys
Retail
Authors: Mark Rivers

irst it was a novel. Then Fren-
chman Gaston Leroux's tale
The Phantomn OFf The Opera
bacame a classic silant film with
Lon Chaney as the disfigured vil-

P Erik Phantom Of The Opera shorribly
disfigured

. e e o e e T

price: £7.95 cassette, £9.95 disk

lain skulking in the shadows of
Paris's great opera housa. More
films an Andraw Lioyd Webber
West End musical followed — and
now Software Publishing
Associates is launching its label
Crysys with the arcade adventure
Enk: Phantorm Of The Opera. (The
company's best--known for its
recently-launched budget label
Pirate.)

Erik, once a pretty boy, has been
horribly disfigured by a terrible fire,
Using this as an excuse he seeks
revenge on those he believes are
responsible and becomes the
eponymous Erk, Phantom Of The
Opera.

He abducts Christine, the lead-
ing lady of the opera, and hides
her in a labyrinth of tunnels and
stairways beneath the opera
house. But raunchy Raoul, the
singer's paramour, is hot on the

trail and sets out to track her down.
Erik has set loose some rather
nasty things to get Raoul. Skulls
bounce down on him, spirits float
towards him, and opera masks
scamper down stairs. By well-
timed leaping, ducking and run-
ning, Raoul can avoid tham. But
it's far better to blast the bother-
soma things to bits, sarning points
and praserving energy for the next
night's show.
o o
r anough,
has to ﬁt&nd with locked doors
and find six keys before he can
avan get within singing distance of
his loved ona.

Graphics
Playability
Addictive qualities
OVERALL




HOW QUICK CAN YOU GET
AT YOUR SAVINGS WITH A
BARCLAYPLUS CARD?
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Retail price: £8.95
Authors: Paul Laidlaw

white dwarl — a dying star -

has been plucked from its

ion in space by an

unknown force and propelled

towards Earth on a collision

course. Panic grows. This

renegade star must be stopped.

You are the pilot and air wamor
charged with that task.

Something or someone has sel
up a series of eight defence grids
around the white dwarl, To destroy
the approaching colossus these
must be stripped away.

You have a space fighter which
can rotate, accelerate and
decelerate, dive and climb, More
importantly, it's equipped with a
forward-firing double cannon.

Pure anergy sphares drift in and
out of the protective gridwork that
surrounds the star. Cannon fire will
make thasa spheres axplode, and
you can collact some energy
crystals from the exploding
spheres. Then you have a fresh
source of energy for your shields
and lasars.

IMPLOSION

Producer: Cascade Games

You can also pass Inside the
grid, but it"s very risky.

When all of the white dwarf's
protectivea layers have been
stripped away, the trench that
leads to the centre of the star is
revealed. You can now get to the
core, where the final pant of the
mission has to be completed.

o i ———T——

® " Implosion can best be
i as a simple shoot-

Fatagurmad

am-up. The playing area whare all
the animation takes place Is
monochromatic, which safely
avoids any masking or attribute
problems, and vi the game is
uni . Sound is lacking,
too, The controls are simple to use,
which makes it quite playabla,
especially as there are no complax
instructions to absorb;
unfortunately there’s not much
elsa to absorb the player. in

g " gy

@ * Implosion is one of the most
dull and uninteresting gamas I've

vanahon
MIKE

ever and ever but there’s very little

® “Implosion holds

special. Just mmm

the odd alien life form isn't

fun; I've had more fun playing
ca Invaders than playing this.

Joysticks: Cursor, Kempston,
Sinclair

Graphics: monochromatic and
L inative
: not worth mentioning

Options: definable keys
General rating: plain and boring

Presentation
Graphics

Playability 37
Addictive qualities 329

OVERALL 38%

ACE2

ne ol your spy ships has

moved into position off

anemy territory — 8o it's no
surprise when they send out
acombat fighter to destroy the spy
ship.

You must detect the aircraft
before it reaches the spy ship.
When you come face to face there
may be no more than a dogfight,
or it could be a full-scale ground-
and-aerial conflict.

You take off in a fighter from an
aircraft carrier at your home base,

£

Producer. Cascade Games
Retail price: £8.95 48K cassette, £9.95 128K cassette

14 CRASH Christmas 1987

The cockpit has all mod cons:
radar, compass and pitch-and-roll
indicators and an altimeter are all
there.

Your fightar is highly manoeauvr-
able and can bank left or right, dive
and climb. Engine power (shown
on a thrust indicator) can be fine-
tuned, and when three quarters of
available power have been
engaged, afterbumers kick in,
dramatically increasing thrust and
fuel-consumption,

Speed is crucial to keeping the
fighter airbome, because if you
slow down too much the aircraft
can stall,

Altitude has to be monitorad,

tion now and then, but
there’s no ga inAce Z.
The graphics are OK and the

loo: thare is a cailing of 80,000 feet
above which your aircraft cannot
go.

On encountering the enemy,
you have a range of weaponry
available. Your Ace fighter camias
aerial cannon, heat-seeking and
radar-directed missiles, alr-to-

nd and air-to-ship missiles.

| have quite differant
abilities,

till, what the enemy can do is

equally drastic. When the enemy

fires its cannon you can only take

P Ace 2: 8 lacklusire Might sim

evasive action, and you might end
up scurrying back to the aircraft
camer for repairs.

Cascade's inal Ace fli
simulation aa 81% Owverall in
CRASH Issue 32,

__|coMMENTS L

Joysticks: Kempston, Sinclair
: split-screen display
T




...NOT BAD, EH?

™ OK, 50 maybe wiing a cash disponser machine take
margmally longer than tuming the page. But ot much. e
You can apply for a BarlayPlus card the moment
you open a BarclayPlus acoount
3 And you can use your cash card in over 3,000 cash ¥
.'.r'nl;n'r:-m Ja’!’ oper H'-r oy
5o ywou can Jel @b yowr squrmgs any rme rfll" day,
L2 ieven day a week, £
Of cowrse, you also get a bealthy rate of interest on
YWORTF LI J'HIJ,"'.
v Not to mention a free regular magazine and a free £

account opening pack.
s You canm open a BarclayPlus account
-4+ YOU'RE |
4 if you're between 14 and 18 years old ¥
BETTER OFF j.u-';‘,"ml,rr et amry ek of Barclay

TALKING T0) with your 13 IRgY.
Wl Fve Wk the _.f.r.r.|'r.|" detarly and ’

bave you sorted out in @ flash.

#* BARCLAYS

B YO WP LONERE VINTEES VML SEFD VO R FAREST 10 QU ARINAN Y ANLNATLEEE TUOOET &N 44 481 I
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Soactr ™l & single tost, it's time for 5

version I penance
ence, do 200 mmin:,ﬁ” original Konami coin-op, (1f

r
3

Be g —p
B ow 5

'!u.._:l
CONPLETYFE

Producer: Ocean
Retail price: £7.95 cassette,
£14.95 disk
Authors: Andrew Deakin and Mike
Lamb, from a Konami
coin-op
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Producer: Ocean

Retail price: £7.95

Authors: Jon Ritman and
Bernie Drummond
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match time can be set 10 5, 10

* Jon Ritman has excelled
himsall with this outstand-
ing follow-on from Match
Day; he's obviously taken in
all the constructive criti-
cisms of the earlier game.
Match Day | has every
option you could ever think
of, and loads more as well;
the menus (all 17 of them!)
are much easier and
quicker to use than in Match
Day, and the graphics have
been improved. The back
passes are a greal addition
= and very useful. Only the
sound lets it down a little;
otherwise Match Day is top

of the league! (Sorry.) "
PAUL B4%

“ Match Day || has all the
good features of the earlier
Match Day, adds several
more and comes up with

the definitive football
game. There's just about
every option you could
wish for - back kicks, cor-
ners, barging and two-
player games are all availa-
ble. The graphics are clear
and well-animated, with
nice little jumps when the
purn' is to head a
ball. And Match Day Il is one
of the most compelling
games this year - the com-
puter isn’'t easy to beal
even on the simplest of
levels, so there's plenty of
gameplay, especially when
you have two-player
matches! "'

ROBIN 94%

* For everyone who thinks
kicking an inflated leather
sphere around is fun, this
will be THE game. Match
Day Il is a huge improve-
mant on the original - not
only is there now a vast
front end of options menus,
there've been some good
changes made to the
gameplay. It's the best foot-
ball game around. "'

B4%

Joysticks: Cursor, Fuller,
Kempston, Sinclair
Graphics: functional 3-D
Sound: tune 1o open each
match, and spol affects
Options: definable keys,
two-player option, all tha
MEenus you can eat

General rating: March Day
is even better the sacond
time round = thera's more to
do, and a skilled computer to
beat

Presentation 96%
Graphics 84%
Playability 89%
Addictive qualities 91%
OVERALL 1%

Producer: US Gold

Retail price; £8.99

Authors: Probe Software,
from a Tecmo
coin-op

utura tima. The Earth's th

is a distant speck, BT has

long been bankrupt and Cliff
Richard has just retired.

P Rygar: accaptable, if you don™t
know the coin-op

Out of this mayhem has come
Rygar, the legendary warrior.
Strong and silent, he speaks but
one language . . . combat. Those
who cross his dangerous path
regret it — or at least they would if
they lived.

But there are still many who
resent Rygar's rule and seek to
destroy him with tha deaadly
sweatness of their touch -
scultling aardvarks, large-headed
snerds, hideous hamdans and
grunting Goths, These are the
dangers the warrior meets as he
runs, ducks and leaps his way
through the strange landscapes of
the far future.

Rygar fights with the power ol
thunderballs, unleashed upon
aitackers. But even his fighling
skills cannot get the better of a
treacherous world, and gaping
chasms of incredible depth and
darkness await the hero's final fall,

As the atemnal slmg% rages
between life and death, Rygar
grows in power by gathering the
icons that are revealed when he
blasts parts of the scenery. But as
tha haroic Rygar travels further on
his adventurous trail, he
encounters ever more weird and
deadly forms of futuristic life which
E&ar’s anough purple prose - Man
Probe Software's last release
before Rygar was Trantor = The
Last Stormtroopear (B8% overall in
Issue 46), for the GO! label run by
US Gold. Trantor's graphics were
highly praised, but the CRASH
reviewers felt it, like Rygar, was oo
2asy.

CRASH Christmas Special 1987
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" You can tell just by looking
at Rygar that it's a coin-op
conversion - it actually looks
like it wasn't written to run
on a Spectrum. And that's

e Fhigplbiadi ol
uninteresti coloured, the

first level is far too easy and
the others offer no
stimulation. "

5%

__/cOMMENTS |__

Joysticks: Cursor, Kempston,
Graphics:

£ but not ugly
Sound: spot effects
Options: definable keys
General rating: acceptably
playable, though early levels
are 100 easy, the reviewers'
major criticism is that Rygar
falls further short of its original
than most coin-op conversions

Presentation
Graphics

Playability
Addictive qualities
OVERALL
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Atari ST CBM 64 . Spectrum
BEEEREEEREEBEEEEREEEREEEREEEERENN

Spectrum

Atari ST

“ A long time ago....

At last! The most famous
coin-op Arcade Game and one of
the most successful films of our
era come together in this
Domark publication.

Faithful to the original, the

home computer version of
STAR WARS"™ will win first

. place in your games collection,

and be the one you go back to
time after time.

Atari ST.

"CBM 64/128K

Spectrum 48/128K
Amstrad CPg

) & © 1978 Lucasfilm Ltd & Atarl Games
: Al rights reserved. Used under Authorisation. {
D OM A R K DOMARK 22 Hartfield Rd, London, SWI93TA G A M E S0
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in a galaxy far




NHILIST

Omega—Droids, they’re powerful &
deadly. Are you a match for them?

Mail Owrder: Agtivinion (LK) Ltd Units 3 & 4 Lioyds Clode
Finedan Road indusirial Evste Wellmgborough MNorthimpron NG 458
ZX Spectrum 48K /128K /+ (£7.99) Tel: (0933) 76748 (&) 1987 Electrie Dreams




fand A should | care il Virgin — price list Dear
someonl s oo dgan nied | GoooTeumpeh Loy | HingBonanbter ke
my I've a big | To finish off I've my Top August
heart), of hire ... | Tenchart for Speccy 4BK games: | 1984, and a CRASH reader ever
with reference lo the recent 1 Milk Race since, | fell it was about time | put
debate about whether or not 2 Turbo Esprit my £1.25's worth into the aeonian
CRASH should Iinclude reviews, 3 m
‘ve jusi been shown some 4 Prix Simulator My first point concems the
mm marke! research 5 Unridium notion of innovation. Ever since
out on the streels of 6 Glider Rider Meil Croucher opened this can
somewheresvilie, which asked 7 Ping Pong dm.ﬂuwm
mmmu?wm 8 Starquake along the lines of 'the big software
tapes. Out of some 15 'youth ' titles 8 Agent X houses nothing than coin-
m{m mﬂum“gad 12-20), 10 Cobra ops, rehashed ideas and licence
came out one of the | Graham Easton, Lincoln deais with no game in them at all’,
mm So you ARE Without 1o reiterate
vidmmin:‘ﬂkm *-P?; = muﬂ?usawmg i ﬂﬂ“:lrn g
't prove ssue 27, or was
4 T | e S doweet | atssattiwim ity
'm sure !
mmmmwﬂ#:nlm'! mmnwmmmm
recall anyone CRASH | houses nor
A MATTER OF Sampler was . thewordused | are to blama; it 13 the software-
RESEARCH was EXTRA; and if you had read mmmmmm
Dear the Next Month panel in the The much-maligned
Just a few quick points, | am very | previous CRASH, you would have | companies are only producing

Lioyd
e ==
) ) [N )
it gave me a good idea of o © o\ °©

= CEO®
R o O Coart vt ~

the successful readors). | hope AV =

Candy's Scores tums out a - p @ N
In issue 46 | noticed the price -

e o ara s sona . | | THE ARCADE TRIVIA GAME FOR YOUR SPECTRUM 48/ 128/ +2

D T When | first M A et ITIChy MUM-CTI0RCE QUESTENS 10 (00 e (60 Anookes alis o The packets Thei o 8 on i & Cosur
in March 1985 141 bl quesstion for higher pouvts, bul wou il fave 1o bl Quick beCESs The agher The (i vaius e ke the
paid B5p, which | was a T

o EXCELLENT 30 GRAPHICS, SUPERE ANIMATION, HUNDREDS OF QUESTIONS
BREA POINT costs £5 99 por cosefie, inchuting PAF. Make

risen , half the price | paid *—9 sass a3 30 ek 500 or pokage. BREAK POWT 1 et
’DFHI?L! . Us readers also paid AIRLINE S ;',.:' ™ tage T i wenable
h the | ' M Bascom View Rosd, Clase, Morrrifon, Seantes,

SAE TH. Tel. (0782 701058

free. Come on Lioyd, let’'s see B
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what thare is a demand for —and
that does seam 10 be endless coin-
Op conversions atc.,

In the Hotling Top 20 in the
November issue, six ara
conversions, and Ihe?nmes
ara shoot-"em-ups in ona form o
other. However, that is not to say
that the same old formula s a
licence to print money, but | shall
come anto that in a moment.

Fortunately, innovation is nol

Synonymous with
originality. Wuﬁm&r
programiming is
@asing at a steady rate, and
hence new innovations in

programming techniques are

being developed. This
is where the main problem of
innovation saams 10 oCCur; a
company spends a year

a nerw system for
ona single piece of software, but
the game flops in the shops. And
why is this? A disease | have
labelled Croucheritis: the
company has spent 3o much time
on the tion of an idea
or technique that it forgot toput a
gg,mhthnpg_ﬂggagﬁsml

In the long run, stunning
graphics or digitised sound or

whalever is only the icing on tha
cake; it is the playabiiity that really
counts. No matter what the

is, no matter how astounding the

o oriinet e b?'!:umu
is, i gamsa
mﬂ'lm:an',rw from its
nlayrahﬂlty it is of no use to the
Pwrmponsutummmls.
doubtful collision-detection,
painfully slow scrolling or
whatever will mean the evertual
downtall of a game, even il it has
the most impressive window-
dressing ever seen. The bad news
is that it is this window-dressing
that persuades the casual
purchaser to part with his hard-
samed pennies. He sees the game
running in the shop, perhaps he
has seen it previewad in a
magazine and is superficially
impressed. One rainy afternoon
later, all ha has for his cash is six
minutes of noisy code and a
cu:ﬂtﬂhntrumaﬁmmanma

Thls is where magazines like
CRASH become so mg:ﬂaﬂ
they can get beneath t
giftwrapping and find the actual
mﬁ inside, These findings can

be conveyed lo the
readership, and they then have
someone elsa’s opinion, other
than the publisher’s or
programmers's as to the game's
ments. Unfortunately, | feel
CRASH has not been doing its

in this department. | am not

about previews, even

t thase are often misleading
in that they make some ﬁ:; Sia
average games seemex /
this ngqﬁrrmrnmmm is inharant in
the very nature of a preview,
there'd be no point in showing us
what is to come if it is nothing but
dross and it has always been clear,
in CRASH if not in certain othars,
that you have not seen a completa
game, only a demo or some
screanshots. What | am going on
about is the reviews.

iB\ina
con e R
trying tc improve its content and
to woo more readers. Most
of the changes within CRASH have
been cosmetic as opposed 1o
and have improved the
magazine over its lour-year life.
However, CFIASHmﬂmtl'orgat
whﬂ is there; il is essential
software-review
this point | hava 1Wmth lan
Karr (iasue 46 Forum) on criticising
tha comment box at the end of the
raview, In tact, | have noliced a
general drop in the standard of
reviews over tha last yaar.
Reviews have (with certain
exceptions) been far shorter in an
attempt fo cram more games in.
This is fine as far as the description
of the part goes, as we can
that on the cassette inlay
ol o st
sati when to
Mﬁwﬂmﬂbﬂm.mm
some cases is brief to the point of

.tno talls
obacuntraw‘;nrw e us

without actually buying
this i — whan it hacomas no

late. One example in the

November issue was on page 28
in the Action Force review where
Paulremarks ' . . . though the idea
is simple the awkward control

| method makes s appeal short-

lived . ., ".
What ‘awkward” control
method? Since the keyboard-play
and control-keys comments are
no part of the review there
is were to look tofind out. What
lam trying to say is thal the reviews
should bacomea more detailed as
games become more complex,
mthanhmm.ﬂmism
actor, than it seems logicalto
kmihmﬂm.hmg
much larger and all-
encompassing comments box at
tha end of tha review, ora
of notes rather than solid editorial,
All this said, | still find that the
reviews in CRASH are tha most
reliable by far, and an important
source of reference before buying

ok, o |
'd like 1o finish on a ighter (if
somawhat cynical) note. As wa are
continually informad by the madia,
Christmas is once in around
:ﬂh;rﬁmTmelréﬂmth&

prestigious CRASH
Flem:Lrs‘ Awards. I'd like to
propose a new calegory — the
most overrated game of the year,
This would differ frosm the worst
game of the year in thal any game
can be bad, but it takes somathing
to convinCe us that itis ., and
only now in retrospect do we
wondar why we ever played it, el
alone bought it.

Past winners could have
|ncludadJarSHMﬂy—!nrb::19
programmed in such a way 1
the game was impossible 1o finish
without cheating due to the Attic
Bug and an invisible object that
?nuldn'IW. Sabrewulf -
or bei ing but a reworking
Witarc's Lair - for being & sight
(] a
mwammmxmmnc.}

Atic Atac and Sabrewulf, Knight
Love - m!hegraphmm
amazing but it's a shame Ultimate
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forgotto put ina game. Sherlock—
which opened up new frontiers in
interactive boredom.

No doubt I'll be burmed as a
heretic for taking the names of
some of the ind.:j;zl’s sacred
COWS In vain but anaward, as
all awards, can only be made from
purely subjective opimions,

Keep up with the good work,

Ruben, Beckenham,
Kant

Barnaby I'ﬂlhnmynrgup_gatm
for a new Reaaders’ Award s used
in this issue, on page 157,

A ;iﬁf:r-kem_ Spectrum-
OWner imagination boggles!

Seriousiy, is it really necessary
to know WH!‘.'; the awkwd
control method is 7 Surely knowing
that a trusiworthy reviewer
considers the control method
awkward is enough. You don't
have to kriow why it's awkward,
And after ail, if you haven’t bought
it and played it 'l never reaily
understand the control

dragon s guarding
key seems unimportant; it's just as
in ive, surely, to say that
parts of the game are too difficull,
And why are they so short 7 Weil,
you might have noticed that in the
last few issues more details on

going in the
mmmnmmmw

of scenano are now omitied) rather
than in the criticisms; and
sometimes there's just not much
fo say aboul a game other than a
quick summary of graphics and
gmqpim;fﬂnﬁgﬂ,afmum.?
pmmhhoga absurd langths,
drog afl features and regular
columns and give each review a
few pages, delving into the
minutiae of avery and scrofl,
Should we do this? What do other
readers think 7 What does the next
‘lff“f&rmhk?

NO COMMENT
Dear
| am writ

nbﬂuthnkm'alvmnr
in CRASH

I have been gattm CRASH

since lﬂuezmdlaguuwﬂhlnn
etely that the comments

box too small.

| would prefer it if you kept the

comments on control

and skill levels, too -1 like to know

how many keys tha gama has.

\( ('k / ul
QU
ety g e GRS i

cantre just to look at the inlay card,
1o see whether it has got enough
SCcreans and 10 make sure thera
arm‘t!mm keys etc.

lhope enough people write
lnmm&mmnthﬂtn

Gary Harris, Headington, Oxford

You obwviously have this thing
about keys, Gary! But you should
bear in mind that if there are - by
common consensus — oo many




O — — _ —

", .._.._:_-:._:_:_:: \/
WAL ......__.._,..,._....-.._...f._..,. SUOOOUUCOOOUO S

Q2000000000000 ...__........_........_...... 000000000000000000000 _.p_- \
.................. J e Nt ) ..J.f-_._ FJ._ N .r'.._ . ™ .r 5 _._ % ..'.r . .‘_._ " .r'__r rJ.r ..'... rd... .r'.._ _._J__r .d.__ .-'__r .d_-_ J_..__._.pd.a
AR RO DA e e e >

rmm - w - - W
- = - 4 @ B = . I
m.mw a em% & ol - - Wﬂ “NM M
T - e o mum., E 2 unn.u.m A W“U [}
- - * - S S SE>28 27T v §8E o = T Sz
OC 6, §:;2 g8 §ef% % 38Ez &8 ® 20 St
o~ -r._..l - | 2~ = = O O g @D o =1
> cpgsE 38 E2EE 8 B i QR t &
—— 2P §E3¢ =23 3378 E3F isfs, B3 - mmm
= =2 6 9 & s s - I F =1 ! -
m of 25§37 23, E58f s8¢ 3938 f§ B3 Of:
€4 TagsEt ©vE3F =E€ % LELEo % &ET I
gb Bizs gif sael iz gRliE i > Wi
Ll 20 :&£53 3% 88§52 3 mmmmm 5 § LES ~ 23
H ﬂuﬂﬂuﬂ_ - u-_.w m _.".._.LM._ - w.-.|..| S w us
e > 22 e £ £ = MMGS @ a = « £
2% 5dcf 3E: TRES S35 E£3iRg mmm <z Qs
O= hm.n.w 565 Mnmm Bgs .Gmﬂm.m & O ek S e
> 0 2828 £28 SEE £3% 28E88 weEs OMQ& M._
20 & X x X x " il ST =

00000000000000000000(¢
000 0 000 OO0 O O O O 0 O R R A D R R R RN

............... s e P e M il i i it T Wl e S e i Wt W Vit i T o e W Tl e T L L L L L L T
R R T R R R S AR AR AR AR AR AR A AR AR AR X AR A RN XN R
OO :..J. OO OB AR \J AN

e M_m_*_._mw_“_“._..,w o
mmm i ,_MMW.M mmwm mmm itk w 1 i
mmwm mh_ L
3 5 mm E
w mm ww w mm,“mm wmmﬁ mmmu mmm..._;;m m&zm wm .mm_..m -w__
2opesgogocng o B £ SEge i
m@m.w \ae iR iy
ks m um . mw_ < 4 mww 3 m nmu_mm :
i AR

Em@mw i mmm




CRASH is a rare beast among magazines -
everything short of the printing is done by a
small team based in Ludlow, Shropshire.
Here’s a short tour of the process, from
writing to the final details of design.
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the Forum page on the back of this
was marked '50% yellow, 30%
magenta’. (II's just a colour
really.)
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Late one evening...

..evenlater

I THINK IILL HAVE : A ]
TO GO AND HAVE <
A LIE DOWN THINGS GET SO SO
' QUICKLY THESE BavsS

THAT THE GOOD OLD
DAYS SEEM JUST
LIKE LAST WEEK

*\'

LSO ATy Capp
R Out for Christmason {

Spectrum, Commodore, Amstrad
From good software shops everywhere

( "'“d"

o

Mirrorsoft Limited TR\
Athene House, 66/73 Shoe Lane, London EC4P 4AB  7+y7 ﬁ‘: "1 AT
Telephene: 81 377 4645 Fax: §1-353 0565 o

S ot S < 1AW
S S Lo R Telex- 93121001127 G ) L2

Cartoons by Reg Smythe
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your co-ordination and nerve will be tested to unbelievable limits.
ﬂuhhnﬁw“uum-m Out Run the
computer simulation mirrors this exciting all action spectacic

CBM 64/128 [ S5 D] : AMSTRAD
CASSETTE £9.99 DISK £11.99 _ ' CASSETTE ﬂ 99 DISK £14.99
SPECTRUM > - ATARI ST
CASSETTE £8.99 g ntsx £19.99

I
- The machine becomes a home
l computer reality on December 10th.




SYSTEM

Arcadia

Arcadia,
subsidiary company, has just released
the Super Select System, a multiptay
arcade machine bassd on its Amiga

Mastertronic's arcade

SUPER SELECT

board system. The sysiem comes in two
formats: Sports Simulation and Arcade
Action, and each has five different
games

W Llke the Arcade Action package.
Sports Simuiation ofters a wide variety of

games, most of which have been
converted from home computers

One of the most notable convarsions is
Arcade Leaderboard, a slightly tweaked
version of the classic USGold golfing
game (B0% Owverall in issue 39) which
retains all the original's playability. You
play the course against a time limit, and
trées, bunkers, rivers and lakes make the
going extremely tough. Extra features
include sampied voices, an animated
ingtruction screen and a map of the
course, It's certainly an unusual and very
enteriaining arcade game - go for @
rownd,

The highly successful budget darts
game, 780, has been given the arcade
treatment and renamed World Darts
(Mastertronic's Spectrum version eamed
T2¢% In lssue 35), In gameplay H's
virtually ientical to the computer game,
and the player challenges a senes of

ry €
NN T—

increasingly adep! computer opponents
at a maich of 501. The graphics and
sound are both superb, and the gamepiay
has a lovely feel. World Darts isn't the
sort of game you'd expect to find in an
arcade, but it’s surprisingly addictive

SportTime Bowling, however, is a very
weak bowling simulation based on the
dira Strike Dudget game (40% from
MAD. in Issue 41). It doesn't play well,
the graphics and sound are poor and i
hardly captures the thrills of bowding. Not
one 1o break open a piggy bank for . . .

Offering more playability but also
suffering from weak graphics is
SportTime Table Hockey, a simuiation of
the one-on-ong air-hockey games often
found in seaside arcades. The fast action
is enjoyabie at first, but it doesn't take
long to lose its appeal,

Pool is a difficult game 1o convert to a
video format, bul Arcadia has managed
to capture the game’s feal and spiril with
Pool and its reafistic ball movements.
Pool is definftely ong of the best games of
its type, and should be checked out.

Arcadia 15 also planning Baskethal
Football and Tennis simulations specially
for the Super Sadect System — we'll keep
you pasted.

E i

S S G S S S S S U W W S = |

ARCADE
ACTION

B The Arcade Action setup oMers fve
games, ranging from a traditional beat-
‘sm-up to an unusual concept of sport in
the future,

Ninja Mission is a conversion of the
Commodore baat-'em-upfarcade
adventure, The player takes control of a
ninja hero and enters the evil Akuma's
palace 1o retrieve seven stolen jade idols,
battling gangs of savage guards

The graphics are exceffent, with lovely
character-animation, and some neat
backdrops. It shouldn't take beat-"sm-up
@aperts 100 long o compigte the mission,
but Minja Mission is highly enjoyable
nonetheless.

Biasta Ballis, again, based on & (mildly
addictive) Commuodore game, Hyperbowl,
Viewing the scrolling action from above,
you take control of @ ship, trying to drive
2 large moving puck into the opponeénts”
goal. The concepl is very simple, and
unfortunately it doesn't hit the mark as an
arcade game. The graphics are colourful,
but the gameplay just isn't addictive
anough to spend more than a few 10ps
an

For shoot-"em-up fans there's Xenon,
a vertically-scrolling progressive blaster
A craft which can fram tank o
aircraft i guided through 16 sactors of
frenetic action, gathering extra weapons
as the mission progresses to creale a
very impressive armoury. Each sector has
its own guardian which must be
gestroyed 0 progress 1o the nexd, and
none give up without a fight!

The action s fast and furious and the
graphics are really spectacular -
especially some of the large aliens. Xenon
is a very anjoyable and extremely
addictve  shool-'em-up, weil worth

r_.llll'l'lll_ﬁ
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chicking out.

The other two games on Arcads Aclion
arg Space Ranger and Sidewinder. The
former is a honzontally-scrodiing shodot-
‘em-up and the latler requires the player

-
-
-
-
-
-
-
-

to pilol a craft through a 3-D maze.
Neither were ready at the show, but
sound promising.

> Fast and furious action in Xanon

T




AAARGH
Arcadia

B Among Arcadia’'s new Odedicated
games s Asargh, a mashing, smashing
gama where one or two players can be a
pair of terrible monsters - Godzila and &
giant Cyclops — and go on the rampage
through a series of towns and cities. The
action (s displayed in 3-D, with the
monsters walking "in’ and ‘out’ of the

screen

The first port of call Is a tribal village,
and the gruesome twosome stride around
the village, smashing down houses and
satfing them afight. As bulldings are
wricked, the inhabitants stream out and
are stomped to death, picked up and
gaien - very anjoyabla!

points bonys. this viokent imteriude,
both creatures retum o Stomp and

L

ROCKFORD
Arcadia

W Rockiford, the arcade version of First
Star's evergreen classic Boulderdash
(remamber the Front Runner Spectrum
version back in 19847 93% in lssue

STREET
FIGHTER

Capcom

M Capcom's latest (which CRASH
previewed in lssug 44) is a traditional
one-or-two-player Deal-'em-up played
Bcross a senes ol backdrops, very much
in the Karate Champ mould. However, i
adds a new dimension with pneumatic
punch buftons, large rubber pads that are
bashed 10 make the onscreen fighter
punch out = and the harder they're
thumpad, the more powerful the hit

The action is certainly gratifying, with
great feedback from e bufions, bul
once the novelty of hitting the machine
wiears off there's very litie to draw you
back

ROADWARS
Arcadia

B Aoad Wars is Arcadea's one-on-one 3
D shool-'em-up in which oné of two
players drive battiespheres (Tutunstic
tanks! up an infiniely long mad and
destroy oncoming hazards

The action & very simplistic, and
there's lithie to do other than dodge or
biast approaching objects. It doesn 1 take
lang for it 10 lose its appeal

12 ). 1S now finished and ready 1o
efrler the arcades

There are 40 levels sel across len
different worlds, each having ils own
thema, with the dirt, boulders, diamands,
and even Rockford himsaif taking on a
different appearance in sach

But the graphics and sound are
disappointing, and the gameplay i3 very
tough, requinng lols of skill and an
understanding ol the game's workings

CRASH Christmas Special 1987 31

>




AFTERBURNER

5
of
i
"%

¥

i
gas
i
gg°
H
|
2 5
i

s8 B

g
Egg
i
|
£
;
)

il
i
i

i

g

:

g

:

g

I
Hi
g

I
EEE
%é“
;%_
355 2
Th
; g
H

2

3

L

i
]
il
5
"
it
1H

83

igdE

g
H
z
1
i
-
T
g
%
2

b Afterturner: ‘colourtul and incredibly fast 3-D graphics’, but overpeiced and
underinteresting

1 arihaa)

CRASH & SPECTRUM
SOFTWARE HISTORY
BINDERS

Lioyd Mangram's CRASH & Spectrum Software History, which is
concluded this issue, adds up 1o 96 pages: 48 pages 1elling the four-vear story
of CRASH magazine and the Spectrum software world, and 48 full-colour
reproductions of CRASH covers by artists Oliver Frey and lan Craig.

Rather than leaving the CRASH & Spectrum Software History in several
separate issues, many readers will want 1o keep the collection together.

And so CRASH & Spectrum Software History binders will be available by
mail order for £4.50 cach (£6.50 outside mainland UK), postage and packing
included.

That price includes reprints of Llovd Mangram's Lookbacks for the years
1984, 1985 and 1986, and a selection of special articles on the development
of the Spectrum and its software.

This, together with other recently-published material designed for the
binder, will form a unique CRASH book of over 150 pages (complete with
title and contents pages).

The firm blue binders, similar to the annual CRASH magazine binders
(which are available through the Hypermarket on page 166) and subdivided
into sections with sturdy plastic rods, will have room for:

@ the 96 pages of the CRASH History
® the complete index of CRASH reviews (in this issue)

@ the complete index of CRASH playing tips and maps (in next issue)

® the complete index of CRASH features (in mext issue)

@ Lioyd Mangram's four Lookbacks at the years 1984, 1985, 1986 and 1987
@ special articles on the Spectrim, only available with this binder

The CRASH & Spectrum Softwane History binder is available now with the
form below (or a copy of it). Please allow the usual 28 days for delivery.

— — — e e e e s S S— —

ﬁlra.st send me a CRASH & Spectrum Software History binder with n:prmlﬂ
of three Lloyd Mangram Lookbacks and special articles. [ enclose £4.50
(£6.50 if the delivery address is outside the mainland UK).

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

I PLEASE DEBIT MY VISA/ACCESS ACCOUNT £

]|muuupwqumdMuwnhhuu-.ummuuﬂ

| Signature Expiry Dats
Plaase Charge My Account No:

I Cardbolder's sddresa, f duffereal [rom delivery address sbove l

| - ; Postcode




Forusewiththe . Forusewiththe T

Spectrum and Spectrum Plus Spectrum and Spectrum Plus.

Spectrum Plus 2 and 3 Spectrum Plus 2 and 3

Commaodore 64 and 128 Commodore 64, 128 and VIC20.

Amstrad CPC. MSX, All Atari Computers (inc 5T)
Amiga. Amstrad, M5X

m The only joystick that B Auto-fire to give instant
actually fits your hand. and even firepower (Auto-

B Fire button positioned fire only).

right under your trigger finger. B Micro-switches allow you
® Solid steel shaft and robust 1@ Not only feel, but hear
construction. each move of the stick

B 12 month guarantee.

‘ MASTER SYSTEM ENTERTAINMENT SYSTEM

¥

B The only joystick that 8 Auto-fire to give instant
actually fits your hand. and even firepower

B Twin firebuttons positioned 8 Start and select buttons
right under your trigger finger. (Nintendo only)

m Solid steel shaft and robust B Micro-switches allow you to
construction. not only feel, but hear each

® 12 month guarantee. move of the stick.
nly the PEHIES Ultlng luymcns can glve | To: Konix Computer Products, Units 12/14 Sirhowy Hill Industrial |

Estate, Tredegar, Gwent NP2 40Z. UK. |
Please send me:—__ Speedkings with Game at £11.9%ea. _______

— Speedkings with Autofire at £12.9%ea. ________ [
Segas at £12.99¢ea.

you the power you need to take on the
unknown — and win,

Ultra fast responses to every command,
unbeatable autofire power and complete control.
Right where you need it - in the palm of your hand.

Trade or export enquiries welcome on
049525 5913.

I

I

I —— Nintendos at £12.992a,
{Including Postage and Packing)
| enclose Cheque/Postal Order for

| (Made payable to KONIX). Or charge my Access/Visa
it Dot R e TR

1 Name (o Capitab)
P e e

— Postcode
I Plaase sllow 4 days for deivery. B Credit (erd holden may' tebephons on 085525 5511 f
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»  Nextoul of the proverbial hat is Sean Conran's Conran The Artist (any relative

m“mnmmmnmhlﬂnth:hﬂhﬂ
MIKE DUNN, daring, dedicated and modest effective, bright and well-drawn.
takes to the keys of his Spectrum foralook at S - .,?
your screen art SN e VIR
H, : &~ - .ff?E'és,.%'
.f*}{:f_é. 2y & S i (e
"f.l' ¥ ,&I- -.'-  §744 i ;", o v, &
Z4% =S \\. AT
- % \n 2 5
) % S
' . 3 E Y
e B 2
e St 2%
ﬂi'}\t I e e, ::“’,.! BRSSP R ) § < 7 1
'-..1%:' 'r{&* 5 | : R NS K . :
S22 AR ¥ & e ' > from Andrew Gordon comes the horrifying Ward /3. And again it"
e ) j_.rm..,’ ;;;:‘.E.’ mhm,ummmmuumﬂmmw ol
L, & Hilmral Bty nonetheless. Is that a human hand into the door? | hope not. |
A e o o lots of letters from The Bug about influence of my

o 7E%, 4
> Kicking oM this month is a selection of excellent, though somewhat odd,
pictures by Andrew Gordon of Bieldside, Aberdeen. The first one is
Teenage Mutant Ninja Turfles {or TMNT to its Iriends), doubliess related to
zany alernative comic of the same name. The colour clash is a bit

on the younger generation, and we wouldn't want that, now,

—

but at least it makes a change from run-of-the-mill ninja

Right, that’s it till next month, when (with
the usual barefaced editorial lie) I'm
promised more space. Keep the weird,
wonderful and just plain amusing
SCREENS coming and remember every
one printed gets a full-colour framed and
mounted screen dump courtesy of

Rainbird, so a big hand to Rainbird for that.

The address is: MIKE DUNN, ON THE
SCREEN, CRASH, PO Box 10, Ludlow,
Shropshire SY8 1DB. There's no closing
date, of course, but your SCREENS may not
appear for a few months.

T, oy s 1.0 - Man B0

-

6 e
F“ -

6w

gﬂ%l {IH‘ ; RER 2SS T

* Ohdear, There's always one, isn't there ? Gavin Marshadl of in Kent
wirote asking for an extension to the On The Screen logo which
of course isn't possible (the winner's at the top of this page!) - but as his
Michael Jackson lookalike portrait's so good it had to make it lo the galiery.




SRENLIGHTENMENT |
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HAS RETURNED TO BELORN, DEMON PRINCES
RULE THE LAND, AND ZOMBIE'S ARE THEIR
LEGIONS; WAITING FOR BATTLE.
Spectrum £7.95 Commodore & Amstrad £8.95 (£12.95 & £14.95 d)

@ PUBLISHED BY FIREBIRD SOFTWARE A DIVISION OF BRITISM TELECOM PLC FIRST FLOOR, &4 - T6 MEW OXFORD ST LONDON WL 1A 1PS



'‘PAC'S BACIK, they say -
Far:.manlsmllhgbal:ktnﬂ'-a

Spectrum thanks to Quicksilva
and the coin-op conversion Pac-
Land. if you'

yes,

re the kind of person

arcades, you'll be more than
A e
~and you' to hear
that Quicksilva is provi
mndmiurabﬂﬂimt uokvgobbnng

WIN AN ALL-

whisked to London for the day, all
expenses paid, and plonked in a
top arcade with a bagful of 10p
piaces - £50 worth!

And for ten runners-up there

DAY AT

s g S s 8 Wieter G e Comp e | xeioede Cotourmy dscoresl
1.+ P
2
3. C
1 2 N T 0
5. TTTT1 AT L[]
6..TT I I LI LINCIC]
alite I TIST2 RN

EXPENSES

PAID

THE

ARCADES
COURTESY OF

with Pacman and his friends,
Just complete the famous
arcada titles in tha word grid which
make up the name of Pacman's
new escapade on Durc&sﬁvn
T‘rmsa clues should haelp . .

1 Fingertip athletics

2 Much ado about an
Englishman’s home

3 The glass house inhabited by

4 to the racing game
which was in front at the start

5 The follow-up to a gripping

racing gama

6 Son ol a jackass gorilla

T Two-way scrolling protection
racket

Put answers on a posicard or
the of a sealad red briefcase
wm:mmrm'gll

i , Shropshire SY8 1DB

mamwaFabmw1 1988,
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BOOK

Intricacy just as arcade can
spam like I'ast-r'rmumF 3
Probably the most famous tie-in
@ver, and one of the first great
to emerga on the
m, was The Hobbit,
based on J A R Tolkien's tale of
elves and dwarls. The
game followed the short novel's
line very closaly and careful
reading of the book could get the
player oul of most sticky
situations.

The Hobbit (which appeared tha
year before CRASH and so was
naver reviewed) was revolutionary
in two areas: graphics and
imteraction. In 1983 most
adventures were text-only, 50
though The Hobbif's graphics
weren't revolutionary in
themsalves, there was a novelty in
putting graphics to a quality game,

After Hobbit, the big chain
stores insisted that any game th
stocked had graphics, and thoug
the text purists complained that
this resulted in a poorer game,
graphics undoubtedly increased
sales.

And The Hobbit features
complex character-interaction
through a parser system
devalopad by its programimer,
Philip Mitchell, called Inglish, the
like of which had never been sean
on the Spectrum. The player can
communicate with the other
characters using tha SAY TO
command, though most of the
time all it results in is Thorin sitting
down and singing about goid . . .

Later Tolkien's great follow-on
from The Hobbit, Lord Of The
Rings, became two games which
sum up many of the problems of
book tie-ins (sea balow).

SNOWMEN AND
SLEUTHS

Quicksiiva’s The Snowman (T8%
Overall in Issue 3) — one of its las!
releases before being bought by
Argus Press — was based on the
book of the same name by
Raymond Briggs. The book relied
on gentle canoons without words
- as did the film adaptation = to
convey tha delightful story of a
snowman who comes to life for
one chilly night. Beyond its graphic
similarities, however, the game
doesn't have much to do with the
original tale, so thoughit'sfunas a
the-in it is irelevant.

H G Weills wrote The Shape Of
Things To Come, but his
prophecies did not include a

GAMES OF THE

ROBIN CANDY concludes the saga of our
favourite marketing tool - the contrived tie-in

computer game of another of his
books: War Of The Worlds (46%
Issue T), releasad by CAL,

to Jatf Wayne's famous musical
rendition rather than Wells's

makes a goof-up of the case and
convicts an Fru;%ﬂu?um
The SAY TO = better
usad than in The Hobbit=Is
necessary to solve the mystery,
And having played the game at
length, | find it particularty closato
its original source in atmosphere
and characterisation —it's also
fiendishly difficult to complete.
Daniel Defoe's Robinson
Crusoe of 1719 = one of the
earliest novels — must be tha
oldest subject of a tie-in, but
Automata’s adventure version (5/
10 Issue 10) is distant from the
original. It's a gentle satire, with
Crusoe stranded on 'a remote
island in Yorkshira' and trying to
get home 1o sue his travel agent!

WONKERS AND
ASSASSINS

Hill MacGibbon's adaptation of
Roald Dahl's fabla novel Charfie
And The Chocolate Factory
(63% Issue 18) centres on the five
winners of the competition set up
by Mr Wonker, Each of the winners
is allowed to visit the chocolate
factory as well as receiving a
lifetime’s supply of chocolate, but
thare is a sinister motive . . .

It's divided into five subgames:
in the first four Charlie rescues ona
of the other characters, while on
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public. It was reviewed twice,
Derak Brewster giving it 9/10 as an
adventura, the C team B6%,
both in Issue 23 — a curious
departure from the nomal
treatment of reviews which
possibly reflected an equally odd
departure from style for Lavel 9.
Instead of being in Level 9's
usual text-and-graphics
adventure format, Secret
Diary Of Adrian Mole is more a
decision-taking game (not unlike
The Rats) where the player
chooses an action from savaral
options and the then
proceads accordingly. it follows
Sue Townsend's humorous mock
diary of adolescent tribulations
closaly enough with new twists
added to familiar problams.

Knowledge of the book is helpful
bul doesn't make the game
substantially easier,

JRRT m.ﬁnu“l:wuh'
'S

the tale of four hobbits and their
to the one

of evil Sauron. The book is

SuUppose
hard toadapt such acomplex tale
in a way that would please
everyone. Programmers asked 1o
convert well-known books to
games face a similar predicament
to that of film directors — they have
to decide what to leave out, and
how to portray the characters.
When someonea reads a book they
build up their own concaption of a
character's personality and tha

rmﬁ.:lrtancﬂ of events.

at's why countless attempts
toadapt The Lord Of The Ringsto
the big screen as a live-action film
have come to naught (and
Bakshi's dubious cartoon
rendition doesn’'t count). The
programmers of The Lord Of the
Rings game were doomed from




the star! in the same way: it was
impossible to represent all the
scenes of the books without
turning the game into a rérun of the
text and making it too easy 1o play,
bt leaving out certain parts and
altering others seems like
sacrilege to die-hard fans of
Tolkien's worl,

As an adventure The Lord Of
The Rings is (despite the many
bugs) an excellent game, bul as a
representation of the book it

necassanly leaves alot to be
desired.
In June 1887 Melbourmne House,

Both The Lord Of The Rings and
The Hobbit have been parodied,
though oddly the later was
done first. Delta 4's Bored Of The

(7.5/10Issue 18) was based
on short Harvard Lampoon
book which mocked Tolkien's
grandiose mythology, and the

same did The
Baggﬂg% Issue 32) for CRL.

TIGERS AND
MR MEN

Gramlin ics's Way Of The

(83% 28) was nol
ted from a particular book but

> Answer: forget the story, but keep the fierce atmosphere of Tolkien's fantasy

In Shadows 0f Mordor
second game in the Lord Of The based on the Fighting Fantasy
Rings series. It centres on the series written by Jamie Thomson
adventures of Sam and Frodo in (ex-Features Editor of White Dwarf
The Two Towers, the second magazina) and Mark Smith, All the
volume of the long trilogy, leaving | books portray the player as a ninja
out the separate goings-on of the | warmior in a series of martial-arts
other hobbits. adventures.

kn it's similar to The this in mind, the game
Lord Of The , but the could be said to be a fair
can control only two hobbits = represantation of the books, but

Samor Frodo or both, Thorin (from
The Hobbif) is resurrected in the
form of Smeagol. t's a relief that
he doesn't confinually sit down
and sing about gold, but instead
Smeagol is continually sneaking
off into the bushes

Shadows Of Mordor is as slow
as its predecessor and presents
an unticdy face. Still, as an
adventure it's highly complex and
vary anjoyable, though keaping to
the atmosphere of Middle Earth
rather than Tolkien's story line

when it comes down to it Way OFf
The Tigaris a pure and simple
beat-"em-up splitinto three levels
(The first features hand-1o-hand
combat, the saecond pole fighting
and the third swordplay.)

And it's ona of tha bast baat-
‘am-ups aver, with detailed
graphics and smooth animation
(tha only letdown is the annoying
multiload system) —-butas a
Fighting Fantasy tie-in it's
dubious

In Issue 30 the eponymous hero

of Biggles (63%), star of
numerous boys’ adventure books
and one recant — though haavily
delayed - mavie, finally kept his
appointment with a Spectrum. The
Mirrorsoft game foliows the film’s
plot very closely, and so only just
scrapes into this section of book
tie-ins = but the intrapid pilot of
Empire is far better remembered
as hero of Captain W E Johns's
m.m'nllr books than for the insipid
movie. ...

It's divided into several separate
games based on film sequences,
rather like Domark’s of the
James Bond film The Living
Daylights. But this mishmash of

spoils the atmosphere.
First Steps With The Mr
Men and Word Games With The
Mr Men, Mimorsoft didn't even
attempt to follow story lines. Using
theé characters drawn by Roger
@5, whose names
{Mr Greedy, Mr Happy,
Mr Grumpy, Mr Strong etc) reflect
their caricatured behaviour, the
programmars created two
educational games for children
aged four to eight years. A case ol
a popular name being put to good

The first program is a shape-
and letter-recognition game, the

1 children to read. Rosetta
mrm both, and
concluded that they were of a

reasonable standard, thy
probably suitable for children
younger than Mirrorsoft proposed.

A BEAR, A BARE
MAN, AND BARELY
A MAN

Rupert Bear was given two

%drum outings: Rupert And
Tczm-tg- P (54%
lssuae 22) and Rupert The ice
Castle (50% lssue 32), both from
Argus, but the first on the
Ouicksilva label and the second
from Bug-Byta. Neither is
I-though to be fair, they
are designed o appeal to you
children - largely bacausa
relevarics 10 e el gentlo
o gentle
Rupert of the comic strips.
Martech took a swing across the
jungle with Tarzan (73% Issue 36),
the character who made Edgar
Rica s famous. The story
has Tarzan réscuing Jane from
Lisanga, chief of the Wamabo. The
action is viewed from the side—a
ungle full of vicious panthers,
quicksand and natives who
aren’'t too keen on Tarzan's
intrusion = with monochromatic
graphics, beautifully-detailed but
g e ambiguity
2 WAas some in
the CRASH review, one comment
stating ' Tarzan is very slightly
on the lilm'. But there have
been many Tarzan films, the most
recant b-am?_ Greystoke: The
Legend OFf Tarzan, Lord Of The
Apes. t's probably the closest to
Rice Burroughs's original story
but the Martech game bears no
resemblance to it. The reviewer
was probably referring to the TV
saerias starring Ron Ely which
featured Tarzan running around a
lot rescuing Jana, Ji, Cheatah,
missionanas and anyone alse who
needed help — and, apart from the
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name, thay bore even less
resemblance 1o tha Rice
Burroughs stories!

Spectrum tie~ins are not the only
guilty ones . . .

The iast major book tie-in
(though probably most associated
it with films rather than with Bram
Stoker's litthe-read novel) was
CRL's Dracuila (9% Issue 37),
which Derek Brewster found "well-
written and a good read’. Rod
Pike's controversial adaptation

ot a 15 certificate from the British
Of Film Censors, just as
CRL's Jack The Ripper (reviewed
this issue - a celebrity tie-in7?) is
rated 18,

CELEBRITIES

YING IN a celabrity is

essantially done to

andorsemant from t
famous parson for your product,
even the game involved
may be called anything (or be
about almost h«'@ but thare
can little doubt that Ocean would
have sold far less copies of Daley
Thompson's Deca (B2%

lssue 10) if t had called it, say,
m%ﬁﬂn,w&sma first

andorsed game of any note, and it
was something of a coup for
Ocean to have secured the favour
of when he was al the
Baightl

t an

his famea 80 soon after tha

hympics.

Daley Thompson's Decathlon
foliowed a spate of releases that
were firmly based on the arcade hit
Track And Fiald, and typically it's
played by furiously waggling the
joystick 1o achiave maximum
speed. It's a niggling point, | know,
but as a tie-in the game on the
Spectrum failed by making the
playing character white, when, as
we all know, Daley s quite black.

Exactly a year [ater n
followed up the hit with Daley
Thompson's (T6%
Issue 22) - but it looked like mortis
calebritis had set in. The
faatures aight avents, all of which
had appeared elsewhere, and
none of which has anything to do
with Daley Thompson. While most
avenls ars wall-presented, the
unendorsed Hypersports is the
better sports game.

SNOOKER AND
SQUASH

Pool and snooker had always been
popular subjects for the
Spectrum, and following the
success of two aarlier computer
versions of pool CDS released
Steve Davis Snooker (77% lssue
12) in time for Christmas '84. The
Steve Davis connection is really
pure andorsament — the game
doesn't have anything o do with
Davis other than the obvious
snooker link, though CDS
man 10 drag the star to The
PCW Show tobe seen playing it on
an Amstrad. And it's certainly tha
sNooker game to surpass all
others

MNovelty is all-important,
especially with sports simutations,
s0 New Ganeration was lucky 10
happen on one sport which hadn't
been played to death by the
software houses — and as far as |
know the personality tie-in Jonah

b



takes
were also all the .and
here they are used to control the
levals of individual
—but even this innovative
fails to slevate the game
other sports simulations.
Sports-celebrity endorsement
continued with Graham Gooch's
Tast Cricket (65% Issue 25) from
Audiogenic. There are two ways to
play it: simulation and arcade
modes. In the former you make
tactical decisions rather than
actually control the movements of
the players, in the arcade game
you control batting and bowling. It
was the bast cricket simulation at

the time, but its lukewarm
reception didn’t say much for its
predecessors,

A spate of boxing simulations
ended whean Activision topped out
with Barry McGuigan H:EEIH:
Championship
Issue 25). More than just a bash-
outinthearing, the gameallows you
to train a boxer 1o your own
requirements, an aspect to ba

FRANKIE WENT TO
OCEAN

Most real-life celebrities in
cmmumnmm.
M.m

It is August 1985 and Frankie
B
software world ablaze with talk of
icons and windows. A pop
isn't the most obvious to
base a game on, especially a
group notorious for its

Designs was commissioned
Ocean to write a to fit their
unusual licence.
* only brief was that
didn't want a game with
Frankies running around in it.
The result, Frankie Goes To
Hollywood, was one of the best
of 1985 (94% lssue 19).
blended ideas
fromits hits Gift From The
ﬁmmm“ design
anew L
As a tie-in the wasn't based
on any membeér of the
but rather on elements from

anter the very centra of the
Pleasuredome and Maximum Joy!
Frankie Goes To Hollywood is
divided into subgames which are
in some way connected to tha
Frankis ethos. For instance, one
scena leatures n and
Chamenko ﬁg;'l!ln it out —tha
theme of the Two Tribes video, H
nothing else, Frankie Goes To
Hollywood proves just how rich a
tie-in can be in thea hands of
programmers with fertile
imaginations, Througha
of arcade and adventiure
Denton created one of the
most en and imaginative
games aver,

THE BEATLES AND
SAM FOX

Frankie Goes To Hollywood
wasn’t the only group featuredina
game = inavitably, the Beatles
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mmﬂ‘m
o bl e s
inwe your
victorious, and
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ﬁ:&lﬂﬂmgym

[ at tha top of the screen’),
but Prince Charles did asa

Issua 10), from Creative Sparks.
As in the cartoon series
Dangermouse is up against his old
adversary Baron Greenback, who
has created an android
Dangermouse to haelp his plans for
world domination, Creative

programmed by Denton
Dusiqm tor Ocean = one of the
team's less notable mﬂ- isa
sort of double tie-in. i
there the egregious
puppet rodent, but thera's alsotha
plot, which sends Roland on a
mission 1o rescue his friends and
still have time to reach the TV AM
studios.

But Roland's Rat Race was abig
letdown: colour clashes confusa
the eye, it lacks gameplay and
purposa, and has little connaection
with Roland Rat.

PEOPLE WHO LIVE
IN ROCK HOUSES

BC’s Quest For Tyres (46% |asue




Projects from the widely
m -
mmﬂmhﬁbﬂc.‘rw
the part of Thor who has to
rescua Cute Chick from the
Dinosaur. t's a poor
conversion of a poor
Commodore 64 game, and
suitably comic-strip graphics fai
';:W"’“"““"““'“‘““““

indead, most tie<ins with
the comedy of cartoons is based
on hapless characlers Hn
disastrous situations rather
s a gy

a TV's

The Flintstones in Yabba Dabba
Mﬂ!%lmzﬂj Playing Fred

SO By o b5 o
m..,mm The

MWhnmmdmadshg
rescue mission into the castle
whara his friends are haid captive.
Masties inhabit each level and can
be sent to another dimension
when Scooby socks it to ‘em with

Gaul Asterix made his games
debut thanks (or no to
Melbourne House in And
The Magic Cauldron (61% Issue
34). The diminutive Asterix and his
huge but stupid sidekick Obelix
are out to recover seven pieces of
a magic cauldron so that a
strength-giving elixir can be
Mmﬂnirvm%sam

irnrnmlrmdiﬁ
ﬂ but the
prugrmmfurgnttuhsuﬂa

game.

There was quite a long gap
before someone eise
cartoon character, and then it was
US Gold with Road Runner (73%
lasue 43), a tie-in with the arcade
game and the cinema
wmﬁm"ﬁ'fm
clash on the Spectrum make the

there's not "wm

INTELLIGENT ANI-

» Ocean’s Satman: dramatic style from Jon Ritman and Bernie Drummaond

H::fmmh‘:l&amuw
DUt them 10 even better
usé for Mhﬂnpnnortﬂa%
Issue 33),

starring Blu-
Txkﬂuk.sﬂgmwullrtu tha
TV series in

Dum‘hwﬂ hmr as

mgnmurruy new and. like
pradecessor, can get a bit
monotonous.

GOOD GRAFFIX

The ever popular Roman-kicking

an 's books and
is now up for grabs, HCHMHM
mmurﬁarmh
year.

COMICS

OR YEARS American

adventure programmer

Scott Adams had been
renownad for the quality of his
games, but as they were written
with disk access and far mora than

reading about them till Adventure
International began some
CONVersions,
And Adventure International
m-mmmm
tor at
comic-strip hero. The
(8710 Issua B) formed the first
part of the Questprobe series
which would feature various
Marvel comic-book characters.
The game doesn't follow any
pmiu.ﬂwcmicnrwm
programme's script, but stays
rathar with the atmosphere
created in the comics.

International. The object is similar
to that of The Hulk; collect all the
and overcome your foes in
process. Scott Adams created
an adventure that didn't need to
raly on the reflected ofits
sourca, for Spider
excelient as a game. It captures
the attributes of the arachnoid
hero . and again the
comic-style graphics
the taxtual A

DIy ZOIDS

The of Electronic
made a name for

Hutchinson's The Protocol
(see the section on book tie-ins),
and Zoids (96% Issue 25) for
Martech

improved thair
etemnal between the
malevolent Red Zolds and the
heroic Biue Zoids as described in
brochures and comic strips given
away Hﬂ'lt'l:;.mhanlml seif-

It could have been an awful

licence, but Electronic Pencil

Wlis&d on the toys’
do-it- element and the
fadventure notions of The

accessed through
icons and windows represanting a
mind-merge with the electronic
brain of the Zoid you control,
aﬁhrg' an original game of high
quality uses its tke-in source as
a sansible departure point.

FROM
BATTLEZONE TO
BATMAN

Mikro-Gen triad its hand at a
comic-strip (and TV-series) tie-in
with Battle Of The Planets [T1%
Issue 26). The cartoon series pits
five members of G-Force against
Zoltar and the forces of Spectre,
The game's scenario basad on this
notion, but bears absolutely no
resamblance to the TV saries,
looking more like a version of
Battlezone or Elite.

An issue later, Ocean releasad
Transformers (60%), diving into
tha continuing battia batween the
autobots and the deceplicons with

to convict the traitor = is far too
easy 1o hﬁl

But Pmm much better
than Melbourne House did with
another 2000AD character. As the

hero of Judge Dredd (42% Issua
38), you go through the futuristic

game itself is extremely boring -a
reat licence opportunity ruined
¥ ‘R:DGI implamentation.

ere’s another 2000AD icence
reviewed 5};5 15508 — H?'é?d'l ;'d
sir ina, on -
thﬂfagg:ﬂs a fﬂﬂuﬂpﬁ?ﬂﬂ comic's
he-ins last is508.

FAILURE OF THE
UNIVERSE

US Gold's Masters Of The
Universe (28% |ssue must ba
one of the most aby tie-ins
aver. Controlling an ill-defined He-
Man you enter Castie Greyskull,
rescue Orko the Wizard and
overthrow evil Skeletor,
Presantation and gamaplay are
simply appalling.
"::ndm&n thare's Challenge

Gobots (37% |=sua In::n
Reaktor, yet another dvﬁu
in. Controlling Leader-1 you
embark on a dangarous mission 1o
rescue your friends. Whatever one
might have imagined the game
Gt::gid look like, no-one could have
been prepared for something
faintly reminiscaent of the ancient
Commodore 64 hit Sheap In
Space. Poor content, poor
programming and steep price
resulted in an extremely
disappointing product.
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Jingle bells, jingle balls, jingle all the way to the postbox - welcome
to a bumper Christmas Playing Tips that's kept me hard at work with
Lioyd's letter-oponer (finally relinquished) for late nights on end.
CRASH Towers is looking very festive with Hecorations galore; my
contribution is a plece of tinsal that won't stick! (All that glitters is
nol adhesive - Lioyd's grandma.)

And i you're looking for this in a Christmas stocking I'm the
knobbly bit near the orange . . .

Anyway, this month the section’s full of maps.
Yoo Baar, and Merconary sre there in biack and white (and a
fow colours too); there's a three-part POKE for Agant X || and other
routines for ATV Simulator, Batty and How To Be A Complate Bastard.

And thare's a Tai-Pan special with tips, maps and a lable of objects
and where to find them.

1 " |
-i m*.nawm.ur L
i |

s
F 1 | _¢u— Bk o
- Er-nn:oﬁ-‘-f: <E routine for
] .::nr’qv?.r—' L e
1 W o g 3

RED L.E.D. - THE

..I.. . 5
DROIDFUL DETAILS || BEar =t
]

Frncesch Young of Greenwich
has sent in these tips for
Starlight's Rad LE D, specially
for the little light-emitting diode
in the top of my Spectrum + 2!
And she promises some more
next month . . .

Tha droid FANG i a bit sticky and
Blicns (O SiOpes, which 15 very
useful for the centra hexagon and
for the bottom left and Top right
green ones. However, he
becomes uncontralable on acd
lakes —avenif they areice. It s nol
VEFY WiSE [0 ke N 10 levels with
acxd n tham
HOVER hovers! He floats on the

surface; 50 he is immune 1o acid
Ha s very usaful on the bottom ieft
and 1op nght hexagons but haisn’t
as manceyuvrablo as FANG and
BALL

!F_ BALL 't a8 good & drod as

e FANG and HOWVER but he can go

| I amywhere il e an't ofled from the

acid. Heis sale onmost of the dry
landscapes because he doesn i
ke s much damace ns the olner
tw. He should also be safe on any
ol as long as you v found the
ICa swilchas

You shouldn't be alrald of
quitting your level as iung as i
doesn’t arm your routs, 11 can be
worth going in just for a whila or to
fet anargy Ior & weak drod, when
yOLI KNow B woak spot whera you
can Sit and defend yoursell. You
must always try and anter tha next
grid lavel with as much time as
posgila

The bonus is a critical part of
Aad L.E.D.. An exira bonus letier
15 awarded avery 10,000 paints
(provided you picked up the last
o, and f_nl'I’.',.' DI k8 giken per
hxagon), H you leam whens the
bonus letier appears you can lake
Il as so0n a5 it appears and gt out
fowr the naxt ong
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KEY TO PRICE RANGES
—>  ToweoL

BUYING PRICE RANGE (000s of $) =
A 23-25
B 25-29 .

c 29-3 i1
JADE .
Tips: lan Meadows of i SYMBOL  BUYING PRICE RANGE {000s of §) '
Maps and price lists: Stephen B 71-74
Tai-Pan has been a megafavourite | | Lang and Chris Lang of North- c 78-80
lately - I've never seen so many ampton (who win £30 worth of D B5-87
maps and tips for one game. And software as Cartographers Of
when the Tai-Pan file finally burst The Month) SILK
this special was born . ., SYMBOL BUYING PRICE RANGE (000s of 5]
A 36-39
B 39-42
c 42-45

i)

HANGZHOoU

Ll ) TS

Mt “ec 03 K3 -TANSHAN ~ C7

aiG = - 22 JIl - LLgSHUN- I

CIT-KITAKUNED - 01 52 -y NGaKoU- IO
Cim-TLONG - s - OKINAWA -y 0

“ cnza —

Hﬂl‘-WE!P::l-H aq J5-TowYo -ci3 H

b __ 33
QAINGDAO CHAJUDO

@-emi 1D - Whkttiouse- [T -q4oL

BP NN 30 - ARMOURY (Seren A )
-1 J3) - Swprues mjﬂe ;




Magasaki c15 B A A
CITY BUYING PRICE RANGE (SEE KEY) Saseto C16 B 2 A
NAME Kitakyuso C17 B A
NUMBER TEA JADE SILK Haikou C18 B A A
Foshan C1 B D B Jilong ci9 B A A
c2 2 D B Nantong c20 B A A
Cc3 B B Weihai c21 B A A
C4 B D B Tianjin K1 A C i
c5 B D B Qingdao K2 A C C
C6 B D B Tm K3 B A A
c7 B D B8 Ji Kd C B C
cs8 A C i Lushun J1 C B G
Ca B D B Yingkou J2 C B G
c10 A C C Chajudo J3 C B C
C11 A C C Okinawa J4 C B C
c12 A C C Tokyo J5 Cc B G
c12 A C C Kanazana JB C B C
C14 A C c Kwangsu J7 c B c i
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JOYSTICKS

ONE THING

MAKES THEM BETTER THAN

THE REST....

SPECTRAVIDEO LTD. . o. .o oo v
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REM AGENT X Il - PART1 10
REM HOWDON HACKERS '87 i
REM '
CLEAR 24639 2
LOAD " CODE 24640
FOR F=23296 TO 23316
READ A: POKE F A: NEXT F
DATA 62,14,50,201,96,62

o190 DATA 81,50,202,96,195,168

o! 100 DATA 96,0,175,50,176,225

o 110 DATA 195,162,098

3! 120 RANDOMIZE USR 23296

REM AGENT X Il - PART 2
REM HOWDON HACKERS '87
REM
CLEAR 24639
LOAD " CODE 24640
FOR F=23296 TO 23316
READ A: POKE F,A: NEXT F
DATA 62,14,50,201,96,62,91
DATA 50,202,96,195,168

e! 100 DATA 96,0,175,50,35,244

o1 110 DATA 195,162,98

| 120 RANDOMIZE USR 23296

¢ poutine

REM AGENT X Il - PART 3

REM HOWDON HACKERS '87 |

REM
CLEAR 24639
LOAD “" CODE 24640

FOR F=23296 TO 23319

READ A: POKE F A: NEXT F
DATA 62,14,50,201,96,62
DATA 91,50,202,96,195,168

REM ATV HACK
REM HOWDON HACKERS '87
CLEAR 25400: LET T=0
LOAD " CODE
FOR F=23296 TO 23339
READ A: LET T=T+A: POKE F A
NEXT F ,
IF T<>4761 THEN PRINT “ERROR"":
STOP :
DATA 221,33,0,64,17,0
DATA 27 ,55,62,255,205,86

o' 90 DATAS5,221,33,56,99,17

1100 DATA 64,156,55,62,255,205

®1110 DATA 86,5,175,50,90,235

®, 120 DATA 62,30,50,186,223,50

®! 130 DATA 187,223,195,176,214

®i140 DATA 127,72,72

®, 150 RANDOMIZE USR 23296

REM BATTY HACK L
REM HOWDON HACKERS '87 | ®
CLEAR 60000 ‘e
LOAD " CODE ™
POKE 655622,250
FOR F=64000 TO 64012
READ A: POKE F,A: NEXT F

¢'90 DATA 62,228,50,51,189,62

o) 100 DATA 2,50,52,189,195,0,104

1 110 RANDOMIZE USR 64753

.
-: 100 DATA 96,0,175,50,129,197
1110 DATA 50,226,195,195,162,98

.: 120 RANDOMIZE USR 23296 ORBA (I
"h.‘ﬂ"le a sire
motel, now
Manager)




|

®! 20

INFINITE

The InQustnous
working on a revo
o ay Vo o

10 REM BATTY POKES

': 30 REM C. SMITH, J. BEAN, D. AUSTIN I g
®! 40 REM CRASH '87 ie
®! 50 CLEAR 24576 e
©; 60 RESTORE o
e, 70 PAPERO:INK0:BORDERO:CLS !
ei B0 LOAD *" CODE 84753 |

o) 90 POKE 65522,252 1o
e! 100 FORF=64512 TO 64518 '@
o1 110 READ A: POKE F A: NEXT F o
o! 120 RANDOMIZE USR 64753 .
o! 130 DATA 237,67,57,189 .

:: 140 DATA 195,0,104,0

HOW TO GET

hile
ust a bit of hacking W

: { protection wsmm!Tt:»-r-
lives in Elite's Batly.

= Hackers have fitted :'l
lutionary 100%-hackprog
tH mmﬁa to give you infinite

REM INDUSTRIOUS HACKERS e

! T

| cOMPLETELY POKED

Many POKEs have arrived Tor’
¥ Fuer

virgin Games s

'y orne routine from

1  REMHOWTO BE ACOMPLETE
BASTARD

2 REM BY KEVIN SOUTHERN

4 CLEAR 48151

5 LETT=0:LETW=0

10 FOR F=47872 TO 48011

15 READ A: POKE F.A

20 LETT=T+A«W:LET W=W«1

30 NEXTF

35 IFT<>1012808 THEN PRINT “ERRORIN
DATA": STOP

40 PRINT AT 10,0;"START HOW TO BE A
COMPLETE BASTARD TAPE"

45 LOAD ""CODE

50 RANDOMIZE USR 47872

100 DATA 221,33,122,187,6,6,197

110 DATA 221,110,0,221,102,1

120 DATA 221,78,2,6,0,17,0,125

130 DATA 237,176,235,54,201,30

140 DATA 150,205,0,125,221,35

150 DATA 221,35,221,35,193,16

160 DATA 222,33,103,238,17,0

170 DATA 252,1,0,4,237,176,175

180 DATA 50,115,255,33,80,187

190 DATA 17,23,255,1,3,0,2,37

200 DATA 176,33,83,187,17,100

210 DATA 95,1,50,0,237,176

220 DATA 195,244,254 205,100

230 DATA 95,62,195,50,76,255

240 DATA 33,112,95,34,77 255

250 DATA 201,253,33,58,92 62

260 DATA 62,50,22,135,33,10

270 DATA 50,34,23,135,33,230

280 DATA 177,34,25,135,49,0

290 DATA 96,195,0,95,196,228

300 DATA 16,212,228,24,18,229

310 DATA 12,30,229,14,44,229

320 DATA 25,80,229,11

REM SUPERSPRINT POKE
REM (C) THE FAT BOYS '87
CLEAR 32767
PRINT AT 10,3;START SUPERSPRINT |
lei  TAPE"
- LOAD “"CODE
| ¢! 12 POKE 65108,194: POKE 65002,37
-. FOR F=65400 TO 65413
READ A: POKE F,A: NEXT F
| 5! 15 DATA62,201,50,206,192,195,
“4 % 0,154,205,64,154,195 44 255
: RANDOMIZE USR 65408
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Homework for the holidays — reviews of
Spectrum educational software covering
chemistry, German, information processing
and physics, plus learning by bitter
experience in a stock-exchange simulation.
The next CRASH Course will be in Issue 50,

on sale February 25.

VISIONS
OF
REVISION

THERE SEEMS to be a growing
interast N Sanous revision
software. The Vision Software
packages reviewed in lssue 39 are
attracthing plenty of interest,
according to the distribidors,
Dignay. So lar, the following
sutyects have Dean Coverad Dy
Vision: biclogy, chemistry
physics, compuler SCrenca,
French, German, geography
history and information
processing. These broad subject
areas are divided into units which
ratail at different prices. Prices for
the units reviewed this month are
given below, but a full catalogue
and order form can be obtanad
from Disney Lid, 6 Pilkington
Avenue, Sutton Coldfield, Wes?
Midlands B72 1LA

Each of the 29 units uses a
singla program with the screen
and user interaction being drivan
via ndividual data sels developad
for each unit and subject. The
sottware 15 ntended 1o be usad as
a flaxibla resource ~ for exampla,
a5 a ibrary facility for studants 1o
work on modules of their own
cholCe, or a5 an activity for small
groups under the guidance of a
teacher

Many chifferant presentation
{echnigques have been used in
eachunit to provide variety and to
anable a very wide range of
material 1o be displayed,
axplained and answerad, with
different levels of dificulty

A particularly useful feature is
that each question set is given an
Ato C grading in the user guide (A
iz the maost ditficult). Each subject
is covarad in soma depth and all
the units are suitable for students
{aking CSE, GCE, 16+ and GCSE
courses_ as wall as pro viding a
revision aid for study after leaving
school

The Vision Software programs
Gon't use graphics, nor gdo they
make much use of colour, but they
ara very good as senous study
alds to be used as remforcemant
lor specific coursework

by Rosetta McLeod

CHEMISTRY

Unit One — Nature Of Matter

Producer: Vision Software
Retail price: £11.40

Vision has lour packages covering
the chemistry syllabus. The first
one, entitied Nature Cf Matter,
starts off by quizzing the user on
his knowladge of apparatus. A
definition appears on the screen -
for example, "'needed for some
purity 1asts’ = and two clues are
provided i wrong answers are
given. This section also includes
tests on separahion techniques
Tha course then proceads (o
dial with atomic struclure,
particles, the periodic table and
alectronic configuration, acids

and bases, salt preparation and
identification, pH values and ion
tasts, and reactions. There is also
a guide to accompany the
package with lables of chemical
dala

The other three packages in the
Chemisiry Senes cover anergy and
reaction eguilibria; nonmatals, ar
andwater, and metals and carbon

Though Vision markets these
packages as being for the 11-1o-
18 age range, the sclence units are
maore sullable for older pupals
laking GCSE and 16+ courses -
there are only a few topics in tha
chemistry units with the easy C
grading

INFORMATION
PROCESSING

Unit Two - Software And Business

Systems

Producer:Vision Software
Retail price:£10.95

Following on from Unit One,
Hardware And Technigues, this
PAacKage aims 1o iIntroguca the
student to tha 1opics of text-
management, DusSINess-Supporn

systems and data/information
SYSlems, |m:ludrng word
processing. Complate with
quizzes, the package also deals
with issues such as security of
nformation, privacy and the social
implications of axploiting this
technology.

Unit Four -
Social
(Iindustry And

Transport)

Producer: Vision Soltwara
Retail price: £10.95

Vision Softwara’s history
programs cover five topics: The
American West, Medicine (The
Early Years), Madicine (Recent
Davelopments), Social (Work,
Trade And Sociely) and this one,
Social{industry And Transpaort), As
with all the history packages, this
includes two lapes.

Thefirst deals with the Industnal
Revolution and transport before
1850. The Industrial Revolution
covers lopics ranging from lextiles
and potteries 1o the production of
iron and coal and inventors and
nventions.

Transport belore 1850 is
coverad by question setsonroad,
rail, canal and steamships, and the
second tapa deals with industrial
development and transport since
1B50.

Multiple-choice questions are
used in the sections on road
transport and communicalions in

eneral, and thera's a guiz on the
itish press.

This package should be used
only for short periods at a time,
because thers's lots of information
10 absorb.

Unit Two — Accommodation And Meeting

People

Producer: Vision Saftware
Retail price: £10.05

H you've got through Unit One of

Vision Software's German course,
you re ready to tackio the two
themes of Unit Two: meeting
people and arranging
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accomodation, It offers gamas
based on a town plan found in the
user's guide.

The section called Meeting
People deals with conversational
phrases and general information,
and introduces the user 10 a latler
in German. It then goes on to deal
with writing lettars 10 book
accomodaton n Campsies,
hotels and youth hostels.  The
final section provides useful
praclice on German verbs,
COVENNnG vanous ténses as well as

| 4




impersonal and separable verhs
The package contains a keyboard
strip for producing the characters
in the German alphabet not found
on the English keyboard.

This is a comprehensive and

interesting suite of programs
which would be a useful revision
aid for axamination purposes, as
well as haiping the holiday-maker
brush up on s long-forgotten
school German!

PHYSICS

Producer: Vision Software
Retail price: £10.95

The first of four physics units from
Vision Software, this package
covers pressure and density,
lorces, motion and the molor car
As with all the company's
educational packages, & variety of
questioning techniquas is used -
when studying density, for
example, the user is asked o
indicate with a yes/no response
whather he agrees with a number
of statements such as ‘' The volume
of a sample ol matenal equals s
density divided by its mass’,

Whan the correct responsa
{'no’) is given, the computar
explaing that volume equals mass
divided by density. But if a
queshon is answeared wrangly,
four possible answers are pul on
thi screen, and the student trigs to
choose the correct one

Unit One — Forces And Motion

The saction on pressure and
density ands with a test on
Hooka's Law, mass and weight,
and the differences batween them
In forcaes, the most difficult
question sat is on the principles of
moments, while the easiest option
covers Archimedas’ principle

The final unit is on the motor car,
and divides its subjact inlo the
enging, the electncal system, the
fuel syslem, the transmission
system and auxiliary systems.

The accompanying booklet has
tables and figures for specific
topics, as well as a st of
abbreviations.

Viaion Software's three olhae
UMits on pivyScs Cover energy and
matter, sound and optics, and
electricity and alectronics, and
together the four packages
provide a comprehensive revision
COUrse,

£ b L - o

I IRRD
SERLHNER

B Stockmacket trom CCS: lose pounds without pain

E_PRICES |
fi==TEADY

sUNETRELE

» Examining force and motion in Vision Software's Fhysics

Producer: System Software

12 Collegiate Grescent, Sheffield
510284

Retail price: £9.14

Age range: 4 years (o secondary
riameecial

Write On is designed 10 develop
skills of basic literacy by
encouraging children (o write. For
very young children who are just
beginning o ieam to dstinguish
words, the program also assists in
tha developmeni of a gight
vocabulary

As soon as Write On is loaded,
tha first of nine pages is displayed.
This page contains 17 common
words, together with soma letters

and the functions avarlable, and

it's the home page to which the
program retums after completing
most oparations

All of White On is controlled by
just two keys, from wiuch the child
can ssec! those words he requires
to form sentences which are
displayed on the screen. By
moving the cursor 10 the chosen
box, the child can access a range
of words grouped in alphabetical
order, and if the ward hé wants
isn'l there it can easiy be added to
the word set

This personal word set is a
particularly usaful teature, asup 1o
240 different words can be built up
and saved to tape; thus the
eaming can be focused on the
child’'s own interests and needs
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Producer: Cases Computer
Simulations, 14 Langton Way
London SE3 7TL

Retail price: £5.95

Age range: older students/adults

It may seem like a computer nasty
in the aftermath of the other great
CRASH, but this program (from
CCS, well-known for its strategy
wargameas as well as for
educational softwara) should have
a wide appeal in the age of
privatisation and small invesiors

The aim of the game is to
maximisa the value of your
investments by buying and seilling
shanes in up 10 8ix cCompanies
There are thres lovels of difficulty
yOu can borrow money 10 the value
of your assats in the easier two
options, But if you are supremily
confident you borrow only half the
amouni

The computer Can provice you
with basic facts about a company,
such &s its share pricas and

stability record. And other
information is designed 1o maka
yiou feel pttery — for example, a
genearal alection might be called

Al the end of five ‘days’, a
statemant is presented. Brokers'
lees and capital gains tax have 1o
come oul of your eamings. The
Computer S Qives you a rﬂTlng
based on your perfoimance, and
will comment on the tactics you've
samplOyad!

But if you do badly, rémemibor
| s only a game and you won |
have 10 sall the Porsche

COMMENTS

Keyboard play: very responsive
1o the single-key commands
Graphics: four informalion
graphs, imited colour

Genaral rating: an interesting
ingight into the volatile dealings of
the stock market

The accompanying booklet
achises that if the program is being
used with a very young chid you
should start off with a blank word
se&t, and anter the words
suggested by the child, Oider
pupits can have thasr attention
drawn (o capital letters and ssmple
punctuation

Up 10 a screen of double-space
text can be wnitten at a time, and i
can then be saved or printoed

Written by an educational
psychologist specialising in tho
davelopment of reading skills
Wite On is an axtremely usaful
reésource wihnch allows for flexibile
use according to the needs of the
child. With encouragament from
an adult, children can develop
their ileracy skills, freéed from the
frustration which oflen results

from poorly developed

COOrdination or poor handwriting
Games paddies and joysticks

can atso be usad with Write On,

| makng f sunabie for the

physically handicapped 100

Keyboard play: good. Option of
using games paddies and
joysticks

Graphics: no graphics, and
limited use of colour

General rating: though Write On
takes a httie geting used 1o, the
effort & worthwhile, Highly
recommended as a fleauble aid 10
developing litéracy shills

b Wnte On from System Software: a llexibie aid to literacy

WRITE ON

e A . .
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housa is watchad by the police. To
prove your innocence you must
from the confines of your
gbode and follow the
pathway of clues that can prove
your innocance.

carry, while LOOK brings up a
description of your surroundings.

But whatever instructions you
might use, don't forget that time is
precious. The London bobbies are
out to get you.

of options, locations and

“ Unlike so many adventures, Jack The Ri
vocabulary

used is clear enough without the very ﬂuhyguphic-,
it's extremely easy to follow what's going on. "

has a wide variety
from the starl. The

™%

The window seams the only
means of escape, but climbing out
of a window when there are police
close by might make you look a
little suspicious . . perhaps
mkmmdlswmcmhdbatha
answer.

Commands can be given in full-
sentence form, or lm
conventional abbréviations
as W instead of GO WEST;
adverbs allows you to accomplish
tasks slowly or carafully.
Commands can be given to other
characters with the SAY TO
instruction. The INVENTORY
command lists averything that you

programmer/writer is leavi
won’t have time to breathe,

Adventure Trail -

and 18 certificate are

__/commENTS |__

Graphics: small gory pictures
Sound: there’s an ocarina 1o

REVIEWING ADVENTURES

This issue is Derek Brewster’s last as Adventure Trail columnist — the
CRASH to set up a software house and

alone LOOK AROUND.,
Starting next issue adwnlurtt-ntl‘unhﬂsfmthewpdu(hm
mkwhgmdbtmtthﬂhsmrmlﬂsum
and letters sections, Signstumps and
Signpost, mﬂtmtmmiw ﬂ%addrﬁmmﬂim unchanged.) So will

, annoucing the first people to complete new adventures.
Cﬂ’s}ad Theﬂm we decided, a special case. Its notoriety
to attract many nonadventurers, so it's
treated here as an ordinary game.

play in the first room

General rating: an

unsophisticated adventure

with lots of witty writing and a

much-discussed blocﬁinm

Presentation 73%
47%

Playability 67%

Addictive gualities 72%

OVERALL T2%
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PAW PIE

Having read your favourable
miewnlﬁliuﬂ’l PAW, | must

«+0 E23329 s verb
RAMLOAD/OOPS
RAMLOAD 255 (see 1 below)
Restore posn

DESC Redescribe (new) locn

# =« 1 RAMSAVE Save posn
limit the of OOPS

1 To power

to certain

It may alternatively

desirable to complet

disable OOPS at times

by setting a flag, say 100, and
in entry = « 0, as:

E2 Iﬂﬂlltmdmtalllmmrl

AGAIN
Insert AGAIN (and desired
synonyms) as a new verh

x. Use some storage
flags (for convenience | have
used 100 + mm
whose value is to ¥

g

2 E233x
COPYFF 13333 33 = VERB
COPYFF 134 34
M = NOUNM
COPYFF 135 35
35 = ADJECTIVE1
COPYFF 136 36
Reslore 36 = ADVERB
COPYFF 143 43
Command 43 =
PREPOSITION
COPYFF 144 44
(ie L5) 44 = NOUN2
COPYFF 145 45
45 = ADJECTIVE2

3 COPYFF33133
COPYFF 34 134
COPYFF 35135
COPYFF36136
Save Command (ie L5)
COPYFF 43 143

ﬂmhmﬂmcﬂa;s:l-luﬂﬂiwil
need to be set to the

values, It SETS flag 200 p-cl:ing
up is possible and CLEARS it,
otherwise flags 198 and 199 are
also used.

#« DCLEAR 200 set20010zero

WHATO set the object flags
SAME 54 38 Is the object here?
COPYFF 37 199 Can the

SUB 1199 player hold
one more object?

GT 1990
WEIGHT 199
Can the player cope

ADDS55199

with the extra weight?
COPYFF 52198
PLUS 1981
SUB 199 198
GT 1980
SET 200 successful, so
set flag 200 to 255

««1 DONE
return to calling table

I also found it useful to create a
special ‘rubbish bin’ location in
M’ﬂ This is due to the
the program to
differentiate between
which have not been created,
and obj which have been
e o
1 "
if carried, may be eaten. Then we
use the following:

EATPIECARRIED 1 carrying pie
Mﬁﬂﬁﬁ‘lfslﬂr' message
PLACE1 put it away
DONE finished
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SEARCH ROOM 1 MESSAGE
‘Nothing special’ Else . . .
DONE

ﬂlcmﬂ!ﬁcwﬂaﬂhm

nbtg;np'hh " to work _HI“

piﬂnfﬂn;mtcfprﬂc'l
treasure chests in games such as
Classic Adventure and Lords Of

Time)
Paul Fulcher, Norfolk

THE
TYPESETTERS’
REVENGE?

Dear Derek

Paul does it again!
After his amarzing Lords Of Mid-
night POKE, | thought it would be
impossible for him to better this,
but in CRASH lssue 45 he even

ﬂwmmmmmsnm

But, as usual, wﬂhﬂuﬂ.ﬂ
m;unuhhduﬂ bad
news is that'the typesetters have
done it . Yes, the Lords Of
Midnight POKE didn’t work, and
lﬁudln'mdf the
proper correction didn’t appear

till over a year later. Then, when

appeared, | typed itin and,
to my dismay, it didn’t
Then, in an effort to correct the
error myself, | found the
mhmmhiﬁﬁ.;tm
it was supposed to be.
Now, if the am had been
in decimal, | have sub-
tracted 1 from each of the num-
bers and found the answer by a
process of trial and error, but the
am was in Hex, and not
skilled in this, | couldn’t
Fndn:mrdllimhﬂht:ﬂmr_.
Normally, | would have waited
for the correction, but after the
enormous wail for a correction
for the Lords Of Midnight POKE,
I felt | needed 1o write to make

(PART )

| S:Iul for
W, in anticipation
Doomdark’s Revenge POKEs and

you obliged in Issue 45, but
u:::rﬂleFDKEuliﬂuedwiﬂl

1 I.inr!'rn The c er will
not accepl PRINT

2 There are two lines numbered
[

2

3 You refer lo line 691 (end
marker) but there is no such
line shown

4 Three of us have triple-
checked the data block but we
still get ‘ERROR IN THE 15T
DATA BLOCK"

G A Adams, Scarborough

AND HERE’S
PAUL TO PUT
US BACK ON
THE RIGHT
LINES...

Thanks for Doom-
printing my
dark’s Revenge letter in Issue 45,
However, those dreadful typeset-
th;hrpmﬂhiwbunhlrdlt
work as there were six mistakes
hlhelellu The first and most
was in the data in line
508: an F was instead of
an E. The line have read
508 DATA BO3EC3327
0BOCD&IBOCY
Without this correction, on run-




Paul Stephenson, Leeds
UTILITARIAN

Dear Derek

Of all the adventure utilities —

GAC, PAW, The Quill etc — which

do you recommend? | am hopi

to write an adventure which | can
on the market. Is it better to

Firstly, utilities — and 1 don’t think
it is a secret to say that
I think G s PAW (Profes-
sional Adventure Writer) is the
best wutility available at the

siona Adventure Writer and fo
Incentive for the Graphic Adven-
ture Creator. The G address
i 2 Park Crescent, Barry, South
Glamorgan -

(0446) 732765 — and Incentive is
at 2 Minerva Mouse, Calleva Park,
Aldermasion, Berkshire RG7
40W (telephone (07356) 77288).

wriling

commercial basis, it’s important
to ask whether the adventure you

crealte will be commercial
— in other words, whether it will
be sufficiently entertaining or dif-
ferent to warranl someone pur-
chasing it! My advice is to find

mm*dd!ﬂlrmh
your area.
A computer shop or the local

ware houses, because in all hon-
esty the computer-games market
is now big business and it would
take an awful lot of money lo set
up your own software house,
! pw“;tm casselte
covers, duplica your own
tapes, advertising efc.

1 DB

GACCOLOUR

Dear Derek

When I first had GAC | couldn’t
add colour to pictures without

clash — but all you have to do is
ick a paper colour from 110 7

N D Fisher, Birmingham
WAKEY WAKEY

Dear Derek
1 have found a way of
with the input faci

GREASED ZIP

Dear Derek

In response to Bernard Parkin-
son’s plea for in CRASH
Issue 44 Ben Han-
son’s ‘zippy routine’, | have wril-
ten an and working
version ol Ben's am. Just
load the adventure of your choice
and then the search am. If

FOR | = 23296 TO 23334
READ A

POKE I,A

NEXT |

$8288888:

QUILLED GAMES ONLY
100 RANDOMIZE USR 23296

Joseph Lynass, Belfast

THE BOGGIT
JOEL QUINN of London wants
I:uls.m how lo destroy the

i

When you encounter the
trolls, wait till they have
finished di
Hb::nm say Lux. This
f to putty. (JOHN
WILSON),

SPY TREK

‘Could you please find it in

w.ll'!lﬂlﬂ a lady. Not
ell, how about ing the
other five! Yes, we six
humans, or thereabouts,

DATA 205,107,13,62,2,205,1,22,1,168,97
DATA 33,0,0,23766,229,197,63,10,0
DATA 254,31,56,5,254,127,48,1,215,193
DATA 225,3,43,124,181,32,234,201
POKE 23316,47: REM THIS LINE FOR

emply
stunned. (D E)
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shou turn

Trek (Americana). Nobody,
mmﬂlﬂﬂ\‘. has heardw I:.f

e us. L Ve
rlacmtﬂit Tower and
know that the tramp (old man)
has to be there, but he is

but upi! (JOHN WILSON)

WINTER WONDERLAND

LEONIE BURTON of London
is having a bit of a winter of
disconient inside while
summer blazes without. ‘The
E\;lkmis I need the master
to enter the rooms that are
locked. The master
foyeronahookon a

hiedﬂmnarlnplﬂuhy

is in the

i
LN've

comes up is ‘you

ll'lrtthahhuﬂtwun't

Get vacuum cleaner. Go lo
the middle of the corridor and
give the vacuum to the
cleaner. $he is most as
she had forgotten where she

(STEVEN HOUSE)

GREMLINS
CRAIG YOUNG is stuck with
those Gremlins.

a hole in the metal plate

over the vent. Cut the

pipe with the hacksaw and
the from the gas to
7 Insert pipe




TERRORS OF TRANTOSS

BRIAN BENNET wonders how
he can get across the turbulent
river.

From the plateau, dam the
river with PUSH BOULDERS.
(JOHN WILSON)

LORD OF THE RINGS

I think Melbourne House's The

Lord of the Rings is the best
compuler ever,’ says

CHRIST R TREARTHA.
‘However, Iamﬁndhgﬂ'nem

t

1 some gems in Old Man
Willow. Can you tell me how
to get them out?

2 How do you cross the Bran-

dywine using the ferry?’

1 Go NE to Tom Bombadil's
house. SAY TO TOM ‘FOL-
LOW ME’, SW, BECOME
MERRY, GET JEWELS,
BECOME FRODO, SAY TO
TOM "HELP’, NE. The ji
kill the riders by saying KILL
RIDER.

2 Follow Farmer s

handle,
(Tips from DES DAVIES)

In Part Two STEPHEN BOND is
lost in the mines of Moria.

From inside the doorway go
UEEED,D,W.D.S,D. You
should now be in a corridor with
a stone door, Smash the door and
go E and up. (DES DAVIES)

BEN VOKE inquires: ‘Please give
me the solution after you reach
Merry’'s house.’

At the grassy plain
Merry to arrive, This may lake
mmmamaﬂyfmdu
soplay two acters and move

Merry yourself.

e
7] a

the highway to ML'H .

and collect candle and read book.

back along the h’ﬂi*ir
(E hvg.lmdhl'lﬂmxﬁ the Ov.
Lake. Swirn in lake. (DES DA WE.'EJ

Game One, Part One, and PAUL
TREGIDGO (this month's

CRASH Cha 1mtf:pu|

e L

doesn’t know where to get them.
M: swim in the Gv::q
a sirange person
and throw 2 elffstones at
you. (DES DAVIES)

LORDS OF TIME
G MacF hummquﬂ
tions on this Level 9 classic. ‘In
wﬁhznneg;'hush ‘whatdo youdo
ﬂmumn
by her hair?”
club to cavewoman,
‘In InneE what do you give
the dragont”
Give food to dragon.

THE H:’GBSLEA.Z:!M
‘How do | get t door
open? Thrﬁll.l'mlrpu
OpEn sxnw with wswe, lrecm
uulmwducmwun
muses RICH HILLS.

ﬁ‘lprn with crowbar.

answers (o
G M DOBBS's questions may
appear tic but | think
you'll get g;istufwhitﬂ'lt
Wﬂhﬂnallﬁemﬂm
and examine sofa. No-one men-
tions the medicine cabinet! Slid-
ing doors and secretary are red
herrings. (B R BENNET)

SHADOWS OF Mﬂkixmik ‘l!he
haverrnnqrdtn n
cliff only to be Imﬁ:l the maze,
mdihebrﬂhlmduli;hl
out. How do | get

mﬁdtuhﬂp‘ 1* asks Charles

you'll bein the mmcﬁm
W,

S then SE. Tell Sam tnmal to

Frodo, then tell Sam to

of the CoWN,Hh:fm then
SW. Tell Sam todrop t

do the same for the other 3

Tie the rope to the logs and

a raft. (PAUL GODWIN)

MICHAEL PACEY can't get

anywhere in the Dead

Marshes. He's noticed that in
leads the

. but in the

Whﬂ;&kh&hﬁn’t
anﬂu'gr using
and yourself get off
the raft into the Dead Marshes.
Go E, then SE, If there is a black
rider there just wait and it will
go away. Smeagol will {
vou go E. Go F and you be
in a small valley with a muddy
stream. Go SE, 5, W, 5, 5, 5.
fFAULrGODMWlNJ
As the * ise’
asks for the

o be
taken off say ‘no’ and he will
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TlE st -

ﬁ fo take you fo Mmﬂor
‘promise’.
Wait till he and then
untie his rope. (NEIL
HARRISON)
COLIN Smlt‘l‘ from Hui?
Glamorgan a
bother navigating on III?::H
Geton the raft and push it §
with the branch. Once you
reach the other side say to Sam
‘get off” and push the raft N
with the branch. iﬂr o e
l'H m (L p‘uk
fthe raft can only carry two -
otherwise it sinks). Then follow
the instructions
vou. (NEIL HARRISON)

'dlnlsule::dd Hadlhil
e ““1"’".5."..“
4 you
. .l
Lﬂhﬁmandhhducﬁpﬁom
when you use the word
'M'Hmmtﬂﬂlﬂtlﬂﬂ!
raft, who wants to roll it?* writes
NEILM&H:‘SE;. 2
to W
eﬂrﬂhm;hﬂlﬁ

Jogs. The raft will not hold

mm al once. (P ] FAIR-
THER) Make sure you have

the rope. TAKE ALL and MAKE
RAFT. (NEIL HARRISON)

‘I’'m sure Gollum could be helpful
but every time | speak to him he
runs away screaming’ (like Nick
Roberts in the Challenge — Man
Edh = PAUL TREGIDGO

hhrrr to kill and m.lif
ise to ve. (PAL

GODWIN)

THE HELM

NEIL MANSON asks ‘what do

you use for a wn-'r’
TAKE DART INSERT DART
into hollow reed to form blow-

pipe.

VALKYRIE 17

CRAIG YOUNG is in the
sewers with the rats and
wishes Ihev_r were all like

Gamrluhrlrhrrnndnh
a leg of lamb. When the
butcher comes al you, give up
your lead box. Go down the
sewer and move N for four
moves. Wear the aqualung, '5
Nuﬂ!ﬁm&gﬁlﬁepph
wall. The rats will prefer the
meat! (BILLY DINGWALL)

‘How do | get the necklace to pay

A
L

. b
V)
s

)

for the bill? Can 1 get out of the
hotel by the window?’ -
MICHAEL BULL.
Search, shake and examine
Tie shesils
and to the bed. Climb out of win-
dow. (BILLY DINGWALL)

KAYLETH

MICHAEL BULL asks two gues-

tions: “What is the fuse used for? ,

Howduwurﬂhwahﬂnmd: |

the compost?’

Insert fuse into skimmer,
waler onto compost, plant

compost. (ANDREW it
HILL) l

THE FOURTH PROTOCO!

*In the middle of the second
game, The Bomb, | have

exc the case for a tracer

mtnplmﬂulw;unmmn
mmmamunuemlnbe

says | NOR-
MINGTON.

Inhgmnfﬂlew
vou need lo know which is an
Uc&! Buy a camera from Boots

Street and take a photo
of them. Buy some flowers af the
Barbican florists and take the
flowers and camera to C. Return
to Heathrow and use the bug in
the Barbican. Toget to the florist
gu WNSE buy the flowers. To

N;N; Ll ;H;SH wwf
Buragwc‘e

and examine if. I‘fmu get lrsf
directions from landmarks fo the
florist are as follows:
Concert hall ........covesesee NNSE
TRERITE ...eieecneansnras SWNSE
T NNWNSE

amp
.......... EN E W S, then see guard
Shop ......... W E, then see tramp

ZZZZ

NEIL LOFTS is stuck: ‘I am at a

ol e
v a would ans-

2 Whtlduvnudn at the Snow
Palace?

3 How do you pull up the buck-
etl’

YL

voice say ‘OK’. Turn the han-
die and the bucket will
fill water. Fill the pistol.
(STEVEN HOUSE)

‘How do | take the bike without
waking the bandit and get into
the ice palace?’ - STUART
BRAND

PUSH BIKE. RING the BELL
and GIVE BIKE TO the SANMAN
{STEVEN HOUSE)
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THE HOBBIT

ALEX CONSTANTINOU asks;

1 ‘How do | get to the Elvenk-
ing's Halls?’

2 ‘Attheriver, howdol getinto
the boat and use it?'

3 ‘Where do | find the spiders
and the Elvish Clearing?”

1 lfﬂwuwd:ﬂmm*lﬂplm
you, you must @ your own
way to the ing’s Halls.
Type in THROW
ACROSS then PULL ROPE.

2 The boat will float across to the
east side so you CLIMB OUT,
then go east and BREAK WEB.

3 Go NE, break the spiders web
ﬁlﬁpmﬁmﬂm

Tell me how to kill the dragon’
says ARASH IRANI.

Say to Bard “‘Shoot Dragon’.
(JASON LIMBER)

EPH DIXON would like 10
how to get the boat in
e
repeat till rope
catches boat). PULL ROPE and
CLIMB INTO BOAT. (DAVID
COOKE)

MATT LLICAS

‘How do you get the code out of

the vase, and is there a use for the

shoel’ - DAVID MITCHESON
TAKE VASE, TIP VASE, DROP

VASE, READ NOTE. (R 5 COLES)
1 couldn’t find any use for the

shoe in the notes | have!

INSPECTOR FLUKEIT

IAMIE SALVAGE wonders ‘when
Manor, how do you

hnul: the vase?’

Give vase to Blunders.

BOREDOF T H{ w :5 e
‘L am desperately p.
1 am a proud owner u:'nﬁe
brilliant game Bored Of The
Rings but | am unable to
complete it. | have passed
through the Morona Gate
guite easily bul am now stuck
on Parl Two. | am having
problems entering the secrel
room before the maze and the
boar on the bridge. How da |
escape the clut of the
MNazalin the C57' pleads DALE
FAIRBROTHER of
Leicestershire.

Insert battery into vending
machine. Collect coin. Give
coin to pixie and gel map. Lift
the mat and take the hr
Unlock door. (G SPENCER)

PAUL TREGIDGO (again) asks
‘how do | find my way oul of
Morona in Part Two? I've found a
map, treasure, and air rifle but
I'm still lost.”

Enter the maze and go
EnEdNEES , W.5,.F, TAEEEFOFTFH
and go W.S,W. Drop the poster

to get past Ponce and the others.
(GARY JUKES)

SORCERER OF CLAYMORGUE
CASTLE
‘How do you get into the loft?’ -
STUART BRAND

CLIMB CHANDELIER and cast
Light-Square Spell. Throw CRATE
and GO LOFT. (ALEX NG)

‘How do you get past the lava
stream?’ asks DAVID HUB-
BARD.

Enter the sftream, squeeze
towel and dry it. (ALEX NG)

MARK DARLINGTON is stuck
right at the beginning of this
game. He can gel to the bottom
of the moat but not without
drowning! He wants to know if
there is somethi he can do
before enteri
Dig in the fi tamna‘a star.
Go west and cast Fire Spell at the
tree. Examine ashes to find
another star, Go east, enfer moal,
hold breath, swim down twice,
get towel and swim east, Breathe!
{ALEX NG)
PAUL APPLETON wishes to
know where the Bliss spell is,
Open the cabinet to find the

spell.
K STRAIGHT of Norfolk asks
how to get to the loft above the

ballroom, and the lava flow -
and also, what the Light-
iquam:i Wicked Quu:n and

casl l.rgil!-mre
crate and %ﬂt

Jjump. Go wesl, §
andpmh E. Go door, then
down, Enter stream. Cast the
Lycanthrope spell and enter a
hole. Cast the Wicked Queen
spell and go ballroom. (Thanks
to ALEX NG for all those tips.)

SPIDERMAN

‘How do you stop the fan in the

duct?’ asks STUART BRAND.
Tostop fan cast web at fan sev-

eral times till vou can cast web at

button. (DUNCAN THOMAS)

DODCGY GEEZERS

DAVE GILLOTT has found the
match, pills, pickaxe and wire
cutters and has gol into the
breakers’ yard and the hut. But
:ﬁ;ﬂ questions are still puzzling

1 Is there anything to take from
the hut?

2 How do you get into the night-
club?

I Under the carpet in the man-
ager’s hut is something of
interest.

2 The box of maiches have some
information about the night-

club.
{(JONATHAN MARSHALL)

REBEL PLANET

RICHARD WATSON and
ANDREW HIRST have one or
two questions for this one: 1
How do you get the wrench
and who has it?

2 How do you get past the two
customs men at the beginning
mthnm arrest

oo arrested mﬁﬁm

patrol after disembarking f
thtCardiil‘ Er

1 To avoid problems with the
Arcadians Mw:l‘me P.irﬂﬂ
space you have
tickets, The wmx'hﬂleykuve
behind is very useful for

prison bars.

2 when you meet the customs
officers just give card and then
go complex. To get the laser
sword pasi customs carry it in
the lite kube.

3 Attack poli
(JOHN WILSON)

MINDSHADOW
‘In Part Two what does the
message in the hat mean and

what is the password for the
tickets?’ asks a KSS from
London.

Enter ‘Booth 117 (from the
hat) and bribe ”l:edmn#h ﬂfr;
gutter to get the password
CORBETT). In Luxemburg
Small Inn type ‘Booth 11° and
you will find the dead body of
BM, Bob Masters. Go to the
dingy store and type in the
password lo buy an airline
ticket from the clerk (JAMES
GALLACHER).

‘I have crossed the quicksand but

| don’t know where to get the

;r_:riw, stone and steel to make a
re.’

Steel from the dory, straw from
the hut. Climb down cliff with
vine tied to rock and enter cave
for stone. INIGEL PAYNE)

EYE OF BAIN
COLIN CAMPBELL writes
y: ‘Picture yourself on a
ledge at the top of a tower.
A mtmm:’en:hmduwind
a gargoyle. with you is: a
hook, vine, lit torch, st
ing sword. And what 1a
now, | can't go anywhere but
through the mﬁgdnw which I've
just entered through. And | can’t
go down the way I came as the
pdemalwaﬁca urtmundl
up as a sacrifice.”
Throw worms off ledge by bird.
In top of tower, enter window, tie
vine. To get the axe have the hook
with you.

Desperately wanted: a

solution for Sinbad And

The Golden Ship!
Keep sending all your
treasured tips and
quirksome queries to
SIGNSTUMPS
CRASH
PO BOX 10
LUDLOW
SHROPSHIRESY8 1DB

Iii.‘l 1




GET INTO CRIME!

in the late 1990's the streets of New York are a jungle.
You are the ice cool leader of a gang of drug crazed
terrorists. Your main goal is to become the richest,

toughest and most notorious gang in the city.

-

‘i‘ ; __.C" ~ | £ i f‘_“ .-_.r.:_-"'ru.
gEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME
Write to: —

KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL.

| ill J




ing, PEM Mailbox proudly presents a

becoma a regular,

and accurate view of what you think of the

games you are playing

Firsl, here's what

the ratings tell you. They're all out of 100.

This figure shows what you think of the
human- or computer-moderated). The h the score the better the
GM. This rating reflects such factors as reliability, accuracy, halpfulness

and commitmeant.

ity of the game's GM (be it

wd mmmw.ﬂmwmm
ratings are collated to give an € SCOre. the games are listed in
ratings - highest

first, which means Conquest

>
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1= Conquest
1= Asst

3 Shatterad World

4 The Hunting
5= Pangeat

5= The Chronicles Of The Knights Of Avalon

5= Trolls Bottom
B Crisis

9 Casus Belift
10 Satumnalia

11 Game Plan
12= It's A Crima!
12= StarGlobe
12= Earthwoodt
12= Ryn

16 Soccerstart
17 League Soccert

18
19

Hyper League
Crasimoff’s World

20 Star Empirest

21  Nuclear Domination

22 Racinist

7BB375B8B397 84
B8B0O98T57B 7384
93878B4B4857783
95 756593 80 78 81
75728390817579
858364786582 79
796828371 758179
BB757645708B473
50 37 83 84 68 B2 67
64 5283862 7557 66
B1 56 6560 70 50 65
62 54 B4 57 60 69 64
6957 93 B6 41 36 64
60 90 40 60 65 70 64
75627159635464
723508557 525158
B0 BO 60 40 45 55 57
5632716354 5255
B3 713229455554
50860 50 30 55 56 50
457132354562 48
57392036 42 50 41

1 indicates that few votes were cast: MORE PLEASE!!!

And there we have it — precisely what YOU think of the games you're
playing. Have you voted for every si PBM you've licked a stamp for
in your time? i not, then fill in the form below, cut it out (or make a
mooo;zl and post it to READERS' GAME RATINGS, PBM
LBOX, CRASH, PO Box 10, Ludiow, Shropshire S§Y8 1DB. It's the
same' address for normal PBM Mailbox comespondance, of course —
news, views, queries, Diplomatic Directory.
Each month there’ll be a CRASH cap and T-shirt for the five voting
forms picked at random out of the mailbox!

P THIL

M | MY RATINGS - OUT OF 100 § g E a' e
|2 §*=35
2 z
if1
| 2

3

4
i; 5
R B
k7 IF | WIN A PRIZE, I'D LIKE THIS CRASH T-SHIRT
3 : (CHOSEN FROM THOSE ADVERTISED ON PAGES
% 10 166-167) ...... R NRNE_—
% . — =i o) _alf™ .l__\:neﬂd !
L S s o0 b i L U i
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i support functions of the highest calibre

| software development team, the company has the following opportunities to

OPPORTUNITIES

' In-House and Free-Lance Technical Staff '
| Having established the key elements of a well organised and equipped ‘in-house’ |

offer in Entertainment Software Development.
Senior Programmers-0.T.E £25K

Having Deen responsiphe for at Ieast one tecnmcally excelient (though ROt NECessanly Commercially successrul
entertainment software product you will De experienced in 280, 6502 and or 68000 assembier. You will De looking
for an oppoOrtunity to join an ‘in-house” environment committed to the deveiopment of orginal products and |
comveracns of the very highedt Guality and will expect to Call on graphics, mMUusic and othed SUBOO fundtons ¥
of the highest calibre

Programmers=0TE £15(

Though ROt NeCEssarily abie 10 show JIreCT INvavement in any Commercialy avallabie entertainment /

software products, you will be able to gemanstrate through specific routines and demo programs. 2
high degree Of technical ability In 280 6502 or 68000 assembier. You will be looking for an
opportunity to realise your ambition to bé respansible for the develiopment of technically ¥
excellent entertainment software products and will expect to call on graphics, music and other //J'\

Graphic Artists/Musiclans/Game Designer -0 T E £10-£15K
With or without formal gualifications you will already be working in a free-lance o in-
nouse capac-w suppﬂmng pru-gramrrwrs in ',n!::.ur "ipl.‘f_i-ltl'st dlﬁ-lll';‘.lllﬂl\! n the
development of commercialily avallable o e pubiished entertalnment
SOftWare progucts. You will bé able to dEMOnSIrate a number of aifferent
examplEs OF your work and will De iooking [0 put your experience to use
WSt HWFMLHQ It further in the proguction of commercially avallable
products

Al appoentees 0 e ADOVE POVGONS will De offered an atiractive wordng
#nronment subDstaEntis DAt SEry and an Goportunily (0 0fveioD ther ambDitions
with the full SupporT of the COMPaNy s Management and financial strength

In JOOMon (o e above CoPoOrTunItes the coOmpany fas a reguiar fow of program
LOMWeTSon CONTracTs avallabDle at atiractive rates 10 free-Lancers and & Darmoulany
keen 10 LLpPOT DFDWweN mwmn AN0 EwRoDMBNT NOWLeL wathing [0 write ana
hiave published OV 3 Major Drand narme orsginal Qames for al DODULar machineg

If vOu WOoul] NkE B0 MTAOgE AN intervieny [0 DIRCUSS any Oof the 3DOWE DDDOFrTUNITES

pépate write Qiving full 0etails of your rédevant experence to

Steve Wilcox - Director

Elite Systems Ltd, Anchor House, Anchor Road, Aldridge, Walsall W59 BPW

ZNOW AVAILABLE - the oficialspectrum Uparadel %m

Turn your Spectrum into’

¢ Professicnaliul ize seyocard - + E150p + D
= INClpoes 17 eNtra keys

o RESOONLIVE TYDEWTIZES - STyIE 310N
ACCepts afl current Spectrum
spitware 3nd peripherat \

Euterdied
e

L wiel _'_#_,..-

R (k- HW b

{al Spectrum Upgrade. Naturally vour upgraded

computer will accept il the peripherais in your SInciair system-
interface 1 Macrodnees and S0 on - a5 well a5 all Spectrum software
Just a5 important. new Spectrum Software and peripherais will be designed
with the Spectrum + in mind. 50 the Sinclair upgrade acas stylish looks, new
capabliities . and new potential for the future

HOW TO ORDER BY MAIL

1. ¥ you reguire us to do the upgrade for you piease send £31.90+ £1 S0p+ p. Total E53.40
2 Should you reguire the do-It-yoursedf kit justsend E24.95 + £1 S0p+ p Total E24.85.

128 i
R

Here's some lltltlnﬂ news Hnr Spectrum Owners ..
thé oMicial Spactrum Upgrade it The Upgrade had averything -.-":ILI
need t0 Turn your SpeCtrum INto the stylish new Spectrum + . YOou GonT even
nesd an Understanding of electronics. just the ability to solder 3 few wires together! The 3 IF yOU réquire your Spectrum 10 De repdired and upgradea to a Spectrum Pius we Nave 2
Ieafiet in the kit gives Ciear, Step Dy STeD INStructions i you re not sure about dging it special offer price of just £50.00 complete

yoursell, gon't worry. Simply return your 48K Spectrum o us and for £31.90 + £1 50 Oroers Can D pladed Dy wsing ywour ACCess Card on the numbers Delow

D + [0 'we il upgrade it for you

L]
The bigger, better Spectrum keyboard e
The SpRCtrum + measures 13%s" « 6 It Nas 3 Lrge typewriter-style keyblarg N

Wilh Nard. MOouIoed xéys Youl 'I'II'K] né Néw TeYDDaro nas a Smogtn. positive *
action - i0eal for touch-typing. word proce4sing, simulation programs. and
gxtenoed programming sessions Two retractabie l8gs give 3 perfect typing position
There #re S8 keys in all, including 17 new Keys Programmers will be pleased

10 s8¢ dedicated punchuation keys, 3 Space Dar and separate Shift keys for graphics
and eatended mooes. AnG 3 reset button allows You 0 Clear 3 program from your
tomputers memony without disconnecting the power supply

.
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PREDAT

Nothing like it has ever
been on Earth before.

It came for the thrill
of the hunt.

It picked the wrong
person fo hunt. YOU!
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FILL THESANDWICHOF THE
CENTURYAND WIN A CLAW-
LICKIN’ GOOD HARRODS

CHRISTMAS HAMPER FROM

JUST when you thought it was safe to go back to Jellysione Park -
Piranha's jaws open and out climbs a greedy bear. And it's not
Paddington, aither.

This bear eats a lot more than marmalade — and now you can join Yogi
for a midnight feas! thanks to Piranha, whose Yogi Bear is even now
gobbling up space on the Spectrum software shelves. (The official
licence of the Hanna-Barbera cartoon character, it was reviewed in
CRASH last month.)

But first you've got to satisfy our voracious appetite — by filling in the
sandwich below with 26 foods, one beginning with every letter of the
alphabet. (Bread and butter are taken for granted, so you'll have to think
of another B. And descriptive stuff like ‘roasted’, ‘parboiled’ and *served
on a piping hot bed of rice’ doesn't count eithert)

The first entry picked out of the Comps Minion's ayas (which are bigger
than his stomach) will win the frightfully fattening and perfectly posh
School Tuck Box - provided all the foods named are fit for
human {or ursine - MESBNOWD1) consumption!

That winner and 30 runners-up will also receive copies of Piranha's
Yogi Bear game.

Send your entries to WELL FED UP WITH PIRANHA COMP,
CRASH, PO Box 10, Ludlow, Shropshire SY8 1DB, to arive by
February 1. As always, the decision of CRASH's appointed judges in all
a respects is as final as coffee and mints.

i

t Man Ed's Short But Nonatheless Obscure Word Dictionary

- - - '
EEEE EEEEEEEEEEEE ...

The Harrods School Tuck B«:n:ncj

Harvody 1 siant Chor Chip
.l::imm e Engfivk 4'-!’::: II’:-E:J' ;‘::"f
iign s Orange Borley Water ;7 .
Robinsan .".ﬂr-nn Barlvy Hater .-: rmmlr
s '”;frflnf i fm;mﬂ dr-Pack ) g
ain Choonlyse Homerheas Hiyw
MelFiriey Bandit (Fise Pici | -
- Tiow Mars far;

.|Ir wo I'I-?h-‘.f i i&
i
Colden Womder Plain Rovales i

F rr:J‘ Freams Ty iplels {100,
AP Salied P eanuls {00
Hokfiew ¢ arly Peamui, J:r:
Roka Chagie Bi ot
3 sty (150
m’-‘rurr Nairy ‘h"n":i Chacalae fl‘:r 200 )
Cadtury Eruit & Nyt Har pol 7]

Assorted Jely By
I'.Ftﬂr,r sl i ‘r-’rl'r]'lnl.-” any | rg..l J

[ |

|

[ |

]

]

: Harrod, Faek OF 40 Indian
e 1 G S :
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i

i

]

|

Wi

{30

"r-'"'r-"h Foci
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i rHl'i"i ¢ _\l',f
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Carmation M " Fea Bags
ﬁ af
Batchelor*, Tom newaie (¥00)
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PLEASE CUT MEOU'T AND FOS 7 ME. O
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THANK You ! | ' e
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February 1986 Ispirasion for ¢ coow image wuis lacking, 40 comryens wios plagied e
Imagme’s Mikic became a Smath vince it gave Olrver a subject naable for has
Issue No. 25 particular talents - a figure seen in action within @ dynanic composision, Thel
character of Mikie i1 so energenc he's simply burst through the cover paper,
Released on scisttering hearts in his woake — the cover and the game nearly ted m wath Saint}
Valennine's Day. In a way it alw acted as a rymbol for the new vear begimmng;

January 24th CRASH was crathing throwgh again . . .

50 The CRASH History

The cover's bounciness could also have been taken as a symbol for a new face on the CRASH
team. For the first time the reviewing team figured in the masthead, and among the names
was one Mike Dunn. As they had been wont to do since CRASH started, Ludlow lads with
Spectrums dropped in after school hours to see what was happening, and some of them were
dragooned into writing review comments. Mike was one such. Robin Candy told everyone
that Mike’s school nickname was Skippy because he skipped wherever he went, and this
information was soon confirmed when Roger Kean reported that he had almost been knocked
flying in the street as Mike skipped violently past him on the way down a Ludlow hill. Skippy
is a now a respectable bespectacled college student with a far more sedate gait, but the
nickname still sticks.

On a more serious note February marked the start of a run of cover paintings with which
Oliver was less than satisfied, though in retrospect some of them are outstanding. It wasn't
so much that they were poorly executed, more that he felt uninspired by the subject matter.
An illustrator requires a brief for his work and previously he and Roger Kean had worked on
the ideas themselves. Natwrally, the chosen subject was therefore always one which Oliver
enjoyed and the sort of thing he excelled at. Now, with three magazines going, he had to rely
far more on the editors for their ideas and briefs, and in the case of CRASH Graeme Kidd
seemed to prefer humorous subjects — Mikie was one and Jack The Nipper notoriously so.

Suill, this is no reflection on Mikie the game, which got its Smash, the first of two that month
for lma;inc. The Olhﬂ', also a Konami conversion, was lhcnncl:nllnpudﬂ: }’:'rAer Fu,
which received praise for its ‘arcade style playability’, one reviewer commenting that Imagine
was fast becoming one of the best development houses in the country. As you can tell from
the enthusiasm, these were still the heady days of coin-op conversions: a moment of freshness
before the tedium of overkill which would all too soon set in.

Four other games merited Smashes. Martech's Zouds finally made it through; Electronic
Pmcﬂ&hwdmaﬁnejob,mmmahghmdnrdnfmphmmd providing an
engrossing game. Their innovative approach made mincemeat of the notion that a licence
from something as childish as a series of toy monsters means a thinly-disguised piece of
marketing schlock. Zouds is Martech's monument for posterity. Ultimate looked back on form
with Gunfright, an entertaining advance on their Nightshade, while Gargoyle Games proved
they had more in them than complex graphic adventures of the Dun Darach type; Sweevo’s
World had something in common with Ultimate's Knight Lore and Alien 8 style of presentation,
but took it further to provide a game both compelling to play and very funny. In fact it was
1o be the precursor of a genre which would reach fulfilment in Head Over Heels, Derek,
meanwhile, was praising Activision’s adventure Mindshadotr while berating their lack of
marketing for it — an omission the company was not usually noted for . . .

After its recent run of successes — Critical Mass and Saboteur — we featured Durell. Robert
White’s company had been with us since the earliest Spectrum days and had always strived
to be both good and different, It seems sad, as I write this, to reflect that Durellmlonw
exists in its previous form, suld,antma:thc 1987 PCW Show, 1o Elite .

% S S S SN S SN






March 1986 The March cover was, and still is, only the second CRASH cover to feature a
photograph as its main element (the first was Josue Six's, a photo of several

Issue No. 26 assembled preces of Qliver's arnwork ). Max Headroom had hecome something of
a cult em TV, and for the sibsndiary pictures Oliver drew on images from the
Released on specially-made feature film abowur ket Max came tnto betng, The trouble was that
ai Max was already a created image, Oliver thought paniing him ran the danger
February 27th of making him less than instansly recognisable, hence the photo.

52 The CRASH History

Good software was still catching up with us in March, though Max Headroom had to wait
another two months. There were seven Smashes and a lot of near misses. It had to be
Mikro-Gen’s month, two Smashes and Bautle Of The Planets, which got 77%. Three Weeks In
Paradise was yet another Wally Week extravaganza which showed that the formula had not
quite worn thin yet, while Str Fred was a fairy tale of damsels in distress and bold, rather
well-animated, knights off 1o their rescue.

US Gold provided cold comfort with the excellent conversion of Winter Games — good
enough to get over the multiload problem; Ocean scored with the unusual M.O.V.LE. -
forced perspective, icon control and a good detective story from a new Yugoslavian
programmer of an unpronounceable name (later identified as Dusko Dimitrijevic); Mirrorsoft
came up with one of the best flight simulations ever in Spitfire 40; and Derek fairly revelled
in the conclusion of Level 9's Silicon Worm Trilogy, Worm In Paradise, and Melbourne
House's long-awaited Lord Of The Rings.

Among the near misses was Design Design's Forbidden Planet, another ultrahigh-speed
3-D vector from their famous ‘Basil® and Simon Brattell, but despite its playability we
wondered whether it was different enough from Dark Star to warrant being Smashed. They
also had a different type of game out: 2772 was an arcade-adventure in similar style 1o Dun
Darach featuring a mechanoid dog called Poddy. Programmer Graham Stafford 1ook the
name from Jeremy Spencer’s pet dog, which was often seen in the offices - it was nice to know
that some Newsfield personnel appeared in games!

Licensed tie-ins were by now established. Rambo was a good example, Benny Hill's Madcap
Chase by Don Priestley for DK Tronics a rather odd one, Zorro from US Gold a somewhat
poorer one, and hovering unus:ly somewhere b:munlhebriﬂimlmdllkhlmllheuwu
Quicksilva's Fred Flintstone tie-in Yabba Dabba Doo!.

On the Playing Tips pages, a new-look Robin Candy pa:ru:! out. After several complaints
in print, the Newsfield art department gave the playing tips a new page heading, and Robin’s
very outdated photo-graphic was replaced by an Oliver Frey drawing. Robin was pleased by
the fact of a revamp, less thrilled by the picture; he wanted no picture at all, The argument
became acrimonious, especially when Robin realised it was likely to be used on the following
month's Playing Tips Supplement cover. In the end he agreed to the new heading with grave
misgivings. It was a shame - though few people inside the company, and no readers, realised
it at the time, the argument had caused a serious rift between Robin on one side and Roger
Kean and Oliver Frey on the other. The rift was to grow wider . . .

Till this time software houses had usually put out games under their own name. I have
already mentioned Electric Dreams being one of the first attached labels (1o Activision), and
now CRL - an often uneven producer of software and sometimes a company in search of an
identity — launched a new side label called Nu Wave with J-D. J-D was to be the first of a
series of new ‘conundrum’ games for people fed up of blasting and maze-walking. As
Automata had found with Deus Ex Machina, however, CRL was to discover that the money
really lay with blasting, and Nu Wave would disappear beneath the old attack waves,
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54 TheCRASH History

April 1986 Affrer the cosiness of February”s Mikic cover and the inmicate intereoeaning of Max
Headroom clements on the March cover, Oltver felt it was time agan for an

Issue No. 27 oul-and-out shoot-'em-up picture. The armval of the Brinish 128K Spectrum gave
him his opportumity for another wurreal space pamnting, with the new machine
Released on Suguring as o giant craft like something out of Star Wars. Av with so many
illustrations dwring this year, it was painted fractionally smaller than vou see 1t
March 27th reproduced, because it had to be done in @ hurry.

What was life like in CRASH Towers as 1986 began to speed up? ‘Crammed” is the answer.,
The art department had expanded to cope with three magazines. Dick Shiner, a freclance
designer whose background was London advertising agencies but who had been living in
Ludlow for some years, had helped out over the busy Christmas period . . . and stayved on
as Art Director, relieving Oliver Frey of some workload. This also let David Western become
Production Controller full-time. Then there were the two layout artists, Gordon Druce and
Tony Lorton, and Matthew Uffindell looking after picture reproduction and film planning.

Next floor down, life had become a joke, The administration of accounts, advertising, mail
order and subscriptions for three magazines meant every spare inch was used. And on the
lowest floor the three titles fought for editorial space 10 write and room to photograph the
screenshots. CRASH had been moved into the smallest of the three main rooms and housed
its editor, newcomer Hannah Smith (she arrived near the end of this month’s schedule) and
the regular coterie of reviewers. I floated to land wherever space opened up for me. It would
be nice to say that despite the cramped conditions we were all a jolly bunch, and for the most
part that was the case, but tight schedules, sometimes missed, led to friction and patches of
bad feeling here and there.

The arrival of the 128K Spectrum was a diversion ,though, and it was well and truly
dissected through several articles, not least one written by ZZAP! Staff Writer Julian Rignall,
which investigated games upgraded to take account of the new machine’s capabilities. These
included Robin Of The Wood, Nodes Of Yesod, Three Weeks In Paradise and the engagingly
renamed Stweevo’s Whirled.

Sweevo’s came in for the heavy treatment in Robin Candy's Playing Tips Supplement, 24
pages of tips and maps, and the massive listing by Phil Churchyard that created a Sweevo’s
World screen editor. The value of this unique program has since been underlined by the
number of mappable 3-D games that now offer game designers as a matter of course. And the
success of this screen editor’s cassette version, then available from CRASH, was one of the
first sparks that led to thoughts about a Newsfield software house — but realisation of that
particular dream would take some time.

I had a busy time with the Forum, what with the many letters about the Friday The 13th
cover (December) and Tony Bridge, adventure columnist with Popular Computing Weekly,
mmplnmsbmeﬂyabuulm'whchndbemﬂppodoﬂhytheﬁkﬂﬂﬂ&mﬂms&pecnl
edition. His comments were to lead to a massive vote of confidence for that issue in later
Forums.

Less confidence was apparent with tie-ins. We were entering the period where software
houses would grab anything licensable whether it was suitable for a game or not, often rushing
out the result to capitalise on the licensed character’s popularity in other media. Elite came
off best with a Smash for the venecrable arcade original Bombjack, but Ocean’s Transformers
was disappointing from Denton Designs, CRL's Blade Runner was a sad affair and Britannia's
Play Your Cards Right, based on the Bruce Forsyth TV game, was dreadful. There was a
warning here, but few took heed, rushing madly into more licences, while letters began
suggesting that the very idea of a tie-in meant a poor product. Originality would soon become
a keyword, and in the CRASH Readers” Awards announcement that was made plain - it was
Firebird’s Elite that swept the board.
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MEY 1986 The editonial brief was nimple enowgh: make something out of Samantha Fox
Strip Poker and Starstrike I1. Jt was an snhibuing notion, and ose which Oliver

Issue No. 28 RS ol ns fenpeaneid il e Wiliosig- WG it 0 9y
papular one, strength dynamim of Olver's pottion ef
Released on work at all, He was pleased itk ¢ffect, but m general he hated the illusiration
£ and fels st was rather hike a poorly-licensed game — the subyect toas unsaitable for
April 24th :
an excating pacture,

The month’s two big bits of news were of a very different nature. Most important was the
announcement, as the issue went to press, that Alan Michael Sugar’s Amstrad had bought
out Sir Clive Sinclair's Sinclair Research, and thus the ZX Spectrum would from then on
belong 1o Amstrad. There were very mixed feelings about this move at the time, and few
people today could honestly say that many of their doubts have been removed since.

The other was that the Audit Bureau Of Circulations had declared CRASH the biggest-
selling computer title in Britain, overtaking both Sinclawr User and Computer & Video Games
(though the latter had a marginally higher figure when foreign sales were taken into account).
It was a triumph for everyone, but especially for the original tiny team that had dared 1o
challenge the entrenched positions of so many established titles. W H Smith, before the
launch of Issue 1, had said that CRASH could never really succeed as a games-only, single-
user magazine; two years later we had proved them wrong.

It was a happy moment for the whole company, but before the issue was completed,
something quite sad occurred. The rumbling arguments between Robin Candy and Roger
Kean, which had flared up over Roger’s insistence that there should be a picture of Robin on
the new Playing Tips heading because there had always been one of him there, suddenly
reached flashpoint. There was an argument in the middle of the office and as a result it was
decided not to use Robin any more. He was able to take a last look at his Playing Tips being
laid out in the art department before leaving. However, as every CRASH reader knows, it
may have been the last of Robin Candy’s Playing Tips, but it was by no means the end of
Robin, though a vear was to go by before his reappearance.

Max Headroom finally arrived, and though it rated fairly well [85%‘1 it was something of a
disappointment. Not so Realtime's Starsinke [, however, with its filled-in vector graphics
pushing the Spectrum beyond limits already set by pundits, sitting atop a fast and complex
shoot-"em-up game. We also Smashed Ultimate’s Cyberun, often forgotten since but more of
a follow-on from Lunar Fetman than anything to do with the isometrics of Kmight Lore etc.

After the huge success of the film the game version of Back To The Future from Electric
Dreams came as a damp squib, a mishmash plot based on the film's action but with no game
behind it. There was far more fun to be had with Imagine’s excellent implementation of
Konami’s Ping Pong and Gremlin’s karate-book tie-in The Way Of The Tiger. But the game
which caused most excitement was Ocean’s Barman from Jon Ritman and Bernie Drummond,
who had gone out of their way to make the most densely detailed isometric graphics yet seen.
And the game was good to0.

Near the end of April as the May issue concluded, the three Newsfield directors, the
brothers Frey and Roger Kean, took a week off in Cornwall to work out the details for a new
magazine they were planning. It was 1o have a broad subject base and be aimed at the so-called
youth market. No-one could think of what to call it, so for the time being they jokingly gave
it the working title of LM - Lloyd Mangram’s Leisure Monthly. It stuck.
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JIIIIE 1986 This cover was hied to Heavy On The Magick, the latest from Gargayle Games.
In the past Oliver had been happy to work with thetr games @y cover themes, but

Issue No. 29 he had httle chance to see this one. However, the other options for the month's cover
had already been wed for ZZAP! and AMTIX! (notably Redhawk, ow
increasingly the practice, leaving only howurs for the Ulustration 1o be done. Agamn, |

Mﬂj’ 29th comporition turned what could have been @ weak cover into a powerful image.

CRASH was continually adding new sections. In this month John Minson went solo as his
Fear & Loathing page was detached from the news, freeing him to be even more irreverent
(or should that be irrelevant?) about the software industry. John had earlier done a piece about
play-by-mail games, and now Brendon Kavanagh arrived to start a regular column devoted
to the subject. Then there was the Art Gallery — or On The Screen, as it became known - a
page of readers’ Spectrum art sponsored by Rainbird, producers of the Art Studio graphics
utilitics. And to top that off, we began the first of a long series (Genesis) aimed at finding the
CRASH reader who could design a complete game worthy of being programmed by Design
Design and marketed properly by Domark.

Domark were in need of a lift too, for after an age Friday The 13th had arrived. We were
kinder than ZZAP! (they gave it an appropriate 13%), but it was still pretty dire. So was much
else on the tie-in front: Ocean’s TV licence V was poorly thought-out and boring, TV's The
Young Ones fared hardly better from Orpheus, and in an attempt at a really obscure tie-in
Firebird gave us The Comet Game to coincide with the arrival of Halley's interplanetary body
in our skies. The natural phenomenon was magnificent, the game was silly,

Derek had been quiet for some months, with nothing very inspiring to review, but he got
Heavy On The Magick and delightedly Smushad it. Meanwhile Gary Liddon was given the
task of solo reviewing - a departure from the norm - for Red Hawk, a comic tie-in from
Melbourne House. That was a Smash too. So was the excellent Spindizzy, which restored
Electric Dreams to some of its former glory. The Spectrum version was by Paul Shirley (aided
by Phil Churchyard, who had done the Sweevo’s World screen editor for Robin Candy’s
Playing Tips Supplement).

[t was a great game month, because there was also the first ever 128K Smash (Kmight Tyme
from M.A.D.), one for Sean Masterson's Frontline (the CCS Desert Rats), a marvellous
conversion of the Commodore 64 hit Bounder (Gremlin Graphics), another for Ultimate in
Pentagram, and Quazatron, an extremely clever conversion that was almost a rewrite of
Hewson's huge Commodore 64 hit Paradroid. That was by Andrew Braybrook, but Steve
Turner’s Spectrum Quazatron borrowed from it and reinvented it, making it a wholly new
and interesting product.

The big problem, of course, was the Playing Tips, now rudderless without Robin. The
answer lay with Hannah Smith, and though she might seem in retrospect to have been an
obvious choice, a lot of soul-searching went into the decision. Would a predominantly male
teenage readership accept a ‘girlie tipster’ stepping into the shoes of Robin Very Popular
Candy? We thought they just might. They did. Promoting Hannah as the ‘computer world's
first and only female tipster’ would lead 10 a veritable war with Computer & Video Games who
claimed that their Melissa Ravenflame held that pre-eminent position. But at least readers
could ring Hannah and speak with her, whereas doing the same with C&VG led to long
silences. It was to lead to an attempted confrontation at the 1986 PCW Show when Melissa
Ravenflame stickers running down Hannah were plastered over everything, including the
Newsfield stand. Hannah issued a head-to-head challenge, which, not unsurprisingly,
‘Melissa' declined.
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It's mot a reflecnion on the game it portrays, Grembin Graphics's Jack The Ni
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June 26th it was a creditable effort. v Lo

It was an indication of how ‘ professional’ the organisation was becoming when, in the middle
of June, the management sat down to design the Newsfield stand for the forthcoming
PCW Show. Previously, the magazines’ attendance had been a case either of wandering
round or of restriction to something resembling a long table with hand-lettered signs. This
year, we were told, there would be a proper stand built by a contractor. Gosh, were we
excited. But that was ages away, so who cared?

Rather more to the point was the argument about the spelling of *magic’. Gargovle Games
had insisted on Heavy On The Magick, now Level 9 gave us The Price of Magk. Derek
Brewster did not enter into the discussion, preferring instead to award Level 9 a Smash, He
must have been pleased, not so much because good adventures had been a little thin on the
ground, but because there were fewer and fewer full-price adventures appearing. The trend
would continue, and today the majority of 8-bit adventures are provided through mail order
from committed individual programmers.

Besides The Price Of Magik we had Fack The Nipper, which created yet another cute
character for Gremlin Graphics’s repertory company of cute characters and got its Smash for
being highly playable, entertaining and having ‘masterful graphics’. Then there was Ghosts
"N Goblins, awaited with bated breath — would the popular Capcom coin-op be a success or a
flop for Elite? They pulled it off, and Ghosts "N Goblins was one of the best conversions from
an arcade original yet seen, And finally, just to prove they could do it, Domark came up with
Spilumgfmgﬂ not a TV tie-in, but a block puzzle based on caricatures of the famous. It was
irresistible and gave Domark their first ever Smash.

Licences were in the doldrums again, apart from Ghosts 'N Goblins, for Mirrorsoft’s game
version of the film of Biggles was very disappointing, not very innovative and consisted of
three poorly-implemented subgames — it was rather like the film, in fact. And US Gold got
themselves into terrible trouble with mistimed World Cup fever. It was almost instantly clear
to us that the much-hyped World Cup Carmival was a minutely modified version of Artic’s
two-year-old and forgettable World Cup Soccer. It cost £9.95, though remaindered versions
of Artic's original were to be had for £1.99, Retailers, distributors and buyers reacted as one
in an outcry. Later, US Gold was forced to admit that they had planned a far better game,
but programming delays and marketing problems had overtaken them. Timing was of the
essence and in the end a decision was taken to buy and repackage the Artic game instead. In
a way it provided a perfect example of what, at the worst, was so wrong with licensed and
endorsed games. At best it was misguided, at worst it was seen by the public as a cynical
attempt to pretend an old game was something new and get everyone to buy it all over again
for the sake of a few bits of added packaging.

Quietly, in the midst of this, veteran software house New Generation pushed out the
Spectrum version of Chff Hanger, a sort of cowboy forerunner of Road Runner. It was a
moderately enjoyable game, notable most of all for the fact that the advert told a story;
cheques and postal orders were to be made payable to Virgin Games. It was to be New
Generation’s last fling before quietly disappearing.
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Fan Craig returned ta the cover for the New Year with Ocean'’s Top Gun. It
FEbﬂ.Iﬂl"y 1987 proved quite a popular ilhustration with readers, though I thought :: n:j?md from

Issue No. 37 problems simslar to those of the | ightforce painting three issues earlier - dowbiful
defimstion of areas and a very rough fonish which prevented the machine from
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We now enter a very difficult year for Newsfield, for CRASH, and for me to describe, [ shall
linger less on the software, which is dealt with in my 1987 Lookback, and concentrate more
on the internal affairs of the magazine. As we entered 1987 no-one had any idea the turmail
that lay ahead.

People tend to regard a company as a smooth-working entity, but that’s very misleading.
It would be far better 1o compare a company to an individual, or even at times to a family.
When you meet someone you know slightly in the street and they wave hello to you, vou never
stop to think of the problems they may have ~ just like you do. And a company, however
familiar and successful, has problems too. At times Newsfield has been like a large family,
with all the members heading in much the same direction, yet split by family rifts, arguments,
even feuds. The first upset of 1987 came when Sean Masterson resigned before Christmas 1o
devote himself to his love of fantasy gaming; on Frontline he was replaced by Philippa Irving.
But it was far from being the last change.

LM had been launched successfully, yet there were thunderclouds. It looked like it was
going to be a struggle to get the essential advertising in to support the very expensive
publication, with its large editorial staff and many contributors adding to the usual costs of
typesetting, repro and printing. Against this worrying background were set the computer
magazines’ problems, few of which the public saw.

The biggest concerned CRASH. It was really a magazine without an editor, which is a bit
like a ship without a captain, with no-one to guide it. Graeme Kidd'’s time was shared among
all three computer magazines, and CRASH seemed to lose some of its diréction. The spelling
mistakes and the typos were slipping back in, despite Ciardn Brennan’s valiant efforts to stem
them. But he was working on ZZAP! and AMTIX! as well, so there was too much subbing
for him to do alone. For the February issue, Roger Kean was called back from LM’s Gravel
Hill office to help sort it out; otherwise the issue would never even have made it to the printer
on nme.

In the Art Deparument, where Oliver was busy designing LM, there was also a serious
problem. Both lan Craig and Dick Shiner had found they preferred being freelance 1o
suffering the punishing regular schedules of magazine work, and as this issue went to press
both of them resigned their jobs (though Dick, who still lives in Ludlow, continued doing
some freelance work for Newsfield). Oliver was faced once again with having to do all the
covers, but for the rest there were four layout artists, and Gordon Druce became art director
of the three computer titles - it was sufficient.

Discussions about the CRASH reviews had been popular for quite some time, and as early
as August 1986 a straw poll of the regular reviewers revealed that they would not mind having
their names with their comments. To protect them, this hadn’t been done before; CRASH is
unlike most other computer magazines because most of the reviewers are not professional
writers or critics, but local school and college people. The anonymity was beginning toirritate
readers, however, and so with the New Year, we changed the system. Ben Stone, Mike Dunn
and Paul Sumner became real names, and to go with it a mild revamp of the ratings took place,
with Use Of Computer and Getting Started both being replaced by Presentation. It was to be
the first of several changes in the three-year-old rating system.
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Mamh 1987 The March cover was a masterprece of magical atmosphere, a theme in blue mist.
As usual time was the problem. The subpect was 1o be a composite tmage 1o suit the

Issue No. 38 month’s oo Smashes, Feud and Ranarama. Oliver opted for lightly painting
vague outhnes, then airbruskg blue and blach over the surface, leavmg hemself
Released on ceath the task of picking out kaghlights and the Hghtming with a brusk i whie, The
accuracy of the fine s hard 1o achieve bur Olvoer makes u look sary — and thar is
February 26th his wizardry,

Some of the big software houses seemed to be coming unstuck with the new year; US Gold
faltered with their licensed Masters Of The Umiverse (Gremlin is making another attempt now)
which received only 28%; Melbourne House did little better with Bazooka Bill (42%) and just
as badly with 2000AD’s Judge Dredd - they were working on Inspector Gadget too, but that
would never see the light of day; Konami’s 7ail Break was disastrous (47%); Electric Dreams's
ancient zapper Tempest raised only an average flicker at 62%; US Gold tried ten-pin bowling,
but Tenth Frame only knocked down 56% of its skittles; Leisure Genius finally made it out
with Scalextric, and that got 57%. It was left to Steve Turner's Ranarama for Hewson and a
£1.99 budget game, Feud, on Mastertronic’s Bulldog label to win the Smashes.

What was going wrong? Hard to say, but the failed games had a few things in common: a
rushed appearance, little content and often very poor graphics. We wondered whether
Christmas had knocked the stuffing out of everyone.

Things were little better in Ludlow. For several months it had become clear that advertising
revenue in the Amstrad CPC field had almost dried up because the sales of games simply
didn’t warrant software houses spending money to promote them. So AMTIX! was badly hit
financially, and during early February it became obvious the magazine could no longer
survive the way it was. An attempt was made to change its nature dramatically, but forecasts
showed that wouldn’t work either. Newsfield's management decided to close AMTIX! down,
and its editorial team of five was told the bad news - they would become redundant after their
April issue went to press in mid-March. Only Richard Eddy would be retained to work on
CRASH.

But meanwhile CRASH had its problems too. The experiences of February's issue were
repeated, with Roger Kean being hauled away from LM to help put together the reviews at
the last moment. He was alarmed at the way they were being written: this was not the fault
of the reviewing team — the reviewers' sole responsibility was to play the games and write a
short critical comment on each — but derived from the lack of editorial control. Roger and
Ciardn spent a fraught weekend furiously rewriting just about everything, and then Roger
spent the next two days in film planning, helping finish off the very late issue.

It seemed like the last straw, and once CRASH had gone to press, Newsfield reluctantly
decided some rearrangement was essential. The financial problem of LM was another story,
but editorially it was running very smoothly, so Roger Kean returned to King Street and once
again took up editorship of CRASH, the magazine he had helped found. Lee and Hannah left
in the reshuffle, and Graeme Kidd was moved to Gravel Hill to edit LM.

The full-time team Roger now inherited included myself (also doing other jobs), Ciardn
Brennan, who became Assistant Editor, Richard Eddy and Ben Stone, For three days a week
lan Phillipson came in to write ‘intros’, the long descriptive sections of the reviews. He had
been hired just before Roger took over and was still uncertain how the reviews should be
tackled, but it wouldn’t be long before lan became an essential part of the new CRASH. The
young part-timers included Mike Dunn and Paul Sumper, but there were a few others waiting
to try their hands as well. We all got ready for a revitalised CRASH.
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Apnl 1987 A newe spanit sewept CRASH; for the ferst time in ages Oliver and Roger were able
to work together on deas for the cover, The general opinion was to put Ocean's

Issue No. 39 Head Over Heels on the cover, but Oliver was alarmed that this coudd lead to yet
another “cutesy picture. He wanted something tougher. Roger suggested basing
Released on the painting on the Evil Emperor instead, and using the 1dea of the space between
the planets tn the game's scenario. That did the trnck, and Olvoer turmed i one of
March 26th his best prctures vet,

There was a new spirit indeed. It had already been suggested just after Christmas that CRASH
was falling behind on colour content, that our rivals were providing more colour screenshots
than we were. One of Roger Kean's first jobs was to assess whether Newsfield's increasingly
experienced film-planners, already adept at putting tinted boxes, coloured text and so on into
pages, could tackle the complexities of planning pages which included the laser-scanned
four-colour separations from which full-colour photos are printed. This job would normally
be undertaken by a professional repro house.

Cost had been the prohibiting factor. Normally it costs approximately £60 for every colour
picture to be scanned by a laser scanner (the equipment is too expensive for Newsfield to have
in-house): 30 reviews each getting two colour pictures would therefore cost around £3,600,
far more than affordable. But if all the photographs taken from the monitor could be exactly
the same size as each other, then whole batches of transparencies could be stitched together
and scanned at the same time. (They’d have 1o be the same size so that when the pictures were
all enlarged together by the same percentage thev'd fit the magazine's column widths
precisely.)

When these sets of separations returned from the London company which does Newsfield's
scanning, the film-planning department could fit them into pages already laid out by our Art
Department. Using this method, Roger and Cameron managed to trim the cost of screenshots
down to about £10 per picture, enabling CRASH to go almost full-colour.

We tried the new system out with the April issue, though not with every screen, and it
worked well. From now on CRASH would be colour throughout, whenever feasible. And
because we now kept the separations, CRASH would always be able to reuse any picture
whenever required at no extra cost for features like Playing Tips.

Lee Paddon’s interview with Australian programmer Steve Taylor went into the issue, but
before it was printed it required an update. Steve worked for Melbourne House, but news
arrived that Melbourne House UK had been sold to budget giants Mastertronic. It may have
been a surprise to the public, but the deal, it seemed, had been under discussion for some time.

Mastertronic had come a long way since the days when their budget range was really cheap
rubbish. But with labels like M.A.D. and Bulldog they were often putting out quality games
at still very low prices, and now they owned one of the industry’s oldest and most respected
full-price software houses — though it has to be said that Melbourne House had been going
through a poor patch for some six months.

And here again was a second consecutive month where there were only two Smashes, and
one was a budget game - in this case Firebird’s I, Ball. The other was, of course, Ocean's
Head Over Heels, widely regarded as the best game Jon Ritman and Bernie Drummond had
written. It was hardly apparent at the time, but Head Qver Heels was part of a new pattern
for Ocean who, like the rest of us, realised that full-price games were fighting for their lives
in the 8-bit marketplace. 1986 had been an uneven year for them and, because of the volume
Ocean put out, they were as much to blame as anyone for the low profile licensed games had
achieved in the public’s mind. And the the budget houses were profiting from that.

An insight, one of rare honesty from a software publisher, was offered by Ocean’s Gary
Bracey when he told CRASH that Ocean’s recent record had not been as good as it should
have been, both for the quality of product and for the accuracy of advertised delivery times.
It was this open recognition of past failings that would now motivate Ocean for the coming
year; they would do their very best to offer value for money.

E:::‘ nz -Izﬁ-i-. s el

\

" __.

-




ZX SPECTRUM

AND B AIEAD'
ENDURO

RACER.....
THE SENTINEL s

An Insect Invasion

AMAUROTE v.storvonic

THE TERMINAL MAN
'RETURNS!

- Abrand new 12-part story
starts this month!




o — T T AP i T —

The Enduro Racer L rd one, and hosen largely
Mﬂj’ 1987 Jor the opportunity ummmm nm:-ﬁr:u The murin

Issue No. 40 figure is smaller than vt might have been because there had 10 be a strap announcing

the Playing Tips Supplement, which was micely tied in: the biker looks like he has
Released on Just leapt over it. Never one to miss a light-hearted dig when the occanion arises,
Aoril 30th Oliver made the crashing biker wear a helmet adomed twith the letters CVG,

For the April issue, Roger Kean had become CRASH Editor halfway through its production ,
schedule. With May’s issue he felt he could really get 1o grips with some of the problems that {
had been ailing the magazine. |

The reviews were first. Several previous issues had failed 1o cover anything like the volume
of games released in the month, and it had always been CRASH’s boast that we did cover
everything. The problem was that since the early days the number of pages devoted to features
and specialist sections like Frontline, Tech Niche and Adventure Trail had expanded
dramatically. Increasing the number of review pages would mean expanding the magazine
beyond its economic size. Much tighter writing would be required form now on, so that a
review would take up less space and more would fit in.

' Roger and Ciardn looked closely at recent reviews and decided that many were heavily
5 padded without providing sensible information. One result of the new attitude was that the |
issue packed in 37 reviews (more than for ages, excluding February's issue) and still left space
for the other features, including the 32-page Playing Tips Supplement. The reviews were also
split into three categories, each with a different design style: Smashes, those above 50% |
Overall and those below, allowing us more freedom to give short reviews to games that hardly |
deserved a full page to themselves.
Then there was the extra colour: in May's issue virtually every game was featured in colour |
(apart from some latecomers and the adventures), even in the Playing Tips and Frontline.
| Readers seemed to approve of the colour, but not every letter was so kind about the shorter
reviews — the shortness of the Krakout review was especially resented by some.

The number of reviewers also came under consideration. Ben, Paul, Mike and Richard
were doing a sterling job, but it was felt that some fresh blood was required, and over the next
few months that would arrive. The first new face in was that of Gareth Adams, another
Ludlow local studying at the College, and a CRASH reader from the start.

A casualty of the new broom was my Hall Of Slime. To be honest it had outgrown its
usefulness and there was a thought of axing it to make way for something new, though no-one
knew quite what at that time.

While the dust appeared to be settling at the King Street offices after six months of unrest,
Newsfield was facing a serious problem with LM. Despite its obvious popularity with readers,
LM was in financial difficulties. Circulation was increasing nicely, but advertisers were still
too wary of the ‘youth market’ and thus the magazine’s revenue was almost nonexistent and
it lost nearly £20,000 each issue. The gamble had not paid off. It was like AMTIX! all over
again, only on a spectacularly larger scale. Emergency management meetings were held to see
if anything could be done, but to no avail. A few days before Issue 5 was due to go to press at
the end of April an announcement was made to the company that LM would have to close
down.

For the second time within two months, the management were faced with making staff
redundant. It was a terrible blow, personally, in terms of prestige and financially. Trade
papers, including Computer Trade Weekly, erroneously suggested that Newsficld had lost half
a million on LM. The real figure was nothing like that, but it was a heavy enough loss. The
leave-taking a few days later was sad - but on the bright side, all the LM staffers found
themselves other publishing work within a few weeks.

T
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Not everyone on the LM team was made redundant. Graeme Kidd remained in place as an
editor without portfolio and Publishing Executive, and Barnaby Page, LM’s Subeditor, came
to CRASH 1o become its Assistant Editor. Ciardn Brennan moved over to ZZAP! full-time.

And LLM’s closure was an ill wind which blew some good for the casual reviewers because
more work stations were created as more Amstrad PCW8256 ‘ Joyces’, used for writing, came
to CRASH from the defunct magazine. CRASH itself had moved again, returning from the
middle 1o the lower floor

And another new-old face (re)appeared. While Roger Kean was editing LM at Gravel Hill,
Robin Candy started turning up for the odd chat. The strains of the previous year were
exorcised, and with Roger’s return to King Street and CRASH, Robin indicated he would
like to start writing again, largely because he needed finance for his band, Ad Lib To Fade,
and because he had recently taken up skiing in Switzerland, which is an expensive pursuit!
His first task was an article on the history of software houses and the changes in attitudes over
the past four years. Robin’s return seemed to complete the feeling that the old CRASH spirit
was back in force.

The new spirit ushered in video reviews, well aware that there would be catcalls from some
readers crying ‘LM!’. To be truthful, those first few were written for LM, but the reasoning
behind including them had not been lost (in reverse) on the fantasy film magazine Star Burst,
which every month reviewed computer games. CRASH readers, we argued, are likely to be
heavily into video-watching, so it makes sense. And despite several mutters of protest, the
experiment seems to have worked well for most readers.

Recent independent market research has shown that we were right — of a range of magazines
aimed at the ‘youth market’, including Smash Hits and the weekly music papers, CRASH and
ZZAP! readers came out as the most avid hirers of videos. You are also, it transpires from the
same research, the biggest purchasers of blank audio tapes — though that’s probably a subject
we shouldn’t touch upon . . . !

Not to be outdone by my Playing Tips Supplement in the May issue, Derek Brewster
provided a special supplement for adventurers, which included two Smashes for The Pawn
and Shadows Of Mordor.

Robin Candy became involved in an interesting project almost immediately upon his return
to the fold. As work on this issue began, Roger and Richard Eddy had visited programmer
Pete Cooke at his home in Leicester to have a look at the part-completed Micronaur One, his
first game for Nexus. At that time Pete had only designed three of the game’s four tunnel
networks with a special utility he'd devised. Everyone thought it would be a good idea if
someone from CRASH designed the fourth and hardest. Richard volunteered. However, he
was due to attend a journalism course in London which cut across tunnel-designing, so Robin
took the utility home and designed a network himself. He was never credited in the game,
but to avoid any accusations of hidden bias Roger and Barnaby mentioned Robin's
involvement in the next month’s editorial. And fortunately, when Micronaut One arrived it

was quite good enough to speak for itself without any personal partiality to boost its rating.

v
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illustration for Domark's The Living Daylights. [t was good timing, 100, because
Released on this issue hat the streets several days before the film opened in London, making
]Illlt 25th CRASH ome of the first magazines of any type to carry the image.

Synchronicity is a bit like déjd vu in reverse: if you hear or read a strange word you have never
heard before, and then, over the next few days, several times you happen 1o see or hear that
word used, that is synchronicity. Early in the month of June, Roger Kean attended a software
fling on a Thames boat given by MicroProse. Mingling with the massed computer journalists,
he was bemused to be confronted by someone from Computer & Video Games who informed
him that they knew Newsfield was planning to break with its machine-specific tradition and
publish a multicomputer magazine rather like C&VG. It was certainly news to Roger,
though, he said, he kept a ‘poker face’.

Two days later Newsfield's advertising department offered up a plan for a multicomputer
entertainment magazine to cover all popular 8-bit and 16-bit computers, not to outdo CRASH
or ZZAP! but to complement them. A few hours later, when no-one outside Newsfield’s
management had been told of the proposal, someone rang up from a software house 10 ask
how long it would be before the new magazine would happen. It seemed like an omen!

A few days later THE GAMES MACHINE was born, in concept at least, aimed to publish
its first issue in time for The PCW Show in late September. A fortnight later we first heard
that Future Publishing intended launching Ace — now that's synchronicity!

Meanwhile CRASH was settling in nicely, Three more reviewers joined the stable: Robin
Candy, now doing comments, Mark Rothwell, a friend of the brothers Rignall, and then Nick
Roberts. Nick lived in Ludlow, had read CRASH for three years and felt he could take the
Tips off my shoulders. To try him out, Roger asked him to do review comments, and so he
too started coming in after school hours. His quiet, no-nonsense artitude quickly earned him
everyone’s respect, and it was clear that it would not be long before my temporary Playing
Tips stint ended.

And in fact there was a fourth reviewer. Dominic Handy had been a regular visitor to the
Towers over three years, usually to buy games from the mail-order department — though his
views on some games occasionally found their way into print via one or other of the reviewers
— but also to undertake the odd writing job. As a film buff he was a natural for the new video
section, and he started coming in more and more often.

The scope of CRASH continued to expand, with features on special effects in The Living
Daylights and on the Nintendo console adding more reading matter to the magazine’s
Spectrum core,

And an unusual aspect of this CRASH was the OINK! Supplement. This had been
arranged two months earlier in conjunction with the anarchic comic's publishers, IPC, and
CRL, who were producing a game based on its piggy antics. To my knowledge, this was the
first time anything like this had been tried in a computer magazine, and we were interested
to see the reaction. Predictably, it was mixed! Many thought it insulting to have a young
children’s comic in CRASH, yet newsagents had been moving it out of reach, considering
OINK!'s contents to be of a nature more adult than was suitable for youngsters.

We saw an early version of the game on the Commodore, were given a rather useless
Spectrum screenshot (the background only), and to date, that’s been that . . .

At the very moment when it seemed the year’s earlier troubles had become a memory, an
earthquake shock hit us. Without warning Gary Penn, ZZAP! Editor, resigned, saving he
was worn out. As he had some holiday owed, he left at the end of the week, and evervone held
their breaths to see what would happen . . .




This directory gives details of every game and
piece of educational software ever reviewed
inCRASH Issues 1-47 inclusive -~ that’s nearly
every Spectrum product of the last four years.

Titles beginning with numbers are listed at
the start of the directory, and titles beginning
with ‘The' are listed under their second word.

There are a few utilities here, but the
second half of the CRASH Directory (to be
published in Issue 49) will include complete
lists of utilities and hardware reviewed as well
as indexes of all the playing tips, maps and
major features ever published in CRASH.

The two sections of the CRASH Directory
can be detached from the magazines and
keptin the CRASH History binders, which will
be available in early 1988.

The antry for each piece of software gives its name, producer and Overall
CRASH percentage, and the issue and page of CRASH in which it is
reviewad, as follows:

title producer Overallt  lssue/page
Early CRASHes rated adventures out of ten rather than 100, strategy
games weare not at first given marks, and educational software has never
been given percentages - those aren't accidental omissions!

Four years of Spectrum software - 1,591 products listed

THE CRASH DIRECTORY

180 Mastertronic 72% 35/36 Admiral Graf Spee Templation 54% 1/103 Android 2Vortex 90% 2/13
1942Elite 63% 33/24 Adventure Adventure Software B4% 36/151 Anfractuos rs46% avile
1984 Incentive 76% 2/104 Adventurafand Adventure Intématonal AngleballMad 51% 46/28
1985 Mastertronic 21% 25/20 710 147104 Animated Sirip Poker Knightsoft 66% 15/118
1994Vision 75% 3/52 Adventures Of St Bernard Camell Software Annals Of Rome PSS B5% 3877
2003 A Space DddityDK Tronics 49% 3/124 58% 4/86 Antagonists The Addison Wesley 5/10 19/94
2112 Design Design 83% 26/40 Affaire Vera Cruz Infogrames 85% 34495 Antics Bug-Byte 0% 69
3 Deep Space Postem 44% 1/92 Alghan Attack Southern Soltware 6710 15/96 Apocalypse Infogrames 43/51
30 Bat Attack Cheetah Soft 51% 6/109 Africa Gardens Gilsoft 84% 4/51] Apaolfo 11 Darkstar TOX S/B3
3D Lunattack Hewson Consultants 90%  4/16 Aftershock interceptor 58% 34/95 Apple Jam DK Tronics 47% 2N
3D Seiddab Attack Hewson Consultants Agent Orange An'F 53% 3823 Are of Yesod Thor 89X 26/129
79% 3114 Agent XMastertronic B5% 37117 Archers The Mosaic 50% 37/53
30 Tank Duel Reaftime 3% 7/88 AhhhICRLG1% 8/109 Archon Ariclasoft 3% 18/2]
30 The Bast Of Vortex Vortex 42/15 Air Dafance CCS 16/141 Arcturis Visions 57% kT ]
A5tar K Greye 25% &/116 Airbase Invades CP Software 68% 6/52 ArenaBug Byte 67% A46/67
72PUS Gold B1X 47726 Alrline Cases Computer Simulations 40/104 Arendarvon Castle AddisonWesley 8/10  18/102
ADay in The Life Micromega 59% 15/46 Alrwolf Elite 90% 13/28 Arkanoid imagine 59% 39/2:
ABC Artic 2/98 Alcatraz Harry Mastertronic 43% 9123 Armageddon Silversoft 68% 1/79
ATRAM Websters 12/180 Alchemist Imagine 85% 2/13 Armagaddon Man The Martech 65% /450
ATV Simutator Code Masters 66% 46/130 Alten Argus Press 15/124 Army Moves Ocean 54% 41/16
AcademyCRL 92% 36/178 Allen 8Ultimate 95% 15/16 Arrihern CCS 17/122
AcceleratorCentury City B6% 13/23 Align Evolution Gremlin Graphics 75% $2/35 Artist Il The Softek international 36/133
AceCascade 81% 32/13 Alien Highway Vortex B8% 29/23 Artist The SofTechnics ir/122
Ace Of Aces US Gold 62% 38/102 Alien Swarm/Arena K-Tel 57% 3/108 Ashes Pulsonic 49% 8/101
AcrofetUS Gold B3% 37/3 Alignis Electric Draarms 84% 37/18 Ashkeron Mirrorsoft 8710 18/104
Action Biker Mastertronic 52% 19/17 Allens (US version) Electric Dreams 45%  47/14 Asterix And The Magic Cauldron Melboume
Action ForceVirgin Games 35% A6/28 All Or Nothing Abbex 72% 11/56 61% 34/]41
Action Reflex Mirrorsoft 88% 31/28 Alphabeth AN F Software 167104 Astrocione Hewson Consultants B8% 227146
Ad AstraGargoyle 80% 414 AmauroleMad 52% 40117 Astronomer CP Soltware 9/92
Adder Attack Mogul 64% 4/85 American Football Argus Press 71% 13/125 Astronut Software Projects 81% 12/36




Astrofutor Astrocal: 38/48
Athena Ocean 75% 45/21
Alhlete Buffer Micro 51% 8100
Atic Atac ltimate 92% 1/28
and 2/37
Alfantic Virpin 48X a2
MH&J ab/10 873
Atias Virgin Games 6/10 8/76
Atack OF Tomatpes Global B9% 28/23
Auf Gremiin 85% 40,34

MQMEHHCMEIKR&MWL 4495
Automarnia Mikr Tl

Jl Grmlu'l BS% ;?r‘%?!
o TmSuftm Projects 46%23/157
Mm Code Masters63% 37126
Babal ibaSiversoft ABY% 19/16
Back To School Microsghere 93% 23/10

Back To The Future Electric Dreams 425 28/3)
Guide To The Universa (Part |)

Fantasy 83% 12734
Balf CrazyMad 73% 42/34
Baliblazer Actiasion 71% 28/18
Ballbreaker CRL 64% 46/30
Ballooning Heinemann 76% 5/64
Barbarsan Palace Software 85% 41/114
Barchou Central Sohutians 29% 31/110
Barreidrop Games Machine 65% 1/15
Barry Worid Championship

Activision 25/19
Barsak The Dwarf Gilsoft 53% &/51
Basic Vocabulary Options Intemational  ~ 35/58
Basil The Great Mouse Dafactive Gremiin

Graphics 73% 47122
BatmanOcean 93% 28/121
Battie 191 7CCS 63% 2/88

and 10/134
Battie Axe Scott Johrsion 71% a44/5]
Battle Of Britain Microgame Simulations

46% 5/14
Battie Of Britain PSS B2% 379
Battle Of The Planets Mikro-Gen 71% 26/126

Battle Of The Toothpaste TubesK-Tel 50% 3/117

[released with Castie Colditr)
Battie for Midway PS5 18/126
Battlecars Games Wonkshap 66% 13747
mwm 4055
Battlezone 74% 11/15
Battyon &-Fak Vol 2 Hit Pak 5% 44/109
Bazooka BillMelbourne House 2% 3816
Beach Head ITUS Gold 74% 24/13
MW&WMF 5% -}"rﬁ‘
amasy
Beamvider Activision 63% 14/47
Bear Bovver Artic 90% 3/106
Beatcha'Romik 39% 11/48
Beatie Quest Number 9 7/10 2711713
Bedlam Lothiorien 78% 17102
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Bewarehouse Positive Ima 4“ 6/108
Blig Ben Strikes Back Artic 42% 23/10
Big Sieare The Piranha 93% 43/71
Big Trouble In Little China Electric Dreams

(74 40/121
Biggies Mirrorsoft 63% 30/12
Bimbles The Intech 79% 35/69
Bimba Joe The Lion 70% 3/55

ﬂnh%‘gumﬁunﬁm 39,95
Birds And The Bees The Bug-Byte B3% 2/40
Birds The Rabbit 49% 2/38

Brsmark PSS 74% 41/87
Bir TheVegin 83X 1421
Hiack Creative Sparks 92% B6

Black Tower Dollar Soft 3/10 9/68

Biade Alley PSS 85X §/33

Blade The Warrior Cable Software 7/10 970
Bladerunner CRL 58%

M&mr:mg:m?ﬁt B/14
Blockade Runner Thorm EMI 6214% 1731

Blockbusters Macsen B2% 13/52
Blue Max LS Gold 78% 1422
Bive Riband CCS 12/159
Biue Thundear Richard Wikcox 90% 3/8
Bearing The Edge 94% 31/20
Dlwtnl mpmm 47/17

147111

Bodyworks Genesis Productions 17/84
Boggt The CRL 90X 32/33
L
I
Bombyack I Elite 71% 39/26
Bombscare Dollar Solt 60% 11/150
Bombscare Firebird 78X 3424

BonkersProcom 77V% 1/102
mmmmmmmuﬂnm 41/64

Booty Firebird 93% 10/96
Bored Of The Rings Delta 48% 18/99
Bassman Avalon Software 44% 7/52
Boulder DashFront Runner 33% 12/74
Bounces Beyond 75% 29/117
Bouncing Berty/Eskimo Capers Power Soft

33% 11/24
Bounder Gremiin 90 29/133
Bounty Bob US Gold 5% 21/26
BowisLotus Soft 57% 1/19
Brad Blasts The Galactic Barbarians

Express Software 75% 4/90
Bram Damage Sitversoft 69% 1/74
Branache Code Masters 29% 40/22
Bravcx BiuffMicr 87 8/20
BreakihruUS Gold 4 36/175
Brian Bioodaxe The BEX 14/116
Brian Clough’s Footbafi Fortunes CDS 42% 387105
Briar: the Bold Central Solutions 58% 31/74
Bndge Py lnre o
Bristies Statesoft 75% 14/32
Broad Street Mind Games 81% 17/29
Bruce LeeUSGold91% 16/28
Bublie Bobbie Firebird 90% 45/]32
Bubiile Buster Sinclair 57% 6/12
Bubbie Troubie Arcade 3% 271

jmate 78% 41/19

Buceaneer Firabird 49% 33/128
Buck Rogers US Gold 67% 200124

Bug Eyesicon 62% 16/128
{The 97% 16
Buggy Biast Firebird 91 % 13720
BugsyCRL B4% 37751
The Lothiorien 18/124
Run Phipps Associates 33% 329
Buil Tables Lotus-Soft 2/99
Bubseye Macsen 45% 33/116
Burnp Set Spike Mastarironic 38% 34,132
Buniabeast Kerian UK 54% 7/37
mmmmq 65% 38/15
% 5/84
57 WK 5
C:ﬁ Clive Scorpio 17/119
mmmmmm 71% /62
Caesar’s I’m-n% g:mrsdl ;i‘%
Cagara Players
Call Me Psycho Pirate 47% 461725
Captain Slog Alpha Omega 30% 33723
Car Cure Simtron 75% 16/22
Camival Eclipse 75% 6/110
Carpet Capers Terminal 14% 6/60

Casey Jones Computer Games 68% 6/12
mm@m 15/30
Castie BiackstarSCR Adventures 75%

2/103
Castle Blackstar CDS 14/95
Castle Coldits K-Tel 50% AP !Jrll?
{releasad with Battle oothpaste Tubes)
Casties and Clowns Macmiltan 16/104
Caich 23 Martech 56% 43/85
&fwﬂumuwwmmw 3558
Catwalk Power Soft 11/152
fhu'dfmhhu!il! 18/34
Cauldron [l Palace 91% 31/113
Cavelon Ocean BEX 7/89
Caveman CRL 2E% a/53
Cavern Fighter Bug-Byte 9% 39
Caverns OF Ketonia Atllantis 46% /N
Caves Of Doorn Mastertronic 58% 26/38
Canturipns Reaktor 23% 46138
Chalernge Of The Gobols Reaktir 37% 43/95

Workshop
Q:Eraxfw's Chocolate Factory Hill Iﬁacﬁmhu;

Chemistry Merit/Cloud 90%
qumredfwmm Sinclair 71X 3/88
Chiller Masteriromc 42%

ChimeraFirebird 71% 24/40
Chinese Juggler Ocean 79% 11/45
Chinese Patience Atlantis 68% 20/39
Chopper X-]1RARSTY 3/90
Chronos Mastertronic 55% 41/21
Chuckie Egg A& F 80% 2/14
Chuickee NARFE]X 17/12
Chuckman CCL 79% 436
Circus Digital Fantasia 66% 590
City Terminal Sottware 44% #/37
Shicker Hewson 2T% 35/28
City of Death The Redshdi 137101
Classic Muncher Bubbie Bus 41% 39/24

Classroom Chaos Central Solutions 7/10  28/9%

Clerky Unique 43% 7 /36
Ciiff New Generation 63% 30/13
Close-ln 31X 5/82
CheedoLesure Genius 81% 20/38
CobraOcean 93% 357141
Code Name Mat I Domark 81% 200112
CodeName Mat Micromega 93X 476
Coiditz Phipps Associates /10 774
Colony Butidog Soft 45% 40/116
Colossus Bridge CDS 70% 36174
Colour Of Magse The Pranha BBX ars2
Combat Lymx Durell B8% 10794
Comet Game Firebird 58% 29/3]
Commando Elite 94% 24/130
Commando Double Play 5/10 2832
Composer Contrast Software 16/56
Computer Coak Book The Bug-Byte 699
Compauter Science Vision 39/96
Wordsearch Softfirm 33% 25825
Mastertronic 39% 31/23
Radas Games 1943
Confiict Martech Games 107135
Conflicts ] PSS 42/71
Cortlicts 2P55 4450
Confrontation M C Lothlorien 45% 3/82
Confurion Incentive B6% 16/34
Connect 4 Atlantis 72% 15/46
Conguest Cheetah Soft 24X B/43
10/134
ador Melbourne 65% 347144
Contact Sam Crurse Mic 93% 3614
Budgie Software 25% 21121
Convoy Raider Gremiin Graphics 56% 4397
Copy s ﬁgaﬂtrma gﬂg?
CoreA&F 29732
Com Simulations 407104
Corridors Of Genon New abion72%  1/28
Cosmic Cruiser imagine 54% i
Cosmic Shock Absorber Martech 36% 41/24
Cosmic Warfoad Ocean BEX 26/136
Costa Capers Firebird 64% 213
Count With Oiiver Mirrorsoft a4:94
Countdawn Central Solutions 79% 3173
@
Gmwﬁﬂmﬁﬂﬂ 19747
33% 827
CricketTJ Owend5% 7/13
Critical Mass Durell 90% 23/24

Crown The - part one, Journgy Wrightchoice

72% 42167
Crown Of Ramhotep The Tartan 46104
(released with The Prospector)
Crutse Attack Mikro-Gen 62% 2/73
Crusoe Automata 5% 10/108
Curse Of Shaleth Central Solutions 6% 2¥775

Curse O Sherwood The Masterironic 56% 397117

Curse Of The Seven Fages Artic 7/10 137102
Custard Kid The Fun'' 65% 22/78
Crystal Computing Iy
Star Dreams 58% 17104
Uttirmate 90% 28/26
Calisto 58% 5/19
yolone Vortex 79% 12/76
Cyiu Firebird 79% 19/14
CyroxThe Power House 46% 4025
D-Olay Games Workshop 83% 11/21

Daley Thompson's Supertest Ocean 76% 2221




DambustersUS Gold 75%

21/14

Dan Dare Virgin 92% 32/16
Dandy Electric Dreams B4% = ﬁf idﬁ
Dangermouse (IMW) Spariders S6% /14
Dnl'g:ﬂnu fin Double Trouble) Creative Sparks
3% . 10141
Venom Games 69% 45793
Empire Lothlorien 60% 43/50
Dark Scaptre Firebird Gold BBY &7/11
Davrk Star Design By 1197
Dartz Automata UK 7/51
Datel Sound Sampler Date! 36/1386
Dawnssley Top Ten 19% 44/28
' Dy Af Tha Seaside A Softlee Systems 18/110
Deactivators Arlolasoft B5% 34/138
Dead At The Controls Artic 6/10 15/100
B ittt $.
Death Cruiser Noble House 62% 3/124
Death Or Gipry CRL 36% 4720
Death Star Rabbit 54% 6/108
Death Wish 3 Gremlin Gr;ﬂhics-lai 45/128
Deathscape Ariolasolt 42/34
mwwmmsvmagn g% %g
DeathwakeQuicksilva
Decimals MSﬂﬂwm 44/53
Decor Wrackers Scomit Software 53% B/l
Deeds Of Hall The Terminal 22/125
Daep Strike Durall 36/183
Dafcom Quicksiba 45% 37/108
Defendainterstetla 4/86
Defiektor Gremiin Graphics 77X 47/122
Defusion/Worms K.-Tel 52% o ggr?;?
mmmﬁm 10/18
Demon From The Darkside Compass 84%  35/71
Deris Through The Drinking Glass i
Desert Burner Creative Sparks 48% 20/16
Desert Hawk Players 47% 31/24
Dastorer's PonctActhision 19/
]

Central 6% 27/75
DestructoBulidog 38% 44/78
Deus Ex Machima Automata UK% 10/52
Devil Rices In The Carnell Software 53% 47126
Dewll's lsland Gilsolt 77% /87
Dewils Crown Mastertronic S4% 27/134
DeLithigm Lt Hewson Consuftants 61% 47115
Diamond Quest CCS 4% 8/76

Destructors Artic 68% 274
Dinky Postern 33% 3/54
Désco Dan Gam Software BS% $/98
Descs Of DeathArtic 31% 23/155
Drtpase Sinclair/Macmillan 15/111
Dix Miflie CCS B5% /100

DizzyCode 8% 46/134
ﬂﬁcmwgﬂ;mmﬂmﬂl ;fﬂ'i"gﬁa
- : House 86%

Geezers Melboume annl
Software 47X 9/13
218 564 41/116
Bug } | 23/22
Don't Buy This Firebird 39% 17/46

18/22

41/61
37/27
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Doomsday Castle Fantasy B7% 2/26
Doomsday Fapers TheMatand 7/10 2B/89
Dotty Daliar Soft 68% 7151
Doubde Taka Ocean 74% 37/118
Doubie Trouble Starlite 43% 3/117
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Dungeon Dare Central Solutions 7% 28/95
Dynamite Dan Mirrosoft 94% 18/26
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Earthshock £ Day 79% 42/59
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Eidolon The Activision 76% 36/17
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ElectronMastertronic 37% 8/99
Electronics Kit Westex Electronics 38/46
Eievator Action Quicksilva 7.2% 37:/24
Eleverth Hour Venturesoft 7% 29/59
Elite Firebird 92% 22178
Emeraid ishe Level 9% 16/113
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Enduro Activision 67% 10/54
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Enigrra Force Beyond BB% 26/128
Enterprise Melboumne House 59% 417115
EquinoxMikro-Gen 87% 30/34
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Eﬂe From Singe's Castle Software Projects

a9/120
Eskimo Eddie Ocean 78% 4/29

Estimator Racer Sinciair 13/40
Eureka'Domark 7% 12/128
Evening Star Hewson 53% a45:/28
Everyone's A Waily Mikro-Gen 93% 14/118
Evil CrownMind Games 77% 24/181
Evil Crown The Mind Games 77% 24/181
Excalibur Sword Of Kings Alternative Soltware
83% 47740
ExolonHewson 30% a43/14
Explorer Electric Dreams 32% 38/101
Express Raider US Gold 47% 41/25
Exterminator Siiversoft B214% 1195
Extricator Precision Games 8% 29/90
Of Bain The Artic 8/10 11/120
16 Sirike Eagle MicroProse B4% 42/19
FA Cup Footbad! Virgin 64% 277126
Factory Breskout Poppy Soft 90% 6/97
mem Bl% 13/60
Faithght The E. 22/26
Fairlgght It: Trial ﬂirim-ssfh! Edge81% 36/33
Falcon Patrol 1 Vingin 56% 17/14
Faicon The Renegade Lord Virgin Games
64X A42/24
Falidands 82 PSS 33% 271/83
Fall Guy Elite Software 76% 12/86
Fail Of Rome The Argus Prass Software 55%8/101
Fantasia Diamond Hewson Consuflants
i Quicksilva 78% iﬂ:a?
Fantastic Vo
Fantasy mﬁﬁm 49% #3/74
memrmmwm 48/140
[redonsed with Thunderceptor
Fat Worm Blows A Sparky Durell 95% 34/143
FeudBullidog Software 91% 3a8/28
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ing WarriorMelbourne House 738 22714
Final The Gremiin Graphics 75% 41/112
Final Mission The Incentive 7% 107106
Fitndors Kpppers Mastertronic B5% 13/124
Fire On The Water Arrow 14100
Fireflash Abacus T8Y 1/88
Firehawiy Postern 51% 1/19
FirsfordHewson 91% 35/23
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Football QuickQuiz Rothmans 21% 26/125
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Forbidden Fruit Tansoft 73% 14/121
Ferbidden Planet Design Design B6Y 26/30
Force Fighter Parfection 68X 3/54
Force The Argus Press 68X 30756
Farest Af World's End Irterceptor Software

6% 10/107
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Forgotten City Hawk B7% 38/92
Format 4 Kit SP/ ] Orion Sottware 395
Formula Dne Spirit Software 25% 8/12
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Fourth Protocol The
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Fractions Key Software a7/49
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Frank Bruno's Elite B6% 19/22
Frank N Stein PSS 9/124
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Frankensteinlcon 76% 18/24
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FredQuicksilva B3% 3
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44% 12/13%
Freez BeesSiversoft 61% 2/101
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Franch is FunCDS 2/97
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Full Throttie Micromaga 91% /6
Funhouse Pacific 18/100
Future Knight Gremiin Graphics 76% 36/21
Future Tense Mystic Software B5% 46103
Future Zoo Clwyd 43% 3397
G-ForceEuro-Byte 79% &/123
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Geolf Capes Ilartﬂh 78% 24/42
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Gwryﬂuﬁm Firebird 4&: 27/136
Ghost HurtersCode Masters 77% 41/20
Ghost Rider Positive 60% 10/21
Ghostbusters Activiston 13/110
Ghosts N Goblins Elite 95% 30/29
Ghouties iIMS Softwara 17/102
Glant's Revenge Thor 64% 9/95
Gift From The Gods Ocean B4% 13/54
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Gisdistor Domark 77% 24/2]
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Glass 82% 18/36
Mrﬂﬂg ;:;:imm: ﬁg
mripll Six70% 19/45
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Grand National Efle 79% 16/36
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Grange HIll Press 70% 4052
Great Escape The Ocean 96% 35/16
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Great Space Race Legend 44% 13/118
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Green Beret Imagine 88% 28/118
Gramiing Adventure International 17/98
Greyfell Starlight Software 67% 38/37
Grid PatrolM C Lothlorien 59% 5/86
Grigd-Bug CC1 58% /38
Gridrunner Qui 46%4% 1/104
Grimible Microtech 59% 33/498
Groucho Automata 65X 1/42
Gromae Pave 6/ Advar Moke e 17

Bf% 39/51
Guardian The PSS 68% 2/39
Guest The Stephen Wadsworth67% 45/92
Gurdo Computer Games 56% 10/20
Gunfright Utimate 92% 25/60
Gunrunner Hewson 55% 41734
Gunship MicroProse 92% 47/18
Gurrstar Firebird 67% 37124

Firebird 93% 14/16

ER.O Activision 75% 10/13
HReH Bth Day B5% 34/98
Hacker Actvision 81% 23/38
Hades NebulaNexus 51% 43732
Hadley's Comet Eclipse 21/15
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Hamptons BSides Software 43X 7/12
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Happiest Days Of Your LifeFirebird 64%  34/34
Hargball Agvance B4% 34/32
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Havoc Dynavision 59% 13/127
Hawks Lotus Soft 75% 1/3]
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Head Over Heels Ocean 97% 39/20
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Heist 201 2 Firebird Silver 1 457129

meﬁrd 67% 18/11
Hedifire House 72% 14/13
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Here Comes The SunAlligata 5/10 576
Highlander Ocean 5T% 37/114
Highway Code CRLY 15/21
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Hijack Electnc Dreams B6Y 3l/115
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Hive Firebird 78% 37/105
Hocus Focus Quicksilva 70% 28/32
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Hothine Quir Chalksoft 44/95
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45/18
How ToBe AHeroMAD. 70% 40/111
Howard The Duck Activision 61% 41/110
Howgzat Wyvern Software 53% 7/13
Howzat Alternative Software [ 1% 37/126
Hubert Blaby Computer Games 62% 10/139
Hulk The Adventure Intermational 8/10  B/72
Human Torch All Amenican 56% 30/76
Humpty Dumpty Mystery The Widgit 2/97
Hunchback Ocean 66% 2173
Hunchback Adventure Ocean B6Y aanaT?
Hunchback I Dcean 85% 13742
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elecomsoft 56% 3708
MyperAction Silversoft B4% 8/103
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Firebird 90% 39/112
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1 Of The Mask Electric Dreams 97% 23/49
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Advance 50% 41/32
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Infitrator US Gold 72% HF 148
Inhertance inl BE% 41/65
Inspector TopTen 70X g‘i’gg
Intermediate Level FrenchScisoft 20/83
Intermediale Level Maths Scisoft 15/110
Internabional Karate System 3 68% 24,22
Into The Eagle s Nest Pandora B2% 39/19
Invader Cube Dasis 69% 3/37
imvasion Force Micromania B4% 3/46
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Jackin urtle Software 17/86
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Gremiin 8r% 46124
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Jat Set Willy Software Projects 95%
Jet Set Willy I Software Projects 615 19/45
Jeweis Of E.Imhl'diﬂ 36/148
Jewels of Babyfon 13/96
Jock And Time man 29/25
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Johany Reb I Lothiorien 82% 33/53
Jokers Wild Phoenix 69% b Ty
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B7% 17/118

The Temptation 13/104
s EndMaster 23/126
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Jumpy Snake Blues, Honky Tonk Software :
Jungte Jumble Argus Press 19/103
Just imagine Central 59% 25/109
Kail Temngpie Firebird 40% 34/21
Kane Mastertronic 54% 33/114
Kat Trap Domark B4% 36/187
Kayleth US Gold/Epyx 86X 3751
Keller Ring Reaktor 47% 43/32
Kentifta Micromega 10/10 10/113
Key Of Hope Games 17/103
Key To Time The Lumpsoft 7/10 12/122
Kick Boxing Firbird Silver 41% 42/21
Kiddisolt Tape Kiddisolt 21792
Kidnap Sparkiers 49% 30/25
Killed Until Dead US Gold 93X 42196

Kiftar Knight Phipps Associates 64% 3/90

Kifier Ring Reaktor 47% 43732
Kinatik 71% 40/120
King Arthue's Quest Hill MacGibbon 14/9%
Kingdom Of Krell The Anco B6% 39/53
Kings Kesp Firebird Siver 42% 36/189
Kirel Addictive B5% 29/24
Kngght Driver Hewson 59% A/36
Knight Games Il Black Knight 66% 33/57
Kright Lore Ultimate 34% 12/16
Kright Rider Ocean 39% 33/116
Knight Tyrme Mastertronic 94% 29/18
Knockout Mikrogen 62% 270
Knockout Alligata 52% 18/24
Knuckiebusters Melbourne House 52%  #0/122
Kobyashi NaruMastertronic 83% 40/51

Kokotom WifElite B4% 9/108
KomplexLegend 72% 1711
Konami’s Golf Imagne S8% 37/113
Kong Strikes BackQcean 73% 13/130
Karonis Rift Activision 70% 40/30
Kosmic Kanga Micromania 85% 7747
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Krakatos Abbex B3% 2170
Krakout Gremiin 46% 40/38
Kung FuuBug Byte 77% 11/58
Kung Fu Master LIS Gold 56% 31/16
Kwah! Melbourne House B6% 36/149

Labours Of Hercules The Terry T, 73% 45/92
Labyrinthion Budgse 60% b

6% 38/93
Language Vocabudarses Ophions International
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Last Mission LIS Gold 48%

44,04
Lazer WheelMAD.43% ATr127
Lazer Zone der81% 3/20
Lazy JonesTerminal 63% 14/12
Laader Board US Gold B0 39/16
League Chalienge Atlantis 26% 38/112
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With LeeperSoftware Projects  16/105
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Lwﬂ Of Kage Imagine 50% 37/109
L?ﬂ Of The Amazon Woman US Gald
29/116
Lagons Of Death Lothlonen 84% 3797 -
Leonardo Creative Sparks 17/493
LesFicsPSS75% 6/107
Letase! 21/21
Level 5SMAD. 53% 47/126
Leviathan English Software 52% 83/84
Lightforce FTL91% 34/17
Lightmagic New Generation
Little Computer People Activision 57%  38/33
Living Daylights The Domark 63% 43/94
Livingstone | Presume Alligata 77% 437110
Loco 44% 38/18
Locomofion Mastertronic 81% 17721

Lode Runner Software Projects 1% 12/38

London Adventure Fridaysoft /10 21108
Look Sharp Mirrorsoft 44/53
Loony Lander Saftware Super Savers 38% 12/185
Loony Zoo Phipps Associates 85X 3107
Lord & Lady Harref Lotus-Soft 6214%1:9]
Lord Of Melbourne 9/10
Lords (f @ht The Beyond 10/10 F [E T
Lords Of Time Level 9 30
Lost Gnomes The Eric Bean Adventures

6/10 8/76
Ludoids Bug Byte 6/10 24/168
mm lantis 55% stk :Halﬂ
Lurar Jetrman Ullimate 95% 1/88
Lunar Rescue CRL 27% 3/83
Macadam Bumper PSS BT% 21/48
Mad Nurse Firebird 31% 39/18
Madcap Manor Gilsaft 6/10 22/123

Maifia Contract Atiantis Software 7/10 127120
mmnmmsm 3173
Mag Max 42/20
Magic 22/30
Magic Castie Giisoft 76% 452
Magic Meanes COS 58X 290
Magic Roundabout CRL51% 12/188
Magnets Sinclair/Macmillan 5/68
MaitstromOcean 59% 357132
Malice In Wonderland Sentlent 5/10 20/94
Manage Cazses Simulations 40/105
79% 30/63
Mantronix Probe 73% 29/115
Marble Madness Construction Set Meibourne House
61% 36/186
MorsportCargonte Games 95§ 2215
Martianoids 58% 40724
Mask 1Gremiin81% 45/130

Master Mariner Atlantis 71% 9/19
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Master Of Magic Mastertronic 86% 31/72

Master The Antarctic 30% 30/24
Masters OF The Uiniverse US Gold 2B% 38/17
Masters Of The Universe Adventuresofi

By A4/68
Match Day Ocean BbX 13/50
Matech Paint Psion/Sinclalr 89% 87
Mafching Pairs CCSAT% 9/12
MatrixSalamander Software 60% 661
Matt Lucas Players B4% 40752
Maverick CCS% : 17/120
Max Headroom Quicksilva B5% 28/17
Mayteem The Power House 42% 44/17
Maze Craze Partyline 29% 22/34
Maziacs DK Tronics B2% 1795
Maan Streak Mirrorsoft 64% 45/28
Mega Bucks Firebird 66% 38112
Mercenary Movagen 96'% 44,16

Marrmaid Madness Electric Dreams 665 32/26
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1710 770

Meta-Galactic Liamas Battle At The Edge Of Time

Salamander Software 58% 5/125
Metaboiis Gramlin Graphics BT% 207112
Melrocross US Gold/Namco T7% 42/24
mmemgzm 3% 34133
Micro Mouse Goes De-Bugging M C Lmungﬁzd
Htmﬂ:.nmms Database Publications 7758/46
Mierobot Softek 73% 2/16
Mty Magus Quic kv 82X 1614
Mighty bCksilva
Mriga ne 93% 25/10
Mitk Race Mastertronic 41% 42/20
Millionaire iIncentive Software 80% 4/90
Millypede Add-On 45% 3/22
Minghender Gitsatt BEX 4/53
Minder DI tronics 75% 17/13
Mindshadow Activision 9/10 25/79
Mindstons The Edge 89% 33793
Mine Office Database 1387
Mission | (Froject Volcano) Missionsoft

BEY 411
Mission Impossibie Silversoft BD% 1/14
Mession upiter Coda Masters 56% a4./27
Mission Omega Pulsonic 54% 5/36
Migsion Omega Mind Games 75% 32/82
Moiscule ManMastertronic 85% 30/33
Monkey Birness Artic 65% 3/88
Monopoly Leisure Genius BE% 19/120

Montyis innocent Gremiin Graphics 78X 14/122
Monty on the Run Gremiin Graphics 94%  20/12
Maon Alert Ocean B9% 6/48

Moon Buggy Visions 58% 4/124
Maon Cresta incentive 90% 14/20
Moon Lighter Software Super Savers48%  12/135
Anirog 73% 5/85
Madness Bubble Bus 56% 33/37
Moonstrike Mirrorsoft 77% 45/17

Mordon's Quest Melbourne House 8/10 19092
Moron Atlartis B0% 34/97
Morris Meets The Bikers Automata 744 1743

MotosMad 74% 44/15
Mount Chaflenge Aasvoguetle 76% 18/120
Mountains 0f Ket Incentive 73% 2/100
Mountie Mick's Deathride Reakdor 47% 43/30
Movielmagine 93% 26/20
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mrmymc Lothiorien 55% ?;3;?;5
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Music Master Sinclair 16/55
Music Typewriter Romantic Robot 16/60
Musicmaster Sinclair 67% 5/63
Mutant Ant Attack Calisto 71% 537
Mutant Monty Artic 77% 14/14
Mutants Ocean 58% 43/16
O Kaich Global 44% 26/36
And Us Key Software 4454

Mystery Manor Bamby Software 1/10 875
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Mystery Of The Nile Firebird 74% 4577
NOMA.D. Ocean 79% 26/16
NATO Alert CCS 16/142
Nepoleon al War CCS 95% 3492
Nebulus Hewson 85% 47/12
Necris Dome Code Masters 74% 47/40
Nermasis Konami 59% #0/110
Nemesis The Warfock Martech 61% 40/114
Nether Earth Argus Press 75% 40/26
Newvar £ Srafyﬂcﬂn 7/10 26/94
NewCﬂonAHacﬁMFSu\‘twm?Bx 12/490
New Venture Falcon 78% 7/53
Nexor Design DesignB81% 33/33
Next War Assassin are B5% 9/14
MNick Faldo's Open Argus Press 83% 20/113
Nicofine Nightmare Atiantis 78% 15/37
Night Gunner Digital Integration 91% 3/31
Nightmare Radly Ocean BO% 3422
Neghtshade Uttimate 91% 21710
Nirga Mastertronic 50% 37/120
Minja Hamster CRL 62% 43/84
Ninja Master Firebird 64% 30/23
NoahESP4T% 11/151
Nodes of Yesad Odin93% 19/12
Nonterragueous Mastertronic 77% 1724
Nosferatu Piranha 91% 36/26
Note invadars Chalksoft 37/50
Nuclaar Countdown Atlantis 72% 38/113
Number Painter Sinclair 13/39
Mursery Rhymes Softlee Systems % 21/91
O Zone The Compass 65% 42/60
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Omega RunCRL 87% 2/89
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On The Run Design Design 91% 20724
One Mar And His Drold Mastertronic 76% 23/ 164
One On One Ariolasoft 394 21/39
Operation BarfinWrightchoice 75% 43/74
Operation Stalion Wrightchoice 73% 41/62
Operation Turtle Double Play 5/10 28/92
Opposition Pulsonic 28% 5/34
Oracle’s Cave The Doric TOX 1/94
Orbix The Terrarball Streetwise 62% 36/180
Orc Attack Creative Sparks 91% 4/16
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Paper BoyElite BBX 33/18
Paraboda Firebird 63% 41/15
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Pathfinder Widgit 2/
Pawn ThaRainbird 90% 4158
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Pazarz sk Software 32/50
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Pentagram Uitimate 93% 20/134
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Phineas FroggMirrorsaft 38/48
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Planet Adventuresoft 31/74
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RedLion 39/54
e
Return To Eden 11/105
Return To ithaca A 28/93
Return To Oz US Goid 84% 34/97
'?4!' i 611
Revenge On The C5 Atlantis 42% 28/29
RevohstionVortex 91X 3316
mm&m%rm?ﬁ ﬁ%‘"
ood mmﬁmmum
%ﬂwﬂ £88% 47/42
Dariniess The Wintersot 6/10  6/75
River Raid Activision 74% 10/93
River Rescue Tharn EM| 74% 1/30
Ruoad Racer Thorn EMI 69144 1/30
Road Runner US Gold 73% 43/9%
| Robor o 25/54
rhbucegrrskend 2416
Robot Riot Silversolt 705 2/100
Robot Rumpus Atiantis 61% 14/47
ey 21
RoccaGremiin 19/40
Rockford's Riot Monolith 84% 21/24
Rocky Horror Show The CRL 79% 18/12
E:a ) T9% 36736
Rat Race Ocean 66% 20/37
mrm&-un::uMTmm ﬂﬁ
S i
45/103
Rubicon Bug Byte 30% 43/27
10/110
Artic 3 33/26
MacGibbon 71% 13/10
Run Rabbit Run Hill MacGibbon 37/45
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Runes Of Zendas The Dorcas Software
8/10 127124
Runestone Firebird 9/10 25/83
Runestone Games 9/10 17/100
Ruperf And The lce Castle Bug Byte 50X~ 32/20
aﬁrw-m Toymaker's Q‘ﬂﬂ;ﬂ ~
SW Thunderfiash Creative Spl;s? o
[
S08Vesions 65% 8/%9
Saboteur Durell93% 24730
Saboteur Il Durell 83% 417103
Sabre Wl Utbmat 6/62
Sacred Armour OF Antiriad The Palace Software
s.ﬁ‘nrm mmunumarm ﬁigz
s&mm 53% 19/16
gﬂmwm 72% Egg
s-nmmm 4/30
Sam 68% 15/13
S.nﬂ% Graphics 49% nga
msmug.e 7/86
Sarimoor Atlantis 30/26
Satcom Atlantis 50% 44/106
Junction Bug Byte 34% 2z
Leisure 5 38/32
Seepire Of Bagdad Atlantis 75% 40/18
Argus Press 19/104
DooElte 91% 3331
De Luwe Leisure Genjus 62% 47713
24739
Scuba Dive Durell 92% 2/88
Sea Batties Atlantis 60% 18/31
Smﬂwﬁ g“ 710 24/164
Sacret Diary OF Mole sﬂfﬁﬂ
Secret Of Levitation Americana 45% 29/128
Secret Of 5t Bride's The 5t. Bide's6/10 21/108
Ses-Kaa OF AssishMastendsion 5710 14/102
MP. ':‘-HSnErp?rn 3710 16/118
ron
Sats Alphaplus Educational Soft 4495
Seventh Cavakry Black 65% 22/140
Shadow Of The Unicom 7/10 247164
Shadow Skimmer The Edge 62% 39/25%
Shadowfirs Beyond 96% 17/16
Wmuwmmum
Shao-Lin's RoadThe Edge 67% 37734
Sheer Panic Vislons 635 &4/11
Sheriock Melbourne House 8/10 9/70
/Castie Eerie Tartan 82% 41 /61
RiderFTILG7% a4
Short Circuit Ocean 71% 80732
Sho Jm:ms ?I:IE“ #ﬁaﬂ
W
69% 36/151
Shuttie Shock Savers 62% 13/11
Sidewize Firebird (Gold) 50% 44103
Sidney Affair The B5%
Sigma Seven Durell 39/110
Sitent Service MicroProse 80% 38/79
Sir FredMikro-Gen91% 267122
Sir Lancelip! Melbourne House 90% 11744
mmmﬂn o {ﬁ:%ﬂ
SkuiGames Machine 70% 3/28
Shy Ranges Mcrosphere 71% 1282
Sky 64% 39/108
Slap Fi 72% 43/20
! The Houss 34% 44/18
Smash Out! Prrate Software 11% #6133
Snaffle Longman 75% Eg‘z
Snodgits Sparklers 77% 30/20
Snow Quesn Tha St Brides 7/10 237122
WM!WHD 68/73
Snowman The Quicksiva /82
Sodov The Sorcoror Bug Byte 74% 271132
Soft& The Power House 55% 44/108
Soft Solig 30 Ant Attack BS% 1/18

Solar System The 15/48
Solomon's KeyUS Gold 7 45/133
Smﬂrﬂwrm 61% 122
Claymorgue Castie The Adventure Inter
national 7/10 5% :glﬁ
SorceryVirgin Games 1
Sorderon’s ShadowBeyond 7/10 23/119
Sou Of A Robot Mastertronic 75% 25/114
Souls Of Darkon Taskset 7/10 24/ 166
Southem Belle Hewson Consultants 84%  20/15
Sece T Canes 635~ §/109
Detactive Cel 43% 3077
Harrer Elite 36/ 28
Space ProfessorFront Runner 73% 11/150
Space ScanMacmillan 15/48
Space Shuttie Microdeal 55% &/125
Space Shuttle Activision 78% 13/126
Space Station Zebra Beyond Software 35% 4/82
Spacedﬂuﬂ-'ﬂhuﬂ[&lml 38% 43/15
Specisl Agent Heinemarnn 2/98

MHMMQWMHI 11/142
Operations M C Lothiorien 6/10  9/69

Mastertronics 78% B/46
Runesolt 74% Tia4
Virgin Games 76% 1/18
Spectrim SafartCDS 65% Eﬁ-‘mﬁﬂ
Spectune Xorsoft 1
Speed Duel DK Tronics 56% 2/100
Speed King 2 Mastertromc 42% 36 /188
Speltbound Beyond 52% 6/52
mw&ﬂ:ﬂ&ﬁm 5/66
Spider-Man Adventure International 8/10 14/98
Spike Firebird 61% 23/31
Harold Firébird 65% 29/31
! Electric Dreams 93% 29/16
Mirrorsoft 90% 26/34
Incentive Saftware 81 45% 1/88
Parsonalities Domark S0% 30/18
6710 B/74
o Mastertronic 53% 31/108
Hunt Gold B9% 16/130
grwmm 710 MI
Vs Spy Beyond 93% 1924
wmmmm 53X 41 /22
Gitsolt 55% &/52
Squirt Darvid Todd 51% 25/14
St Creative Sparks 72% 20722
Staft Of Zaranol The CCS 6/10 125122
Stage-CoachCreative Sparks 79% asi02
Stamipss Steel Mikro-Gen B3% 32/18
Star Firabirgs Insight 73% 21/22
Star Gazer 16721
Star Rasders I Dreams 52% 40/113
Star Runner Code Masters 50% 41/31
ﬁﬁﬂﬂwhﬂrﬂrﬁﬁl Egﬂ
Star Trader Bug Byte 66% 7/36
Star WarniorVisions 68% 4/39
Star Wreck Alternative 73% a4/548
Sﬂﬂuﬂu{dg;?: 10/148
Starbiitr Softek s
Starclash 69% 21104
Starfox Reakdtr 7 43/90
Starghider Rainbird 95% (1 2Bversion 97%) 36/22
WM&M%&"N‘ gllg
Starsphere Eclipse 15/48
Starsirke Realtime 93% 11/20
Starstrike If Realtime 96% 28/20
Stay Kool Bug Byte 59% 15/4]
et
Stonkers Imagine 78% 2102
Stop The Express Sinclawr BOY 6/49
Storm Mastertronic 44% 34/20
Stormbringer MAD, 86X 42/16
wwmm 9/101
Bulldog 38% a44/30
Street Hawk Dcean 68Y% 34/31
Strike MAD. 40% 41/26
Strike Attack 2Micro Mart 47% 10/147
Strike Force Cobra Piranha B3% 3328
%F%Mﬂr‘lgm ﬂ!}%‘!ﬂ]
Strontiem Dog Quicksitva /
Sub Chase Gem Software 4B14% 1/35
Sub Sunk Firebird 75% 18/102
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Subhurter Micro Mart 58% 10/150
&.ubg:fm Strike Pulsonic (Warwick me]
Subterranean Nightmare US Gold 56% 31!15-
Subterranean Stryker| 62X 14/24
Suicide Istand Dollar Soft 2/10 9/68
Surmmer Santa Alpha Omega 31% a2 /24
Sun Star CRL 30% A45/131
Surifiower Number Show The Macmiltan  21/81
Super Bral Allantis 72% 20/40
Stper e US Gold/Epyx 63% 37/33
munnmm ﬁ-’g%
i
S:wm.ﬂukm T9% 18/114
Super Robin Hood Code Masters 52% 41/24
Super Sam Budgie 42% 21/40
mmmg. 56% 37/112
Superbow! Ocean 85% 29/34
S'ETM 3.5 Deep Thought/CF Software
16/29
w#&m 2 Ex ﬁa
Supergran &0
Supernova 65% 46 /130
40/105
14/126
Supersnais Games Machine 63% 2/15
Supersprint Electric Dreams 58% 46137
Surfehamp New Concepls B4% 27/125
Survivor US Gold 7 844,21
Survivors Atlantis 70% 37122
Sweevo's Workd 5% 25/28
Swords And 9/10 24/162
Swovrds Of Bane 7% aA5/125
15000AVS 7/10 16/117
Vortex 81% 7/15
IT Racer Digital 78S 3426
Tabie Foolball Budgie 28% 43/29
Ta-Pantfor 128 Ocean93% 43/24
;_HESI‘J' Arabian Mhr:ep‘lw 55% }:ﬂll
alisman Games Workshap 7/ 116
Tados Siversoft 0% 200115
nruen‘ Tale A Pocket Maney Software
21/109
fﬂrmmﬁm 51 8/43
Tantaius ' 29/127
Tapper US Gold E!I‘i 17/20

TarzanMartech 735
Tasword Two The Word Processor

TemnpestElectric Dreams 6%
Temple Of Terror Atlantis 7/10
Tempie Of Terror US Gold B1%
Ternple Of VranIncentive Software 8/10
Ten Pack Automata
Ten Pin Chalfenge Atlantis 26%

Tenth Frame US Gold 55%

Terminus Mastertronic 52%

Terra Cognita Code Masters 715
Terra Crestalmagine B1%
Terra Force Firebird 40%
Terra-Hawks CRL 69%
Terror Of The Deap Mirrorsoft 4%
Terrormolings Melboume House 9/10
Terrors Of Trantoss TheAriclasoft 8/10
Thanatos Durell 93%

That's The Spirit The Edge 82%
Theatre Europe PSS BAL

Their Finest Mour Cantury 96%

Theory Of Music To Grade 5 Tad Kirk
Therbo Arcads Software 71%

They Call Me Trooper CRL 46%

They Say The World Will Die In Fire & ice Electnic

7%
They Stole A Million 39 Steps 85%

36/181

5/126
23/86
13716
3826
21774
42/60
5774
22732
84/23
38/30
36/188
a5/34
37/23
137124
9110
39/122
23/117
29/ 89
387152
20/26

30/54
26/118
37744
12/40
36/30
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36'l6
Mﬂommﬂld Graphics 85% #2/94
g:g Doodahs Amernicana 39% 34/20
Ariolasoft B2% 27122
Thinker The Attantis 79% 15/12
Three Weeks in Paradise Mikro-Gen 93% 267138
Throne Of Fire Melbourne House 75% a0/112
The Trap Door Piranha 70% 47/12
Firabird 76% 34/149
Thrust N Firebird 48% 40 /33
Thrusta Software Projects 73% 2/39
Thundercats Elite 91% 46/22
Thunderbirds Firebird 64% 23/720
or GO 64X 4B/140
(released with The Fast And The F
Thuhderhawk Lyversoft 43% 29

Titer Interceptor Micros 578 11/59
Time AVP Computing 35/58
Tirne Flight The Power House 29% a0/17
Time Machine The Digial Fartasia 758 4/28
Tima Scorpla 6710 25/81
Tirne mmmww 10 2173
Time Traveler 5/65
Time Trax Argus Press 63% 34/36
Tirne Jone Allants 47% 16 /24
TimebombCDST1% a123
Tinderbox Gremiin Graphics 7/10 18/101
Tir Na Nog Gargoyle Games 32% 11/52
Titanic R & R Software 73% 811
Toad Runner Ariolasoft 68% 31722
;mm:usisﬁi&fu 93% g: gl
Infegration

Tamb Of Syrinx The Power House 26%  40/22
Top GunOcean 90% 37/20

W O Rhvarmon The Adventure fnbernat-
9/10 21107
Tower Of Despair Games Waorkshop 8/10% 117114

Tower Of Evif Creathve 87% 4/118

Tey Birarre Rctivision 15 /24
Trading Garne Reelax 23% 29/109
Traitlazer Gremiin 34/150

oy
Trans-Atlantic Balion Challenge Virgin Games

2217
Transmuter Code Masters 68% 80/36
Tramsversion Dcean B3% 1/76
Trantor - The Last StormitrooperGO168% 467116
Trap 59% 39/
Ti Piranha B8 X 33/122
Trashman New Generation §3% 4/114
Travels With Trashman New Gumﬂm
71% 11/54
rrmwmm 61% 17101
Triad Amba Software 55% 275
Trian Garne The Microsphere T514% 1/92
Triaxos Ariglasoft 53% 42/75
Tribbie Troubie Software Projects91% &9
Trick Of The Tale Central Solutions 29% 317110
TriaSilicon Joy 47% 13123
TrioElite T0% 43/18
Triplex Workdorce GE% 3/118
Tripods The Redshift 4/10 15/102
Trivaal Pursunt Question Packs 1 & 2
Domark 40 /33
Trvial Pursuits Domark 91 % 33/20
ron
Trouble Brawn’ Siversolt BOX 11/144
Tubaruba Firebird 42% 41/31
Tube The Quicksiva 47% 44 /103
rmwmm 3224
Duredl 88X 287114
Turtie Tmhrfncﬁm&dtﬂu 725 6/13
Tutankamun Micromania 71 135
;*ﬂs"f gm&qmsf 10 llﬂ%ﬂ
W
Twester mr?ﬂ: 2618

Two Gun Turtie M C Lothlorien 73% 429

UCMMADBT: &47/128
Lichi MataMartech 36% 38/114
LighSoftek 61X T7/14
Uitima Ratio Firebird {Sever) 34% 43/29
Undervwuride Uthmale 92% 1217
Uniteg CCS 53% 7/45
Universal Hero Mastertronic 83% 33/126
Urban Upstart Richard Shephesd 64% 3/38
Urnidiyrm Hewson 90X 35/20
VOcean 70% 29/25
Vagan Attack Atlantrs Software 73% 9/11
VaihallaL Blv% 1/41
Valkyrie | 7Ram Jam Corporation8/10 117110
Vampire Code Masters 51% 38/37
Vampire Village Terminal 6314% 1/82
Viectron Insight 92% 24/36
Vegetabie Crash Kuma Computers 63% gﬂ Iﬁl
%m CHJ.EZI 32764
Video Mastertronic 35% 34132
Vigeo Pool OCP 69% 15/14
View To A Kill A Domark 76% 18/19
Village Underworld Orpheus 7/ 10 15/98
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Virus Orange Software 62X 7/ Wild West Haro Timescape B2% 1/83 XO-Word andt Anagrams Ared 4% 27 730
Voidrunner Mad 54'% 43/23 Wilfred The Hairy Ofaf The Hungry! Microbyte XargElectric Dreams 59% 32/30
Volcanic Planel Thom EMI 65% 1/34 16% 8/82 Xavior PSS T1% 13/46
Volcang Computer Magic 455 12/80 William Wobbier Wizard 59% 26/31 Xocutor Ace B4% 45/134
Voyage info The Unknown Mastertronic Winged Wariords CDS Systems 79% 3/116 XenSpariders 64% 39/118
9/10 8/12 Winter GamesUS Gold 93% 26/133 XenoA'n'FBEX 3a5./27
Viican (LS 94% 39/72 Winter Sports Electric 43% 27 /123 Xevious LS Gold 64% 377104
WA R Martech 68% 35/148 Wirter Wonderiand Incentive RO aRM2 KorLogotron 58% 46/23
Wally Kong Calisto 63% 5/34 Witch's Cauldron Mikro-Gen 10/10 17/97 Yabba Dabba Doo QuicksivaB81% 26/ 17
Wanted Monty Male Gremiin Graphics 92% 9/8 Wiz Melboume House 38% 42737 Yacht Race Hill MacGibbon 15/112
War 70CCS 10/134 Wizard's Lair Bubble Bus 94% 14/34 Yankee CCSB7Y 42172
War Cars (Construction Sef)Firebird 53% 467139 Wirard's Warrior Crusader 84% 47/41 Yeas Prme Minister Mosaic 56% 46/137
War Of The Worlds CRL 46% 7/44 WirballOcean 92% 45/22 ¥ie Ar Kung Fulmagine 92% 29/26
Warlock Of Firefop Mountain The Puffin Books Woltan Bulldog 47% 43/93 Yie Ar Kung Fu Il imagine 48% 37/35
73% 112 Wonder Boy Activision 43% 43/87 Yog Bear Piranha 62% 477122
Warlords Interceplor Micras 7/10 2092 Words And Biciures Chathsoft 44/95 Young Ones Orpheus 2% 29/128
Warriors Revenge Video Force 3/10 B/13 Worid Cup Camival US Gold 26% 30/14 ZRino 44% 44,74
Warzone CCS 12/160 Worid Cup Football Artic Computing 71%  7/87 Zapper Anco Software 64% 8711
Waterioo Lothlonen 92% 23/138 World GamesUS Gold/Epyx 71% 40/126 Zaxxan Starzone 74% 1/13
Waxworks Digital Fantasia 7/10 677 World Gipbe Eclipse Software 12/186 Zaxxon US Gold 58% 14/30 i
Way OF The Exploding Fist The Melbourne House Worid Series Baseballimagine 91% 16/38 Zéngi Activision 83% 10145
Ve ! 21/12 World Series Basketballimagine 81X 23735 Zig Zap DK Tronics 85% 5/18
Way Of The Gremlin 93X 28/117 Worids At War Esteern More Than Equal Zipper Fipper Sinclair 60% 6 /59
Waydor IMSE/10 9 /67 19y 11/149 Zouds Martech 96% 25/16
Wender Bender Ranks High 78% 18/38 Woridwise: Nuclear War Richardson Jomivie Zombie Spaceman/Quicksilva 80X 107139
West Bank Grenmilin 84% 25/12 Institute 18/111 Zone D0 Alanson 45% 13/46
Wheslie Microsphere 93% 225 Worm Attack Putsonic 42°% 5/99 Zoot Bug Byle 59% 23720
Wivte Heat Code Masters | 7% 46/123 Worm In Paradise The Level 99/10 26/9] Jorro US Gold 53% 26/37
Whizz KidUnique 45% 7/38 Worse Things Happen At SeaSilversoft 31%6/8 ZubMastertronic 79% 36/176
Whizz Quiz Argus Press 17/86 Wrath Of Magra The Master Vision5/10  10/116 Zulu WarsCCS61% 41/88
Who Dares Wins /| Alligata 73% 28/30 Wreckage Unigue 58% 8/125 Zymaps Hewson 91% 42714
Who-Dunnit CCS 53% 9492 Wriggler Romantic Robot 90% 15/44 Zythum Mirrorsoft 59% 33/38
Wibstars A'n'F 35% 3899 ZrrrMiastertronic 58% 33/94
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86 The CRASH History

A“El.lﬁt 1987 Another favourite Frey subject - Fred Astatre films. Plans for @ lavish and larpely
monochrome Astaire cover had been formulated ages before but never carmied our.

Issue No. 43 When the grear Hollywood star died Oliver insisted on dedicating the issue of
CRASH 1o him, and featuring ham toith his most famous partner, Ginger Rogers,
on the cover. The other elements, dancing on a newly-arrived Spectrum + 3, were

Released on ;ﬁrmlhﬂw Tai-Pan, Micronaut One, Exolon and The Big Sleaze.
f was another compilanon cover, a style for which Oliver has become pustifiably
]“IY 30th celebrared.

The Fred Astaire cover found an echo on page 63, detailing the results of the 1987
CRASHuionnaire, where his face (and Ginger Rogers's) appeared at the foot of a reproduced
Radio Times page. That was to llustrate the CRASHuonnaire's findings on your TV
viewing habits, but it was a good example of the kind of detail the art department has to
consider when laying out. In recent months everyone on the team had become more aware of
the value of cross-referencing items within an issue, and even a tiny item like the Astaire
picture can add to the enjoyment of reading a magazine.

Our big thrill (well, there were two really) was the new Spectrum + 3 with its Amstrad-style
disk drive. The reviewers weren't particularly impressed, largely because it was nothing more
than a 128K with a disk drive instead of a datacorder, and also because there were no really
good games available on the disks yet. Simon N Goodwin wasn't raving either, though he
considered the machine professionally-made and well-documented, because he felt vou could
upgrade with better disk systems than the one Amstrad provided. Software houses were
cautious about releasing disk games for a machine which nobody had bought yet, too, as one
of CRASH’s increasingly common in-depth news features reported. And there was the price
- £249 was far too high. We all suspected Amstrad of hiking it so as not to ruin + 2 high-street

~ & cynical supposition which would be proved all too true within a few months.

The other thrill was the arrival of Hewson’s Uzi pump-action water pistols - prizes for the
Exolon competition. Naturally they had to be tried out, and anyway, we needed photographs
for the competition page. Richard, Roger, Robin and Skippy went out dry and came back
soaked. Fortunately, as the picture showed, it was a hot day. Several innocent bystanders got
squirted, including Markic Kendrick from art. His David Sylvian-style hairdo was ruined,
50 he sulked, which resulted in the little remark from the comps minion. But we all forgot;
art always has the last laugh . . .

Tie-ins fared pretty badly; The Living Daylights, Challenge Of The Gobots, Road Runner,
Flash Gordon, all did from bad 10 average, only Ocean’s delayed Tai-Pan - and then only on
the 128 - got anywhere, and that got a Smash.

Meanwhile, another of those news features focused on The Bug and its arguments with the
software industry — the first sign of CRASH's reborn interest in fanzines, that was to show
itself in a renovated Fanzine File.

During the latter part of the schedule, THE GAMES MACHINE got under way, and
Graeme Kidd got his portfolio back as its Co-Editor. His other half turned out to be none
other than Gary Penn, who had decided that he would like 1o work on the new magazine
(Ciardn Brennan had taken over ZZAP!). They set themselves up in Gravel Hill, using the
offices not long before vacated by LM. TGM - as it became known - was going (o cover more
than just computers, and one of the first articles written was a comparison of laser-tag systems.
Suddenly the water pistols had a rival as numerous different electronic guns began to appear.
It was not, of course, very conducive to hard work in the CRASH offices to know others were
zapping each other (or *testing’) nearby, but somehow we managed to keep our reviewers'
minds on their own games.
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When he sato the previet copy of Ocean’s Renegade, Olroer immediately snd he
September 1987 wanted to do a cover of it ewhen the revaeeo copy arroed. i was back 1w the single,
Issue No. 44 powerful image, not unltke the notoriows Barbarian cover, but with more restrang!

It was rumoured that Roger Kean posed for Polarod shots from which Oliver
Released on modelled the figure, and while Roger's undoubtedly somethmmyg of a kunk, no-one

believed that Oliver hadn’t added considerably to the street fighter's phyrique 1o
August 27th make it ome of the best figure pictures he had done.

In two respects, this was a momentous issue. Once again the CRASH reviews underwent a
change after much discussion. We had dropped the Value For Money rating with the July
issue, largely because of the plethora of budget games. It had seemed to us impossible 1o
continue calculating value for money in any meaningful way when games at £2 and £10 were
considered as the same product. Also, some readers had more money than others, making an
arbitrary measure of value for money meaningless. Actually, this move brought the CRASH
ratings more into line with Roger Kean's original concept for reviews — that the reader should
make the decision about the worth of a game after having read everything the reviewers had
to say about it.

Now the Comments box was tweaked: Control Keys was dropped (the days when they
made a significant difference to playability were over with universal joysticks and definable-
keys options), Skill Levels was dropped in favour of a new Options line which also included
details on definable keys, two-player modes and so on, Use Of Colour was merged with
Graphics to make the comment more logical; but perhaps the most notable addition was that
of each reviewer’s Overall percentage, which explained more clearly how a game’s Overall
rating was arrived at.

And then there was the very first ever CRASH Challenge. ZZAP! had run reader/reviewer
challenges since it started, and while they were fun to do, they were always a beast 1o organise.
AMTTX! also had a challenge, so the pressure to include one in CRASH had been there for
some time. We resisted the temptation easily enough seeing the other magazines struggling
to get theirs sorted out each month. But the recent CRASHtionnaire had forced our hands
without doubt. Too many readers wanted a CRASH Challenge for the magazine to refuseit.

In addition to the organisational problems (finding the time, inevitably a Saturday; getting
the challenger to Ludlow; finding someone to take photos), there was always that nagging
feeling in the reviewers’ minds that they didn't want to make prats of themselves by losing to
a mere reader. However, by dint of moral pressure, Barnaby persuaded Paul Sumner to go
first — he’s such a natural leader of men, it was argued, that if he did it, the others would feel
bound to - and duly he met Mark Turford from Wednesbury on a Saturday afternoon, and
just as duly, he lost. They played Mikie as Nick Roberts sat with pad and pen in hand to record
this historic defeat. It was ignominy after the ZZAP! Challenge, where Julian Rignall won
month after month till people began to think he was Jeff Minter.

Perhaps not quite so earthshattering, but much sillier still, was the arrival in CRASH of
Markie Kendrick's King Grub, star of LM, T-shirts and . . . now the strip. Mark had
created the character for LM, but when the magazine closed he refused to stop drawing the
darned thing and eventually Roger was forced to give way and make room.

Advance planning for THE GAMES MACHINE resulted in a brochure for would-be
advertisers, and in slightly modified form it appeared in the centre of this issue. Historically
speaking, the most interesting aspect is the two serious-looking figures in the middle wielding
laser guns. The man on the left was, of course, ZZAP!"s Julian Rignall, but few realised that
the lass on the right was Glenys Powell, CRASH and ZZAP!'s Editorial Assistant, and, more
importantly, Julian’s fiancée.

And THE GAMES MACHINE was about to make history itself, with its press date shortly
after this CRASH.

]
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90 The CRASH History

This cover bore the CRASH Sampler cassette. Often cover mounts simply ob
O'Ctﬂber 1987 the artwork underneath, but Olroer hod always argued that 1f we did nm:.r:::

lssue Nﬂ_ 45 mounted obpect cwould have to blend i as much as possible, The image itself could
be amything, but theve twasm't room for o full-bloten painting based on the iesue's
comtens; if was Roger who sugpented returmng o the monster that adorned the

Released on cover of Issue 1, only closer up, and have it hold the cassente i ity claros. Oliver
obliged vtk actimic light and machine-ailed fangs. It is fascinating to hold up the

The reference to CRASHes past on the cover was not entirely inadvertent. It already seems
an age of its own now, but this was the first issue in which | began recalling the CRASH
History of four years. And once again Roger Kean was on the move — well, almost, for he
became Editorial Dmurofthcthmcwmputuudn,wh:kﬁmbyhpb&m:mmpng
Editor of CRASH. It wasn't much change for CRASH, where Barnaby had been running
large sections of the magazine for some months anyway, but the simple change in titles was
a sign of the year's third upheaval at Newsfield.

It would be wrong 1o publish many of the confidential details, so suffice it to say that there
were serious problems with the way THE GAMES MACHINE was run by its two editors
(fortunately, they didn't show in the finished product), and shortly after the completion of
its first issue Graeme Kidd and Gary Penn were asked to leave the company. That didn't cause
any catastrophes itself, but when ZZAP! Editor Ciarin Brennan decided a few days later 1o
leave Ludlow and return to London a reshuffle was essential. Roger Kean assumed Graeme
Kidd's role of general overseer, which job he had been effectively doing for several months
at King Street anyway; Barnaby took over CRASH, Julian Rignall became Managing Editor
of ZZAP!; and Dominic Handy became a full-time Staff Writer at CRASH.

A few weeks after all these changes, Newsfield left for the annual shebang at Olympia, the
tenth PCW Show, where all the company’s upheavals were soon subsumed under the chaos
of meetings with software houses, signing autographs, selling CRASH T-shirts and fighting
a spirited sticker war against Your Sinclasr. In fact the only long-term casualty of Newsfield’s
internal changes was Fear & Loathing; John Minson, who had been a personal friend of the
dismissed Graeme Kidd, was no longer happy with writing for CRASH.

However, a new writer and a new section arrived. Paul Evans, a CRASH reader from
Liverpool, had written to Barnaby asking if he might try doing a column for CRASH on
modem communications, The magazine’s policy had always been to give anyone a try - and
it had often had useful results - so Paul’s column started in this issue, and soon became a
regular feature.

Et Al also made its debut, the video section having transformed itself into this motley
collection of videos, books, games and offbeat little snippets.

And as for the games . . . given the general mood at the time, one could be forgiven for
thinking that Virgin's How To Be A Complete Bastard might have been made a Smash, but in
fact the real problem with it was describing it in the magazine, given the language used in the
game. I thought the review was as tasteful as could be, but we still got letters complaining,
and even a notification from the Press Council about parental complaints. Sometimes you
can't even call a spade a rowel.

-
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The CRASH History created echoes everywhere. Issue 1's cover had ween its
Nmrember 1987 Mwuﬂuﬂu and notw in November the King Kong cover of
Issue No. 46 Insue 2 rebounded in the ilhastrarion for Activision’s Rampage, previewed that

month (and ndeed the painning from Fsiue 2 was used tn the competinion inside ).
The vinion of pigantic destruction toas remumiscent of the covers for the Floenway

Released on War Picture Library seres that Olroer wsed to pasnt in the Seventies. Note how
the angle of the shyscraper leads the eve sranght 1o the anmouncement of the 3-D
October 29th sechion, fust as infended.

92 TheCRASH History

The hectic days of The PCW Show were over — for everyone except the writers, still working
on a seven-page news section which took stock of the software world as seen at Olympia. And
back in Ludlow, the show went on. Barnaby’s editorial informed us of yet another Ludlow
College reviewer joining the ranks, which made up for the loss of Gareth Adams, who had
moved away. Bym Welthy (an unlikely name), Barnaby told us, had first contributed 1o
CRASH around the end of 1984 (the mention of Issue 3 was an error), having turned up then
as a friend of Ben Stone’s — to the inevitable greeting of ‘Bym and Ben, the flowerpot men’.
Back in those days he’d undergone the CRASH initiation ordeal, being photographed for
CRASH T-shirt ads. And though it was a long gap till this month when his familiar red head
of hair reappeared, he was excused modelling T-shirts again.

This was our special 3-D issue, the one with the free red-and-green glasses inside, and what
fun it had been for the Art Department. When the 3-D special was first conceived two months
earlier, the notion had been to do what all magazines do: buy the spectacles from the specialist
company that made them, and send the artwork to be turned into 3-D to one of the two repro
houses in Britain which specialise in 3-D techniques. It was only afterwards, when plans to
have loads of illustrations and text in 3-D were well under way, that it was discovered that
the cost of three-dimensionalising was approximately £400 per drawing!

Roger Kean decided we could do the work in-house. All we had to do, apparently (1), was
discover what it was the specialists did. Roger and Markie Kendrick pored over 3-D comics
(of which Markie has a big collection), and figured it out. The problem, though, was being
able to proof the result so it could be looked at through the spectacles to see if it had worked
properly. This was achieved through use of a special colour proofing system used in film
planning to check complicated colour pages. The proofed drawings came out in process
magenta and process yellow/cyan (to make green), and were not quite the colours used to
print the pages, but close :

A scream of ‘Eureka!’ from film planning brought the entire building crowding into the
room to peer through the spectacles in wonder. Throughout the following days it became a
habit 1o leap up or downstairs as each new masterpiece was proofed, each getting more
ambitious. The CRASH Charts, for instance, had eleven planes of depth to them, and the
whole issue represented weeks of painstaking cutting, repasting and adjusting to get the
effects right.

In the room next to film planning, Oliver Frey was setting up his new editorial department
for THE GAMES MACHINE. It had been moved from Gravel Hill because of problems with
screen photography, and also 1o keep all the editorial staff together. Downstairs in the
CRASH room, Nick Roberts got the job he had originally written in for, compiling the
Playing Tips; and another new face slipped quietly in to join Barnaby, Dominic and Ian
Phillipson. David Peters was to meet the urgent need for a Subeditor 1o plough through the
dozens of thousands of words which each CRASH contains, correcting and trimming where
necessary. Meanwhile, Ben Stone moved to continue his training at another magazine in the
area, What's On In Shropskire, though he continued to come into CRASH several times a week
to write reviews and features.
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987 When vou're wandering around a newsagent’s, what grabs the attention 15 a cover
December 1 wwith a striking devign or image. In taking Incentrvoe's Freescape pame Driller as
ISSI,IE Nﬂ. 47 a cover thime, Olrver pave himself a problem: to make it oboious twhat the paimting
twas about, it had 1o comtamn recogmisable elements from the game or the adverts,
wet those were not action-packed, Driller being @ more cerebral game, And of

Released on course much of Driller's poswer came from ies peculiar 3-D graphics, which would
be hard to recreate twithout straight copying. So he opled for the fich-cye lens image,
November 26th a neat notion which wraps virtually 3607 of view into one picture,

94 The CRASH History

Judge Death also appeared on the cover, drawing attention to the 16-page supplement inside
the issue. This had been set up in conjunction with Piranha, to tie in with their Fudge Death
licensed game, after their interest in the OINK! supplement.

It was generally agreed that something from 2000AD would be even more likely to involve
CRASH and ZZAP!'s readers than OINK!. 2000AD's publishers were unwilling to
participate — the title had just been bought by Robert Maxwell’'s BMPC group - but Titan
Books, who held rights not to the 2000A.D characters themselves but to all the printed stories
and artwork, were about to launch a Judge Anderson reprint series and were liaising with
Piranha on the game of Judge Death. Titan were persuaded to contribute the supplement
artwork, in colour.

The 2000AD stories were in black and white, so the supplement in colour in CRASH and
ZZAP! was something of a novelty. Titan’s artist took the original pages, shot them to film
to make a black-and-white image, then photocopied each page by a special process which
rendered the image in a very pale blue. This gave him a design which he could colour in, the
blue photocopy barely registering. The coloured pages were then sent to us together with the
monochrome film, and we had the colour laser-scanned to provide the necessary four-colour
separations. We combined them with the Titan's monochrome film, and suddenly, there was
Judge Death in full colour.

Apart from the supplement — which prevented the third part of this CRASH History going
in the issue, because there weren't enough pages to fit them both in as well as all the usual
content of CRASH - and the background feature on 2000AD and Titan Books, this CRASH
had the first half of Robin Candy’s huge feature on tie-ins. It was an appropriate time to
examine the growth of tie-ins over four vears; licences seemed 1o be growing ever more
important, and CRASH was in retrospective mood anyway.

iy
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983 Thas was our fourth Chnistmas cover, and the confhict bettoeen a seasomal picture
Januaryl and the decision 10 feature a particular game was a problem. On the other hand,
Issue No. m a year of violent games, Pac-Land ar least offered a more peacefiul theme. [

confess a disadvantage: as I wnite this, the panting hasn't been done, but the idea
Rel ton i 1o have loads of Pacs playing about in the mote, and so you, as well as I, can

: be the fudge of the result token 1e see it
December 17th
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It is now almost exactly four years to the day that Roger Kean, Matthew Uffindell and myself
sat around the only two typewriters we possessed, staring at blank sheets of paper, wondering
what it was Spectrum-owners wanted to read, trying to conceive of the first edition of
CRASH. I am not sure whether the three of us harboured ambitions of seeing the company
grow; probably, but magazines are organic things, and somehow they grow of their own
accord.

Newsfield was six people then: Roger, Oliver and Franco Frey, Matthew, Denise Roberts
and myself part-time. At the moment of greatest growth (in terms of personnel), when LM
was launched. it employed 60 full-time staff, also using eight college-age reviewers and some
30 regular contributors. Today there are just 34 full-time staff, Itis a much slimmer operation,
but also a much more streamlined and effective one.

We have seen Sir Clive Sinclair’s ‘toy’ computer become the best seller in Britain, enjoying
unrivalled software support from games which have ranged from utter drivel to
demonstrations of the kind of skills that even mainframe programmers would envy. Recently
we saw the 8-bit market start to falter as budget-priced games took hold and unit sales fell;
this has particularly hit the Spectrum, yet the games are still being produced and we are
always capable of being surprised by some new piece of cleverness. And despite the much
discussed fall-off of sales generally, Spectrum magazines continue to ride high. The
‘Shropshire fanzine’ of early 1984 attained the highest sales in Britain of any computer
magazine — and at one point the highest worldwide sales of any British computer magazine —
and is still the market leader, along with its sister publication ZZAP!

It is difficult to predict what the next four years will bring, but you can be sure that CRASH
will aim to be the best, whatever the incidental difficulties; as I write this, upstairs in the Art
Department Markie Kendrick and his fellow designer Wayne Allen are laying out the
Christmas Specials of CRASH and ZZAP!. We thought it would be a tough task for three,
but unexpectedly just two people are doing it, because Art Director Gordon Druce has
recently decided to leave. By the time you read this, however, you will know they succeeded
nonetheless.

Have an enjoyable Christmas and see you next year.

Al the conclusion of this history, | thought it would be sppropriate 1o give 3 credit to vome of the people who, cither o the limelight or
behind the scenes, have helped make CRASH through the years. In alphsbetical order:

Gareth Adams, Wayne Allen, Kim Andersen, Joo Bates, Michael Baxter, Ciarin Brennan, Derek Brewster, Robin Candy, Schastian Clare,
Sue Collert, lan Craig, Tim Croton, Mel Croucher, Karl Cowdale, Gordon Dyuce, Richard Eddy, Faul Evans, Toay Flanagsn, Franco Frey,
Olliver Frey, Kelvin Gosnell, Simon N Goodwin, Dominic Handy, Dave Hawkes, Philipps Irving, Brendon Kavanagh, Roger Kesn, Markie
Kendrick, Graeme Kidd, Carol Kimsey, David Lester, Gary Liddon, Tony Lorton, Fran Mable, Roscttia Macheod, Scan Masterson, John
Minssa, Sally Newman, Nick Orchard, Lee Paddon, Barnaby Page, Michael Parkinson, Chris Passey, Dawid Peters, Mark Peters, lan
Phillipson, Cameron Pound, Glenys Powell, John Ituhm:l-m Jonathan Rignall, Julisn Rignall, Denise Robera, Nick Roberts, Mark
Rothwetl, Angus Ryall, Bill Scolding, Dick Shiner, Hannah Smith, Jeremy Spencer, Ben Stone, Paul Sumber, Ganth Sumpter, Matthew
Ulfindell, Massimo Valducci, Bym Weliby, Davsd Western, Mok Wild; plos all the guys it Scan Snidios, Netl Townley and everyune at Carlnde,
snd John and Jo st Torvomse Sheil

And John Edwards, who got in all those sdverts af the star that paid for it
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fgame we’ve ever
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ZZAP! 64 ‘ANOTHER DAY
AT THE ARCADES’

» Officially licensed from the greatest
motorcycle racing game, the thrills are s
real we considered making a helmet
compulsory.

» Four skill levels. |

» Four music tracks. |

» Push your turbo charged racing machine |
into 18 progressive stages racing across
Asia, Africa, America and Europe.
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Hannak Smuth's clarm o unigue girlie tipsterdom and the backlash from CEVG's
August 1986 “Melisso Ravenflame’ led directly to this cover busically an advertising

campagn
Issue No. 31 for Hannah. The onginal brief — Hawnah mud-torestling with Melissa - was
deemed to mflammatory, so Oliver substuused an alien for the Ravenflame. More
Released on in ks element than for iwveral issues, Olrver turned i what became the most
popular cover of the vear, amospheric, amusing end provocative by turns.
Ju]y 31st CRASH always seems atits best vith u:bafimlhwdlﬁ;kanwahbﬂf

Three new names appeared on this issue’s masthead. lan Craig was a well-known commercial
illustrator, and some of his computer-related work had appeared the previous year in the Issue
21 On The Cover feature. The object was to have someone to help with the massive workload
of illustrations, which up till then had all been on Oliver’s shoulders. Tony Flanagan was a
college lecturer from near Telford who wanted to move into journalism. He became the third
Staff Writer for CRASH, but his time at the Towers turned out to be short. The third name
had a familiar ring about it, especially 1o ZZAP! readers, for it was Julian's brother, Jonathan
Rignall. The increasingly complex film-planning work we were undertaking in-house meant
that Matthew Uffindell had less and less time 1o spare in the process camera room making
halftone pictures. So Jonathan was brought into the department as a process-camera operator,

The month of July saw much activity on the new magazine, too - LM had become a reality,
a launch date was set for a free copy with the Christmas Specials of the three computer titles,
and Roger Kean was beginning interviews for the large new editorial team that would be
required for this ambitious project. It was also clear that the King Street offices could no
longer cope. Newsfield had been searching for over a year for premises big enough for
expansion, but there was nowhere available in Ludlow. So a large semidetached house similar
in size to the King Street headquarters was purchased and converted to offices for
administration and LM editorial. This was on Gravel Hill, Ludlow (once misspelled ‘Grovel
Hill", and it would soon be nicknamed ‘The Grovelry® since it was where the pay cheques
were issucd . . . ). But the move was still over a month away as the August issue started.

In the meantime, the tiny CRASH office was even more cramped, so Tony Flanagan was
dispatched to Liverpool 1o interview Software Projects about their forthcoming conversion
of Dragon’s Lair. Interest ran high, partly because of Dragon’s Lair arcade fame, partly
bmuwnu-nnccmldsuhnw{:ﬂleco’s complex, interactive game would come out on a home
micro. It was hoped they would do better with it than US Gold did with the conversion of
Kung Fu Master, a flaccid bear-"em-up which got 56% — the same as Subterranean Nightmare,

but the latter was a £2.99 budget game under US Gold’s new Americana label. Americana

worked well enough for them on the Commodore 64, where golden oldies imported direct
from the States offered good value for money, but of course in converting most lost their
original qualities on the Spectrum and proved to be no more than low-value games like so
many other budger products of the period.

Still, Firebird scored a budget Smash, Rebel Star, with Sean Masterson in Frontline, and
a full-price one with Heartland. This arcade adventure was programmed by Odin, who had
ceased marketing their own product to become Telecomsoft developers . . . the absorption
of independents by larger software houses continued. The Edge had a hit on their hands as
the Marble Madness clone Bobby Bearing found CRASH favour; and so did Palace with the
follow-up Cauldron 11, successful because though it was a sequel in name, in gameplay it was
entirely different from the first Cauldron, a very polished platform game. Hewson brought
out Pyracurse, an isometrically 3-D scrolling adventure in the mould of Dragontorc, but the

- peculiar problems it presented made it special.

Our peculiar problems were about to start — school holidays and nowhere 1o seat
anyone . . .
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Of all the covers in 1986, Olroer most looked forward to domg Sepember’s. He
Septﬂmber 1986 had been an awid Dan Dare/ Bagle fon as a boy, admired Frank Hampson

lssue Nﬂ. 32 {(Dare’s creator) and Frank Bellamy, who both had drawn some of the oniginal
strips, and fmally got to draw Dan Dare kimself when Eagle wai relawsched m
the Eightics. Bwt Oliver never rated the relaunched Eagle, so the notion of

Released on recreating an onginal Fifties-stvle Eagle front page for Vergin®s acclaimed Dan

August 28th Dare way close 1o ks heart = as was having a comic as a CRASH cover
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The long-running Genesis — Birth Of A Game competition had reached midway point by
September’s issue. The judges, Domark and Design Design, had finally whittled the
enormous amount of entries down to John Eggleton and Kat Trap. The rest of the series would
now deal with the programming, packaging and marketing.

Programming, packaging and marketing was a problem Beyond were just about to walk
headlong into as the company blithely announced 10 John Minson exciting plans for the
official Star Trek game, little knowing that production of the game would take almost as long
as a voyages of the starship Enterprise. Minson had another laugh up his sleeve: Gary Liddon
and Andrew Wright had managed to crash their company car a week after getting it. The
accident took place in a Manchester one-way street (they were going the wrong way, of course)
and the car belonged 1o Thalamus. Yes, Newsfield had taken the plunge and created its own
software house.

Thalamus really started at the July Commodore Show when a young man from Finland
introduced himself in halting English as Stavros Fasoulas and showed Roger Kean a
Commodore 64 game called Rainbow Warmior. Roger was so impressed with it that he
persuaded the other directors to start a label and market the game. Stavros signed up, Gary
Liddon was moved from Newsfield’s magazines to look after programming technicalities, and
Andrew Wright of Activision was appointed to head Thalamus (a name which he and Gary
Liddon devised). Rainbow Warrior changed name to Sanxion and the rest, as they say, would
be history - at least for the 64. Thalamus has yet to produce a Spectrum game.

Tie-in time looked pretty good for a change. Virgin's Dan Dare proved 1o be addictive,
playable and quite original. It was also clever of them 10 make the game different on each of
the main 8-bit machines, avoiding the inevitable, and often invidious, comparisons. Going
from one Dan to another, Mirrorsoft repeated a success with Dynamite Dan 11, improving
elements of the original to make an entirely new game. Mikro-Gen just missed a Smash by a
hair's breadth with Stainless Steel, a shoot-"em-up based loosely on Harry Harrison’s Stamless
Steel Rar character as re-envisaged by 2000AD, while CRL found themselves in Derek
Brewster’s good books with Fergus McNeill's lampoon The Boggut. Incidemally, The Hobbut
was still at Number 7 in the CRASH Charts!

Another near-Smash was ACE, one of the best flight simulations on the Spectrum at the
time, and it came from Cascade - one of the earliest Spectrum houses, but usually known for
their classified ads for cheap compilations.

Upstairs was bq:nnmg to resemble the moment before the Great Flood, when the ark was
incomplete and rain threatened. The administrative move to Gravel Hill was held up by
decorating, but the new LM team was getting busy writing and designing a dummy of the
magazine to be presented to potential advertisers at a launch party set for mid-September. To
add to the problems, the art department needed more people to cope with a fourth magazine.
The solution seemed to be to move Matthew Uffindell and his huge light table down a floor,
but only once the administrative people and LM had moved off to Gravel Hill. Somehow we
packed the animals in two by two - and it rained chaos.
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Cctober’s cover marked a departure from the previous 32 covers; for the first nme
OCtDber 1986 in the CRASH history it was parnted by a hand other than Olsver Frey's, that of
ISSI{IE Nﬂ_ 33 Tan Cravg. It was not designed with any particular game in mind, but d&id have o

passing resemblance to (and was a visual pun on) Oliver's very first CRASH
Released on cover. For the savage face, fan used a photograpk of a friend, though the pointed

ears and sharp fangs were invented. As Oliver does with many picnares, Tan used
September 25th an airbrush and then overpainted ath an ordinary brusk.

Early in September most of the editorial and mail-order staff decamped to London's Olympia
for the ninth PCW Show. It was the year of the infamous sticker campaign, when C&VG
plasiered the Newsfield stand with Melissa Ravenflame adhesive labels, and Newsfield
retaliated with some Hannah Smith stickers printed at the last moment. At one point,
Commaodore User editor Eugene Lacy returned to the EMAP stand’s office and could no longer
find the door - Mike Dunn and Ben Stone had hidden it under literally hundreds of stickers.

It was also the moment when Gargoyle Games underwent a metamorphosis and became
Faster Than Light. Apart from the excitement of their own two games, Lightforce and
Shockway Rider, they had a hit on their hands for Elite with the much-delayed Scooby Doo.
Elite were riding high: after a disappointing Commodore 64 conversion of the coin-op Paper
Boy, it only just missed a CRASH Smash on the Spectrum, though the Capcom conversion
1941 did far less well. Domark followed up the puzzles of Splitting Images with the official
version of Trivial Pursun. Despite the many trivia clones already out, the qualities of
Domark's version shone out, and it too received a Smash. We also thought highly of Costa
Panayi’'s Revolution, a 3-D puzzle-solving game which earned Vortex yet another in their long
line of Smashes.

The biggest disappointment, though hardly a surprise, came with Ocean's ludicrously
delayed Kmight Rider. Rumours from within Ocean’s offices had said it was a poor effort, and
11 was.

Internally there were some sweeping changes. The new offices opened, admin moved out,
film planning moved down, LM moved across for two weeks from its small room into what
had been advertising before finally departing vo Gravel Hill, CRASH moved upstairs 1o where
LM had been and Cameron Pound's photographic empire gained the room CRASH had just
vacated. It was a bit like playing Splitting Images.

Graeme Kidd waved a goodbye of sorts. At the very end of August, shortly after CRASH’s
new Staffl Writer Tony Flanagan had decided to leave, Graeme himself resigned over
administrative problems. It was a difficult moment, with CRASH short-staffed and LM
starting up, so Graeme was offered a new job as Publishing Executive in overall charge of the
three computer magazines — which he accepted. However, he would remain titular editor of
CRASH for a while yer. Meanwhile, Roger Kean had finally relinquished the editorship of
ZZAP! o Gary Penn, and moved with the rest of LM to their new home in Gravel Hill. It
was a busy month.

And on top of that came news from the Audit Bureau Of Circulations that CRASH was still
the biggest-selling computer title in Britain, outstripping all others at over 100,000 copies a
month. Roger Kean recalled a meeting in April 1984 with several top people from the old
Imagine in Liverpool, when someone prophetically told him that CRASH was so different
that it was bound 1o sell over 100,000 a month soon. He had been pleased, but seriously
doubted CRASH would ever reach those sorts of figures. Doing better than 50,000 would
have been a thrill for us in those early months.

At about the moment the October edition reached the printers, LM was officially launched
at a big party in London, where the dummy was introduced 1o potential advertisers and Roger
Kean made a speech he had rehearsed for days. 1 hate parties, I didn't go.

\
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November 1986 For e this is probably the least interesting GRASH cover, and centainly a

disappotniment from lam Craig afier the previows month’s. The dymamics work
Issue No. 34 well enough but the defisition of both craft and explosion is poor; it i hard 1o see
tohare vou are or ewhat o happemmy, The illustration, of course, relates 1o FTL's
Released on game Lightforce.
October 23rd

With the departure of Tony Flanagan there was another shuffie as Lee Paddon moved over
from AMTIX! 1o CRASH. Lee had joined Newsfield some months earlier from the magazine
Your Computer 1o act as the AMTIX! Software Editor — not that there was a lot of good
software to be concerned about. We seemed to have moved into that strange post-PCW Show
period when there ought to be lots of games released but software houses are still fighting to
get their product completed.

Gargoyle Games's new FTL label kicked off wcll, however, with Ligh:forcef. bemusing
everyone with the fact that it was a hard and fast shoot-"em-up in the Xevious vein rather than
a complex scrolling srapluc adventure, ‘A chance,’ said the Smash review, for *mainstream
arcade entertainment,” unfortunately forgetting that that was exactly how Gargoyle Games
had started out three years earlier, with the 3-D shoot-"em-up Ad Astra. And Lightforce’s
graphics strongly resembled Ad Asrra.

Quicksilva's Ghider Rider was an odd case; the 48K version of this 3-D forced-perspective
road game got 80%, but the 128K version soared 1o 92%. The real difference scemed 1o be
the sound. And sound was only one of the problems faced by Digital Integration’s TT Racer.
It lost favour for being too much of a simulation and being too difficult to play.

But there were two more Smashes, Napoleon At War from CCS excited Sean Masterson,
and the game with the silliest name ever - Fat Worm Blows A Sparky - earned Durell some
extravagant praise for the ‘stunningly original’ solid 3-D graphics and its wormy animation.

There were enough disappointments for several issues, mostly in the budget range, where
there was hardly anything of quality (apart from a few games on Mastertronic's M.A.D.
label). Following on from the previous month’s release of Knight Rider came another Ocean
game 18 months late — Sreet Hawk. Again the difficulties of developing the game shone
through, though it did slightly better with 68%. Another tie-in proved a letdown: Asterix And
The Magic Cauldron from Melbourne House. Heavily pushed as their big Christmas game, it
was so bug-ridden that playability was irrelevant. The big arcade conversion was Dragon's
Lair, but Software Projects’s problem in reproducing anything of the original’s video-disk
graphics — largely regarded as the only really interesting element of the arcade machine - Jet
it down dismally on the Spectrum.

Gremlin Graphics fared far better with their Spectrum version of the Commodore 64 hit
Trailblazer and it was a creditable and addictive game which just missed being a Smash at 88%,

We featured an interview with programmer Don Priestley, a man with possibly the longest
Spectrum track record; but from a historical point of view it was the interviewer rather than
the interviewee who was noteworthy. Bill Scolding had been the editor of Sinclatr User and
taken that magazine from a strong position to the leading place till CRASH overtook its sales.
Bill never seemed to have borne CRASH any hard feelings over the previous year’s verbal
war — 50 when he resigned from Stnclawr User earlier in 1986 he had come 1o Ludlow 1o help
out for a few weeks with editorial, leading to his ex-colleagues ringing him at home with a
cheery ‘Morning Judas’. Sticks and stoneseic . . .
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Alffter the leidown of the Lightforce cover illwration, Oltver Frey steamed back
December 1986 in viuth a large close-up monster picture. The excuse for it was Ocean's Cobra, and

Issue No. 35 rather than slavishly devise some ilusiration based on the game Oliver chose to
interpres the ntle hierally. The serpent is very much in FreWCRASH stvle:
Released on chromuum-plated needle fangs, slavenng jatss agape dripping twhat could be alien
machine ol. [ts impact 15 undemiable, and I think it was the stromgest image of the
November 20th year.

As if to make up for the November issue, December's provided seven Smashes. Denton
Designs struck back after some indeterminate games with The Great Escape for Ocean,
displaying yet another form of isometric perspective to describe the World War 11 POW
castle from which the playver hoped to escape. And Hewson must have been pleased; Steve
Crow, with three previous Smashes for other software houses to his name, programmed his
fourth for them. Firelord was a game of chivalry set to Steve’s characteristically attractive
graphics. Then there was the risky conversion of Andrew Braybrook’s monster
Commodore 64 hit Uridium. The risk paid off - much credit to Dominic Robinson, who
recreated the original fast-scrolling bas-relief graphics very well.

Durell clocked up another Smash with their dragon story Thanatos. and Mosaic’s
adapration of a Dick Francis novel gave Derek a pre-Christmas treat in the Adventure Trail.
Ocean hit big film tie-in time when Cobra - cynically expected to be a terrible disaster —turned
out to be a fast, addictive and playable winner.

One of the vear’s big coin-op successes had been Gauntlet, an obvious case for conversion.
US Gold had the official rights, but clones were a-cloning and it was a close race between
Firebird, who got a Smash for Druid, and Electric Dreams, who just didn’t for Dandy. But
what was interesting was Dandy's claim to originality, for the coin-op Gauntler was a
conversion of the original Atari game called Dandy written by student John Palevich!

There were some close misses, too; Palace's The Sacred Armowr Of Antiniad, for example.
But if Ocean’s tie-in gamble with big Cobra had paid off, US Gold’s big gamble with The
Croomies did not — it was a dispiriting mishmash of a game.

December was also notable for the first ume budget-game reviews were grouped together;
this ‘budget ghetto” had (and has since) often been considered for CRASH, but rarely
repeated.

Kat Trap was coming along well, and after the previous month’s preview December’s issue
included an article about how Oliver was painting the game’s packaging — and the ad appeared
too, though it wasn't included in Bill Scolding’s wry look at software adverusing, a funny
article which reviewed some recent ads and rated them in traditional CRASH style.

The first issue (Issue Zero) of LM was almost ready for printing; to reach as many readers
as possible, it was to be included free in the Christmas Specials of CRASH, ZZAP! and
AMTIX! rather than go on the newsagents’ shelves on its own, Up in the art department life
was frenzied, as they would soon be working on four magazines simultaneously. Still, two
new paste-up artists appeared to help out: Sebastian Clare and Tim Croton. Sebastian’s father
had once owned a company called Small School Software, whose premises had been the first
floor of the King Street Offices before CRASH editorial moved down there late in 1984 . . .
circles within circles.

And there were two other new staff members; in film planning Newsfield took on Nick
Orchard, a school-leaver, for Matthew Uffindell 1o train as a colour film planner (he was
bearing in mind the extra work involved on the all-colour LM). And downstairs in the
photographic department, Cameron Pound received some help from Michael Parkinson, a
YTS trainee from nearby Tenbury Wells.

Newsfield’s first office Christmas do, held at a restaurant outside Ludlow, had been for ten
people. The second had been for 40 (staff and family) and was held at the Bull Inn (home of
the fictitious Old Flatulence Bitter). This year's was to be for some 64 staff and many invitees
- we were getting bigger . . .
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1986/1987 Clough’s Football Fortunes, He resolved it by setting loads of Olibugs round a

table playing the boardicomputer game, wiile Clough, dressed as Sanra Claws,

Issue No. 36 peered on. It toas unwiwal becanse it war entirely momockromse — but this suised

Releasednn Olrver, whe had three other covers to do at the same time. Yet the vigorous ling

ber 10th wmIMan.aHﬂmmwnjrhhﬂuhmhhh
Decem 8 H career.

CRASH readers got their first chance to see Newsfield's biggest gamble to date with a free
80-page issue of LM. There was also an article inside CRASH showing a picture of the LM
editorial team taken at the London office (LM had two offices!). | wasn't present, which was
just as well, because the picture was very dark. A staggering 296,000 copies of LM Issue Zero
were printed, and the investment then, and in later months, would very nearly cripple the
company.

Where to hold the Christmas ‘do’ was settled by booking Ludlow’s biggest disco (out of
two), the Starline Club. In the event, some 150 people turned up, some software houses
travelling right across the country to be there. It pleased us a lot that they made the effort.

Yet another new face turned up in the art department, that of Markie Kendrick, who
applied for the job because he knew the magazines and had once even drawn a Sabreman
cartoon strip. Markie was a good find, quick at lavout and fast on the draw - it was his comic
inventiveness that led to ng Grub in LM (and later in CRASH).

The games were less exciting, though Realtime gave us their very best Smash yet in
Starglider - good on the 48K version, extraordinary on the 128K — for Rainbird, and Rainbird
also received Derek's accolade for [heir Jewels Of Darkness compilation of Level 9's older
adventures. But Derek was less than pleased with the *Class Of "86° overall, thinking it a
generally lacklustre year for adventures games.

Design Design had been busy; two for Piranha included the Smashed 3-D Dracula story
Nosferatu and the less than Smashed 2000AD licence Rogue Trooper; and then there was
Domark’s Kat Trap. At last the Genesis comp had given birth. It was a bit hard for the
CRASH reviewers because they were all aware of the danger of bias, or at least being accused
of it, so extra care was taken: however, Kat Trap still did well at 84%.

The remaining Smashes went to CRL for Pete Cooke’s stunning follow-up to Tau Cen,
Academy, and to veterans Microsphere for their brilliant detective arcade adventure Contact
Sam Crutse.

The big fun event for all the magazines was the Reviewers’ Challenge, which starred Gary
Penn and Julian Rignall representing ZZAP!, Richard Eddy and Massimo Valducci
representing AMTIX! and Ben Stone and Mike ‘Skippy' Dunn representing CRASH.
Massimo was a young man from Shrewsbury who had been given a job earlier as a trainee
subeditor, but had drifted into the role of AMTIX! reviewer. His Italian good looks made
him popular with the female members of Newsfield staff, and their bets were on him to win.
Evmmn: else’s were on Julian Rignall as supposedly the company’s ace arcadester, but in :hc
event it was Ben Stone who won for CRASH . . . much to his surprise.

Just before the Christmas rush really b-egan the magazines got themselves a real II'H.':
subeditor in mad Irishman Ciardn Brennan (a sub’s job is to go through articles checking the
spelling, grammar and sense of the piece, rewriting if necessary), During the early days much
fun was made of typographical errors in CRASH (though they were as apparent in other
magazines). Now there was no excuse . . .

/
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| MY SCORES ARE:

GAME

SCORE

Elite
1654075
51180
117350

Elite
625950
203790
500290

Firebird
1500000
SH7000
211000

Gremlin Graphics
187000
99730
48905
117300

Activision
2224458

1795068
21100

DATE ACHIEVED

EXOLON Hewson
Paul Tinsley, Pil 543200
lan Reld, Reigate 55470
Michael Turner, Stoke Gabriel, Devon 558100
FREDDY HARDEST Ocean
Derek Henny. Fife 568200
Paul Calvert, Peteriee, Durham 153400
GAUNTLET US Gold
Miguel Nunes. Torguay 12497494
Paul Morris, Southport 101990
David Port, Liversedge, West Yorkshire 936822
RENEGADE Ocean
Niall Lecoustre, Presion 1111187
Danlel Mattsson, Bomholm, Denmark 45940
lain Rigby, Blackbum 139250
WIZBALL Ocean
Paul Rooks, Washington 238920
Alan Mcgroajy, Doune, Perthshire 12480
Nicholas Tellls, Harrow 8320
ZYNAPS Hewson
David Fort, Liversedge 163725
Dave Mortimer, Bristol 81950
Michael Wright. Walsal 41900
Michael of Walsall was first out of the boastful horse”s mouth this

month — he E40 worth of software (including Mercenary, Elfte and, as
a break from all those high-score Rainbird’s Acvanced OCP Art
of course, a CRASH cap T-shirt. We're looking forward to
Runners-up, each getting a CRASH cap and T-shirt, are Wayne Binnle
of C .mmmw.mmdmmm
and Miguel Nunes of Torquay.
Remember — any score sent in to SCORES can win you a prize.
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1o listen to The Art Of Noise — 3 fate worse than sharing a desk with
Lioyd Mangram.

WORTH OF SOFTWARE: I
AND IF | WIN ANY PRIZE | WOULD LIKE THIS |

CRASH T-SHIRT, CHOSEN FROM THOSE '
ADVERTISED ON PAGES 166-167: ... ...

The decision of CRASH's appointed judges is absolutely final in all respects,
insofar as anything in an expanding universe can be ‘final’

|
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TO MY GREAT REL'EF things have picked up again this month; which
5 just as waell, for | was beginning to fear for the future of wargaming on
the Spectrum. And for my job!

The wargame world concentrates heavily on World War |l scenarios. |
don't have statistics to hand, but it seems that in the last year most of the
games which have relied on traditional troop-moving have concemed
the years 1939-1945. Many of the public prefer games based on farniliar
batties (especially those in the last war) because they are still very recent
history; film critic Barry Norman has commented that Nazis make perfect
cinematic villains. The i ination is excited by the kind of baddie whose
image is still part of everyday life, but who Is no longer a threal.

Practical considerations are also an important factor: designers can
take advant of the many diaries and mamoirs of the last war which
have been published, and photographs are abundant

NEED REVITALISING

However, there many people, myself includad, who would like to see
wars from the much more distant past, and imaginary wars, treated in the
same way. If reliable historical information is lacking, then surely a
resourceful designer could make it up. Games based on avents many
centuries ago could be just as realistic as thase of World War I,

What about a game, with a series of scenarios and a campaign, about
some of the wars fought by the lsragiites in the Old Testament? Or
Hannibal's invasion of italy? Another possibility is Boadicea's uprising.
I'm not a programmear I'm not a military historian, but | can think o
half a dozen ideas off the top of my head.

The Spectrum's memory does have limitations, which do affect the
way sirategies are devised. However, a bit of imagination and innovation
would revitalise things.

PRODUCER: Activision interpret the screens. The first
AUTHOR: Alan Steel stage in playing the game is to
PRICE: £9.99 decide how many missiles the
USSR starts off with, and whether
High Frontier s most unusual; it's | the presidents of the USA and the
not entirely h hatical, as the | US are warike ‘hawks’
Americans’ Strategic Defence | peac ing ‘'doves' or
Initiative (the so-called Star Wars | middie-of-the-road realists.
systemn, with space-based laser Having made your choices, you
weapons set up 1o destroy nuclear | have to develop and assemble
missiles which attack the States) | your defence systems, keeping a
isgoing to become areality. Nearly | watchful eye on the clock
all wargames are either based on | (because an atlack is coming) and
the past or are purely hypothetical; | on expenditure (because the
this one is on the frontier of the | money for the project has to come
present and the future from somewhere). There are six
Another unusual aspect is that | defence systems  avallable,
you are not only defending a | though it's unlikely you'll have the
superpower —you're conductinga | time or funds to get all six
major research project atthesame | operational before being attacked.
time. The objective is to construct | So the player must allocate funds
oné or more satellte systems and | and manpower to the projects of
them into orbit before a | his choice, and each stage of each
ssian  bombardment takes | project requires a particular level
place; success |8 measured by | of funding and manning.
how few missiles get through to Your requirements vary from
American soll. So even if your | stage to slage, and are never
teachers couldnt see you | pradictable, which adds to the
becoming an aerospace engineer, | strange addictiveness. Some of
you now have the chance to prove | the research tums out to be
them wrong. fruitless, but once you manage to
High Frontier is presented in a | produce sateliites, you can launch
series ol highly symbolic icon- | them.
driven screens, and it is essential True to life, some of the
o use the 26-page manual 1o | launches areflops. And evenwhen

the satellites are in space, theycan | should be calculated 1o get him to
be a millstone round your neck, as | release more money lor research
payments must be kept up. Failure | Thus this section becomes a
to pay off all the development | cynical exarcise in telling him only
costs will result in bits faliing off | what he ought to be told!
them, Sooner or later, the real
The author has made sure that | excitement bagins. It's all over
the Presidential telephone icon | very quickly, and tHé program will
cannot be ignored. Throughout | assess the performance of each
the game, the President contacts | defence system. It may be a
the player, usually to ask for | postmoriam.
progress reports. Since the High Frontier is beautifully
President controls the purse | produced to what might be called
strings, anything you tell him | arcade standards, and makes a

> Activision's High Frontier; developing space-age defence for an inevitable war
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néal and seif-contained game with
a fairly short time limit. My only
complaint is that there’s little to it,
though it's enjoyable to play while
it lasts. But it's certainly well put

logether, and the manual is
interesting in itself,
Presentation 90%

Extremely polished; and it's easy
to control despite the apparent
complexity of the icon system

Graphics 87%
Both attractive and functional
Rules 79%

Substantial, though it's difficult to

find things
Authenticity 75%
t's difficult to | the
authenticity of a simulation of
something which doesn't exist -
but the final stage generates
atmosphere

Fundig. Y manning scentf

Sorif
has never baan mora fun!

OVERALL 71%

High Frontier offers enjoyment,
but not lasting interest

sides o play
puter, which always makes a
mnwmasmmﬁnng.andthamis
a two-player option

Al the nn':ng of Pegasus
Bridge, the British have not yet
made thair parachute drops and
s0 there are no British units on the
map. The German forces are distri-
buted around wvarious rather
memote comers, with only a hand-
ful of men already positioned near
the all-important

Mamandutl'-arminfmabmam

most computer maps,
what appears on the screen is
baraty

ara both dividad into many battal-
ions, with the charactenstics of
aach listed in the booklet.

till the

Legions Of Death

There aren't many tips for
Lothlorien's Punic Wars naval
simulation (B4% Owverall in issve
37) - b-a-cauﬁ it's ‘so :
axcruciati easy’, says Ed
Sykes of Winchester, who sent

The game begins when you give
the Sixth Airborne Division clear-
ance to start out for Normandy,
though the number of aircraft is not
enough for a rapid invasion. The
Germans are alerted and hurry to

defend the territory they occupied

four
mmdllng the British

side, the first thing the player has
to do is decide where each unit is
going to parachute (later some
ground units arrive at positions
preset by the program). Landing
mupmgrmmdmrmmﬂud
since landing in towns or woods
will divida the unit and make it less
effective. But the wind makes
| - t
set enough troops on
anm soil, the Brtish player's
task is to captura and hold the river
and canal bridges in Caen, to
destroy or occupy the five cross-
ings of the river Dives, and to
occupy the Merville Battery area.
Movement follows in a
straightlforward fashion: units,
each represented on the screen by
very small squares like minute
stamps, can be stacked

Yet it's i difficult to
control the cursor usi the
keyboard, and t care to
be taken in units and
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thasein . . .

1 Put victory conditions to
maxirmum

2 Build ten quinquerames as well-
equipped as possible (ie
marines, archers, cormus), Don't
buy sails or a tower.

3 Place fourinCarthage, the other

as.nhor s notes’ in which the
game's designer defends its
idiosyncrasies and points out its
more obscure merits.

With matter-ol-fact modesty the
author comments that the com-
puter is ' naither particu-
larty , nor particularly
stupid’, and points out tha precari-
ousnass and daring uncertainty of
the original operation.

And ! reflects

Pegasus
that rather well. This is a solidly-

dumgmd with an interasting
based on history
and planty of play in it.

six around Sicily
4 Cullnct gold and deposit it in
Carthage, attacking any Roman
ships that get in the way (always
have at least two ships together,
or they'll be picked off by the
Romans

)

5 Carry on till a) the Roman fleat
destroys itsell by continually
attacking you, or b) you have
anough gold to buy ships in
order to finish them off

& The map

All the map features have
their own code between 0 and
255. The itsel is from
S0000 to 54 . Code 0
represents nothing on the map
50 the airock doors etc can baé
removed by POKEing the
location of the feature with 0.

The memory area 54001 1o
about 60000 contains tha
graphics for the leatures, men
and droids. By experimenting
you can change the graphics.

The graphic characters are all
32 bytes long and are slored as
data in 4 blocks of B bytes each.
The characters are like four
user-definable characters
together, stored like so:

Presentation 70%
Annaying key action comas close
to ruining the playability
Graphics 81%
Attractive, though the unit coun-
ters are too small

Rules 89%
Excellent — a thorough description
of play and the historical back-
gr-wnd

80%
ha.-a-d chsal',r on the his-
situation, unatmos-

Ptayabif T70%
Limited by difficulties of cur-
sor-control

OVERALL 78%

An interesting challenge and a
good game

‘?&;—-
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UDG1 UDG 2
uDG2 UDG3

The namas for the map fealures
and men are stored at about
38000 as phrases of single
letters,

graphics and names.

But moving the computer and
defence lasers is more difficult
asthe new coordinates must be
enterad elsewhers in the
program

Rebelstar Raiders

All these POKEs for Firebird's
classic Rebelstar Raiders (from
Chris Davis of Ludiow!) axcept the
last can be used in both one-player
and two-player versions. The first
set removes all the sliding

aoors . . .

50375,0
507010
51015,0
51082.0
51188,0
51331.0
514840
516470
51753.0
519920
523100

50381.0
50758,0
510310
511670
512730
51470,0
51512.0
51656.0
51798,0
52233.,0
52383.0
52613.0 527130
53343,0 53508.0

These POKEs destroy all the
airlock doors:

505650 505690
50645.0 506490
50725,0 50729.0
522430 522500

50616.0
50776.0
51074.0
51176.0
513230
514890
51629.0
517150
51819.0
523060
524560
53183.0

52323.0
52403.0
524830
52563.0
533700
52856.0

52330.0
52410,0
§2490,0
525700
533720
53016,0

And these POKEs destroy all the
security doors:

50603,0 50608,0
50764,0 510080
515600 517210
52681,0

MNow you should have no trouble
getting into the place, at least. To
anter the following POKEs, which
are helpful for combat:
merge the haader program
'STOP:' before the first
DOMIZE USR statement
type '‘RUN’
load the game as normal
anter tha POKEs
type 'CONTINUE'

To make the combat droids

‘indestructible:

FOR |=61263 TO 61284:
POKE |,0: NEXT I

To make the man indestructible
(and the androids indestructible
when in fire mode):

FOR |=60848 TO 680878:
POKE 1,0: NEXT |

To destroy the threa defence
lasers:

POKE 536270

POKE 53846,0
POKE 53661,0

The next POKE only works on the

two-player varsion of Rebealstar
Raiders. It changes the action
points neaded 1o fire to zero for the
rebels and the oparatives,

POKE 26705,120
VULCAN

Colin Pratt of W e has sent

a victory-by-numbers formula for

winmn S's axcallent Vulcan by
November 20 as the Allies.

November 12: Travel Sixth
Commando battalion and the
Hart Force o Bizerta

14: Travel 78th Infantry division
to just before the junction
south of Bizerta

15: Travel First Parachute
battalion to Tarberra

18: Trave! First Parachute
battalion and Blade Force to
just belora tha junction south
of Bizerta. Make suicide attack
with Hart Force a few miles
south. Fortity Sixth
Commando battalion.

17: Move 78th Infantry division
to Bizerta, avoiding the enamy
units, Travel reinforcements for
78th Infantry 1o just before the
junction south of Bizerta.

18: Travel 7Bth Infantry division
to just north of Tunis

19: if the 78th has reached its
destination, attack Tunis

20: Keep attacking Tunis with
the 78th. Travel First US
Armoured division to just
before the junction south of
Bizerta.

This should be enough to take
Tunis and win tha war. If it isn't,
congregate the French and British
armour and Amearican infantry

wast of Tunis and the British
infantry and American armour to
the north. Cut off Tunis with the
American infantry and attack with
the northam forces.

ANNALS OF ROME
(STAY POPULAR!)

PS55's Annals Of Rome is more of
collection of bugs than a game, as
W Errington of Sheffield 1astifies,
but it's curiously absorbing all the
same. He advocates building up
an empire gradually; when you've
captured one province, wai till the
revolts die down before going on
to the next. Once the empire has
been established, civil war
becomes tha major threat. No
matter how high a govemor's
loyalty, if you put him in charge of
alargeforce before longit's acase
of “treachery in Aegyptus’.

A good way o improve low
loyalty is to make your most aged,
incompetent and disloyal senator
the commander of the Roman

| garrison. Almost inevitably he will

| rebel and make himsalf dictator,

{ and your popularity rating will be

readjusted - with any luck,
upward. If not, you can always
repaat the operation! Finances are
unimportant — aonly popularity
ratters.

MNEXT MONTS
Inlssue 48 Frontline: the debate
on strategy morality continues,
alongside reviews and a long
Briefing. Send your letters and
tips to: PHILIPPA IRVING,
FRONTLINE, CRASH, PO Box
10, Ludiow, Shropshire SY8
1DB.

BLITZKRIEG

BY KEN WRIGHT

Blitzkneg simulates the German attack in May
1940 when the Low Countries and France were
overrun. The French Maginot Line was by-passed
by the mighty German army spearheaded by

Klgist's crack Panzergruppe

GAME FEATURES: You command 5 German
armigs by a umique system ol 3 cursors which
enable you 10 s&t up a line of advance. The Allies
defence is master-minded by the computer. Large
scrolling map on vaned terrain, hidden movament
and 3 levels of difficulty. For 1 player

SPECTRUM 48K & 128K - £9.95
Available Mail Order by return from

Cases Computer Simulations Ltd.,
: 14 Langlon Way, London SE3 7TL

Tel: 01-858 0763

*".
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TOP GAMES
CHRISTMAS

ST T

The three charts compiled from the votes of CRASH readers is the
most realistic chart for gauging the popularity of Spectrum games —
it is the gamaes that are baing played that get the votes, not the
games that are in the shops this week or month

And the votes are /mportant. IU's up 10 you 1o let us know what you
teel, 30 fill in the voling forms which live on the results pages and
o in FRONTLINE to make your voice heard,
- If you don't want to carve up your issue of CRASH, we understand
Use a photocopy if you ke, or copy the details from the vating forms
“ onlo a postcard, or the back of a sealed envelope, and send that 1o
us instead

Apart from the satisfaction of registenng your vote, there's always
the chance of winning a prize. Each month we draw 15 winneérs from
all the voting forms received = five for the HOTLINE, five for tha
ADVENTURE and five for the STRATEGY chart

A top prize of £40 worth of software (your choice, not ours) and a
CRASH T-shirt is awarded 1o the first sip drawn from the HOTLINE
votes, and another £40 of goodies and a shirt goes 1o the
ADVENTURE and £20 of goodies ard a shirt goes to the STRATEGY

Four runners up from each ballot box collect a CRASH T-shirt and
a CRASH Hat Soget those votes in tothe CRASH HOTLINE CHART,
CRASH ADVENTURE CHART and CRASH STRATEGY CHART:
PO Box 10, Ludiow, Shropshire SY8 1DB.

b
-~

A Top 30 with a difference — Stephen Jaggard of Newmarket sent
in this list of the all-time Top 30, based on every Hotline Chart in
CRASH Issues 4-48 inclusive.

=mmgmﬁammmmmmuml
number s sarned on Stephen's for
each time in first place, ﬂhmhﬁmlnmmm
We'll let you draw your own conclusions from the mountain of
statistics - but it's ironic to see Jon Ritman’'s Matchday, the one
we never Smashed and you never put at Number One, at the top!
(its sequel’'s Smashed this issue.)
Normal Hotline voting resumes now . . .

(QR[NN[[12[N MM [N[M 2|2

I

\
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¥ 1 (1) VULCAN CCS
Hntrmchhnn' tdlr::g'MT Jmu:_mm 2 (3) DESERT RATS CCS
ﬂmmuzammﬁmﬁwumm 3 (2) ARNHEM CCS
s ND ROW. FREMOUr are a few new strategy 4 (7) LORDS OF MIDNIGHT BEYOND |
ey g b o oty e ey 5 (5) REBELSTAR RAIDERS FIREBIRD I
6 (4) THEATRE EUROPE PSS §
Mathew Payne, who strategically sent us a lovely James Dean
m m £40 Wmﬂf Wﬂ*":rlﬂd a T-shirt c“:pt:“m = 7 (6) DOOMDARK'S REVENGE BEYOND E
;hmgrt-uggmm - fn.cnnvgafﬁhﬂm 8 (-) BISMARCK PSS
Robinson down in Margate, mu-ﬂu onile mm Stoke 9 (-) BATTLE OF BRITAIN PSS
"~ _A and, weather permitting, Michael Pini in Basildon, Essex. 10 () YANKEE CCS ‘-*
=

i
-
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FOOTBALL B CRICKET

Spons Semulanons om E & J Sofware [Establshed 3 Year)
SMILL TACTICS DECISIONS STRATEGY
4 CLASSIC Srraimgy Games packed with GENUINE & REALISTIC Features

VIDEO SENDER
NEW TECHOLOGY

Watch Video Recorder/Computer/Satellite TV on any set
in your home — VIDEO SENDER transmits to any number
of TV'S in your home, no wires, simple to :nstall Smaller
than a Video Cassette.

PHOENIX COMMUNICATION

31 NIGHTINGALE LANE, FELTWELL
NORFOLK IP26 4AR
Tel: 0842 - 827267

PREMIER N - CAN YOU HANDLE ALL OF THIS 7 - Piay all teams. Homa & Away - Ungus &
Comprehensive Transter Marke! Faatures - Full Team & Subsidue Selecton - in-Match Sub
stitutions - Named & Recorded Goal Sconers - Match Inguras - Taam Maiake  Transher Demands

Full Sguad k!1lﬁuL 5 o ALL teams showing detaks ar.l-ll Players i the League - Financial
Probigms - 7 Siuli Levels - Manager's Salary - Continuing Seasons. - Offers 1o rage Chnes
Clybs - Full League Table - Aftendances - Season Ticket 5aes - Sackings - Save Gamo - Taar
Styles - Bank Loans - Maich Recepes and S0 MUCH MORE

.l

EUROPEANN - THE MOST COMPLETE ELROPEAN SIMULATION YOU CANBUY | - Home
& Away Logs - Full Penaity Shoo!-Out (with SUDDEN DEATH) - 2 IN-MATCH Submbitutes
Alkgwad - Away Goals Court Doubile {d DRAWN 1) - Futl Team & Substtute Sepcton - F oty Tome
7 Skl Levets - Disciphinary Table - Save Game - TE XT MATCH SIMULATION including: Maich
Timgr, Named & Recorded Goal Scorem. Cormers, Free Kxcks, Goal Temes, Disal et Goais

E';_,TH lll; ury Time. Penaites. Bookings - Enter your own PREMIER 1| Winneg Team ang

WORLD CHAMPIONS - A COMPLETE WORLD CUP SIMULATION - Selact Frasnds L
Send CHEQUE-"'IPD of 25 Players - Duaklying Round - 2 in-Match S....l:m.*.-'.u1.c.---1.1 Dscpinary Table ;;ILI -:nm
1Dr '5233.5{:! {II":C p&P] cml“" i - Save Gama Chang-u- Flﬂ'ﬂlfﬁ Team Names - Ouarter Fnal Group l'_',.-',-pr ahir

N8 35 Compndi prmm T Skl Levels - Extra Tima - Panalty Shoot-Out - TEXT
TCH SBMULATION rciuding 5. Goal Times. Namod & Recorded Goal Scovers
irgury Time. Corners. Froe Kicks. Match Clock, Penaftes - and MUCH MUCH MORE

CRICKET MASTER- A SUPERE SIMULATION OF ONE DAY CRICKET - Captures i DFAMA
and ATMOSPHEHRE of the One Day Game - Waeaimer, Wicke! & Outfisld Conaitons - Bamng &
Bowiing Tachcs - Team Seecton - Fasl Soen & Madum Pace Bowlers - 4 Typed ol Batiman
Selnct Falo Layout - 3 Shill Levels - Wides - Byoes - No Ball - Run Outs - Msheid Dieopeand
Caiches - Scoreboard Baming & Bowting Anatysss - Flun Rate - Flun Smgle Opton - 3 Game
Speeds - STAR FEATURE: Compiote Maich Overvew showing Bal I oy Bl Acuon |‘.I:,|1"-"1nn
tary and MANY MORE FEATURES. Price nciudes & FRE of CRICKET MASTER

Scorethesn
Sortware S b Commonore Armstrad
availabnlity Arvy 48 128 B4 128 cPrG
Tape Disc +3 Tape 5 14" Desc Tape ¥ Dusc
PREMIER 1 L6 45 £:10.05 [7.85 £1045 £7.95 £11.95
ELUROPEAN 1) 0695 1098 £795 1048 Ul ]
w:._:m D FHAM:‘!{JNE f6.95 £10.95 £7.95
. TG "
A 4BE 28K chord Wutormelerence iof keybonrds LT - S -

instani Access io over 1000 chord/scales

«  WHATAPERFORMER ! reviewsa CRASHOBT) %
o Availablo with sound .. w1 £ 8.99 inc plp "
$a % O sound via MIDI vi.3 £13.90inc plp § "4
o IDEAL CHRISTMAS GIFT FOR ALL MUSICIANS "ﬂ"

Send chague of P.O. 1o tectrics [Dept 001)
17, Whittington Road, Tigata, CRAWLEY
Wes! Susses RH10 SAMN

| WHERE MUSIC AND COMPUTERS COMBINE 002

GAREAT VALUE buy any 2 Games and deguct £2 00 rom iots
SUPERB VALUE buy any 3Games and cedudct £3.00 from iotal
FANTASTIC VALUE buy any 4 Games and decuct £S5 00 trom
lotal

Al Gamas available Dy MAIL ORDE A ror IMAME DiA TE cespatch
by 81 Class Post. Prices nciude P & P (add £1.00 outsce LK
and hyll mEtruchons

PLEASE STATE MACHINE AND SPECIEY TAPE or DISE

1
'y
u

v
f.ﬁ/*-/

2 SOUND S'I'IIIH

OICE OVER PERSONAL SOUND STUDIO
it's the 1st Hi-Fi Personal accessory which
actually lets you hear your own voice electronically mixed with the music
playing, either in your Walkman or your home Hi-Fi. There are many, other uses
for the Voice Over, such as linking it to an electronic organ or you can have two sets
of headphones plugged into the Voice Over together, so you can sing along with
your best mate. You can even make a demo tape of your voice, just imagine
singing along with all your favourite tapes, sounding as if you were an actual
member of the group and in the Recording Studio with them, it’s really great fun.

opy of Back Track 1, containing music of Madonna, Diana Ross,
5 Star, Whitney Houston, Wham, Simply Red, Swing Out Sister,
Mel & KJ.ITI. Boy George, Mental as Anything, Communards and FEITY Al-::l

140 High Street West, Glossop, Derbyshire SK13 BH]
Tel: 04574 66555 & 04574 67761




Cust (RS (DK EASTRATES O
EROTELTAID =E SAUT DU
ESAS FALED nireyd TE nAEL

L e TR O

i _W',]I_-ﬂ"'}_, JI,!.'E I_ 1"““};
i PO ORI
WG g 2 La

-

T R ERALD Y DOT
(- @ I Ry T o
iy A AR

P e ™ e
o ST A LTI BT
oy FLLEE S AT I RE —_—
TR ol ;AR A S e # - - |i

3 a - w3 e P EL

(™ 70 5T Ay e
'm‘f- ""'f S ﬁ J
\ A GRAEHT *

— & 3 1

*

FEE BECKT T3 T O
vE  AlaAlry LSNFT T W
EXCTTmeg 7 . F ST T

P

CRASH Christmas Special 1987 141



» REDIYI-D: two issues ago we tried 1o show you how 1o use the GRASH 3-D
supplied with isswe 46 for your own 3-D artwork, using this King Grub
as an example. Stupidly we missed oul the two crosses on each

which are essential to the all
picture o Koy G operation, 50 all you gol was King Grub
Here the pictures are again, complete with crosses, and here's what we
mMMmﬂ-m the RED drawing, but before tracing the with
your paper over
your red crayon trace the two little crosses carefully, After the

BREAK IN A
BOUNCING
BALL FROM

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

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

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

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

CRL's got balls — but they're going to be minus one when you've finished
with them, because a real live leather Tango Mundial football {as used in
cup matches) plus 20 copies of CRL's Ballbreaker are up to bat in this

which we réviewad a couple of issuas back. It's one of the latest in CRL's
varied range - this month they go to the opposite and of the market with
Jack The Ripperi - and to shamelessly hype some of those past CRL
successes we've devised a word square,

All you have 10 do to win the leather football and a copy of the game
as first prize (or a copy of the game if you're one of 20 runners-up) is
find the titles of ten CRL games in the word square. To make it that fittle
bit trickier, we"ve split up the two-word titles and one word has changed
direction in the middie!

By tha way, we didn't mean to have BUG, BUJJET and GAAC in the
square — 50 no prizes for finding those computerish words. (If you did find
‘em it would mean you couldn't spell, anyway.)

Put a line each hidden word when you've found it, fill in the
form and rush it all to LET*S PLAY BALL WITH CRL COMP, CRASH,
PO Box 10, Ludlow, Shropshire SY8 1DB to arrive by February 1.

' The decision of CRASH's judges is final in all respects — and who needs

say more than that, really?
AFRCETI 6 HOGI
NCEW 3 RT AW D
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TECHUONICHEOTECHUNICHEOTECHOAC

OTHER MANUFACTURERS sogrg s oty n e . sbed et

increased processor speed {SMHY) s offsst 1o some extent by contiention from the wdea orout.
: b program code st runs faster than on anormal Spectrum. Thes doesn Y abways affect games, which
Thare's no shortage of firms capabie of buiding the Spectrum It has basn made, with varyng degrees are oftén synchronissd to each display frame 5o that tey run at 2 constant wpeed regardiews of how
ol icensng spproval, m @ et seven coundnes. it's pogsibie those mactnes could sarface inthe LK, mmmwmm
nd thene's 850 8 good chance that we ¥ see Spectnum clooed’ - akin to copies of the IBM PC and Apple The g perclare's hardwine designar clasrs tolal compatabiily, bud | don't believe that ‘| havent

1 = from new masulacturers ..-"j:IFle'T'f it doesn' i hiresponded - 50 Tech Tips will best fhial with 2 set of the most b 1
Sancctae's hrsd comyuters were madein al the Timex pland in Dundee. This becl {0 2 el it pered programs | know
Tirrsean i the LIS, which had sold virst numbers of 26-8}'s ander the rama TRE 2 00 The super ﬂ_x.f_n_g. _-::;;-,.!ﬂwmhﬁnﬂmywmmwm
Timex obtsned rights io the old Spectrum bt added a sound chup, extra ROM and a naw you ke by :,;—.:-,; ;~ tape A leadeg  inbo the supercione's BAM, | suspect thal hs claim & b
kerbioard bedone leonching the TME-2068 in late 1983 This wadat wery compatsble with the Spectrum Bsed o the use of such a technique The haedvans imposes ng restnchons on memony paging and '
Though i could ave beer made much mone 2o with & Btlle extra work, It fopped i the Unted States, | the display can be in any | 6K bask J
b hundrets of thousands were sold recendly o the Polish 7oermment The supercions's own FOM supgorts the mos! important Spectnm system calls - display, keyboad

Afactory in Beaod is reportidly Churming ool ubber deye: e trums o Dhe Lo At a0 ket rput and w0 00 - with dferent code Cascefte faes e U Specirum lommad bul normally SAVE 508 1
s often happens in Branl, Microdigital the makers, started off buwiding machines under icence and faster than -_'~+ Spectrum tne LOAD routme anyses the tore it e slart of each e and sutomalicaly

later decided 1o go o alone. And there's said (o be a Fussan Spectrum clore adjusts 10 sud the speed of the reCording

The Spactrum 128 was jontly developsd by Sincias and Indescomp, 3 state-funded Spansh The supercione haa m'a tEASIC acapl oty resembva Sinelar BASIC Andy Wright, of BetaBASIC a
masufacturer. Many of the features of the 128 came from the Times 2068 farme, & a consutant on that part of the :t'.' Present ;.}--mlmmmm&mmﬁn

The Specirum -+ v assamblad by AB Electonecs in South Wales snd Samung n South Korea - 2 BASIC programs directly, unless y load a page 0 FRAN with & copy of Sinchar's IX BASIC ROM. {
firem St s bt maschines for Amstrad, The + 2 and + 3 zre wnembled o 1 powar T irtermal fourre -:| Ja‘—« ! g .., nr.-r- are? loow pieograems b braak Sinctair's 40K mil

I ey ways Ihe 43 mione @ Spectngm cione than 3 true Sinclar Spectrum. Wht makes 3 the Saperclons BASIC programs can be & yot GAM The sk syste lor the machine is st in

difierenc i that Ametrad owns the righte to the Spectrum Amstrad machines can <tart off 1008 develanment. but shouldn't be a gr abiem :I-.e comgany devloping the hardware alveady has twe
compatitie, ot keast in theory, and the company s lawyers Can threaten anyone who tres 1o copy the Specirom disk intertaces 1o ds credd The planned e for the-Sipascions i confroied diesctly from

desgn the lopic aray, comes wih anciher | 78X of RAN. and sosts the same 25 the computer £99.55 The
m}"rq is the capacity gettng on for two megabyted on siancsnd gk, using & new iype of
ROM RIGHTS halfhesght 3 5 nch e
In pracie things may not be 50 simple. The crginal 16K FUTURES

Spectram ROM - the anly part of the bulitin & needed for compatabety - was writlen by 3

mmaths brm, Nine Tiles. Acc 10 the rather And .

: , ; Sich mlll lhmmmMINWhﬂm Hzearly .IIJ‘.:TTI ,r::,-.""'l ‘” -'v'-.'.:i?rtj*rmmmmlﬁ'mﬁm-m
Thet legal pastion s compacated snywiry, Saven years ago a frm caled Comp Shop copsed the ROM PRGOS B05 G 20 MG SO i iy comes through and production starts

. It seeims iy frat the machne wi be cr 2 efof e Summe of 1958, and 1t may take longer
chip in Sincla's ZX-80, bo produce a maching called the Micro Ace. When the case came docourt Sinclar |, ey & o the courts it the designers ane confidant of thex kegal postion,

was urabie 10 cowinGe the jucge that the Micro Acs ROM was 3 comy of the 208D code, because the sl gy i ol 2t
]t!:ﬁh":ﬁﬂﬂiﬂ' code n the chi! .:_I'J.:n”':;: i —,-..,-..-._.r kel --1.- o memm It &l very extilting

= s topy of the ZX-80 keyboard. It nesd nol have besr; on the hass of that case, it would be quite
possibie to clone the 1680 legally. The lw & no cleansr now than i was then
Soon sfter that case Sinciar produced the 081, which, M the Specirum, incomorates 3
tompEcated catom . ‘?ﬂdﬂﬂhﬂbmﬂﬁﬁﬂﬂﬁﬁhﬁiﬁ“
mumpmmmmmﬂmmmmmﬁmmﬁ et
parts.

P | gy, ] e . e e § Bt

THE SUPERCLONE

Foor miuch of the izst yeir, n considenabie sacrecy, 3 taam of sxpenenced computes-dessgners has bein
hwhing around the prototype of a new 128K Spactrum design - 2 true Spactnm clone with
atanget price of £9995 2 prOCEADr BN0 anpRoved aghics

Thery reeed it bears! 3 malion pounds to start produchon, and have asked that their wel-known comoar,
niok be pdentdied 18 sensitve francial négntiations with 3 mayor industry backer are concluded.

Thee suuparcione - i by no firm name ol - is deggned very much inthe Sinclar cyls, though e,
much more madem components. It hiss 126K of RAM, 320 of ROM, and 2 2808 processor that nans up
{0 70 per cent taster than the Spectrum’s Z80A, The prototype’s sound chy = the same 24 on the
Aemstrad/Sanciair 128 and Atwri 5T the designers would prefier 10 fit 2 more moden siereo chip, but
that mary be & bad move 4 1 reduces software compatibility,

Tree oniy cithwer chip on the man circult board &5 @ massive Bd-pan | 800-gate logic amay, which Ues

haﬂmimﬁrlﬂmmd W0 ports.
MWWﬂHIMﬂIHHWMMMMMU
you can hive 80 BO-Column bwa-colour et Best of all, there 5 3 new | 6-colour graphics mode,

with eight independent attributes for sach row of dots ina character square. Games that use that made
showid look imprassive, with bess block Sicker than current Spectrum e,

The ports on the machine inciude one standard sacket Tor 2 joystick or mogss, 3 teisphons socket
o WD {rusical instrument] input is wed 25 outpud, & casselte port, two network sodkets srmilar 1o
bt mcompatibie with the DX network, and outputs for sound, RGEVSCART, Composite wdan monitors,
and PAL UHF telivisgions

There's lso 2 light pen port which works properly, unitke peevious Spectrum light pen ports, a5 the
m;mmqmmmwmhummmmmmuum
scamed by the TV 2t anytime. Thes will be very ysebul bor game-programmeess even f the light pen isnl
uted Most garmes have to wad for the start of a frame 10 be ure they're not uptething the deplay 1
15 crawn. The regrsters make such cauhion unnecessany,

The final dsplay circuft 5 on 2 separale board, and & nof needed f you're using a monftor - which
magkas, the maching chaaper for educational users. Sound s routed theough the TV or the socke! on the
tuack of the machine: there's no speaker insde

Medther serial nov paraliel ports are standard, but an tphlﬂ
perphersis ke the Specdrum. Kesmpston ovstick and mh targat price £9
- can be used fo connect that port to & Centronics printar.

The heybioard & bk that of an Aprical, but with Sewer héys and no MicroSereen LCD duplay. At st
you can press a second key before releasing the first one, #nd the computer st reads bofh, Commands
are typed in full: there's no keyword-entry, internally the crcull s stil besed oo the Spectnam’s Alkey
el with 30 exira eghl ks i 2 new bank,

THE SUPERCLONE’S COMPATIBILITY

The supartions is highly compatible with Spectrum hardware — the sound, keyboard, caceette and
cesplay parts are i the same places, and the memony-map can be antical 1o 2 48K Spectrum. 128
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+3 FAULTS

REPONTS of +3 problems are coming in thick and fast I'm still not sure whether program
incompatibibfies stem brom mesicads o hardware falts, but i sesms Amstrad has infroduced extra
orcultny in the + 3 that banishes the Spectrum’s oid tolerance of tape reconders. Gaps on tape fill with
rose 85 i 2 level-confol circull were working overlime. ¥ anyone has a cure for thes - or can tell me
what 1o dsconnect - please write inl

These are the more specific probiems:

1 MISSING VECTORS
Sinclair's Spectram 128 contained a table of addressesy 5o that vou could call routines in the editor
ROM wal hosit worrying about charges between versons of the computer, The Sinclar documentation
s it was impartant 1o use those addresses to presenve compatabilty with fufure machines
w&&;ma address $1303 in the Spectrum main ROM_ attempts o page nthe
+ on the +
It s, a5 you might expect’ This causes problems for programs that call the code directly.

2 COPY BUGS
an Giles of Three Inch Software has got two drives on hs +3, and reports that while COPY A to B
works fine, copying the other way does nothing at ail This is because drive B: & never get up in the
second case, 50 the system copses a zero-sred disk - a bed and pomntiess process.

A mare sefioys bug crops up when you COPY fes from drive fo drive with a large program or
machune code in memory. The fle COPY routine wses a 2K buffier to stons the iformation & is copyng.
but uniorunately that buffer is stored in RAM bank 0 &t address 50689 - on top of the last 5K of
BASIC workspace, cormupling your program of data

The +3 manual suggests thal no-one knew quite where the buffer would po when the machne
wat documented, “Mote that the +3's COPY command may well use buflers in the second screen
#za il says on page 189, The second screen s page 7, and could be moved in place of the are
presantly clobbered - but that doesn't happen on curent machines.

3 SLOW BASIC

Ween the Spectnum came out @ was criticsed for the slow speed of its BASIC. That's always seemed
rather unfair to me, especially a5 2X BASIC has many timesaving fniendly features - not forgetting
wariable vrlues when you edit a lne, for mstance. In any case, the bodges and patches added over
the years have slowed down + 3 BASIC

In tésts with 2 new + 3 and rmy old lsswe 1 Spectrum | found that Ix BASIC rurs hetween 30% and
0% slower in +3 BASIC than i 48K BASIC. It's worth bearing this in mind i you're programming a
;;tw especially as you still can’l enter more than 41K of program and data, even in +

4 MISSED CONNECTIONS
The +3 has an edge connector at the back which looks like the one on eather Spectrums, but
appearancies are deceptive. The wdeo signals are no longer present and, more importantly, the Y
power supply used by some pRnpherass 5 mesng, a5 is the -5V supply. Luckily the man reguialed
5V rad 1s still there, 50 smple inferfaces can still run from the Spectrum’s internal power
The mest importart missng signals are I0RQGE. which used to let you tum off the logic array, and
ROMCS, which desables the computer's ROM 50 an external dewice can supply aiternative code.
Nothing with s own ROM will work on the +3 unless &5 redesigned - this includes maost clever
fhangs. like Muitifaces, Microdrives, the VTX modem and Currah Microspeach, A new Multface &
already svailabde for the + 3, but the required changes make # incompatible with older machines.

H s ek e & compleatad Sianter cofnacled 1 the sdpe connacior to S s pratlam - £

and bilow oid devices to be plugged in. in theory Amsirad could reverse this incompatibilty in futurs
machings, a5 the ROMCS line has not been used for amything eise

MOUSE TALES|

THIS MONTH'S £30 software prize goes 1o Andrew Haslam, who's sent n a wonderfuly concise

| program that hustrates exactly how to contral BASIC program with @ mouse.

Andrew read sbout Paul Cofton's Kempsion Mouse problems in kssue 46; he has dscovered three

| IN commands that et you read the mouse position and both buttons from BASIC or machine code. The

listing is his peogram - & trvial drwing routing, where the left button ifts the ‘pen’ olf the screen and
the rght button clears the display. It's not reafly usehul a5 it stands. but it's a good starting point for

| further expenments.

According to Andrew, the program works with the Kempston Mouse and its clones; | haven't ot the
right interface 1o be able to test i

IN GA4T9 reads the horontal position of the mousa, and IN 65503 gres the vertical pesition. The
two buttons are read with IN 64223, which gves 252 # both are pressed, 253 for the right button only
and 254 for the left button. You get 255 d nedther bution & pressed.

10 LE-T x.—:lN 54479

20 LETy=IN6SS03 _ eNoLs
IF IN64223=253 THES ST Xy e
40 |F IN 64223=255 THE lt'

50 GOTO 10




THE SPECTRUM
SUPERCLONE rur specitiation

Processor: [icg J08, runmng af BMH: (uncortended

Keyboard: 45 ke, smia 1o Aprcot i feal

BASIC/0.5: 32 RO

RAM: 51 |6 pages frasdy mappable

Display: 256 1 132 porels mono, 321 24 character squares, 16 oolowr attribules

256 1 192 mono, 32 3 152 16 coloor attrbules

B0 x 25 charactery, han colours ooly

Bulit-in ports: RGBISCART, componite wdeo, PAL URF TV, ight pan, cassette. networh,
MEDH evioutl poystichmouse, ROM/Specirum b/ paralie] port

1988 5

i Simon
N Goodwin, Tech Tips, CRASH, PO Bar 10,
{udiow, Shropshire SYR 1 DB

7/ THE ULTIMATE

i
WITH THE DISC/PRINTER
INTERFACE
% Up to 780K storage with 35 or 5:25 discs. Add the power

% Instant transfer from cassette or disc with snapshot andsxgeedaf
button — up to 16 48K games or 6 128K games per disc. a DISC DRIVE

% Load/Save in an amazing 3'5 seconds (128K in 10 secs.) to your SPECTRUM

% Print screen at anytime with unique snapshot print. (any model except +3)
Single or Double size.

% Compatible with a wide range of serious
and most games software. Can use Disciple discs.

% From MGT... the designers of the Disciple — Supported

by INDUG - The Disciple Users Group. T
\MGT/ S
&t Francophore (ontacter
Duchet +84-291 257 BO

MILES GORDON TECHNOLOGY

*Tirmings are approcimate, depending on drive
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the same wein as the original, | levels of play. Notorious for their | had us all addicted within a short | not found much success with its

Ranarama expanded on the idea | boredom factor, reviewers don't | time. Spectrum but with the
and improved it a greal deal | look forward to it addiction be the food of love, mmémmumsm
Tumer, author of Dragontorc and | simulations, but Leader then indigestion is much the same | the record straight. Licensed from

Quazatron among others, cast the mgnmdaﬂpwm as rapeating th — we had | the arcade machine of the same
player as Mervyn, a failed although a bit slow to play at EIH‘SBG:E\MTMM'! name and programmed by Giga

sorcerer's apprentice who, by a | the start, perseverance resulted in | do too badly at 71% but failed to | Games, it followed the orniginal
series of miscast spells, endsupin | an enjoyable game which gol | satisty as muchasits closely. The object of this bike race
amphibian form. The castle has | 80%. had , thete was Growing | game was very simple - outrace
been overrun by evil wartocks and A strong contender for game of | Pains Of Adnan Mole fromMosaic | the other bikers and complete

other assorted unpleasantries and | the year was MHead Over Heels | (but marketad by Virgin Games | each course in the quickest time
Mervyn must save the day by | released by Ocean and written this time round), which did almost | possible. Each course contained
annitvilating them, and restoring | the duo Ritman and as well as ifs ancestor ai B8%, and | diflerent backdrops with logs,
Wmsell to human form in the | It had the reviewers raving. there was Software Projects, | rocks and opponent racers acting
process. Its presentation differed Set | : '

from Gauntlet, fitting more than | planets ruled by the tyrannical | Singe's Castle: Dragon's Lair Hl, | always been firm favourites with
oné room on screen at a time, and | Emperor  (from [ i i they
while the graphics were good the | Blacktooth) are in turmoil, Two | 83%. In each case the game was | improve in ingenuity, Enduro

animation tended to get a bit | spies from the planet Freedom | more than reasonable, but the | Racer lodged its way
rrmattirrm. But once againit | have been sent to provoke | surfeit may have caused the | amongst the greats of this type.
was the highly addictive revolution and recover the lost | reviewers to sicken. itlooked like it After Silver, it was Gold's tumn;
that made this game a for | crowns from the slave planets. | was time for May . . . following hot on the heels of the
Hewsan. Head Over Heels utllised the budget |, Ball, Firebird secured
On the down side, Bran | isometric forced perspective now themselves a second Smash in as
Clough's Football Fortunes, which | a commonplace. it led 1o an MAY many months, at£9.95, The
had festured on the Christmas | immediate comparison with the Sentinel still wonderful
Spacial cover, enj less favour | earlier Batman as well, but Ritman i

than fortune, 42% for CDS, | and Drummond injected muchinto
pecasioning comments typical of | the stale formal. For a start the

many hybrnd boasrd/computer | spies Head and Heels, separated

games reviews before it - it | at the start, had different abilities,
seemed the software side had | and were controlled as separate
bean neglected units or could be united to perform

US Gold's Masters Of The | tasks that each alone could nol.
Universe licence hit rock-bottom, | Added to this novel approach were
while Leisure Genius fared only | the many puzzies, coliection of
slightly better with the licencathey | objects whose purposes were not
had been working on for well over | immediately apparent, and the
a year, Scalextric. Electric | marvellous arcade action. Head
Dreams, oo, seemed to be a | Ower Heels more than adequately
software house In search of | proved that good computer
success afler its pre-Christmas | games do not depend merely on
launch; Explorer, the game | appearances but on game design
boasting a ludicrous 40 billion | as well, and it cenainly deserved
mappable screens, and Tempest, | its rareaccolade, a Smash at 97%.
the wire-frame shoot-"em-up from Breakout games enjoyed a
the arcades, failed to impress | comeback, and Imagine's

Fortunately there was a | of 59%.

ight though, and undoubtedly This souped-up version of the
the evant of the month was an | ancient hit, despite some odd
interview with Bernle Drummond | programming which made some
and Jon Ritman, the men behind | of it idiosyncracies a bit hard to
the hit gama Batman, which gave | handle, proved toc ba thoroughly
the reviewing team their first | addictive. After five years the
glance at Head Over Heals — but | game hadn't made any
more of that in a moment. improvements on the original, but

games naver die, simply
APRIL rmﬂm.Thnmvn;mwuba?‘lﬂi&
[ ‘ when many readers, homified at
the low rating, attacked in the

THE APRIL issue of CRASH saw | Forum, a fight which was to hot up
50Mme sPring | at the | in the ing month when
Towers. Founding editor and all- | Gremilin ic's  wersion,
round slave-driver Roger Kean | Krakout, meceived a higher
was taken off the mantiepiece, | percentage.

gven a good dusting and Breakout was nol the only
reinstated at the helm while | golden oldie to be rewritten this
Graeme Kidd departed with the | month with the advent of Classic
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thesa hallowed pages was k
Richard Eddy, who made the | back flashes of nostalgia, it did
transition from AMTIX! to CRASH | little to impress, scoring a
reviewer with the minimum | miserable 41%

amount of fuss besides the odd Telecomsoft's first Smash of tha

')

[

cry of ‘bwah, monster’ and his | year came in the form of Firebird o>
dniller killer ; hvnr’sf.ﬁanmtwnuprmidad = -
US Gold's CBM B4 hit Leader | astounding value for money, and -
Board finally made it on a | after some tediously sub-average
Spectrum green. it took us all , showed that Firebird still
hours of persuasion to dissuade it in them to produce an
Roger Kean from don his fiat | excellent low-cost game and gi -
cap and awful houndstooth-check | Mastertronic a run  for i
ﬁusiwrsmgwﬂngﬂrtaﬂ btmm"ntﬂblumw 5
Leader Board was very & ent digitised speech, best
g simulation we of ’
amplifier as the Spectrum’s own '

e (L




redease of the = and for some
time. A 3-D perspective

at the end of the track and escape
to further adventures. Unfortu-

known. A continuation of
adventure writing systems, PAW
was axtremaly well documanted,
making it much easier 1o use than

rm _ mmu’i‘acityfrmn
nvading insect armies, destroying
the Queen ocould

in 1'Iy mode, boasted
extraordinarily atmosphernic music
which Ben Stone kept playing until

we all felt like lasering him into

oblivion.
For two years Mike Singleton
_nud held Brewster in his

mmmmmmmmmm
p on the part of one
of the and the computer
controlling the others — used a
z‘pﬂsipym lormat similar to that

vs Spy. It looked very good,
but we felt it was a bit too easy to
be really satisfying, alt the

of tha earfier Was in
wdm-mmmm,
attribute problems gave
prph b oy o
wasn't , with slow,
jerky scr ing down a
game, and
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P A somewhat bewlidered looking Sweevo oncounters the over -friendly doiphin.

workd known as Deathbowl. The
famous Gargoyle sense of humour
clearly emearged in Sweavo’s task,
pulling out aach of the four plugs
that heid the water in, as assorled
nnsﬁmadanﬂhm%mgm rid of
him. Stunning 3-D isometric
graphics sel on several levels,
amusing animation and devious
puzzies made i a hit, but
Hydrofoo! was very derivative of
Sweevo’s World, and more likely
tum.ﬂm'lm. to fans of the

In guick succession Ultimate
glipped out another release in a
marble vein of madnass ~ Bubbier.
h was an improvement on
Martianoics, though not by
sufficiently lar a margin 10
improve their flavour (o full, Tha
planet rkon, under the sway of the
avil wizard Vadra, could be saved
by corking magical botties that
controfied his power. Once again
Uktimate chosa to usa
monochromatic 3-0 graphics with
smooth screen scrolling. Inertial
effects coupled with the awkward
control method made movement
aglong the walk-ways difficult
Presentation may have been fine
but gameplay was lacking, and
mixed feslings amongs! tha
reviewers, led to an overall rating
of 78%.

Not one to be ouldone, June
saw Derek Brewster following the
Playing Tips supplement with his
vary awn Adventura
extravaganza. Rainbird finally
released a Spactrum version of
The Pawn, an acclaimed Atar ST
hit. Sadly it came minus the pretty
graphics but still enjoyed Derek’s

o oo

managed 1o
top this, however, with Shadows
Of Mordor, lollow up 1o The Lord
Of The Rings. Following the further
adventures of Frodo and Sam in
The Two Towers, it left the player
to choose which character to play.
Shadows Of Mordor retained the
use of inglish (the vocabulary
system which made The Hobbit
such a big hit), but only 128K

Spectrums had
O e o g eamcxy
were also in full sequel
mode and chasing another Smash
with Sabotewr Il (or should it have
been called Sister Of Sabotewr?),
With the hero of Sabotewr dead, il
was his sister who took up the

central role in a bid to stop the
Dictalor from using his hi-tech
missile systems, while android
WamoE were out to stop the
avenging angeling. There were
improvements, but in style of play
and graphical presentation i
followed the first game wvery
closely. These similarities resulted
ina rating of B3% . Had a little more
originality been usad it might have
mada it to Smash status.

Elsewhare the software fronl
was dismal. Ocean's Army Moves
looked good bul odd collision
detection made it frustrating,
Hewson slipped up with
Gunrunner, a scrolling shoot-"em-
up with a stale format,
Quicksilva's wire-frame BRed
Scorplon was a poor Battiezons
rehash that et everyona
wondering whether the once-

real software labal would ever
ind a ol merit again. Even
uiirk disappointed with
Mr Weeams, while Mario Bros from
Ocean was hardly the coin-op/
gamas console conversion we
were hoping for, and mosl
ludicrous licence (probably) of the
yoar to date came from Activision
in tha guacky shape of Howard
The Duck - and it was out for a
duck as weill.

At the wvery last moment
Barbarian dashed to the rescue
Palace Software not only caused
controversy with their adverts, but
the review of the game didn't go
down 1oo well in some quarters,
Simple enough in theme, it was a
savage beat-'em-up with swords
in a gladiatorial arena, but the first-
rate practice moda and two-player
option (on the cassetta’'s B-sida)
together with fine monochromatic
animation, made Barbanan one of

the best fight to emerge for
a long while. Not quite a Smash,
but very nearly

! JULY '

NOW the ‘summer slump’ really
started — it seems to get later every
yaar —and not only did the number
of games decrease but there was
also a distinct lack of quality
software, only Zynaps and Killed
Lintil Dead saved the day.
Recovering from the uninspiring
Gunrunner, "s et shoot-




‘am-up (an old-fashioned genra
which had hardly ever been in their
repertoire) saw a change of pace,
ideas and presentation, Zynaps
was a classy, high-speed,
horizontally scrolling gamea, just
about the ultimate in Nemesis
clones in fact. Additional
weaponry could be collected,
improving your chances againsi
the aliens but, basically you were
on your own, Wih code by
Dominic Robinson and snazzry
graphics by Steve Crow looking
bke colourful, smooth-moving
works of arl, this shool-'em-up
was a joy 1o play. Zynaps served
o relieve the boredom of a
software-starved month.

The big surprise, however, was
Killed Untif Dead - a surprise
because although the reviewing
began early enough, no-one
noticad how much this quiet game
affecied everyong eise . but
more of that b&low

Belore the month oescended
entirely into a slough of despond,

we had Stormbringer on M.A.D.,
latest in the long line of
Mastertronic's ‘Magic Knight'

games. Having metumed from
Knight Tyme the hero had spiit into
iwo personalities; oné good and
the othar decidedly off colour. In
marging the two egos you restoned
White Knight to his former gm“l)‘-’
Programmed as usual by Da
Jones, it followed the same format
of tha previous ‘Magic Knight'
gamas in collecting objects and
grouping tham togethar o solve
tha numerous problems. And
githousgh it Iwved wup 1O
expectations already st with
colourful, detailsd graphics and
devious puzzles, we werg split
owver it; two reviewers reckoned i
anexcelient buy at £2.99, tha othar
pointed out that it added litthe 10
the well-worn formula. The rasult
averaged out at 86%.

And then theres was Thing
Bounces Back - a sequel without
a Spectrum predecessor. Gremlin
Graphics's Th:nEanA Spring had
been a big CBM 64 hit with its
umquely cute DoINgING character
in hattle against wickad toys in the
evili Goblin‘s toy factory. In the
unprecedented sequel Thing
attemplad to stop tha fliow of awil
playthings by coliecting
components of a computer. The
oy factory was an industrial
complex of platforms and pipas
which provided a game on par with
tha Monty Mole series, bul
disappointing documentation and
awkward controis let n down
considarably

In the same month Gremiin
released, at the slightly lower price
of £4.89, Allen Evolution, A 3-D
scrolling game with more than a
passing resemblance o the

B Where it ali starts, seated at the desk, tape recorder on pause, istephone polsed
and notepad at the ready. Sleuths have never had if so comfortable!
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this one contained as many thrills

and spills as could be reasonably

gd:.%ec!.ed, and scored a very high
1]

As for the rast — well July is
probably better forgottan except
for. .

Kilted Uniff Dead. So thera we
wera, sitting at the hack end of the
schedule, putting the last of the
reviews together, when suddenly
Paul Sumner notad that he'd given
it 93%. Roger Kean looked at the
other commants alraady in and lat
fiy with a gaspl A Smash had crept
up on us! US Gold's detective
gams was sat firmly in favourite
sleuthing land, a closed

ervironment with only lellow
amateur sleuths as the wvictims,
murderars and hunters. Al the
Gargoyle Hotel all the world's
greatest mystery wrilers had
assembiled lor a reunion but one 18
a murderer and another the
intended victim. Your task was to
solve the mystery before the event
could actually take place. Kiled
Untif Dead was an enjoyable and
invalving mixture of intrigue and
action in a race aganst time,

topped off by atmospharic
graphics and compelling
gameplay — it lluminated gloomy
July,

il AUGUST '

NOT CONTENT with resting on
their recently regained laurels,
Hewson folliowed up July's
Smash with yet another all-
blasting shoot-'em-up called
Exolon, Tha thema was hardly new
= mercenary is hirad 1o nd a workd
ol numerous beasties and
unfriandly milltary installations
using a powerful laser system and
grenades for the mora slubbom
obstacles. Bul Exolon's I'I"tﬂil"l
assets lay in its very large,
coloured and Mmghly dutaalm
gaphice and the smoolh
animation of its central charactes
And the gameplay was all you
would eaxpect from 2 lavishly
pesented pece of action
software. The 125 screens also
showed that there was more 1o
Exopion than just pretty graphics.

It has always seemed strange to
me that no-one had picked up
Flash Gordon 1o tum him from
celluloid hero to a pixellated one,
but M.AD. finally did it and
obliged with the game. Sadly the
resull aped soma of those leatures
which are nostaigically regarded
today with fondness in the films
but which don't look 50 andearing
in a computer game — such as a
poor plot and dreadful sffacts.
Divided into three sub-games,
Flash dashed through ungles,
beat up cave dwellers and showed
off his prowess as a motorbike
rider. The graphics wema quite
dreadiul, and as one noViewer
remarked, Flash looked somewhal
like a8 deap-sea diver. A
disappointing game that held few
surprises in store for the player

After many rumourad launches
and subsequent delays, Ocean
scored a Smash with the 128K
version of a game based on James
Clavell's best-selling novel Tai-
Pan. Central to the piot was trader
Dirk Struan who wanted fittle out
of life other than & vas! Tortuna and
to be boss of a trading empire = its
Tal-Pan. It was, nol unsurprisingly,
a Iradm&%omﬂ whara you stanad
with & 000 loan to be paid

»  Vitorc The Besufind batties through screen aflor screen of highly colourful and explosive action
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ancient hit Ant Attack (reviewad in
Issue One), @ had the player
ridding the planet’'s surface of

imvading aliens. Though very s
derivative, it remainad playable - l-l-:':
and reasonably addictive, but the
passage of tima alapsad since Ant

Attack lowered its rating to 75%.

The MicroProse association
with American Origin Systems,
noted for their accurale attack-
fight simulations and softwara
personality boss, ace fightar pilot
Wild Bill Stealey, finally resulted in
the Spectrum release of F-15
Strike Eagie, Flight sims rarely look
thair best on the Spectrum, but







» Cutting a swath through galactic history in Mercenary
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back within threa months. Trading
gamas have a long and sometimas
respectable Spactrum history, but
they're usually st down by
rapeatition Ai-Parn's action
couldn't be described as high
speed but the wealth of things to
undartake, such as purchasing
and crewing ships, risk taking and
avoiding the depredations of
pirates on the high seas, made it
ona of tha most enjoyabla games
of tha month.

Darek's advenlure Smash for
the month marked a retumn 1o form
of Macmillan’s software arm
Piranha. The Big Sleare was
wiitten by Fergus McNaeill and it
was a ditferent approach for the
writeér renowned for his hilarious
parodies of batter known works
such &8s The Lord Of The Fhrﬂ:
{Bored Of The Rings). Cast as fi
noir private delective Sam
Spillade you had to solve various
cases that fell into your tawdry
office. As with Fergus' earfier hits

II.
g.=

gu=ngl

it was tha haﬂﬂ whnw;ch
por'foratqrvg t faxt that m
Derek give The B Sﬁnmﬂa%
Vetaran
Realtime Bntmm- ruhasad
Starfox, their second game of the
year, this time marketed by
Ariolasoft  offshool  Reaktdr.
Piloting the mighty craft Starfox,
the player had to save the universe
zgidagam from marauding aliens. it
many of the good points that
made Code Name Mat and Elite
such classics, and it deviated
slightly from Rasaltime’'s shoot-
‘sm-up format, Planets had 1o be
located, mother ships docked
with, enamies dastn and
numerous other tasks had to be
camied out. A combination of
filed-in graphics and vectors were
usad to represent the anemy
ships, Whila both Mike and Robin
thought it highly imprassive, Ben
was not 50 convinced. Ha laballed
it ‘unplayable’ and brought the
overall rating down 1o 77%,
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US Gold's Road Runner, a
conversion from the arcade
which was, in tum, based on the
cartoon, falled to convince
everyone. The game dasign
wasn't entirely salistactory — Hmd
Runner hurtled d'm
collecting seed by the
infamous Wile E Coyote, while
tmcks crevasses, boulders and

mines all barred his path

iung iife. Through a multilcad

, US Gold tnad to captura

the cartoon’s atmosphers ug::

this led to the dreaded attribute

problem rearing its ugly head once

again, and together  with

Wﬂﬂlﬂ- about the awkward

character control, lad to an overall
rating of 73%.

The other big licence was
Domark's second attempt at a
James Bond film, The Living
Daylights. 1t was divided into
saveral laveis following the main
action scenes from the film. In the
gama this took the form of several
sirnilar scrolling sactors where you
killed baddies. The only thing that

seemead (o C were the sactor
ba.ckgmunda giving an all round
. Poor on-

sum presentation and siack
Mﬁﬁh let down what was
potantiaily a fine game.

As a relfreshing cw from
coin-op conversions tie-ins,
Pete Cooke released his sacond
hit of the year. Micronaut One

ad two changes In
direction for Pete, he had moved
from CRL to Nexus, and after two
Tau Ceti games, abandoned the
formula to do a very fast wireframa
3-D tunnel game. At that, it might
have baen guite ordinary, but the

d network of tunneis

were infested by an insact form
with three distinct bi
siages to their lives which
immﬂm?;ﬂgn;;m.ﬁndalmwx
1 was now accept
intricacies of Pele's front end with
multiple options, plus a racing
game to improve the player's
steering abilities. Rated at 92%, it
reaffirmed Pete Cooke's position
as a lop programmer.

A pity as much couldn't be said
for most other programs reviewed
in the issue. Ariclasoft’s licensad
Challenge Of The Gobots palled
very quickly, Ocean's attractive
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looking Mutants tumed out to be
unaddictive, Reakif had three
disappointer sisters in Killer ng

and Mountie Mick's

Rl Gt an e
deathl), the miuch-heralded
Leavigthan from Software
flapped and flopped,
rmiadk

crash-
planet Targ, and the essence of
the game I8 1o seek a craft to

escape from Targ's gravitational
well. It's to your T that war
hmmgﬂmear between the
Mechanoids and the Palyars for

cradits to buy a super ship you can
be a freelance fighter for aither

below the planat's surface. And
while the game featured

exceptionally fast, smooth-
maoving graphics, it also mixed in

Mearcenary,
hhmnmov«uhmwufﬁﬁ%
Virgin Games's unaven record

improved a touch with Rebad
.m‘vntl‘rmlnihﬂhﬂgth‘mﬂ!bird‘&

Faracterisod 1967. The graphics

ware attractively detailed, but
Rebel spiit reviewers over the
value of its content — Paul thought
it hard, Ben iginal. It got 76%.
US Gold's attractive but strange-
looking Survivor also split the
reviewers, coming in at 70%
Overall,

On the budget side, there was
little to recommend though quite a
lot of it, few of the achieving
more than 45% sama could
be said of the full-price games. to
be fair). made a fine
exception with Joe Blade, bul
even that caused controversy;
Mike and Paul loved the
(90%) while Marik t ht it only
above-avarage at B5%. After a few
nasty scanes involving a ner ball
and a Biro our exalted editor Roger
Kean Intervened with a cry of
‘enerl's anerl’ (I've been waiting to
pull that joke for months) and an
Overall rating of B4% was :
Playing the part of Joe cyou
explorad the el rax

&



Bloodfinger's stronghold 1o
rescué six world leaders, armed
with disguises and a trusty
rmaching gun. The cartconasque
bul monochromatic  graphics
enhanced play, and it was agreed
that Joe Biade had playability in

F

» I'm no soppy girlie, I'm Athena

gacond with Stiffip & Co - but i
was, of course, a terrible emror thal
apparently occurred in layout, and
fortunately fooled no-ona, for the
?ame belonged 1o Palace. And a
ing oddity it was (oo, featuring
Viscourt Stitflip and some friends

Hi ~-SCORE
O3OOO0

including Mike Woodroffe
(Gramiins) and Teoman Irmak
(graphics for Touchstones Of
hiannon), it played much like
other, prcier Adveniuresoft
releases and Derek rated it at B4%.

ov
=

abundance with enough thought
required to keep the player
returming 1o it time after tima.
Odin had developed an ultratast
horizontal-scrolling routing which
at one point they hoped might be
used by Thalamus for a Spactrum
conversion of Stavros Fasoulas's
Commodora B84 hit Deffa. In tha
event nothing happened on that
frant, but shortly afterwards Fire-
bird put out Odin's Sidewize,
which did bear more than a pass-
ing resemblance to Defta. Other
magazines rated it guite highly, but
it found less favour with CHASH at
only 50% because the attack
waves wore all the same and pre-
dictable. And with Quicksilva
going down the tubes, imagine
gliding disappointingly oul with
Gama Over and aven Piranha fail-
ing to impress much with Don
"s Flunky, i was lafl to
Ocean, Palace and Elite to score
lop arcade marks along with
Novagern
Continuing tha spate of beat/
maim/kick-"em-up-type games,
Ocean served up Renegade,
much {o the gratification of certain
bloodthirsty reviewears. Hara was
one of the very best streat-fighting
games of all, where you had 1o
cross five landscapes 1o reach
your ladgy love Lucy: the basic
theme of each was (o defeat mug-
gers belore they stretched you
out. The graphics were detailed,
marred only by the odd attribute
problém. And theré was cerainly
lenty of action, though perhaps
E@-COMmpLto entertainment
neads a little more vanation than
games in the arcadas,
In CRASH it looked like Nova-

m&;m content with just one
in a month, had scored a

in an attempt 10 scupper Count
Chameleon's dastardly plans for
that last bastion of British hope
and glory, the beloved cricket ball.
By manipulating icons, you could
pontrol all four mambers of your
team. Windowing techniques just
like those in The Fourth Prolocol
showed the action, which prog-
rammers Hh'm%a Design had
hélped creale. presantation
was polished and gamished with
humour; plenty of purzies and a
sacond game on the cassatte's B-
side contributed 1o a great prod-
uct.

Elite’'s contribution was Batffy
Through the year there'd been a
resurgence of the old Breakout-

type ; wa'd had Arkanoid
from Imagine and Krakout from
Gremlin Graphics, but Bafly was

the main selling point of Elite’s 6-
Pak Vol 2 rather than a solus
game, and is best described as an
improved version of Arkanoid,
Elite pushed the Breakout themea
about as far as it could go, with
beautiful presentation and simple
but compeliing gameplay. Batty
went to show that good ideas
naver fade, thay just get rewrittan.

Derek’'s Smash of the month
was a budget me from The
Power House. Cusferds Quesl, a
humorous adventure about the
antics ol Sir Coward de Custerd,
may have been a chaapie but

programmer Cralg  Davies
sacrificed nothing and provided a
first-rate game 8K was also

pleased with Masters OFf The
Universe from US Gold, who
successfully made amends for
earller releasing tha abominable
arcacie version of the same gama,
also based on the TV senes.
Programmed by a large group
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THE month's most  obvious
faature was The CRASH Sampler
précanously taped 1o the fromt
cover, with demos such as the
raphically breathtaking Oriller

om Incentive and GOU's Trantor
- The Last Stormirooper
Christmas and The PCW Show
loomed large, s0 many software
housas wera holding back on theair
latest products. Neverthaless the
October issve contained its fair
gshare of fine games.

Software had bean
noticeably absant since Dragon’s
Lair Nbut Hysleria marked thesr
retum. Reminiscent of Ocean's
Cobra, it failed to live up to the high
standards sat by the hit game
despite well-defined, colouriul
graphics and raasonably
compulsive gameplay. We fait
Hystaria offered Mile long-term
challenga. Perhaps the appeal of
tha beat-up-the-baddies genra
Was waning . . .

Ocean had two high-class
games, Athena and Wizball. The
industry walchwords wWore
‘computer nasty’ and ‘saxism’. In
September C H had reviewed
Soft And Cuddly from The Power
House, which unforfunately
coincided with the Hungerford
massacre and thus bacame
associated with psychopathic
violance, while for Over
Imagine had pushad women about
as far forward on packaging as the
marketing men dared dacently go,
and the porrayal of women in
derisory passive roles was being
watched closaly.

But Athena reversed the
traditional stersotyped roles of
men and women, with the
Goddass Of Wisdom hersell
wieiding destructive weapons in a
bid 1o clear six levels ol nasties
Unhinderad by stiletto heels and
running mascara, Athena could do
anything the typical male haro
could

For all that, in SNK's arcade

me Athena s more Bambi than

ambo, and on the Spectrum
screan she was more cule than
killer: Ocean also undid thedr
sexual-equality programme by
portraying her on the packngn?rlh
male droolerama style e
gameplay closely resembled that
ol Gnosts ‘N Goblins — Ben

thought it unplayable but Ricky |

and Nick rated it an excellent
convarsion

Wizball, on the other hand, was
a differant cauldron of frogs, for
once uniting all the reviewars. For
a start, iis scenano was invalving
Zark and his unpleasant horde had
invaded Wirworld and bleached
the once-colourful land, so the
local wizard sel out al once 1o
paint the town red and annihilate
the colour-blind swarm. A big hit
Commodore 64

on Ihe TQIm
Sansible Software, it was
transiated faithfully to the

Spectrum. The graphics were very
good, with lots of attention pald 1o
détall such as the magnificent
Mourd Rushmore. And even the
odd colour clash didn't stop it
being Smashed.

The other two Smashes of the
month warea for the Firebird labels,
o Gold and ona Silver. | Ball
2 (Firebird Siver) was the follow-
up to tha equally Smashed |, Ball
Unusually for a follow-up, |, Ball 2
was not! denvative of ils
predecessor. @ was a neatly-
presanted gama but the real crux
was its instant playability

Bubble Bobble gave Firebird
their Golden Smash. Though
retaling at a mgher pnce, the
pratty coin-0p conversion wasn'i
a complax game (Just expansive in
hcence fees, no doubll. The
conversion was competently
camed out, and helpfulty the coin-
op graphics were already suitable
for smaller home computers
Simple it may have been, but all
tha original’s addictive qualitias
wore retained

Plexar was good too. The
M.A_D. game had distinct echoes
of Gremiin's Trallblarer — you
controlied a ball bouncing along
treacherous crystal roads. The
playing area featured highly
datalied monochromatic graphics
and the lack of colour in the playing
area was clevarly disguisad by
colourful backgrounds. Again, i
Was a very simple wdea bul proved
frustrating in the right way — just
enough 1o keep you coming back
for more,

As tha yaar wore on, wa wearng
soaing more and more budgel
gamas, and they were better than
aver bafora. Hewson, presumabily
reckoning that if you can't baat-
‘'em-up, oin up, launched thar
budget label Rack-It with
Draughts Genius and Ocean
ConqQuearor, and both performed
reasonably well. Draughts Genius
was g good implamentation of tha
ancienl game, bul apar from
offaring a one-player-versus-
computer option i didn't have
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much advantage over an ordinary
drﬂu?h'ta sal. Ocean
got /7% for being an accurate
submarine warfare simulation with
3-D periscope graphics and plenty
to do once you'd got started.

TV cartoon senes continued to
spawn  Spectrum  tie-ins  with
Gremilin Graphics's release of

MASK | the first game 1o
add the numerncal suffix - 1
were al working on MASK [,

Piaying hero Matt Trakker had
to an't;r a time vortex m&ﬂ:
low MASK agents from 1

mﬂm of te VENOM
ofganisation. It was a bird’

view, muiticiractionally-scrolling
shoot- am-up-cum-puzzie-
solving played across four
ifferent backdrops. Though small
and monochromalic, the graphics
were  well-defined, and the
gameplay was en?ayabin enough,
bt the story line bore little
resemblance to the TV saries.

f NOVEMBER ’

WE had 33 games 1o review — not
s0 bad, 5 a bit on the low
side for the time of year, but what
was inting was that few of
ihem really grabbed the attention,
four getting over 75%.

one Smash went straight,
and without argument, to Elite for
Thundercats — yet another tie-in
with a TV cartoon series. Bul the
accolade really went 1o Gargoyle
Games, who wrote the game,
fimly underlining their 1987 status
as developers rather than as a
software house involved in
marketing and  distribution.
Thundercats was a frantically fast,
horizontally scrolling stash-'em-
up that made you want to get onto
the next screen just to see what
happenad thera —the prime quali
of addictiveness. And il Lion-
rather resembled Gargoyle's older
Caitic haro Cuchulainn, who
carad? It was nice 1o sea him back
again,

Another TV carloon tie-in
floppad misarably for us, and that
was Virgin Games's Action Force
by the ubiquitous Gang Of Five.
its neat concept was wrecked an
the rocks of poor scrodling, unfair
gameplay and mind-numbingly
absent game. One suspected il
had been rushed like mad into
production without much

esting.

ust missing the top by a few
par cant, Gremlin Graphics's
rerun Jack The Nipper 0 In
Coconut Capars proved again that
the adage 'if you have a
formula then do it several times
over’ makes financial sanse. The
reviewers all agreed In their
comments thal this was a good
saquel, with perhaps fewer
puzzies to solve but more (o see,
Paul's only grudge was tfial the
Nipper wasn'lt as naughly as
belore . . . strange, coming from
an aspiring policaman.

From mid-1987 onward, Code
Masters had been pushing like
m.ad. to make themsailves the top

house, with massive
coverage in both computer and
general media (including several
national papers), much of It
concentrating on the two youthful
whiz-kid owners, David Darling
and Richard Darling. By
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> With Freescape, you can see the stark 3-D scenes of Driller from any angle

November there was a touch of
hysteria in the publicity machine's
hype for the company's products
and the young celebrities
characterised In  so many
headiines and captions as ‘The
Darli Of The Industry’. in fact
they produced some very
good budget litles, but

axception; of the four games,
Professional Ski Simulator scored
79%, Dizzy received 78%, ATV
Simudator scored 88% and While
Heat got 17 %, being described by
Ben as ' ... the most simplistic,
primitive and dull game |'ve had

the misfortune 1o pigﬂ.w. %

Professional Ski Simulator was
regarded as an admirable attempt
al recrealing a difficull sport. Nick
gave it B7%, but Robin Candy,
Jtie 1or the oot 0 Tepves
taste for the sport
payment for his CRASH as
a 'slush fund looking for hard
snow’, gave it 71%. Dizzy, written
by the Oliver Twins (made almost
as adorable by the media as their
bosses The Darlings), was a
playable arcade :g:ﬂmura of
sors, but 1o a raucous bunch ke
the CRASH reviewers its culasy
appearance was something of a
arawback.

US Gold. as themselves and as
their nevw labal GO, dmappo-ln‘lnd
aspacially with the latter's Trantor
- The Last Storm . Who

could forget the 7 ThoK
were tremendously exciting and
looked 5o atmospheric, but what
happened to the game? Through
its shck, lossy appearance
Trantor received 68% from a
grieving reviewing team.

And Indiana Jones And The
Tempile Of Doom and gloom fared
alittle worsa. Ironically, Spectrum-
owners enjoyed the besl version
of all (apart from the Atar ST's)
because the inevitable
monochrome graphics lent clarity
to an otherwiseé muddied and
conlusing sSeries of screens.
Gameplay was poor too: three
screens wasn't enough and they
wers 100 easy in one sense,
made hard only by frustrating
factors such as pop-up thugs that
kiled you on the edge of the

SCreen.

Electric Dream also came a
cropper with what should have
bean a greal game, Supersprint,
converted from the Atan coin-op,
A few values carried over from the
original eamed it 58%, but the
Spectrum implementation addad
nathing.

Even Derek, despite a dreadful
dose of 3-Dred-and-greenness he
picked up on holiday, only
managed a minor fit of enthusiasm
with two adventures, one of which
was a GAC-ed Incentive release,

Quean Of Diamonds: tha
other, a budget double bill from
Tartan cﬂmiﬁ!u;%ﬂ af The
Prospector and Crown Of

, was Quilied.

All in all, apart from some bright
apots laler in the month, it was a

few weeks for software
1 : left D:1hem ndymrgl addicts
a8 a = plunged in
thallrlgrﬁa of doom.

! DECEMBER '

FOR THE LAST month of the year,
things picked up to give us two
Smashes of graat merit. First and
faremost, 18 months of hard work

off for Incentive's new solid

-0 technique Freescaps, and
Drilter = the ﬁrx;d m to use 1m
routines — proved to be among t
gi?;hm top-rated Smashes with

Flight simulations have alwa
been a difficult area, and C H
often accused of not understand-
ing them enough to be able to
review them sensibly. It's an
unworthy accusation, though it's
true they tend to have a limited
appeal; nol so Gunship, which
received 92% and so earned
MicroProse a Smash as one of
the best-ever helicopler simula-
tions.

And there were five other highly-
rated and entertaining -
US Gold skated back on ]
with the novel 720", Digital Integ-
ration gave us the very dangerous
ice-sport  simulation Bobsieigh,
thrilling high-speed 3-D, Hewson
showed with the unique rotating
game Nebulus thal the sudden
loss to Telecomsoft of their long-

term program-gdevelopers
Graftgold (a team which includes
Steve Turmer and Andrew Brayb-
rook) couldn deter them, and
Mastertronic  finally provided
U.C.M. on the M.ALD. labed,
Wrapping up last year's Look-
back, | noted that at the very last
Code Masters ‘entered the
budget arena with a plle of titles,
which received a warm recep-
tion...". And despite the occa-

the axecutive at a Slraal
chain) decide it no longer makes
BCONOMIC sensa to sell computer
games AT ALL?

And then [ still contend that the
lack of advertisements from
budget houses (which they simply
can't afford out of the low profit
they make on each gama) does far
more damage than marely denting
magazines' revenues — it actually
creates a lower lovel of awareness
about computer games, and with
a lower thrll factor, fewer people
are interastad and tha whola mar-
ket becomes depressed,

On the other hand, the growing
strength of the 18-bit market is
forcing 8-bit software 1o grow up
as well, and one thing you can say
of 18687 - soma threa years after il
was firmly daclared that the hum-
ble Spectrum had gone as far as it
could - is that the bamiers of what
is possible have been pushed out-
ward m in, in many different
ways ys to our benefit as
Games

M.umm1mmm
another intenesting year . . .
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READERS’ AWARDS

BEST GAME

BEST PLATFORM GAME

BEST SHOOT-"EM-UP

BEST ARCADE ADVENTURE

BEST SIMULATION (excluding sports)

BEST SPORTS GAME

BEST ADVENTURE

BEST STRATEGY GAME

MOST IMAGINATIVE GAME

BEST GRAPHICS

BEST MUSIC

BEST SOFTWARE HOUSE

BEST UTILITY

BEST PERIPHERAL

BEST PBM GAME

MOST EFFECTIVE GAME ADVERTISEMENT

BEST GAME PACKAGING (box, instructions etc)

BEST GAME INLAY ART

WORST GAME

MOST OVERHYPED GAME

EASIEST GAME

MOST CHALLENGING GAME

MOST ACCURATE CRASH REVIEW

LEAST ACCURATE CRASH REVIEW
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T e B e S et POSTCODE ................
| IF | WIN £20 WORTH OF SOFTWARE I'D LIKE: _......
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Send this form to: CRASH READERS’ AWARDS,

CRASH, PO Box 10, Ludlow, Shropshire SY8 1DBto
mm.lurm

O — - —— e — _— -

Y B T T R e

S

Vote categories
where you vote for a particular game, please remember that the
game must have been reviewed in CRASH in issues 36-48 inclusive
to qualify. (The review date can be checked in the CRASH Directory,
which starts on page 85.)

CRASH Christmas Special 1987 157



CALLIT A SEQUEL...
AND YOU'LL LAND UP FLAT ON YOUR BACK.

Commodore Screens

They called International Karate the best beat-em-up so far. And who are we to argue?
But Archer Maclean has come up with a stunner: A Third Fighter.
Amazing animated backgrgundéNew moves. Re-mixed music.
nd Balls!

Commodore 64/128 Cassetle (E9.98) and Disk (£12.99). Coming soon for Spectrum and Amstrad home computers

Mail Order: Activision (UK) Lid, Units 3 & 4 Lioyds Close, Finedon Road Industrial Estate, Wellingborough, Northampton NN8 4FR. Tel: (0933) 76768
Access, Visa and Amerncan Express Cards welcome

Distribudmd b Activieions (10 o
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Producer: Martech
Retail price: £8.99
Author: Creative Reality

laine, the psychopathic nice
Uy, is out with his faithful

Ukko to lop a few
heads from ewvil bodies in this
licence based on the character
from the comic 2000AD. But the
first striking feature of Sldine isn't
the violent, pséeudoancient saga —
it's the control system REFLEX,

developed by Greative Reality
over six months and first used

hand combat begins, options flow
thick and fast through the mind
screen — so very quick responses
ara necessary in this adventura,
you can ge! the curscr thers
accurately and in time, Slaine can
throw a punch or aim a kick, and -
if he carries one — swing an axe or
throw it to cause homific damage.
(This, however, leaves Sliine
unarmed and he must call Ukko to
retrieve the weapon.) But while
you waste time dithering and
choosing, Sidine just keeps
getting hit.

What Sidine can do is ultimately
determined by his warp rating, a
measure of his strength and
power. In combat this can be
reduced if opponents are 100
strong, but a successful fight, a
period of rest, or the eating of food
can push Slaine's rating to higher

levals.

But if the warp rating reaches its
maximum, the barbarian Qoes
berserk, slaughtering all enemies
that he ancounters.

In a more cersbral vein, the

here,

___IpAvE]

“To the muscular menace can manipulate
" Siine looks objects that he finds on his travels,
but the picking them up, dropping them,

putting one inside the other, or
using one upon another (insarting
a key into a chast, for instanca).

For all that, nothing but quick
wits will get Slaine through his day
intact.

The rough 'n" tough boy's
actions, which are reported by
onscreen text rather than shown in
graphics, are determined by
choosing from options in a ‘mind
frame’ on the left side of the
screan. Within this window a
frealy-moving seversd hand is

as a selection cursor,
sslactling an action from Sliine's
thoughts as thay scroll across. .

Martech hopes this REFLEX g =\ ore am
gystem, conceived after il i ). XOK,
dissatisfaction with the
atmosphere of the company's | land of Lyonesse (the country of
Nemesis The Warlock 2000AD | Arthurian myth, su by
icence (B1% in Issue 40), has | submerged off Comwall), the pair
produced an interactive story that | encounter evil in its purest form -
really captures the spirit of the | the Drune Lords (ther pesers are bark,
comic character as Slaine and his | ther bearts are cold, the land is theirs, the
companion move through their | inlay tells us).
monstrous world. And when the fierce hand-to-

When they enter a new area, because
Sidine can look around, examining ml
his fresh sumoundings as a short
description of the anvironmeant is e
given onscreen. (Before moving to Playability g
some locations, though, Si Addictive qualities 67 %
has to perform specific actions.) OVERALL T0%

As they progress through the
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Review November lssue

“Don’t take our word for it, take the word
of the reviewers who like strategy games”.

SPECTRUM CH. 95 = COMMODORE LB 95 = AMSTEAD LH. U5

This game olso avoilobie Dy maill cede al £8 %5 per cossette. Send your cheque,
PO made oul 1o D B H Gomes plus a lamge SAE. with 25p stamp aflached Plécse
wrile your name ond Oodness on everse sioe of chegque. (72 hours dolvery)
19, Melne Road, Stevenage,
B8 Herts SG2 81,

GAMES % (0438) 728042
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Producer: Electric Dreams
Retail price: £9.95
Author: Shamid Ahmed

n a floating space platform
dwells a race of droids.

You are one of the low-life
machings. ambitious (o elevale
r mechanical carcass to the

igh caste of the Omega Droids.
Four of these almost invincible
crommalmadyamt but if you
can become tha fifth can
destroy them. (Why? use
mﬂm nothing but a nihilist at

Tobacoma an Omega Droid you
must destabilise seven ionisers by

them dry of their anergy
and using it for your own reserves.
You can find clues (mostly

you destroy everything
,um i information tarminals,
and use teleports 1o transpor
yourself through the platform's

superstructure and its system of

air locks.

Movement in Some areas is
restricted by force fislds, though
these can disabled with the

n

g;nallaw droids slide across tha
platform, and in this extracrdinarily
destructive scenario you either
ram them or are rammed. There is
a subtler, hands-off approach to
weakening and destroying other
droids: gather weapons from the
several arsenals.

Once you're through a force
field, you can acquire better
weapon systems, vital 1o
progress. Points are awarded for
maoving into new areas via a force
field and for blasting out other
droids.

Once all the platform's saven
ionisers have been destabilised by
your eponymous anarchist, you
can enter the Meson Interruptor

and destroy hing in sight -
and that i thosa four
Omega Droids.

CRITICISM

@ " Al first | was quite happy with
Nihilist, it's wvery Ilike the

Commodore 64 Paradroid, which
can only be a credit. And it's really
easy to get started in — but thal
affects the addictivity. And indeed
thare's nol much content 10 keep
you going, despite the attractive
presentation and graphics (which
are a bit bright for extended

mds of play). " o

@ “ Nihilist is uncannily similar
to the old Commodore 64 hit
Paradroid. But though it's
playable, it fails to create any
atmosphere to capture the
player's imagination. Paradroid
was a complex, highly addictive
arcade adventure; Nihilist is a
poor imitation. The
monochromatic graphics have
Htﬂ-d-ﬁhﬂumnﬂlnghhrky

bland, unattractive

e almost immediately
h A ars

® | suppose someone had fo
have a go at Paradroid on the
Spacirum eveniually. The idaa of |
Mihilist is wvery simple, but it's
spoiled by an awkward control
method and eye-straining pixed-
packed graphics, True, the
smooth scrolling s quite an
achipvemen? considaring he
amount of mamory baing moved
around. But  scrolli and
automatic doors axtra
Weapons don’t make a game;
there's very little content to keep
anyone interested for more than
five minutes. "'

DOM 0%

Joysticks: Cursor, Kempston,
Sinclalr

Graphics: monochromatic; a bit
oo bright for comfort; but the

1s-r:r-::uinlg;, s smiooth (two reviewers
altl)

Sound: the odd whine and beep

General rating: unimpressive use

of an old concept — an ambitious

low-caste ralative of the

Commodore 64 Paradroid
Presentation 69%
Graphics 66%
Playability 54%
Addictive qualities  42%

49°%,

» Niniist. nothing to it
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STAR WARS = [P

S-EJT FIREEALLS
Producer: Domark Ty
Retail price: £9.95 0,
Authors: Vektor Grafix, from an Atari coin-op W1

s the Force with you? It had | destruction.

better be if you're going to If you can deal with all the dark
survive the waves ol Empiretie- | Empire’s fighters and their
‘ fighters and their deadly missiles, | missiles. you have to aim for the

and then take a plug at the massive | the Deathstar itsell. There your X-
Deathstar, And, as in the | wing must be steerad batween a
megablockbuster Star Wars

movie of 1977, tha Deathstar must MIKE

be destroyed if your rebel planet is
| not to be torn asunder, “ The Star Wars

You fiy a small X-wing fighter. A isn't m as
| force field surrounds it, giving coin-op - or, come
| protection against nine impacts | | some of the other Star Wars-

| from fireballs, and later collisions like games such as
[ with |laser towers and tranch Realtime's  three-year-old > Taking out an Empire tie-fighter

| catwalks on the Deathstar's Smash Starstrike. But it's not
surface. But each strike reduces to be missed; the m

its shield strength. are fast, the lack of series of verlical laser towers for Atari’s coin-ops of The Empire
An onboard laser, aimead with Hll'ldhwm and the while countering yet more | Stnkes Back and Refumn Of The
tha cursor, is your own defence, gameplay is excellent. The firaballs Jadi, tha two cinema seaquels 10
and can take out enemy fightars, unfortunate thing is that it's And you're still not home and | Star Wars-Speactrum versions are
laser towers, bunkers, trench too similar to Starstrike, dry and Mark Hamill. Yet more | promised for 1088
| turrets and approaching fireballs, s, fireballs fill your forward view, and
AMassin points through agan these must be promptly
. blasted; shield-ripping bames | Rm"
can compilately dastroy your craft
I ’m; Survive these terrors and you can “Many a hour has
unleash a photon torpado into the been spent away
l *hmmwnmmmu-m Deathstar's exhaust port (how with the old arcade favourite
must be close to Domark's official Star Wars predictable that its one vulnerable when | should have been
conversion is an excellent copy of the arcade and makes spot is difficult 1o get at). If you doing more
one or two graphical improvements on = but if you've miss, you can circumnavigate the constructive, Domark
Fh“ﬂmnﬂuﬂnﬂrﬁnmm similar Deathstar to fire a second shot. has the arcade
be worth buying. " Complete this mission, and faithfully for the
°2% there's another, harder game - % wmw the

just like the film, if it's worth seeing
once it's worth seeing 64 times. graphics spoll it, and the

B The Force is with you in the battle on the Deathstar And Domark already has licences ﬂ:ummm
Thiis, 1P vy plagiits, it
rue, it's very

. the

_F
i1
i
+

15660 = ‘

SDOD SHIELD
EXHAUST PURT AHEAD

LUSTING ’.Tl-E FORCE

i,
L !

Presentation

Graphics

Playability B5%
Addictive qualities 79%
OVERALL B84%,
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JACKAL /

Producer: Konami
Retail price: £7.95

Authors: David Whitehouse, Stephen Lockley and
Adrian Carless, from a Konami coin-op

hose bounders have broken
into our camp and caught us
with our trousers down. Not
only that, but they've also nabbad
quite a few of our soldiers and are
now holding them in a prisoner-of-
war camp. Our boys must be
Dacker are just the chaps for the

The four set off for enemy
territory in a tank. Al first, they
encounter only soldiers, whom
they can take out with their own
machine guns or by running them

ver. But the soldiers can shoot
backtoo. ..

Soon your four good guys meet
up with mightier opposition, Large
gun emplacements work in
unison, making it increasingly
difficult 1o avoid fire from one gun
without being hit by a second.
Even this art can be taken out
by the tank's weaponry, but only if
you're prapared to take a chance
= your range is limited

On arriving at the anemy camp,
the courageous guartet can blast

their way through the outer gates
and proceed to search for the
prisonars, who are held in huts.
Other huts contain extra
ammunition and ry, sothe
rescue team can bulld up a very
vicious arsenal. But even with
more and nastier waapons, it's a
tough job - if you lose a life all the
fre-ag:l prisoners are imprisoned

again.

After blasting down the walis of
the prison huts and liberating the
captured men, take them to
helicopter pick-up points where
they can escape.

And il you can manage the
impossible, the fearless four can
go on to attack the enemy
headquarters. It's certainly a
man's life in the army.

@ " Every time a plan-view game
appears, | live in hope. But once
again it's a disappointmeant = the

'r
£

KONRMI 6L
k.
B Jackak hide
frantic jiggerings of Jackals
graphics really spoil it, the

alternation of plan and side views
of the tank is unrealistic, and the
game itself is abysmal. The short
range of your missiles means
there's a very high risk of

shot in close encounters, s0 the
game ends up brief and not very

ﬁmﬁ' ) 1%

@ " This could have been quite a
smart Commando-type
but presents no real cha

around a dﬂlﬂ. of
disappoi and the
only ph.l: is that it's fast-
DAVE 59%
@® " What a disappointment - the
scrolling is , the graphics are
dismal and clashes all the

time, Now and again you get a

smile from Jackal because of the
ways you can die - for instance, if
you run inta a little stick man with
your tank you blow up! But thare's
Mﬁmmnw hera. "~

Joysticks: Kempston, Sinclair
Graphics: simple, bad attribute
problems

Sound: annoying tune and spot
affects

Options: definable keys
General rating: a boring and bad-
looking arcade conversion

Presentation
Graphics

Playability
Addictive qualities
OVERALL

47 "'.-“;

PHANTOM CLUB

Producer: Ocean
Retail price: £7.95
Author: Dusko Dimitrijevic

vii has swamped the
Phantom Club, and all the
members bar one have
succumbed to the dreadful

NICK

overiord Zeil.rg;1 Plutus is the sola

IS exclusive group
wlm is still a

good - and to
dafeat the rmmbgzrg Piutus

rmmtworthmwa up th h the
ranks of ;hmmrgug Club,
axploring th& club’'s huge
headquaners o build up his
power.

“ Phantom Club Is

fost s appeat
graphics are

i’
§
i
:
|

gs
E
E

But as Plutus roams through the
550-odd rooms, his former fniends
will use their powers to be as
mischievous as possible. Some
have taken the forms of monks,
others are man spiders, and Plutus
may neaed to spend several shots
on tham.

And the members of the
Phantom Club are not the only
hazards: some inanimate objects
also drain our champion's enargy,
and 1o avoid them Plutus must use
his athletic ability to the full.

A psychic bolt from Piutus's
forehead will devastate anyone or
anything that gets in his way. But it
too uses energy.

Somé rooms contain screens
which tedl you how to escape and
get to the next level. Most of these
require Plutus to shoot a particular
object or character, such as Psi-
Man, who has the power to block
room exits, Psi-Man's power can
only ba overcome by destroying
his astral projection, which takes
the form of a bird.

Useful features can be acquired
by touching the floating sphere (an
extra life), the fioating diamond
{extra speed) and the spinning
5p;|era (a lafge bonus score).

vian programmer
Dusko Dimitrijevic first came to
fame with Imagine's M.O.V.LE
(93% Overall in Issue 26), an
arcade adventure set in New
York's ster world and
presented in a similar 3-D style to
Phantom Club.

__IcommenTs |__

Cursor, :
Joysticks: Kempston
mnmw
forced-perspective

Sound: effects
mm A
disappointing 3-D cliché from

YT S

Presentation
Graphics

Playability
Addictive qualities
OVERALL




RENTAKILL RITA

Producer: Mastertronic
Retail price: £1.99
Author: Robin Thompson

avishing Rentakil Rita is

faced with the most difficult

task of her cleaning career
- to rnd the ancestral pile Little
Diching of all its bugs and
beasties.

But this mega Mrs Mopp will
have to do more than swatl a few
insects with a rolled-up
newspaper and flush tham down

the loo. The gigantic spiders and
fies of Litle Ditching call for
different methods.

Rita can splat them with the
crushing weight of a Rita lookalike,
suspanded from the ceiling - if she
can solve the problems in bringing
it downward with flattening force.

Alternatively, Rita can spray the
spiders and flies with a deadly gas,
but first she has to find the spray

can

Another problem is that the
house isn't exactly a oneup/
one down Barrett starter home
One room leads to another, and
many contain not a three-piece
suite in a subtie purple Dralon, but
hideous traps that can easily end

P Rentakill Rits: good clean fun

the courageous cleaning lady's
life: spikes spear her, electrified
fioors fry her, trundling balls mow
her down and robots rub her out.

To get through these ruinous
rooms Rita must work out
ingenious methods, walking,
jumping and using levitating and

PAUL
= name, but much about the game. It's
Attack Of The Killer Tomatoes without all the fun and excitement;
and the and are similar to Head
Over Heels the 3-D presentation of iil Rita is much harder to

to. the halo around Rita's body is

nmrt..:- s ﬂ_mm o
look as as ever
e e B e B
nobody's expecting anything original.

fioating blocks.

Cans ol food can also be
colliectad by Rita to get har
through the day — housework is a8
full-time job.

__|comments|__

Joysticks: Cursor, Kempston,
Sinclair

mmw&
General aderivative 3-
D game good for a few plays

Presentation
Graphics
Playability
Addictive qualities

14

o
5
6
OVERALL T3%

ANARCHY

Producer: Rack-It
Retail price: £2.99
Authors: Dominic Robinson, Michael Sentinella

n Dominic Robinson's latest

game, for Hewson's recently-

launched budget label Rack-It,
the CRASH-Smashing star
programmer  responsible for
putting Unidium and Zynaps on the
Spectrum sets the player a shoot-
‘am-up puzzle with a standard
space scenario.

The planat Santinel 4 has baan
overrun by rebels who must be
suppressed. The only way to do it
is by entering the rebels’ security
complex and destroying their
weapons. 50 you dnve an
Interceplor unit equipped with
cannon through the complex
(shown in bird's-aye-view.
changing screens horizontally),
moving along the passageways
created by structural blocks and

cuboid weapon-containers.

The containers can easily be
blasted — but if you get too close to
tham with the Interceptor it won't

» Anarchy: tough to keep control
-

r i

2 LT 47,

v £y Ly 47 47,

o

ﬁi :”;I ?M—- Xf:fff_/éu f/’
A

| Ay

ﬁ?:f

fﬁ, Z
A A 7 3 fszﬁ; A
A A A A

Fw A = F B s W A F F F g
/A fﬁ./@!fﬁ/ fﬁ-; f.ﬁ, fﬁ_, 4’.{, {2’,

F {f
;2 2y &y 475
%7
7 7 Ly 47 fffﬁfﬁﬁ,"f’ﬁ
s Ay’

275 17, 15 2,
T 7

7 7
7z

A

%

7 % Ay R X
A e £y A

- o ey Ay i
s T T

Zz D7 Tz %

r.f% -l e AT JfE

vy

____[Bvm]

o un“zmmm-mqm.
spoiled mmmﬁummdﬁ
though it's not much practical use, Anarchy is a
great buy. "
B%
L
dastroy them. And there's a time | complex houses nuclear
limit of two minutes foreach ofthe | weapons;, because of their
16 levels. importance, thesa levels are
Deadly rebel security droids | guarded by special security droids
patrol each of the complex floors which remorselessly follow
At first they may be slow, but as | intruders.
more of the weapon-containers S
are destro and u reach
B o ey e | - I
aggressive and less predictable.
Tha Interceptor's cannon can Joysticks: Cursor, Kempston,
immobilise them, but the effect is Sinclalr foar and colouriul
only lemporary. When s 4 Hocts
immobilised the guards can be WH ﬂmlhll two-
pushed around by YOUr Options: keys;
Interceptor's fire power, allowing hﬂﬁwl- o tlgh'l
e Sl iy SRR
that 1 3
And avery fifth bullding of the | | General &
shoot-'em-up - as good
4}1 as its Dominic Robinson
MIKE pedigree
L]
m““whm Presentation
Graphics
Playability
Addictive qualities
OVERALL
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ASHES TO
ASHES, DUST

SPECCY?

Franco Frey's First Law Of The
impermeaatyulity Of Materals states
that a spacially-desgnad doubls-
seamed dust cover will, when
placed over a Specitrum, nhibyit its
tendaency toward dust equiibrium
with s enwronment. In other
wovds, these |jobs Keep your
compuler ciean, right?

The CRASH Spectrum dust
covars, wivwch are by a8 cunous
caincidence emblazoned with the
name CRASH. have bean made to
fogr different S0ls of
measwrements, fo precisely il four
different king actrums. tha
garly rubber-k odal, e

. sehrum 128

ARMLESS FUN
WITH THE
CRASH
T=SHIRTS

FOUR ! Three of tham
feature _ :
CRASH paintings in full colour and
one T-shirt depicls a monster from
your worst nightmares = King
Grub. Wear it if you can stand the
slima.

oW, remambear
this small investment COULD save

your big repair bills

£3.00-£4.00

ITEM

PRICE

EVIL EMPEROR ... RS
SURFER M

KIMG GRUB M

T-SHIRTS

.. £5.50 each
WL

WXL

ML

0L

CAPS
.. £3.95 aach

BINDERS
.. £4.50 each

SPECTRUM DUST COVERS
ARUSBER-KEYED SPECTRUM

i Frey's most famous

ONE LITTLE
FORM GOES

The three covers are; Head Over
Heals's Evil E lssue 39), a
monster from Oli's interpretation
of the Lavel 9 agdventure Red Moon
(ssue 20), and the CRASH surfer -
the witimale Specirum sports
simulator, still wet from the waves
of Issue 19!

The T-shirts are 50% cotton and

_50% polyestar, so0 everyone's

happy, and they're all availabie in
two dramatically different sizes:
medium (M on the form) and
Grubbish, je extra extra large
(XXL).

ARE YOU
IN A BIND?

£3.00 sach

SPECTRUM -+
. £2.25 sach

SPECTRUM 128

£3.75 mach

SPECTRUM + 2
£4.00 sach

cessnsasnassnssenanss i) COCH

CRASH HISTORY BINDERS

FOR

POSTAGE AND PACKING
A pross noude VAT pe
srigerigrsd LK. Par
plungs wid [0 00 payr wew prdsewd
Paans whow FE e foe .
Ty freew sapaegiefy  DFAGM sglory [nrgers s ool be
Feaatve 18 Dacsenier Dol ol D Sl of oo m il

CONTINENTAL EUROPE /
OVERSEAS ORDERS ONLY: | AM
ENCLOSING P&P PAYMENT

el pEcking lor omlers etfe Te
Ewi g iod avesssas rideaci

Bl ferrertims el el

ITEMS AT £2.00 EACH.
P&P TOTAL: £

TOTAL PAYMENT ENCLOSED: § !

Thesa T-shirts are

ONLY available from cm

and you won't find the distinctive
artwork on T-shirts anywhere else.

£5.80 each

Py




BACK NUMBERS

Don’t miss out!
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Future same time — we knock 40p
n.-:.-w et Mika Singieton ® Industry today @ Adveoture Tradl Supplement @ Maps:  {he 8ame time — we knock 20p off
.lfudnrww“-mnnw each item

Monty,
ﬁ_m +3 amives o fun R Again runs e Geunfie! clones ® Big %‘mﬂi PR'CES

Gaordon All back issues are now £1.20
A SEF Programmer: David Aubrey-Jones on Mevcenary ® The Soga Master System e 5
mmmﬂmmumutw Bartanian backlash SPECIALS
® Maps: Vamphe, m‘mﬂ.ﬂ
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MTades ® budget moooooau * e - palling your games
Screen logo winners sMaps: Game Ovev, Wender Boy CONTINENTAL EUROPE/
OVERSEAS ORDERS: £2.00 per
Issues 1, 2 and 5-16 now out of stock. SORRY! magazine including p&p
r-------—- ------ .
1 Place across over the box containing the number(s) of the back issuea(s)
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DISCOUNT (IF APPLICABLE): £ _____
TOTAL PAYMENT ENCLOSED: £

(cheque or money order made payable to CRASHor
Visa/Access credit card debit - form below)

DON'T FORGET TO TICK THE ISSUES YOU WANT ON THE GRID!
L e A S
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MULTIPLE
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MULTIPLE ORDER, CRASH,
PO Box 20, Ludiow,
Shropshire SY8 1DB.
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Producer; Americana
Retail price: £2.99

lan, & knight of the crusades
is out 1o destroy the infidel
Saracens in the medieval
Holy Land. But his knightly
prowess s cerain 10 be sorely
tested, for many warriors block the
path to the Saracens’ ewvil chief,
whom Llan must destroy to move
to the next of 40 levels
And Llan must work his way
through a maze of brick and stone
passages, magic doors and one-
way entrances to find and kill the
chied
Llan's longbow is soma help;
arrows lie around the play area,
and Llan can fire in the direction in
which they poim
With these amows, Llan can
| detonate packs of obstructing
bombs, grenades, blast his way
through brickwork and destroy the
white crosses which open magqic
doors. And if there aren’t enough
arrows pointing in the appropriate
diraction, the madieval soldiar can
create some more by shooting an
AITOW marker
Other doors requirea not such
neavy-handed tactics, Dul =ays

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

he devianis, a samihuman
race left over from Earth's
aarly occupation of a distant
world, have stimad their angry
bones. They start changing their
asterced homea inlo a massive
astral battle station and look to
other worlds 10 congquer
A crack squad of Starwarmors
was sant (o ensure that the
deviants plans are thwarted — but
wou ane all that ramain of that once
bold band, and your [ast task is to
prime tha machaniams of tha 30
nuclear weapons that your fellow
hghters have laid
Moving from

platform o

SARACEN,

which Llan can collect

The progress of enemy soldiers
= like coloured snowfiakes roliing
about the maze - can be stopped
H Llan takes carelul am and
shoots at a spiral wall-maker,
bnckwork IS instantly produced 10
immures the oncoming Saracen
squaddies

And to gve Llan some brief

respile from tha tension, he can
reach the relative tranguility of a
safety zone, where he cant be
louched by enemy soldiers or
deadly bouncing cannonballs

Fair’s fair, though (or, rather, Lian's

lairpwllgwyngyligogerychwyrn
drobwllllantysiliogogogoch), and
Lian can 't shoot arrows or pick up
objects in the safety zones.

@ ' Another typical budget game
small, fast, jerky graphics, little

1§

B Saracem shooting snowfiakes in the desert
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gameplay. A few ideas in Saracen,
such as picking up directicnal fire
power, are greal but  thewr
brilllance s tamished by the
appalling graphics. The built-in
antiboredom device is the option
of starting on any level, but
doesn't take long to get bored with
every screen there is. ~
BYM

1%

@ " Saracen didn't really melt my
joystick - in fact, it's dead
boring, very simple with crummy
graphics. There's only one real
challenge = getting to the next
lewvel and the gameplay
consists of running around
shooting weird-looking (hardly
Saracen-like!) objects, "
DAVE

16%

Joysticks: Cursor, Kempston
Sinclair

Graphics: poor

Options: start on any of 40 levels
General rating: hideous and
unintaresting

|

DEVIANTS

platform, you run and jump your
way past the deviants who patrol
thewr base, visiling a recharging
gtation when too much fighting

replenish your blaster's
ammunition on some levels.)

Teleporns at strategic points
provide fast access 10
sections of the asteroid base. But
combat years ago has damaged
them, so they're unrefiable

with an unprogrammed nuclear

has exhausted you. (You can also |

other |

When contact is finally made |

I've been
of Joe Blade -
extension of
features of Joe Bla

awaiting the next from the pre
S R o

TR e

§

device, six activator valves appear
onscreen. To prime one of these
bombs, eavery valve must
closed with six
keys, The task s complicaled,
howeaver, by the fact that the
valves are interlinked — close one
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| » Dewants: programmer Colin Swinbourne leaves the straight and narrow

be |
corresponding |
|

and another may open. And a
countdown shows how many
seconds remain before the bomb
self-destructs

Programmr Calin
Swinboume's Joe Blade (also |
from Players) was found wvery

playable and addictive a few
manths ago, eaming 84% in Issue
44. The world loved it, oo, and it
sat at the top of the sales charts for
maré than a month

Presentation

Graphics
Playability
Addictive qualibes
OVERALL




Producer; Players
Retail price: £1.99
| Authors: Paul Griffiths

and
Andrew Severn

our botiom's just above the
water ling sitting in a canoe,
50 grab your paddie and get
| ready to go when the green light's
|on. The course record is your

RIDING THE RAPIDS

target in Players’s simulation, and
you've only got a handful of
minutes o baat .

You can choose from four
courses —not simple little streams,
but wild waters, full of hazards
such as rocks. banks and islands.
All these must be avoided and the
canoe  guided downsiream
through a series of gates
constructed of pairs of hanging
posis

» But oh so slowly

| side of t

Catching one of these gates can
impale you helplessly while others
go on 1o beat the record — and,
adding injury to insult, touching a
gale pole or missing the gate
entirely gives you penalty points,

And you can capsize if you're
nol careful; then frantic paddiing
in all directions is the only way to
get out of a damp, damp situation

But it's all too easy to use up |

your energy by strenuous
paddiing. Watch the clock at the
screan, but also keap a

| careful eye on your anergy lavel.

Good paddiing!

CRITICISM

@ "' Riding The Rapids is a well-
presanted little mover, but it's so
simple and unrealistic it soon gets
boring. The graphics are fine — very
simple, bul eflective — but there's
hardly any gameplay. The inlay
promises the action “will have your
pulsa racing as fast as the current”,
bul if you leave your canoe it just
drifts downstream, hardly creating
the impression of a fast-moving
mountain river. "

MIKE 45%

® “lI've done plenty of|
canoeing, but never any like this,
Mever have | been grounded by

poles hanging above the water,
never have | grounded by
waves, and | certainly have |

never been able to dump the
nose ol my canoe three feel
inland! Yet all these are hazards
of canoeing, according to Riding
The Rapids. The controls are
confusing, too, with Q taking
you down the screen and A
taking you up - that is, if you can
remember which way you are |
tacing. Riding The Rapids s
difficult and unrealistic, so give
me the real river any day. "

BYM

COMMENTS

Joysticks: Kempston, Sinclair
Graphics: well-defined,
monochromatic, simple |
Options: choice of four courses
General rating: watered-down |
gameplay in another ‘simulation” |
right out of touch with reality
(compare Top Ten Hits's Grid Iron) |

Presentation
Graphics

Playability
Addictive qualities
OVERALL

Producer: Top Ten Hits
Retail price: £1.99

| Ynu'ue come a long way
| since managing the Wigan
Wagglebottoms American
football team. The USA called and
now you are in great demand.
In your coach’s bank balance
have a cool guarter-million
bucks. With this mountain of
greenbacks you can buy and sell
players in an attempt to field the
best team, beal the other clubs
and win in that good ol’ American
sporting tradition, the Superbowl.
Al the start of the game you can
choose your level ol coaching
expertise, and the team you'll to
propel to victory. But to improve
the team and achieve your
ambitions you have access (o the

GRID IRON

transfer market.

You can call up financial
statements showing your balance,
tha availability of loans and any
loan repayments outstanding, and
arrangements for making loan
rapayments appear before each
match. There's also a list of
available players can be called up,

showing their value and skill and |

enargy levels. And yet another list
aliows reserve players 1o
substitute for playing members so
that advantage can be taken of
their enhanced energy or skill
levels

Whenr a game is in progress on
the feld, the morale, skill and
energy levels of both teams are
shown and these are crucial in
datermining the outcome - though
luck can play its part. The malichis
shown in 3-D, with both sides
lining up on the gridiron.

® Grid Irom: football mismanaged

H’I"-T\J!{'!‘{q 'E KRS .

|

Al the end of the match other
recent fixture results are shown,
and these are further transiated
into lsague-table positions. A
financial report then displays the
gate m from thal malch,
interast payment, tha wage bill and
your bank balance.

To measure your progress en
routé 0 the big time, & rating
screen shows the fotal value of
your squad, its morale, skill and
energy levels, the team'’s laague

position and your rating as
coach because success
depends on you.

! CRITICISM '

@® " | must admit to once being
addicted to Quarler Back
magazine, which deals entiraly
with the play of this contorted
version of rugby = but Grid lron
deais entirely with the
management side. There are
plenty of chirpy features but plenty
of problams too; for instanca, you
can't make more than one change
in the team ur‘ll-asag:ud've got an
injured player. fron is
enjoyable to sit down with for a
fong time, bul | look forward 1o a

where you can really play

ican football. "'

BYM %

@ ** Gnid Iron is the worst
game | have ever played.

iz simply nothing to it but
inaccuracy

CRASH Christmas Special 1987

the simplistic game much too

| f COMMENTS ' i
|

anything - you can a team
nmz.':ry of
- which makes

easy: if you manage to get a
good team (hardly difficult)
nothing can touch you. The
financial aspect doesn't make
sense either; | played the entire
league, beating everyona by a
huge margin, and still had a
balance of about $100,000
without having taken any loans.
| then won the Superbowl 28-0
(notice the way that your team
and your opponents only score
in multiples of saven, yet all the
other games in the league have
compiletely random scores ...}
and acquired an $80,000 debt.
How? | don't know. But any
maoney you invest in Grid lron will
be wasted. "

MIKE 06%

Joysticks: none !
Graphics: imited - Mike gave
them 02%

General rating: a team-
managesment game with the
‘realistic’ detalls so appallingly
flawed it's worthlass

Presentation
Graphics

Playability
Addictive qualities

OVERALL

29%
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Producer:; Firebird Silver
Retail price: £1.99
Author: Lee Dowthwaite

t's a frightening problam from

the very start — there are (00

many particies trying to cram
into a universé which can't hold
their ever-increasing bulk. It's a bit
like trying to squeaze an elephant
into a pair of trousers; somathing’s
going to give, and this tima it's sure
to ba more than a zip. The bulk of
the universe must not get any
greater, or t'll be goodbye kind
world in this zany Breakout-style
game

At the top of the screen are the
rectangular surplus particles,
arran to form a WALL (Wacky
Atomic Lethal Layer). By moving
the BAT (the Bi-Atomic Tracker)
horizontally and vertically, you can
guide the circular Bi-Atomic Wall
Loppers (BAWLs) which slide
across the screen to the blocks
above, When a surplus particle
block is struck, it"s destroyed and
yOur score increases

10,000 points give you an axtra
lite (just one measly exira iife? -
Man Ed), and after clearing one

Producer: Mastertronic

Retail price: £1.99

Authors: Software
Creations

othersome Spols can

spring up on éven tha finast

skin, and that's just what
the mad professor intends
Equipped with his awasoma Zit-
Ray, the loony don is out to ruin
the faces of thousands of paople
with neradicable acne. (He's
slightly less ambitious than the
mad professor of Mastertronic's
original Agent X (B5% Owerall in
Issue 37), who thought starting
World War Il would do fiendishly.)

Agent X is the only man who can
siop this spotty caper. But o do
that h& must leave this planet,
travel to the moon, and overcome
the professor's traps to find the
horrid old man himself

With a jet pack strapped to his
back, X takes a scroll across the
surface of the moon, where wave
after wave of attacking enargy
blobs and missiles come at him,
sometimes fooling the unwary
player by unpredictably changing
direction.

Bul to defend himsalt against
orbs and missiles, X cames &
blaster. When he destroys an
attack by a group of aliens, a
capsule appears which incCreases
the power of his blaster.
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RICOCHET

screan you could need that life to
take on the next = and a different
configuration of particles -

because the energy flux powering |

your BAT can be destroyed by
repeated BAWL hits

Extra weapons can be gathered
by moving the BAT into the icons
that glide honzontally across the
screan. This way points, a double
BAT and an extra BAWL can be
acquirad,

Try to save the universe iIf you
can — wa've all got something on
naxt Sunday

!' CRITICISM '

@ “ This could become a regular
feature: reviews on this week's

could be the worst yet — the BAT
doesn’t even move fast enough to
deflect the BAWLS! Vertical
movement is only useful when a
bonus item crawls across the
screen, and even then it usually
ts you into further trouble. ™
32%

AGENT X Il

If our operative survives this
mayham, ha finds himsall in an
underground environment of eight
vertically-scrolling screens. Now X
must leap from pilatform to
platiorm gathenng four floating
parts of an alactronic code. Whan
he has the codes ha needs, our
agent inputs them into computer
terminais.

That's all very well in principle;
but some temifying elephant-
noses and enargy globs are there
to stop him, and there's only the
biaster 10 rely on.

If our hero survives this hazard,
he progresses to the next (it would
probably be simpler to buy some
cream at Boots). Here ha must

| professor

|
|
|

» Ricochet: inferlor Breakout clone of the week

@ “ Ricochet is rubbish, offering
the player nothing that hasn't
already been on market in
many forms. The game is slow,
unplayable and unaddictive. ™
BEN 21%

| @ “ Ricochet gels addictive after
varsion of Breakout. And Ricochet |

a while. The graphics are simple

| but effective and the sound FX

aran’t bad. And it 's not just another
Breakout clone, whalever the
packaging suggests - the BAT can
o up and down as well as left and
nght, the freedom of movement
mﬂg a more interesting gnnw“ 1

[ comMMENTS ' |

Joysticks: Cursor, Kermpston,
Sinclair

Graphics: Breakout-style, colour
Sound: spot FX

Options: definable keys

General rating: BAD (Breakout
Awilully Done)

Presentation
Graphics

Playability 16
Addictive qualities

OVERALL 33%

Ao g v, B
- m’
mu- Sidewize (50%

Issue 44) - so it's a
disappointing follow-up. "

manipulate a horizontally movable
bat, using a ball to knock down the
wall behind which the mad
hides (Otherwise
averyona's skin will Breakout, we
suppose.)

X's task is complicaled by the |

deranged professor's own bat -
which moves horizontally on a

» Agent X I another mad professor, another poor sequel

__|comments|

higher plane! But if he has energy
and patience enough when all the
bricks are destroyed, the mad
professor can be defeated and
gveryone saves their face

Prasentation ik
Graphics 60Y%
Playability 50

Addictive gualities 480

OVERALL 56%




|STAR PILOT
|

| Producer: Firebird Silver assignmen! — everyone tums to

| Retail price: £1.99 you when a few dozen alien
Author: J Bond (sic) SRACRONNE EvE W S8 Chm

I fter a tinCky interview down |
al tha careers office, you |
| : voul | MIKE ﬂ .

are finally accepled as a

star pilot, with excellent prospects * The graphics are dull and boring; the is simple and |
! of becoming a legend of the space outdated; the two-player mode is very slow. , Star Pilot is | COMMENTS ! |
waves, And now it's the first big reasonable as one-player shoot-"em-ups go, and worth a look if .
5% : mediocre '
fﬂmi I Sound: good tune
Options: definable keys; two | |
|| ¥ Despite a tiny play area, Your craft can nip left and right, 4‘{_7 can play at once .
confusing and accelerate and  decelerats, NICK | General rating: the |
slow play, | love it! The manoeuvring to escape the maode apar, '
mw attention of the bomb-laying | | * This is too much a copy of Pilotis a decent, unremarkable | |
| the vertical is space vehicles that flit over the Mirrorsoft's Modnstrike (T7% shoot-"em-up. Bym's Smash
|| near perfection. The two- surface of the alien space base | | Overall in Issue 45), and a rating dragged it up from the
player, split-screen game ahead of you. Bomb launchers on | | flawed one at that: the pllz 50s, |
style isn't original but works the surface are lining you up in area is ridiculously smal |
exceptionally well in Star their sights, too and in two-player mode the
Pilot. And don't think for one Your skills are tested as you | | whole game slows down to a '
second that because it's thread the craft around a series of snail's Those faults
| slow gonna . Star Pilot deadly barriers and projections. apart, Star Pilot is | | | Presentation 62%
is full of nasties, saton For protection, your ship is pretty good. The alien Graphics B86%
your blood, and it's an equipped with a forward-firing :&N«m quite effective, Playability B4 5%,
|| action-packed mission. " cannon and a limitless supply of there are some fantastic Addictive qualities B4 f
9% ammunition, which can take out all tunes and sound FX. OVERALL EE"E
| opposition craft. 50%

that'll easily ba 60 quid, guv). So
stop leaning on your shovel, and
get on with it

XANTHIUS
T

Producer: Players
Retail price: £1.99 "Mmagwm:mManm
Authors: Andy and 1—1’ PAUL [ || grest ot B Swocutil, Siouch. (emain. . e
| Martin Severn “ The in Xanthius || | the game?Oh, there itis, notmuch to i, though, al you dos jump
| just be faulted - around and fix the thingies - it's a bit And aren't
| nce upon a time on the smooth, colourful and well- graphics a bit every now and then, Lﬁ*'“m‘
planet Xanthius, many detailed, making the game a rather like the one in Amaurote. Doesn't move very i
atmosphere-processing delight to look at. The though . . . what else is in this month? *
AF) plants were constructed by a is a great 45%
| crew of mechanoid navvies, But at very Arachnus 4 |
| eight of these plants the Amaurcgle. But there's no
| ganerators have developed faults variety — meeting the same Oncea faults hava been Graphics programmer Martin
| and in Xanthius you are sent to old meanies, over and over diagnosed, replacement partscan | Severn, much praised by the
carry out essential repairs again, gels very boring. " be called up from the spares | CRASH reviewers, has also done
| Ensconced in a spindly biped B8 | division (and with labour costs | Anfractuos and Joe Blade (loading
' Protopod, you start working your screen), and is working on Riding
| way through the mulifioorad The Rapids (see this month's

world where antigravity beams
and automatic platform INts
connect levels

Froth creepers and snuffling
crustaceans occupy the
pathways; some of this assorted
crawling maggotry adds 10 the
Protopod's energy, but some
diminishes i

And as the jgrry-buill ganarators
lail, comrosive gases are formed
that slowly decay the Protopod -
with lethal consaquences. Your
Protopod’s state of health is
shown at the top of the screen

To repair a generator, injact
enargy and wait for the protective
outer weather shield to part. Then
move the Protopod onto the
generator's uncovered centre,

previews),

__|commENTS | __
Joysticks: Kempston, Sinclair

Presentation

Graphics

Playability o
Addictive qualities 48%
OVERALL 60%
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» Now he knows how you feel when a POKE won't work

HE SUN rose to meet a
cold, overcast Saturday
moming in Ludiow and
decided 1o go back to
bed, exactly as | did. But
aventually | man to surface,
and, butfeted by the gale-force
winds, struggled my way down the

High Street and staggered intothe
Towers,

Out of the cormer of my eye |
glimpsad a mysterious figure in the
shadows. Paul Tregidgo had
arrived, all the way from Dudley in
the West Midlands (and | had
problems walking down the road
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WHO WINS
DARE?

MIKE DUNN was vanquished in the CRASH
Challenge two issues ago-butit’s histurnto
laugh when Playing Tips Editor Nick Roberts
falls foul of a visiting champion in Dan Dare

totha office?). The eternal st le
betwean Good and Evil, C

writer and reader, was onca again
tobe anacted, and two Spactrums
had been prepared for the
highlight of the day .

ROUND ONE

Two sweating, nervous, pro
players sit hunched over thedir
Spectrums (almost(), loaded and
ready with their coples of Virgin
Games's Dan Dare . .. and
they're offl

Paul is tha first to fall foul of tha
treens — after only 20 seconds, ha
losas ten minutes. Nick takes an
early lead, collects an SDS key and
survives a whole minute before
getting thrown in the prison. Is
thera a win on the cards hera?

Of course nol. Nick, after losing
20 game minutes in a mere nine
saconds of real time, slides in
behind Paul, who cruisas into the
lead camrying 5425 points. But
what's this? A mere 350 points on,
Nick calmly zooms in from
nowhere to take the lead. The
battle is on,

The close fight continues, the
lead going from one 1o the other
constantly. Paul is tha first to make
10000, with one hour 40 minutes
still left. But Nick's 10000, just a
minute behind in real time, is made
with only 13 minutes on his game
timer!

A quick session in prison, and
Nick is out, with two minutes 45 left
- and 50 saconds later, his third
SDS key opens the door (o the
fourth level. Unfortunately, Paul |s
well on the way to his fourth SDS
already,

And then it's all over. Nick's ego
collapseas at tha same tima as Dan
Dare's energy, despite a fairly
respectable 14050 on the score
table.

However, Paul seams to bé wall
in control, still with just under an
hour and 20 minutes on the clock
and a score of 15075, Ha plays on
in the true style of a victor, tha
fourth key going in at one hour
a@ight mintas and one sacond.

uppressing his self-pity, Nick
trias to create an imprassion of
coolness by looking at his watchin
avery impatient mannar — but Paul
stays calm in the face of at least
five captures, getting the fifth SDS
key in with aleven minutes left, and
finally he's completed the game in
10minutes and 45 seconds, witha
pretty def score of 23325,

PAUL: 23325
NICK: 14050

'ROUND TWO

Abiding by the rulas of the Playing
Standards Association, we swap
the players around (just in case
Nick's Leen POKEIng one of the
Spectrums) and bid them resuma
tha slaughter e
Challenge,

Taking the early lead again, Nick
pusheas oul in front with a huge
advantage of 600 points over
Paul's total of 700,

Then, ahead by 20 seconds real
time but ten minutes behind in the

m&, Nick gats the SDS key in.

aul is still technically ahead with
ona hour 58 minutes on the clock.

Mick struggles to keep up with
Paul but fails dismally. The next
SDS from Paulisinat 10175, Nick
tralling, for a a, with 6200,

Mick's sacond SDS key goes in
at axactly the same time as Paul's
third, Nick getting past the 10000
mark with just over an hour left,
Paul, with 14300 points and an
hour and 42 minutas on the clock,
again makes his laad clear.

Now Nick's third SDS is in with
50 minutes left. Paul matches him
so0n after with his fourth key, still
with an hour and 17 minutes o
complete the gamea in. And
then . .




> No hard feelings

DISASTER. Nick loses loads of
time, and just manages the fourth

SDS key before dying with 18925,

an improvemeant on his last game
Fighting back the tears, Nick
looks up to see Paul miles ahead
with 54 game minutes left, and
20125 points. Paul, a true hero,
carmies on again, and finally
axpires with 25775 points.

—

PAUL: 25775
NICK: 18925

And so Paul Tregidgo has won the
Dan Dare Challenge, and all

there's left to do is make excuses
for yet anothar CRASH reviewer's
fudging fingers {and he a Playing
Tips Ed too! - Man Ed)

But a bit of good has coma oul
of it. We all know how to beat Nick
now: following Paul Tregidgo's
example, we say Playing Tips is
the best column in the magazine,
and his ago swelis so much he
thinks he doesn't have 1o try to win
the game! Easy!

Oh, and there's one last thing.
Paul asked me 1o say helio to Marc
Bunch, Neil Williamson, Owen
Calahan, and Mark Marshallsay.
(Out of the question — Man Ed)

WE’LL TRY OUR
VERY HARDEST TO
BEAT YOU IN THE
NEXT

ré“HALLENGE
HONEST WE WILL!

Btnﬂnr-'unﬂnmhwchruam.ﬂohhwwm
with rock

to play a Challenge because it wouldn't fit in -
star image, David Peters and Man Ed always to
remember some urgent whenever the ect

m«m%wmm-wmunmﬂm
If your wish l'm‘tomﬂomnando' can always choose
&iuuhocl in 1987

' y YESs, we
know Commando is two years old - but

Dear Ben Stone

] | challenge you to play Commando = and may the best
man win!
| (That'll be me, because I've already scored ............. J)

! OR TAKE THE EASY WAY OUT AND TICK THIS BOX:
m too much of a wimp to play Ben in Commando,

| [ I'mt h of imp to play Ben in C d
but I'd still like my name put in the hat for a future
Challenge - perhaps for First Steps With The Mr Men,

a Pplease?

I R T TE T SR N S C S SN SN
' in which I've already scored ...........cccvmecmmonmsisnisass :
| R e OO S
e siesiinri b admaveni sharat raddams et s e
e e, | POBTCODE s iciosirain
| TELEPHONE NUMBER .....ccocorunrsassersassasssrsssesssorasssssssnns

AGE ............. R L I A MR T e S

If you're selected for the | well-fed while you're
Challenge we'll pay your | here, and steal
fare to Ludlow and home | the shirtoff your back too
again, keep you warm and
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TAKE ME TO
YOUR LIE

l o Sans
U T_..l..:,.......‘ig\"""

s iaplunjivl 'uullllull

Il
Py l“
. ol
L T
| 10 FLASHO E2
®, 20 BORDER 1: PAPER 1:INK 6 e
®! 30 PRINT “Twinkle,Twinkle?" !
® 40 FORn=1TO 50: GO SUB 340: NEXT n '®
®, 50 PRINTAT 12,0;"INTRO STARTS NOW b
o Afterabitthemaintunewillstart . . . that's '®
. when you start your words!!"' o
o/ 60 LETi$="lINTROAIM7T145UX1000W0 o
o 05N3 Eabe" \®
o 2 gd""m" e
i Iy
:: t$="IMELODYAI(V1105N6D#C5b6ag5# e
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.: V11 905 v W :.'
: N5$eg3t$ed5$edgfSesd) |
®, 100 LET @
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dumps on BZ256 printer,

Welcome to

THE new look 'zine. We
take you way pant
the (po called) new
dimengion. May 1 first of
all congratulate and
thank you non vyour
"rieky' purchaege of nm
attempt at hitting the

will

"big time’.

The
firet thing to remember
when reading Crunch

{apart from the lact
that 1t not 'real') 1e
that you CAN have YOUR

ray over what you would
like 1n the mag. If wyou
don't lhike something then
pay so. We're all mtting
here ready to take
conatructive criticiam
pralEe Miles)
where 1t'sa due. ] don't
Know about you but I'm a

{amnd
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b1t annoyed wath all

theae po-called magazinea
who thrust their opinione
on their readere 1t
ceally BUGS R
not concerned with some
bloke leaving a company
or Amatrad’'s latest
compact ironing board
you obviously bought
Crunch to read about
computers and that'as what
we'll tell you about. Happy
Christmas and interesting
reading!

me.

/20 Degrees

Producer: US Gold

Price E7. 99

GO SKATEROARDING WITH US
GOLD

FOR SOME inexphcable reason

you are dumped in Skate
City the toughest and
h'}ﬂrif_"}rt tﬂ'ﬁ"l‘ﬁ ﬂrDUf‘ld, .I'“\H
vou have te deo is survive
the day to day activities of
this active erwiroment. You
must fly around this
obstacle ridden area to
certain skate parks situated
at the North, South, East
and West points. On your
way to gaining money and
medals at the each of the
tour parks you may come
across salesmen on the
edge of the sidewalk., At
each of these stalls you
can purchase extra
equipment te enhamce your
performance, using the
money qained at skate
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parlk

nicked
around

DonuS

the

tawn,

up on
the

money 15

given

S ]'H+'FFI mnr-ﬂ'f can bl"‘

streets
arl
for

ecach stunt performed. It'e

not

After a

time

Appears.

Wwoau

open

all that

short

2a5 '3.’

a swarm of
To avoid
must

park.

though.

length of
killer

bees
these

qo to the nearest

Tickets to the

parks are only gained once

vou

have scored

over a

certain amount of points.

Therefore if you don't

perform enough tricks you
don't get enough money,

subsequently

vou l

the

To add more

challenge wvarious

are scattered around

bees
of a

gqet

characters

the

place, ranging from cyclists
to breakdancers.

without
Gold*

The

5 'ﬂ'ﬂ"'.—:t

concept

fgJamegs
IS SO0

This

-
15,

a doubt, one of US

to date.

oriqginal

and the gameplay so

effective.

Let's hope they

Weep it up.

Jack Burton

Tip: Use your time wisely. Do
lots of stunts in the town

till the swarm of bees

arrive. Then enter the next
park rapidiy!

DRILLER

Producer: Incentive

Price £14, 95

MORE DIMENSIONS THAN DOCTOR
WHO 'S TARDIS

THE HEW dimension has

arrived! The much advertised

and hyped Driller finally

dppRars oan *l’“' ﬁpﬂ'ntrunh
and what an innovative game
it 5. The mamn feature of
nr15|f3r 5 +h+‘_‘ riew ﬂ'l’.ﬂ{}hih':

techmque, It
has, apparently, taken over
fourteen months te develop
this revolutionary technique
of producing (relatively) fast
moving, solid and realistic

ob jects. Freescape tm.

allows you to see EVERY
angle of EVERY object in the
game. The first game to use
Freescape tm.

Freescape tm.

is Driller.

In this, almost demonstration,
game you must travel around
Mitra, looking for
Each of the areas you
contains a variable

—Z

the moon,
qas.
enter

percentage of the total gas
of the

rig in the right point in the

moon. By placing a
you can extract the
highest amountof gas

possible,

areca

therefore gaining a
All

over the planet are various
obstacles which must be

aqreater bonus.

overcome to enter the next
area such as steps, lifts
and sentries. Of course all

these are very easy to
pass if you happen to find
and jump in the
reconnaissance jet, but te
place the rigs you must go
back to the

excavation

probe. The packaging is
lavish containing a 32 page
novella, a mapping model and
a brand new dimension.

Miles Knighten

TIP: Use the et
Driller, plan your
then jump in the
for drilling.

te map out
route, and

transporter



GCame Set K
Match

(Compilation)

Producer: Ocean

Price £12. 95 cass.
E17. 95 disk

MORE SPORTS THAN
GRANDSTAND

Match Point did so well to
convey.

JONAH BARRINGTON'S SQUASH

You could almost say this is
the real thing. You even
qet the eponymous and
controversial squash player
speaking the scores for
you using the revolutionary
Reprosound technique. JB's
Squash has got everything,
apart from somewhere to
warm your balls up!

POOL

YOU MAY have thought
Track And Field had a few
sporting events in it, but
wait till you hear what's in
Ocean's little sports
extravaganza. In this latest
of compilations, the
Manchester software house
Ocean have got together
what they believe are the
most wanted sports
simulations on the Spectrum

not necessarily the best
{as overyone's got Match
Day, Match Point and Steve
Davis Snooker). What we
have here is ten games
covering £ different
sporting activites. Here's a
brief summary of what the
four cassette package
contains:

WORLD SERIES BASEBALL

Recewed rave reviews when
released as the new
Imagine's first game back in

'8S. Still one of the most
playable games of its
genre.

TENNIS

This upgraded Match Point
contains most of the
features of tennis, i e.
one or two player and
doubles, but lacks the
realistic feel and speed that

Not really as realistic or as
fun to play as Steve Davis
Snooker, but fans of the
classic American ball game will
have something te amuse
themselves with.

PING PONG

playing it.
BARRY MCGUIGAN BOXING

Yet another in the long line
of successful boxing
simulations on the Spectrum.
There's the whole world to
compete against te gain that
elusive World Championship. You
can even alter the
characteristics of your man.
Get a friend along to play
and you can bash the hell
out of each other.

BASKETEALL

Despite 1t's recent full price
release only four menths
ago, it doesn't give

any more than any other
game on the court. You'd
be much better off with the
1985 team game of World
Series Basketball - wvisually
and aurally much better.

Programmer supreme Jonathan
Smith shows how to make one
of the most enjoyable arcade
games succeed on the
Spectrum. Loads of options,
and even some superb tunes
to keep the excitement
running at a tremendous
pace,

HYPER SPORTS

This is the real Track And
Field ©of the bunch. Guide
Hyper Bill through all the
events (swimming, skeet
shooting, long horse, triple
jump, weight hfting and
archery) and prove yourself
to be waggler supremn. One
for all high score fans.

SUPER SOCCER

i'm surprised Ocean brought
this bad egg into the
basket. There's more bugs
in it than in the Russian
Embassy. Match Day Il is on
its way (see 'Watch Out')
so | shouldn't even bother

-

DALEY THOMPSON'S
SUPERTEST

The follow-up to DT's
Decathlon didn't prove as
popular, but provided a
great variation of events
and a strong challenge to
the Epyx series. In
Super-Test you get pistol

shooting, cyecling, spring
board diving, giant slalom,
rowing, penalties, ski

jumping and tugq o'war.

Game Set And Match is not
just an ordinary compilation,
I"ve no doubt that ‘theme'
compilations are the product
of the future. Probably one

of the best Christmas
presents you could get., Buy
it now, think of it as an
investment,

Andres Whitham-Smythe
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WADING THROUGH THE OCEAN

Match That!

After over three years on
the market Jon Ritman's
fabled soccer game has finally
met its match, itself. Yes
the jovial Londoner, after
much waiting, has finally come
up with a follow-up worthy of

t'tt"' ‘-?rj]r
Ew i ”
1 s 3 Seemel

123495 Innni
—Sa95 1000] | 1,

PLAYER 1 | G

N.R
DISCO
SOUNDS

Wﬁ@@fﬁ?!‘m&mnﬂ

the name Match Day Il. More
options, more graphics and
improved sound could push its
predecessor Match Day off
the top of the league. The
old team are back together
again; Ritman's written the
code; PBernie Drummond has
designed the cute wire-frame
graphics and Jon's old friend
(whose name could not be
disclosed for fear of
kidnapping) is back again with
some jivey beats. |t should
be on the streets now!

Grer! Urghh! Aaggh!

The fabulous arcade gqame
Combat School will be out for
your Spectrum in time for
Christmas - so you can stop
all that grunting and
groaning. Ocean's big arcade
reference is not a case of
blowing up countless enemes;
you must battle against the
nstructor and yourself to
become strong and quick
enough for graduation to
your first mission, and then
all the wviolence can start.
Training consists of five main
sections; the assault
course, firing range, arm
wrestling, wron man course
and hand to hand combat. If
you happen to fall a bit
short of these tough
standards then you are given
the chance to reprieve
yourself through a test of
chirn-ups. Combat School
qves some monochrome and
some colour packed stages
qiving qreat value for money
at only E7. 95 on cassette.

More than just a game!

Ocean jumped in quick to
icense the Academy Award
winning film, Platoon. Ocean
keep insisting this is NOT
another shoot em up. They
have tried to represent the
film accurately with sin

_4_.-—

different stages to complete
and finally get out of the
hell they call "war'. The
compiter game will be
released in conjunction with
the RCA/Columbia video in
early January.

Dunking without a digestive

After having little success
with their ambitious
basketball release of ‘85,
World Series Basketball,
Ocean are deciding to have
another shot at the basket
with the Dinamic programming
team's Basket Master. This
one-on-one simulator
contains a two player
option, slow motion close-up
replay and cartoon style
graphics. No doubt one to
look for. ..

NEXT MUNF.

Mare reviews
than you could imagine.

ﬁiﬂlrnr' I"‘lufrun

OF COURSE it all really

attitude towards us.
a lot of fanzines around,
only the most professionally

‘What's Bugging You?',
] What'>
E wrong with Amatrad’'a

| pricing policy? Are 16-bit
machines worth buying rnow?

We want YOUR views!

PLUS Expanded playing tips,
expanded contents,
expanded editorial, ewpanded
reviews., . . (| think they get
the message - Ed)

Hopefully we'll be getting our

hands on:

Match Day I Combat School
Basket Master Nebulus
Deviants Sidewalk

depends on software houses'
There's
50

and efficiently run outfits will
SUrVIVE,
Also: A new column called

I
¥



A SUPER QUIZ

FOR SPORTSMEN l

WIN A DESIGNER.
TRACKSUIT

AND BOBSLEIGH
FROM  oom
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| B Bobsiegh. test your knowiledge of the real thing

|| 1 When was four-man bobsleighing first featured in the Winter - e R R e ERED

| a) 1804 ¥T3 BCIN #b1
= [H.Jl'.: ,.1;'E

b) 1914
) 1924

2 Which country won the four-man AND two-man world
bobsleighing championships this year (19871)7
a) Sweden
b) Switzerland
c) Swaziland

3 In what year did British champs Tony Nash and Robin Dixon take
the Olympic gold medal for bobsleighing — the only time the Brits
have done it?
a) 1964
b) 1968
c) 18972

4 Who is the top British bobsleigh driver who worked with Digital
! Integration on the game (and once beat Daley Thompson in the
reai-lite decathion)?

| a) Nick Roberts
b) Nick Nolte
¢) Nick Phipps
5 Where will the February 1988 Winter Olympics be held?
a) Calgary, Canada
b) Helsinki, Fintand
€] Innsbruck, Austria

6 What is the official British bobsleighing body?
a) Bobsleigh Society Of Great Britain
bj British Bobsiewgh Association
c) British Bobsleighing Corporation










ACTIVISION,
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Officially licenced from one of the most original

and popular arcade games ever created, Rampage

is the game where the nice guys don’t get a look in.
Grab your way through Chicago, punch up New York

and jump on San Francisco. This is your chance fo

become one of three indescribably monsterous characters
on a rampage through 85 cities in an enduring 768
different days of destruction.
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HEWSON looks set for & viokent year -
with game names ke Marauder

1), Owerioll (zapppp
m L I:HI'*" m.wy
there's I:If:mﬂm Four Smash

But pe Hewson's Spactrum
begge will be a shoot-'em-
up from Exolon author Raffasle Cecco.
Promésed for February, it features a

weapor-packed ship plus plenty of
FRMTOW

BSCADeS,
Marauder's another straightforward
shool-'em-up - 'Inevitably’, says the
soltware house's boss Andrew
Hewson, reflecting on his vicious line-
up - but Hewson plans a fusion of
ghoot-'em-up and road-racer in . .
well, a wilth no name yet.
is adding to the plethora
- and an

Clever & Smart, a sispstick computer
comedy packed with clues and
probiems, but things get darker after
that.

Magicbytes's Paranola {due for

F release) s compared lo
ﬁ&%'s nowvel 1984 The world
s controfled by a tyrannical, omniscient
computer, and only by pretending 1o
conform can you carmy out your escape
plan.

And the arcade/strategy scare- em-
wp Vampire's Empire takes you into
the death-imbued depths of Dracula's
castie to destroy the vampire with light.
Garlic, mirrors and clichés also figure
prominently.

Mind you, Anolasoft’s always adding
i the plethora of labels — just a few
months ago ReaktBr appeared with a
fistful of releases and then
drsappeared. Now Realktlir's maiting
down with excitement over Out OF
This World, | 5 levels of alien-blasting.

Mirrorsoft s keeping its feet on the
ground and gets off to an old-fashioned
start with Andy Capp, the official
icensad version of the runming
comic strip (as seen in The Mirror,
a corporate relative of Mirrorsalt ... )

All the Northemn nuances of

superskiver Andy's comic-page

And the last of '87 — we analyse what's coming
soon, what's delayed and what's just an idea

characler appear in the arcade
quid J;Emm i v L‘I1I::;
al #'s to scrounging from

long-sulfering Flo. Andy Capp s out
mid-December on Spectrum cassette
and + 3 disk, and there's a competition
in the December 28 Dady Mirror 1o win
the original packaging artwork drawn
by the character’s creator Reg Smythe

From Oomskirk to Omsk .. . in
January comes the infuriatingly difficult
puzzie test of nerves and coordination
Tetriz, programmad in the Soviet
Union.

Denton Designs (Frankie Goes To

Hotlywood, The Great Escape) go to
Mirrorsoft for Fex Back Sofar
just an idea, it's the first fox-hunting

game we've heard of but guaranteed to
shir the viclence-in-games lobby

And then there's Diark Castie by the
American destgn compary 360, which
Mirrorsoft spokesperson Pal Bitton
calls ‘super whizz-bang” on 16-bit

So that's already half of Mirrorsoft's
redeass schedule for 1988 - six fo eight
games, says Bitton, ‘'more than this
year but we havan't been terribly active
this year. We're going to be hyperactive
neod year

Konamil continues 1o put its coine
ops on the Spectrum (at least, those
which Ocean doesn't; must be an
ekonami of scale) - coming soon are
Iron Horse, a fast-moving, fast.

shooling Western game sel on a train,
and - hyped by Konami as
‘the Nemesis sequel

US Gold's big arcade conversion s
Out Run, with five courses of Fermari
road-racing straight from Sega's
famous hydraulic coin-op, Hills and
hurthing trucks are added to the usual
perits of driving games; Enduro Racer
will seem Iike a Sunday afterncan in the
counlry after this.

M sequelto the top-selling
Issue 37 Smash, adds new creatures,
dangers, magic powers and bitter
batties to the much-cloned onginal m
over 100 levels of mares World Class

P US Gold's Out Aurr. giving Enduwro
Racer a run for your money?

Leaderboard s an update, too - of the
mare sedate polfing sim Lasderboard
TI':‘!I'ihu.l 5?2&:‘{ ok
tu L tﬂurpm
California Games, on the
Inb-a'i six simulations from the
coclﬁt stale including Irisbee
roller skating, BMX bike
ing. foo! bagging (keeping a bean
hag up in the alr without using arms -
sounds silly when you spell it out),
skateboarding and of course
And from the US Gold-ownad labet
GO! there's Bravestarr, set a little fo
the east and a lot into the future — a Wild
West-style suparhero’s bizare crusade
through the planat of New Texas
Also from GO! comes Capeom coin
op conversion Sidearms, an orgy of
wagghng shooting and vivid graphics,
aswell as Warz, a lantasy role-
playng game going heavy on the
graphecs as well 33 compléx speils and
character traits. You're running for
Chiel Wizard — and in Wirard Wa
Campaigning means magically sending
all other contenders Lo the back
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G{]' s Captain America In The
Doom Tube Of Dr Megalomann, 1
licencs of the Marvel Comics characher
Yes, it's time (0 save the world again -
riding the eponymous superhero’s sky
cycle and battling through the self.
epicentred Dr Megalomann's
underground headquarters lofind a
nuclear missile

What of the Actvision stable? Well,
fram Electric Dreams there's a strong
opponent for US Gold's Out Run in
Super a Sega coinop
comversion with 18 levels and four
turkes

We're not supposed to call System
3's IK+ asequel - but it's an enlarged
version of the two-year-old
Internatronal Karate, adding a third
fighter and naw kicks.

It’s back to true sportsmanship for
programmer Kevin Toms's classic
team-management simulation - Prism

promises Football il - and
onta the track for our ex-favourite
racing stat in Migel Mansell’s Grand
Prix trom Martech

It's been held beck while Martech
negoliated a distribution deal with
aspinng American bigge Electronic
Arts; EA admits that after early hype

prompted by its masshve Show
presence things have gone rather
slowly, and adding Martech's ten-odd
gamas a year to its catalogue may help
persuade small retailers it's worth
dealing with the icomoclastic company

EA's own Spectrum plans &s outiinad
by Pressdent Trip Hawbins in a CRASH
inferview - everything from Chuck
Yeager's Advanced Flight Simudator to
Miri-Putt - may haye bcEn- rash
promises, because there's no sign of a
single title. SHl, the company says
ErOWINg [ains are over

(Will EA sign yet ancther label to
swell its distribution package, whicth

dASMERE &

»  Denizen trom Players: space action with Jabba McGut

MORE FROM THE
BUDGET BOOM

TALK ABOUT walking the plank — whoever thought of calling Software Publishing

Associates’ new budget label Fiﬂlﬂ
But it }-l_ 3 MASSINE lIme-LiD i
I-f'om ddictive little Cos

T P'J K& arcade
Later in December co

1 Apache led' Cah‘ywabbfﬂ Vice
one Murphy, and Knightfall

@is0 includes CRL and Nexus? No, say
officials - but then they said that before
the Martech deal)

Finally, there's a unusual combat
game from Pliranha - unusual because
it's not cute and it's not a licence
Gunboat sends you on & high-tech

searchr-and-desiroy mission against
enemy submarines
And, yes, wit're shilt waiting for
Puanha to finish Judge Death -
dealing with programmaers in Budapest
[ Tamng longer than expected.
compiations: page 34
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Garbage Gobblers (these sound like cutesy titles from 1983 ) Gang Plank FLEEEL OLASTEE AMD STUAET ELECEC

snid Kadlar and then in r.s:'.-...'.:'\- Pirate pushes '*H:dne.-l-c.ldamy r those w
GREMLIN SPORTS

flunked Combat School, 0.K. Yah! and Tenet

MO SIgn of anything more an l‘-"r,_g':._.':r”. prit

itel cﬁiﬂ though - the

CE sister

first Crysys game, Enk: Phanfom Of The Opera, is reviewed ths ssu
Hewson's £299 Illrl:k It abel promis ﬂﬂrﬂﬂ' r early Jan t sounds

ike standard penetrate-the-security-complex-and-disable-the-weapans stuff — and GREMLIN GRAPHICS is set on sports this Chnstmas ~ with a line-up in

two more for later in the year raundnrfam DWS you in a dungeon a hundred Tour De Force Gary Lineker's Superstar Soccer and Alternative

VEars her {wiel QC 9 vears hence by the tir U's released) and pits you ‘:1__‘;-“1-.'.'_ h
flent, r | o s jards; in Bittrkrelg you shool 'em up from a tank and helicoptes Tour De Force gives the power to your thighs in a hectic, hazard-packed race
E.-'-.ry1 fe Fu k-t [abel will be avadlabie for the Spectrum, says the theough five countries,

X )
B ".-'.'u-..,"-.r-ri-lrr'-.-'.ru-f.-',--,-",tnp. Juse
than Tulk-price ones

I 5 much eas:er 1o do budget comversions

Gary Lineker's Superstar Soccer combines management and midfield; you stan
the game a5 manager of 8 washed-out no-hope team [rame your favourite) and
Brace yoursel! for an onslaught of Grand Frix I.-.._‘-,_: M tities — hot on the bires of steer it through nine seasons and four divisions against 63 competitors
Code Masters's successtul Grand Prix Simulator Gnmd'Prer Term-‘l m Trade players and coach the team - by choosing one of a hatf-dozen offensive
M. .\LIJ (Tt hey b ---:. a good racket when they see one.) and defensive sirategies — and then control the centre forward during the malch
Also on the MAD. list s Energy Warrior, and out on Mastertronic's The computer manages your goalie, as well as the oppdsing team if you go for
s are Knightshade (Ively') on Ricochet and a host of one-player mode
rerelpases Superstriker Lineker's connection with the game s a bit tenuous - it's mom
'l.- '.} !l Kung Fu Master (18 months old) is now out on Americana, and about management than the mitty-gritty of the field - but hey, it makes a good
M 5 Action Reflex (the same age) is on Ricochet alongside Ultimate s poster. (And a good board game - Grembin, diversifying expacts 10 sall ower
ashes Kmight l.anr and Alien 8 150,000 of its first board game. Gary Lineker Footbalier Of The Year) !
And from Pl-lﬂufl 818’ Duwiu-n aspace action chche (with a baddie called The first parody of those deadly serlous macho sports packages like Ocean's

muiltifar e ather labe

WS UL L

ik i o
."' af-0id CRaSSiC o

ba McGut') from the programmers of Rid ,. The Rapids (reviewed on page 168) California Games has arrived - Gremlin's Altermatve World Games features sack:
""!:1',-'“" 5 f-t 3 few more L'.- 85 b Za,p Paks crashing onto the tacing. boot-throwing. pole-climbing and wall climbing. Silly graphics and absurd
SpeCtrum 1. Jo& P pce and k.'r"f”..-" L] .':h.'.l 30 A SIS d -.;- a s& '_!.:-'.;.'p mmtﬂ‘hﬁl‘m
Dice and Riding The 11.:. dsis set lor December, along with another of Cybernation But just in case we think Gremlin's all sweetness and light, there's siso Blood
ind Supemova. The packs also include demos of Players games as yet unplaye: Valley. ‘The smell of blood is in the air,’ the publicity told us, and we preferred to

wdgel reviews: page .'.*.--'- read no further. injuries in the second half are about all we can take.
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ITHOSE CRAZY TIE-INS

RAPIDLY runrning out of obvious licences though nobody’s done a GAC'd Macbeth
the software houses turn to the dregs of culture for their tie-ns
rived licence of the year must be Drodds from MAD, - rather vaguely
| described as an ‘exciting phenomenon’, it's based on the imitatingly cute robols
R202 and C3PO from Star Wars,

Superior Software must be feeling silly, too. There's a big licence coming from
Superior ‘before Easter' — AN Becawse, based on the TV ads for Cadbury’s Milk
Tray chocolates!

The ads, which some newtiorm babies won't have seen, show 8 superheroic actor
going through incredible adventures 1o reach his lady love and hand her tha
thocolates — “and all,” the final line says, ‘because the lady loves Milk Tray’

S0 in Supenor's licence there are frve subgames based on the ads: skiing,
hang-gliding. explonng a desert, subagua diving and motorcycle-leaping across the
Grand Canyon. We love it

More plausibly, from Activislon comes , 8n arcade adventure
riddied with riddies. It's boensed from the Anglia TV/ITV network role-playing game
show which mines live action and computer-controlled graphics,

Also from Activision, Predator - baced on the skin-rippeng new Amald Schwar

r/20th Century Fox movie which mixes live action with dead action. Game
Igliows Silm closely, with the player fighting through a Lalin American jungle to repal
the egonvmous alien
Still in the jungle, Cascade has (he kcence for Faul Hardcastie's hrh-h-h-hit song
19 Publicity makes a thin pretence of exploring the angst of an antiwar generation,
bt thers are those who think it sounds kke Combat School

S in the wngle, Plranha has Boy OF The Rovers coming soon
| connection, incidentally, we have been asked to point out that the Meichester
m»n is real and not a fictitious character as imputed by John Minson in

Finally, ahm.ulnﬂu:ences sarmeane had to buy

US Gold has acquired official licences to Charfie Chaplin, James Dean and
Marilyn Monrpe and plans to release The Seven Year Gold Rush Without A Cause
acrass all formats. No, seriously, there & a Chaplin make-a-movie (shoat-'em-upT)
game in the works, but Dean and Monroe are probably best left to memary and

posteards.

And Press Software (see article in this section) is working not only on
game (Wilma vs Fred; you play Fred or Barney) but alsa on
ihe game of a comic which nobody's allowed to identify

SUll, we're sune that as it whizzers through your Spectrum's chips you'll have a
dandy beano of a time. Judy, Mandy, Debbée and Buster did with a demo copy;
lopper the range, they found it, a nght litthe plum, but it'd be pippin those old
Mﬂmat!r@sﬂmm&nhmdmenam
- liens: page 38

MEN OF DESTINY

DESTINY SO I-'I'Wl.'lli
Teladon

ARGUS RENAMED
IN MASSIVE CHANGE

ARGUS PRESS SOFTWARE has been bought by s Managing Director Stephen
Hall from Argus Press Groug, the newspaper-publishing group which launched
Argus Press Software and its labels Quicksilva, Bug Byte, Mind Games and
Lothionen

Hall now awnid all the soltware house's shares and will rename il Grand Slam
EnTnmnmen'r o

1988 releases will nclude Peter Beardsley’s Football Game
urrulation|. The Football Asseciation/England Team Game_ 1 »
Hill arcade game foliowing on from Argus’s successiul beensed version of the TV
sirees earlier (his year

Coming even sooner are The Nunat For Red Dctober, basad on Tom Clancy's
best-selling submarine novel, Pee-Land, the return of Pacman inan Alan/Namco
com-0p conversion;, and arcade adventure Tarramex

£ b Pac-Land comp: page 37

= fnwhich

ELITE TO LAUNCH
BUDGET LRBEL

ELITE

> l:ul-l Masters wunderkind Richard Darling (Jeft) and David Darfing (right):
much-hyped by pictures like this

IS CODE MASTERS
GETTING IT RIGHT?

NO SOFTWARE HOUSE s quie as noisily blatant in its self-promotion as Code
Masters - yel nothing in the software industry has had as much media coverage
a5 the image-conscious buadgel house, now nang 10 Improve S product oo

Fram Options to the Financial Times, Todayto style mag ~Dto Media Week, Code
Masters and its two young bosses (20, 21) have been touted as the country’s most
sycoessiul, dynamiec, po-ahead, just plain lovable saftware producers

Spactrum-owners have known the truth behind this for some time, and Code
Masters has acquired a reputation for £1.99 games worth that at most. They're nice
little eamers, mind you; nearly all make the top-len sales charts, and Code Masters
claims (o be the tzrggef.'r-se!urlgf.rh'Tm:rf hawse in Britain, having doubled its share
of the budget market from 6.3% to 12 BX between August and Oclober

And now the quality of r.'ffe.‘_*l,-"a like Professional Sk Simulator and Dirry (both
high 70s.in CRASH) shows Code Masters is aiming in a new direction ~ up. The Code
Masters Plus rangs will leature £4 99 games spraad over two cassettes One
cassetie contains the straightforward game (a5 avaitable in the £1.99 range) plus
a more difficult version; the second cassatie has extra levels

First out on the new labe! is Jet Bike Simulstor by the Oliver twins, Philip and
Andrew, whase work including Duzzy, Ski Simulator and the less well-reviewed
Grand Prix Simuiator) accounts for 20% of the company’s sales

i sounds like the new label's name is just right - Jat Bike Semuiators a standard
Code Masters simulabion {overhead view racing) with 24 gxtra scenarios on the
second Lape (o account for the “Plus tag. The word 'simulator” is ‘a good addition
10 a tithe which helps it sell’, says Code Masters marketing man Bruce Everss
Lecpards and spols and all that
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Howard Kendall says...
This must be the ultimate
of all strategy games...Excellent

ORDER NOW - ORDER NOW - ORDER NOW ——

E ULTIMATE FRUIT MACHINE GAME
* HIGHLY PLAYABLE * FAST SPINNING REELS
* IMPROVED SOUND * HOURS OF FUN

FEATURES INCLUDE

HIGH SPEED ROULLETTE * NUDGES * SPECIAL FRUIT

REEL CLIMB * FEATURE SYMBOL
Send cheque or PLO. 1o ROSSWARE (Depl 45), 646 London Road

Westclifi, Essex S50 9HW

For fast delivery put Cheque Card number on back of cheque

TELE-GAMES —

Europe's Larges! Stock Of Video Games & Cartridges For —

&m‘
INUEWNSION]

IN STOCK NOW

§EEA

WICO JOYSTICKS FOR NINTENDO IN STOCK NOW
TELEGAMES, WIGSTON, LEICESTER, LE8 1TE (0533-880445)

NEVER - EVER - HAS a tootball management game been available lor 88 TEAMS
of which 85 ARE COMPUTER MAMNAGED with GEMUINE MATCH RESULTS (no! rangom)
using the INDIVIDUAL ABILITIES of 1000 PLAYERS WITH AN INTELLIGENT METHOD
OF MATCH PLAY

NEVER - EVER - HAS a toaiball management game allowed the TRANSFER OF 1000
PLAYERS between B8 INDIVIDUALLY MANAGED TEAMS with INDIVIDUAL SCOUT
REPOATS on 1,000 PLAYERS snd 88 CLUBS. plus squad details of EVERY CLUB containing i
numbes of games played and goals scored of ALL 1,000 PLAYERS

NEVER - EVER - HAS s rootball manasgement game allowed you the CHOICE OF
ANY FIXTURE from ANY DIVISION with ALL goatscorers. ALL results for ALL matches
plus League Tables and Nixtures for ALL divisions with ALL gates individually
calculated

PLUS rolicing. Gate income, Full sdministration, Stafl, Injuries, Physio, Crowd
contiol, Match programmes, Laague enguines, Ground improwements. Squad delails
Field pasitions, Holel, Travel expenses, League fines, Promaotion & resegations, Banking
wilh inlefesis. Sackings, Manager approach. Save facility, Printer oplion

HOW HAVE WE DONE IT? 8y two years of research and planning plus using
the most sophisticated data compaction mathods OUR AIM was 1o produce the
ultimate in a football stralegy game - we Think you |l agres, we have

WAHHIHE = This i a serous managemen! siralegy game [Mo skill levels
gimmicks, or random simulation) &

HOWARD KENDALL says: " This musl Do the uitimale of all sirafegy games - excellent
COMPUTER GAMER says: “This iz by far the most realigtic game of its kind | have over
CoOme #Cross

YOUR COMMODORE says: "On balance e game iz aireers ahead of Foolball
Marager.”

AT LAST!

SPECTRUM SPARES

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

ULAGCH £11.99 | SPECTRUM KBOARDMEMBRANE {4.99
128k ROM £11.99 | SPECTRUM KBOARDMAT £5.49
ZE0A £299 | SPECTRUM KBOARDTEMPLATE £4.99
TRIES REG £1.49 | SPECTRUM+ MEMBRANE 9.9
4116 RAM £1.49 | MODULATOR nw
SPECPSU £10.49 | SMANUAL £22.99

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 £9.99 + PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3INE
Tel. (0253) 822708

* NOW AVAILABLE ON SPECTRUM *

ORDER NOW ... ORDER NOW... ORDER NOW...
£10.95 including V.A.T. Plus 50p post & packing
PLEASE SEND CHEQUES/P.O. TO:- ACCESS RING:-

JOHNSON 0702 710990 (Sam-1pm]

39c TOTTERDOWN ROAD
SUANATRLUILN wesonsoreaan:

LIMITED AVON 8523 4LH
COMMODORE 64, SPECTRUM

DREADNOUGHTSat JUTLAND

Y
(HMS Lion as she appears in the game)
A SUPERB SIMULATION of the WW1 naval clash
% all 64 capital ships individually detailed
% 2-player and solo (British or German) play options with 5
scenarios and 5 difficulty levels

£14.95 incl P&P from: SPECSIM
59 Chestnut Road
for the 48k Spectrum London SE27 9EZ
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|WIN ANY GAME IN
CRASH PLUS THE
COMPLETE T-SHIRT
'/RANGE IN A PRETTY
HAIRY COMP

I And who is it?

h-..-- ------------------------‘

LENIN had one. So did Franco Frey. Don Johnson always looks
like he's about to have one, Mike Dunn couldn't if he tried (he's
s0 young!) and no-one knows what Lloyd Mangram sports
beneath that paper bag.

Father Christmas has a beard, too — but till you can sort out
these impostors, we won't let anyone claiming to be Santa into
the Towers to pick up your presents. (OK, yes, we acceptthis is
a transparent lie, but it's perrectly true that you could get some
ﬂﬂr&h}tnﬂmh@bﬁd&nﬁfﬁmﬂmmbﬂhmm

Just put the letter of the right photo against each name below.
But be careful—there's one beard we haventnamed, and you'll
have to tell us who that is too. (Hint: not Mike Dunn.)

The first entry picked from the depths of Lioyd's beard - gave
it away! — will win the complete CRASH T-shirt range (as
advertised on pages 166-167) plus any game reviewed in this
issue of CRASH (winner's choice).

Ten runners-up will get the game of their choice from this
issue, too. So don't forget to tell us what you'd like if you win.

Send your entries and the filled-in form to BEARD AND
WONDERFUL COMP, CRASH, PO Box 10, Ludlow,
Shropshire 8Y8 1DB to reach us by February 1 (think of it as
an early prasant for Christmas '88). As usual, the decision of
CRASH's appointed judges is final in all respects, so you may
have to take it on the chin.

r---‘.-----.----------.--.-----.

Just write the right letter beside each name . .

Kevin Toms (Football Manager programmer)
Sir Clive Sinclair (Spectrum inventor)
Graham Stafford (Design - or is he Design?)
Greg Follis (Gargoyle Games)

Alan Sugar (Amstrad boss)

David Crane (Activision founder)
Scott Adams (Adventure International)

And then there's the mystery man . ..
What letter is his/her picture?

8
RE:

Dear SirMadam

It has been drawn to my attention that this branch has not yel received
your CRASH subscription order. | trust you will rectify this unfortunate
situation al your earlies! convenience, and | enclose our form number
AOFH{46T)-B-DG-89 10 be filled out in triplicate and retumed with your
sattlement by January 6 in order that you may receive |ssue 49

Yours fathfully
ay... -
GN?"H ._/F"Hf.#"

CRASH subscriptions cost £15 in the UK and £22
abroad, for 12 issues. Please send this form to: CRASH
SUBSCRIPTIONS, PO Box 20, Ludiow, Shropshire
8Y8 1DB, to arrive by January 6 if you wish to start
your subscription with Issue 49. Cheques and postal
orders should be made payable to NEWSFIELD LTD.

. | 1ENCLOSE £15 FOR A NEW CRASH
SUBSCRIPTION IN THE UK

| | FENCLOSE £22 FOR ANEW CRASH
SUBSCRIPTION ABROAD

SUBSCRIBING TO CRASH

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

POSTCODE ................

PLEASE DEBIT MY VISA/ACCESS ACCOUNTE _____

NAME AND ADDRESS OF CARDHOLDER (IF
DIFFERENT FROM DELIVERY ADDRESS ABOVE):

PLEASE CHARGE MY ACCOUNT NUMBER
l |
SIGNATURE .........
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I'™M OFF DowN THIS
GHIH*Ei TOROE SoMe
GIEB‘M

PRESS,
\OFF You Kibpieg!

oooocoH! FRESStEs.'mu*EETs*
Daups! 'Fm.st:um"'.}l ACTioN
MEN! BAREIC AND KEN! PRI
SIGNED Picoys oF HEEND
oL AMD Wil TH Bt
GRY Ksaesen
v oan'! |'|u 50
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_WINNERS 8? o

RESULTS

WE WERE swamped with entries
for Ocean's hot and sw lssie
46 competition - despite
kup.on the wordsquare! As we
speak (well, write) Paul Phillips
will be looking forward to the first
prize of a video recorder, the video
ernrt)l}mpmmlrgm
compilation Game
And Match, which Ocean will ba
whisking down to Bristol BS13
soon. The four lucky winners of
secnndpﬂm will sach be recaiv-
ing copias of Winter Qlympics and
Game Set And Match. They are,
lain , Dyfed, Wales SA19
BRA; Paul . Luton, Bed-

. pmzss

GAME SET AND

fordshire LLI4 9AH; Jon Lee,
Addlestone, KT152TQ;
and Lee Ritchie, .
Stirlingshire FK4 1JN.

And another fiva clever runners-
upmlimh receive Game Set And

m:ﬂ happan tn ba

shira, Sr.:ml.and Ka4d

STOMP,
STOMP

Gwynedd LLT7 75 (parhaps wa'll
justringthe zoo . . . ). And fifth out
of the cage was J Norton from

Ashington, West Sussex, who gets
arubber (whew!) gorillamask. Like
the following 25 runners-up, all the
above receive a copy of Activi-

And oh, what exolont prizes as
stumped up by Hewson for this
Issue 43 caption comp. The winner
was M Williams of Kent TN10 3EP
who came up with the caption
OK... OK... you'vesussed me
out . .. the Milky Bars are on me.
Itm-a hawdmplaaHdMiknDtor

while but it had me tittering into

sticky bun for hours, if not
minutes. M wins a VIP day out at
The PCW Show, a water zapper
and a copy of Exolon.

The three runners-up, who each
recaive a waler zapper and a copy
of Exolon, are Joa Hole of London
SE10 85X, Lee Sharrock of
L:wdeﬂZBUSmPld

Tinker of Nottinghamshire S81

nnms:'rgmna ot og R of the game. "
through November's ’ QGorton, Manchester
only breaking out to the cover but Ehwnﬂ“
also mmnclw:smncm &?#F.m Lock, Dartry
mminent Rampage : Palling, Preaton, Lanca-
comop loence, T S Ty T S
Thera's no monkeying around Scotlend AB2 OJO: um-n Bradburn,
with competition entries but when mw“ ::_m
it comes to prizes, how CoUId we | e e o L T ST v
resist? The winner of a fabulous Am.mmﬁnimrmﬁ
compléte suit is Steven Caivert, Washington,
from Slough, Berks %w"-mhm
%%ﬁmm DI::IG- wﬂhﬂ“ “ﬂmm
ham, who receives a gorilla head, | 525 299; dohn McFadyen, Norbury, Lon-
hands and feet (not real, we hope). | Siwewsbury, Siwopshire 572 5LY; Gramt
mB' "'E‘Mu““" of Flfeﬁashmcnthmd Poltard, South Croydon, %&
1 gets a gori and | gieshen Phythian, St Helens
hands (not masmmtwo-gandgd WATD ;AZ. Mﬁ:lihn iﬁ'l—f-hr.
gorilla, presumably . . . ). Fourt Soale Yortudive & Suciderd,
| prize of a gorilla head goes to Li- mmﬁwm
fon Edwards of Liangefni, McGrath, Swindon, Wilts SN3 2.
ONR. 20 runners-up each recaive
OH! WHAT AN acopyof Exolonandtheyare . . .
EXOLONT COMP

Mr § D Crane, Lelcester; Simon

D Biackett, Co Goulds,
Morfolk  NR28 Mark  Sammons,
wmmnmu‘r;u-mw
Coventry CV1 1R0; Devid Navin, Lancs.
AED; Jon Williarms, Glos; Mr A Babb, Bucks
HPS SDS; Nell !m&m TG 4PF;
Hearvy, Bolfast OHO; “A Non E Mouse”
Surrey OUS S88; Martin Glibart, Stafls
WE15 18U David N Kobal, Leicesisrhirs
LE 19 BMB; Dean Shepherd, Avon BS158YD;
Rotert Sheldon, West Midlands 872 1HY,
Charles Allen, DE3 2JE; aned Adirian

Malgney, e Wigan BEN




AND THEN THERE’S ...

ACE 7 Cascace Games U7 20 i), T7.95 (1280

ALIENS (LS VERSION Ewnctic Dreams ©7.00

THE M enach T10 40

ATMEMA Crcear (5 40

BALLBREANERCHL T8 40

BASH THE GREAT MOUSE DETECTIVE Cewmin Graghics (40

GREAT NEW AGGIE svemssoas v
BUYS AT GREAT NEW e
AGGIE PRICES A s i

FLUNKY Pranha [ 40

up to 20% off FULL-PRICE games FREDOY HARDEST Oce: 16,40
including pap! UNSAIP WicroFhcue 1 56 cassete £10.60 9o

.MMLMI“.H“ (was £7.95/£14.95)

JACK THE NIPPER i IN COCONUT CAPERS Gremin Grapics 08 40
SACICAL Konarms 0540
MATCH DAY [ ocean £6.40 cassette (was £7.95) LAST MSSION 5 Gest 0640

£. MUASK | Crerrie Grapitecs 1840
MASK il Gravmin Geaphes £8.40
MEAN STREAK Werorot (% &
MERCENARY Nervagen 7 05
MOOWSTRIKE Wriorsch (8 &0
MYSTERY OF THE MILE Firaturd (6. 40
NEBLUILUS Hawscr (8 40
MERLIST Elestric: Demarra £7 99
PHANTOM CLLUAB Ocaan £5.40
REBEL Garnes (795
RED 0640
AYGAR S Goxd [ 40
SAMURAI TRILOGY Grarmi (rapiecs (6. 20
SCRABSLE OF LUXE Losaure Cornus T8 B consens (17 80 Om
TRrUSGod 0720
S-PAK VOL Irit Pap [0.95
SIDEWALK s [7.95
STARFOX Fasartr [7 20
STAR WARS Domars [7 95
SUN STARCRL (720
SUPERSPRINT Actwason 07 55
SURVIVOR LIS G £6.4)
THROUGH THE TRAP DOOR Prarta ©7 20
THUNDERCATS Exta (6 40
THUMDERCEPTOR/FAST 'N*

Issues 43, 44, 45, 48, 47 and 48 of CRASH,
and most are available, bt CRASH cannat

SPECIAL DISCOUNT OFFER FULL-PRICE GAMES
IMMIGHHNIWW&]HMmMWH&M TITLE PRICE
groovy prices thanks to Aggie's sudden burst of generosity. |'ve listed
below what | would like and I've enclosed a cheque or postal order for
the comect amount, made payable to NEWSFIELD LIMITED.

Prices include postage, packing and VAT in the UK. Overseas Orders:
mmnmwmruem.wnmmmnum
{air mail) per order for all other countries. SUBTOTAL £
NI L e R Bt I oo o CR48

BUDGET GAMES
PUCICIIIEE " . o i Aot o e AR o s 8 St
............................................................................................................. TlTLE PHICE
Postcode
PLEASE DEBIT MY VISAJACCESS ACCOUNT €

| wish to pay by Visa/Access [delels as apphcabie) SUBTOTALE
Signature Expiry Date FREE BUDGET GAMES

Plaase Charge My Account Mo

P&P included
TOTAL -
: MAIL ORDER, PO BOX 20, LUDLOW, PAYMENT

L'Tiﬂr Tn) SHROPSHIRE SY8 1DB ENCLOSED £

| =



&&%Amil& BI3d T et
W 19X X~ THE YEAR OF THE ROROT ) I

‘ For 2 years we have been saying that MULTIFACE IS THE ESSENTIAL SPECTRUM COMPANION.

Our adverts tried to describe on one page what reviews uniformly praised on many. w
We believe evervthing was said about it already (please send a SAE if you missed it) and
evervbody — even the extraterrestrials — knows that when it comes to copying Spectrum programs between
) ge/wafer, there is ONLY one way, ONLY one solution, ONLY one product: <&
[ the MULTIFACE. -‘&‘
' There is ONLY one thing we have not done: we never considered dropping the price, as
we feel MULTIFACE is the best value for money (and there is no competition left anyway).
But as our bid to celebrate the opening of THE YEAR OF THE ROBOT, you will have ‘
an opportunity to buy through mail order ALL of ROMANTIC ROBOT hardware with EEXIIES
and software mthm This unique offer will last until February 1988 unh -
prmldt-d llw aliens will not get hold of the whole lot first .... Need we say anymore? .
:‘ MULTIFALT [ Spwec trum MULTIFACE 125 for sy other '\|- i, MULTIFAUC] for A8k Specium, @

.\ MULTIPRINT Parallel printer interfaee for 12548 Spectrum, and the VIDEOFACE DIGITISER — all witl i
k w GENIE disasserabler (for MULTIEACE | / 128 / MULTIPRINT), MUSIC TYPEWRITER and TR axa-allln il with '4 "
e -
z 2 i o' — ' =
e .- T e 1u ot # hl' 2 c o

SON, HERE IS THE MULTIFACE - THE ANSWER
TO LIFE, THE UNIVERSE . AND EVERYTHING |

&,ﬂRr

YES, BUT IT WAS WORTH THE E’ e

Jf

Al JOURNEY - THEY EVEN HAD IT
ON SPECIAL OFFER. YOUR A
COUSINS AT ROMANTIC -’

ROBOT ARE DOING

BRILLIANT WORK - ?/Jﬁ \\
AND THE WHOLE | ,

Il EARTH REJOICES

BY CELEBRATING
THE YEAR OF THE

BRI G ) e

THE Yemt I:IF THE K EOT- EE PRRT

. U & Europe please | Please send -
| enciose a cheque/PO for £........ add €1 overseas £2)| MULTIFACE ONE £34.9500 MULTIFACE128 € 39950
debit my Py "= N [: MULTIPRINT €34.950 MULTIFACE3  £39950
frovent - ; w/through port £39950 Ww/through port €£44.950
Name i) Card expiry. ... .| GENIE /JGENIE128 € 6950 VIDEO DIGITIZER £64.0000
MUSIC TYPEWRITER £ 4950 WRIGGLER £ 2.950
e e £: ‘| TRANS-EXPRESS cartridge [0 disk[J waler(J £ 6.95ea

ROMANYICE ROBOY WE LYD 15 Hayland Close London NW3 OLH a8 24 hrs [N oie 01-200 8870 &3
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GOGGLE!

The: summes cinema hit of thes vear was
undoubledly Lthal Weapan. And st when you
theawght the Bles of Med Gibson (Mad Max | 11, i
had retuned to Australa and Danny Glover |The
Ciloe Purpiel had gone back 1o his roots Wamer
Home Videa announces the anuary B refease of
fhes Amencan Cop move

Gibson plays 2 cop on the adge and Glover &
hes newdy-found partner just waiting for
retiremant B now both of them have oot
invoived in the imvestigation of thair careers. It's
tast and hurious action just waiting to burst on the
smadl screen

CIC Video s January 15 release Geng Mo =
ahout the changing lace of Amencan ndustry and
the wtampeding influsnce of lapanecse
technology, As Hunt Stevenson, Michael Keaton
[ Towuch And Go, Mr Mom, Johnny Dargeroush,
saves the local car factory by persuading Assan

Motors to set up business there. Litthe do the
locals realise that the foreigners bring tradition
well a5 money with them.

Stevenson must keep the locals and the

emgloyers happy

Just s the Vietnam films are dyng out in the
cinéma the biggest of them al, Plaloon, comes
out of the unghe into your ivng fo0m on January
29. Platoon gained four Oscars in the 1987
Arademy Awards and 'noks wt 1o hacoms the
biggest release of January, The film teds the story
of the Vietnam war through the eyes of new
recruit Chrs Taylor (Charke Sheen - The Wraith,
Lucas). Through his eyes you se the suffering,
the madness, the termor and the pointiessness of
the war which dragged on so long. On
sImUtaneOUs release o Flatoon - the computer
game by Ocsam Mote news about that in ner!
s5ue

HAD A LDOK at the Christmas schediule for fims
pn TV? Pretty dire. Only 3 wideo can fill those hours
fter Cherstrmas denner

There's always 2 wide range of wdeas around
B in Chstmas ranging from videaos like RCA/
Columbia s Babes lo Toyfand 1o the younger
marmbers of the family 0 gruesome horrors like
Madusa s The Gt on general release af the
grema and now altd on video

Radentor all tasted s Short Chrendlt avalabis
i the CBS/Fox labe! from December 3. The
falentad deraclor John Badham and screen cutey
Ay Sheady, who pressously worked togethes in
fhe computer thriller War Games, jon Steve
Guttenbeng (Folice Academy, Cocoonin thes
labest robobic runawary fim, No 5 s slvve - but will
F | Sheedy and Guttenberg comance the miitary
bedore they blow the pde of microchips to the by
gircuit board in the shy’

Medusa Home Video : December § release
Wy Ml s & strange old affair Just imagne
P the fun-doving tesnager Milly feels when she
15 endowed with an extri appendage making her
bt more ke the bows. With just a 15 certificate
it thould be & hanous romg fof 3l the famsdy
owys and giris shie

W you ke somsthing 2 bt tasher than a turkey
feg 10 get your teeth into at Chistmas then be
sure 1o get Mtar's December & redease
Specters. Litthe do the small team of
archaeologists, led by Donald Pleasence
[Hadloweerl, reakse what Terrible vl ey are
about to unieash upon ihemsahes when they go

INSTEAD OF THE
QUEEN’S SPEECH . . .

on an imvestigatne our of the darke<t reaches of
the Egyplian catacombs

After all that Christmas pudding and those killer
mmince pees don’l you think you could do with a
ittle axercse’ Hi-Pressare Video, destributed
by RCA/Columbla think you do. But all that
running around s 3 bl poetiess, 50 why not
stretch that right arm and push Sy Upin the
videq reconder? IT's the story of the hot and
sweaty day-lo-day workings of Roger's Gym

Also to be released on December |8 from Hi
Pressure 5 Hot Splash, anothar fim about what
happens when a load of (eenagers el together
for sorme wild beach parties and compalition
surfing

A wewers of the Agad TV menssenes Escape
From Sobiborw | b+ peased (o hear tha! Somy
Video has ganed the wdeo rights to the highly
acclaimed film about the Nazs' treatment of the
Jeoes - and are et (o release i on December 14
At to comince you of s value, Somy has
promised that there will be no mare TV
scresnings for af laast a year after that

Adter only a few months in the Cinemas the
Fugtity-pirasad in the LK anyway) Wiko's That
Gird starming that typical gir-oft-the-street
Madonna, comes out on wdeo st in time lor
Chestmas - December 18 release Yet agan she
gets into heaps of trouble, ths time with costar
Griffin Dunne |Affer Hours) whom she drags all
(rvet Ly, andd ends up i beg trub wath fwo local
gangsters. It really s 2 hilarious black comedy,
and wedl worth seeng.

b FPlainon: out of the jungle and onto the small screens

EXTREME PREJUDICE
T T e s e S R

SIX EX-SOLDIERS. all listed a5 lilied in action, led by a hard-nosed US Army Major
called Hackett [Michael Ironside — Top Gun, Scanners) are sent on that favourite
of American devices, a covert mission. But the territory they infiltrate is small-town
Texas where they aim to rob the bank using the very latest in covert technology.

Though money s stolen, the real reason behind the robbery |s Cash Balley's
deposit box and some top-secret government papers inside it. Cash (Powers
Boothe — The Emerald Foresf), who smuggles drugs across the Texas/Mexico
border and is & king in his own hideaway bandit-town, is in conflict with his best
friend Jack Benteen (Mick Nolte = 48 Hours, Down And Outf In Beverly Hills), a
maodern day Texas r, not only because Benteen's boss gets killed in a drugs
bust but also because Benteen's girifriend was once Cash's lover

When Hackett and his team bungle the bank robbery, Benteen finds himself
standing a man alone fighting for comman decency against the powers of organised
crime and legally sanctioned murder,

Noite, weathered to aged granite, is in fine form as Ranger Bentesn, a man out
of his depth, but a survivor to the last, in a film curiously spaghetti-Westemn in feal
Extrerme Prejudice walks a tightrope between believability and ludicrousness but
maintains its tension before threatening to overbalance in the Peckinpah-style
siow-motion blood-letting at its conclusion. The violence forms a background to a
story drenched in cynicism, rather than being about cynical people. A taut, but
tasteless and flawed, thriller

Extreme Prejudice starts off as a credible action-packed thriller, but sadly hattway
through it starts to turn info some kind of bipod-drenched A-Team clone, Extreme
Prejudice may nol hold together as strong as some other so-called ‘lough movies'
but the action is intense and the story easy lo follow even al suth a pace. | was
expecting a violent movie - coming from the producers of First Blood and Rambo

- and | got it!
AMERICAN ANTHEM
BT TR e e ST e O PG

DMRECTOR ALBERT MAGNOLI (Purple Rain) tries to ride on the popularity of
sport dramas in this amazingly thin plot about a young man caught in “a conflict of
desire and responsibility’. The sport is gymnastics — photogenic indeed, you might
thirk, but thrown away by Magnoli's lacklustre cinematography - at which he wants
to be the besl, the responsibility is for his shredded family

American Anthern stars the 1984 Qlympic gold medallist Mitch Gaylord as Steve
Tevere; his prowess on the horizontal bars is undoubted, but his limited acting skills
require a director who cares about actors rather than designing dull pop promo |}
scenes to sell the insipid, though insistently heavy, soundtrack.

America may be great, bul it shouldnt stoop to foist such blatantly fascist,
soft-porn athletics |does the director know anything about the sport?) on an
audience well able to distinguish between dramatically realised people and plastic
promo androids. Fine if you're into like-heavy-man-sounds and meaningless
heroics, insulting if you even vaguely think

American Anthem is very sfrangely construcled, If starts off imvolved and
interesting. with no-one laking an obvious starring role. But as soon as the direclor
pushes Mitch Gaylord to the fore it gels wishy-washy and boring. The soundirack
is the saving grace which made me watch to the end — which is, incidentally, terrible

DOMINIC HANDY s
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STEVE AND GARF
AND KNOBBO AND
BOB AND FINGERS
AND TRACEY

It all happened at once when PAUL EVANS
took pad, pen and VTX to Micronet's Turbo
chatline

CHATLINES are simply a way of talking to other Micronet-users. Most

involve a frama a message senl by a user which is changed
when another user sends a mrru.muruf 'netiers can see the
message by kaying the it's on. But find this annoying - if you miss
nnm you've ﬂinromdl

was launched,
mMHMMWﬂmiBH#IMW
hbﬂ. Hmh.mmdmm 16 months ago and took a new

bnmmmHnmmud\mm gossips
inturn. So if you miss n'nu?wﬂrmhuk
back the archives. lni’uttadm‘r
hlﬂlﬂk‘d%ﬂmnm ﬂr‘mmﬂﬂh
have you reeling 5 ong
mhmmum mhm
You do, of course, get nﬁdidlntwrnmm and is promptly put

down by everyone else.
h'nmmhuuwmhwﬂm-mmnmﬂm
to getinto a chaotic conversation with half a dozen 'nettersat once . .

Hi there! Anyone fancy a chat?

Steve: Hi, Paul!

Hi, Steve! How are you?

Steve: I'm fine, thanks. Just watching a film. It's not bad.
Garfield: Hi! I'll have a chat!

Hi, Garfield! Do you use chatlines often?
Garfield: Yes! Every day!
ﬂhfdurmeubnhmmTﬂubmﬂ. which Is easier

n-mmm'tmmum lar and the people are
maore real. Also, | meet a number of Pﬂwm

Are you a regular, Steve?

Steve: Yes, | am.

Your thoughts on Talkabout?

Steve: | use Turbo because it's cheaper than Talkabout and | can
listen lo music or watch TV as welll

el B S e e P
wymwhmﬂ.

Hmmmm. How many people use chatlines and what are they like?
Steve: Well, | mailbox four or five people all the time, but | see
mmunmmhwmm-umumd
people who nip in now and again for a chat.

Garfleld: | usually set weekends for meets with about 5-10 people

the conversation over and can’t waffie, and you can look at four

~ messages at once.

Garfield: | also, like Steve, MBX a number of people each time I'm
on. | like Turbo. You can see the messages after come back
from a five-minute wander!! | usually miss t messages.

By this time my store is filling with the messages, so | break off to
save my findings fo fape. Justas |/ go ., .

Knobbo: Hi, Pn.irl-hm‘tuamwuinrnm.

{What happens next is because the chatters live on

impossible,
mh' of the country - it shows what a bunch of lponies
are! Bob now appears . . . )

Steve: Hi, Bob!
Garf: I'm back! Is Paul? Here's a Hob Nob, Tracey!
Steve: And one for me, Garl ole pal!
H# I'm back! Hi, Knobbo, how long have you been using
Turbo for now?
Knobbo: As long as it's been haral
How long’s that, then?
Knobbo: About 16 months!
Wﬂﬂmﬂ Hob Nob!
Steve: ou I
Shves it o b my How come | always get the
Garf: Sorry, Steve. Hi, Fingers! How's Macddy?
have any about Turbo or the fact
#’ﬁ: WH&M?WMMMMMM

Fingers: Hi, all! This looks like fun!
Garfield: Well, it breaks about once a weel.

hhcmm.ﬂﬂﬂumihamadaﬁ
Emuﬂrmﬂ:ﬂnw mninum.

compared with 30 MMW 5 :

MW?LM

Steve: Sometimas you some wallles on harne-who insist on

ddmdmﬂ'r‘ Sid Using i i e o e
a six-year my account togoon

chatlines when o

they're on.
Garfield: On my mum (Joan Colling) has been on here
and came straight off SOmeone swore at her.

Tracey: Complaints? Yeah, idiots who continually pester girls.
Let's hop;mnmmmmam Fingers, how do you like

Fingers: How close are you to the POKEs editor of CRASH?
Are you referring to LLoyd or Nick?

Fingers: Yup, Lioyd. that's the one.

Never met him. He gets a lot of mail, though!
Fingers: Well, tell him to get the Head Over Heels POKE right!
Steve: My mate thinks the same as Tracey.
m.mwdammmrmmnmmﬂ

Steve: |'ve been on all day!

Garfield: I've just found out Micronet the number and the
mmm“mmmm I'm on four to six hours
a

Steve: How much?7?

and go on each evening for a chat with anyone!
mwm-mmwmwamwmh

SDMI:NJ]WMI! the best chatline?
Steve: Turbo is the best by far, it's very quick, you get the point of

Al that point all hell broke loose and the interview came 1o an and!

Everyone's very sociable on the chatlines, and it's a good way to let
off steam. The on Turbo starts about and goes on way into
the early hours, And those who've been 1o B BVen merrier,

So if you find a modem in stocking this on to
Prestel and key « ‘I‘Lmulu%alll Tm'lum-dluhin:ltm
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What if you could buy all these hit games in a special pack for the price of one...
| Wouldn't that be fantastic?
: And what if there was an extra FREE game included — say the best selling
martial-arts simulation “Yie Ar Kung Fu", Wouldn't that be sensational?

You
canbuv—

iton
I December 1st
i O.K.?

{4 ©cean House 6 Central Street-Manchester- M2 5NS- Telephone 061-832 6633 Telex: 669977
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AMSTRAD

W COMMODORE _

AWORTHYSUCCESSORTOTHE
EVER POPULAR MATCH DAY
FOOTBALL SIMULATICN ~
A GAME WHICH HAS
@5 REMAINED IN THE READERS

" CHARTS FOR 3YEARS!

Written once again by Jon Ritman
this NEW Match Day is the result of all
the customer feedback and advice on
how to create the pinnacle in
computer soccer.

PN Pit yourself against the CPU or with
/. ‘5 2 players — full league or cup
. . competition with unique
B ._code — save facility.
'€ Jump, head, volley and
kick (using the kick
meter) to move the ball from player to
player with automatic deadball set ups
and goalkeeper control.

| DIAMOND DEFLECTION SYSTEM™
ensures realistic ball ricochet and the
action comes with full music and

sound FX.

If you want the very best in football for
your micro then there’s only one choice...

m MATCH DAY Il with
- |
Ve OuU

Y muiti-menu system
-

makes the home
computer come alive.

®
Tuﬂ House - 6 Central Street - Manchester- M2 5NS-Tel: 061-832 6633 - Telex: 669977



