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EDITORIAL
Yel agnother gnu lor CRASH Towers.

HEWSH from all the the
E:ppeu m $ over the country, mcliding the story ol
FEAR AND LOATHING

LLOYD MANGRAM'S FORUM

LLOYD MANGRAM'S PLAYING TIPS
lsnulmﬁmlgmihm n:ﬂ Hmmn:ﬂl-r: maonth’ lsmmnwh-
Over Heals and Saboleur.

PBM MAILBOX

An ex Brandan Kavanagh updaies the situation and aids the
Post Office sell stamps.

COMPETITION WINNERS

PHILIPFA IRVING'S FRONTLINE

The doughty, derring-do strategist takes on the Bismarck and a horde
of Zulu warriors.
TECH NICHE

After his liness, Simon Goodwin returns in force, but Jon Bates gets a
Midi word in too.

118CRASH READERS’' CHARTS
122PREVIEWS

DO IT YOURSELF

GREAT THRONES OF FIRE!
Aﬁnrmmhmeumﬂywmn this Malbourne
House compatition.

POGO A GO-GO

With Gremiin Graphics and win a pogo stick, plus Thing Bounces Back

SHAKEN NOT STIRRED
Domark are offering tickets to an exclusive preview of the new JAMES
BOND movia,

FERGUSON ADVENTURE QUIZ
WmﬂllzlﬂlhmmhdFrmMm. interfaces and a Spec-
trum +2.

SHADOWS OF MORDOR

Win a silver plated goblet. games and posters. More goodes from Mel-
bourne House,

120PERFECT TIMING

Is yours if you win a spacial watch in LIS Gold's Metrocross comp, and
thera are copies host of the great new game up for grabs too!

The next issue of CRASH is also
a spacial one - we're wl;lg
away a free copy of the |
Soaly commissionss. Jor
comm or
CRASH. Don't miss your copy -
it goes on sale from 25 June.
Dl'?ondlng non-buyers will be
rooted out, grunted at and very
probably cured and sold as
prime back with the rind on.
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VAN ABLEFOR YOUR
RUM'and AMSTRAL

ow hot from the arcades

comes Nintenda's Mario

Bros for your home
computers featuring Fireballs,
Sidestepper, Fighterfly and of ,
course — Mario and Luigi! Flip n 3 X |
those pests and kick im?nff the "'" "“'m“’*""“! |
pipes, but don't lose your footing on those slippery floors. |
Play as a team or against each other; either way you'rein | ofl tial puschase
for a scream with Mario and Luigi - the MARIO BROS, = Ixap

HE WINNE

-—.?_SH-,&E-* @?@é&éﬁ?ecﬁgwfs -Facsimile: 06! 8340650 | m_-'
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The Woolwich Arsenal Times

*.-.A game for the hard

SPECTRUM £7.95 AMSTRAD £8.

AVAILABLE MID-MAY -

T X : Fresh from his dismal triumph on Knutz Folly, Sweevo is thrust onto the
FASTER: LIGHT watery world of DEATHBOWL, a planet which, for no good reason, has
been converted into a gigantic aquarium. A '

;'F} Will Sweevo succeed in his mysterious mission — or will the Great Bowl-
i = . Keeper pull the piug on him? :
m# HomA tHIHm HYDROFOOL is a fast, 3-D, seek, chase, puzzle and laugh game, featuring
- = the fabulous but irrelevant HYDROMATION. -

FTL FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES, SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021.557 2981 (4 lines)
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CLOSES
DOWN

A YEAR and two months 2go, &
brave axperiment was formulated.
The concept had been hovering
forlonger, but in the small Comish
fishing village of Mousahole
(pronounced Mow-zal), the
diractors of Newsfield, who
happenad to be taking a working
break there, committed the
company to launching an entirely
new type of youth magazine.

Fad up with the accepted pap of
aexisting periodicals, Newsfield
tried to devise a magazine which
would encompass avery aspect of
life, involve the readership as
much as the computer titles did
and presant itsalf as a long and
good read every month, From its
plethora of early working titles, it
became known as Lm.

Sadly, the experimant has
ended. The fifth issue of LM has
naot been printed. The magazine
has closed and its talented and
devoted editorial team have gone
their separate ways. | said ‘ended’
= LM did not fail, but market forces
prevailed against it. Advertising
agencies and their clients failed to
see the impact Lm was going to
have on the traditionally fractured
and difficult “youth’ markat. The
magaziné was referrad 1o as "too
widely targetted’; translated, that
means it coverad 5o much ground
in its ecitorial that advertisers
couldn’t see who was going to buy
it. The beliaf that paople aged
between 15 and 25 require
magazines of a narrow scope and
preterably with very few words
which skate right over the top of a
subjact, hardly touching its depths
at all, continues

Advertisers thought Lm would
confuse potential readers and so
no-one would buy it. They were

wrong, Taking into account the
increases in monthly sales from
the first issue, Lm Issue Five would
have enjoyed sales probably in
excess of 60,000, and I'm
confident it was easily set to top
100,000 bafore the end of the year
Lm had to close because
Newsfield is not a huge
conglomearate with imitless funds,
and the company could not wait
any longer for advertising revenue
to catch up with Lm's monthly
cosis. As | write, thera is still a
hope that another publisher will
buy the title. But whatever
happens, the spirit of Lsm will not
die. It lit a flarme under the precious
notions of youth publishing, and
pointed a finger in a different, more
vital direction. Hopefully someone
will learn a few lassons from it, so
that we may look forward to
magazines with guts in their bellies

instead of guff.

SOMETHING
DIFFERENT IN
CRASH

Mot alf of Lm has disappeared
CRASH has inherited its sub-
editor Barnaby Page. Shuffles
and reshuffies seem all the vogue
at tha moment; Ciardan Brennan,
introduced last month, moves
over to ZZAP! in an attempt to
improve its team’s spelling and
grammar (now that should be
something to see'). Bamaby takes
tha hot seat at CRASH, and has
alrsady contnbuted heavily to this
issue. Readers of Lm will ba
familiar with his style — despite his |
axtrame youth, he's the one who
can tell you the difference between
an ardvaark and a bear-ant. And
he's the one | always go to when |
get confused between "comitted’
and "committed’.

Wa'va also tried an experiment
in this CRASH = you can find it on
page 130 - Video Reviaws. The
argumant goes as follows: CRASH
readers live all over the country,
nol always near a cinema and -
whether they do or not - almost
certainly hire videos regularly.
Films (videos) may not be directly
anything to do with computer
games (though often encugh thare
are tie-ins and aven films featuring
computers), but they 're a standard
part of entertainment, and we
thought CRASH readers would
like the regular games reviewers’
commeants on tha lataest hire shop
raleasas

I wa've got that wrong, no
doubt yvou will tell us. If the ideas
proves popular, then we'll rapidly
aexpand the page to a small
section, though no more than four
pages at most
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UNWELL

CRASH seems to have suffered
from paople beirb%unwedl of late.
Tech Niche fans, however, will be
pleased to see Simon Goodwin
recovered, back on formand back
on the technical pages again.
Oliver Fray, unfortunately, has had
a couple of weeks feeling poorly,
and as aresult there's no Terminal
Man this issue. But he, too, isback
at work again, busily catching up
on those colourful pages ready for
naxt month.

MORE COLOUR

| hnpﬂgu enjoy this packed issue
of C H as much as we've
enjoyed putting it together. For the
first time, every review in the
magazine has colour screen shots
{uniess I've been misled by
somecneain ‘art'. It rather depends
on how the software comas in
during the production period - this
month was a bit of a struggle with
late arrivals, last month was a
doddie — as to whether we can get
every review in full colour; but we
shall always try our best.

Look out for the Special
Readers’' Offer on page 79, which
has some of the best of US Gold's
past hits as its attraction. Last
month's Gremilin Graphics Offer is
Fcnng great guns. Over the next
ew issues, wa'll ba lining up some
more amazing deals for those
older games you may have

missed. At C H we're leaping
and bounding ahead.
ROGER KEAN

—_—-—#I

16 Army Moves Ocean

114 Barbarian Palace

A7 Bismarck P55

B4 Book of the Dead Essential

Myth

19 Bubbler Ultimate

21 Chronos Mastertronic

24 Cosmic Shock Absorber
Martech

116 2187 Starlight
61 Don't Dented

Designs
114 Enterprise Melbourne
Housa

24 Express Raider US Gold
nzmuh;uu{rmmrmm

14 Hydrofool FTL
65 Inheritance Infogrames

32 Indoor Sports Advance

22 Island Caper (Spy v Spy ll)
Databyte

105 Jackle and Wide Bulldog

110 Livingstone (| Presume)

Alligata
26 Mario Brothers Ocean
104 Mr Weems Piranha
33 Octagon Budgie
62 Operation Stallion
Wightchoice
15 Parabola Firebird
58 Pawn (The) Rainbird
111 Red Quicksilva
103 Saboteur || Durell
59 Shadows of Mordor Mel-
bourne

31 Tuba Ruba Firebird
88 Zulu Wars CCS

IN NEXT
MONTH'S
CRASH

A NEVER TO BE RE
OPPORTUNITY! EAATED

Collect the specially commissioned page FREE
16
mmmispiggyoultmﬁol‘mmlmtuwhnmr
appetite for the new CRL computer game. The
mtoamufconﬂc strip wizzkids are even now
inhm preparing comic strip frames of
swin y scintillating » rooting through their
mxtCHASI-Lfm“ = "
h. Yuln_irrmg"benhlntobuymlanmon
) MIM s ONLY in CRASH, for CRASH
THE ACADEMICIAN TUNNELS ouT
PETE DOOI{E. programmer of Tau Ceti and Academ
talks_about his new tunneling game, Micronaut One 2
how it relates to his earlier hits, why juggernauts are :
hard to drive, being a streetwise upstart, why ccmputer

games are more fun than i
St N e teaching maths, and why he

Erratum Nemesis

Saorry! Dueto an odd problem that
occurmed during film planning, last
month's review of Konami's
Nemasis lost its ratings. Here we
provide you with a cut out and
paste replacemant box..,

_%,é _________________

I ——— el LT
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SINCE THE DAWN OF TIME

whmmmmmmwmmm
Wonderboy is a kid with a quest: to reach his girlfriend across treacherous
landscapes and rescue her from the evil King. Buming bonfires, tumbling
boulders, poisonous snakes, killer frogs and murderous blue midgets can all
make for a short trip - but our hero can break open giant eggs to collect a
stone axe, a guardian angel and other valuables to help him on his mission. A
skateboard speeds up his progress and picking fruit provides bonus points -
if you're careful!
- . A fast, fun-packed game-of skill and timing.

" 'THE MOST FUN-PACKED COMPUTER GAME

= ;

ACTIVISION
ENTERTAINMENT SOFTWARE

AMSTRAD CPC CASSETTE £9.30. AMSTRAD CPC DISK £14.99 COMMODORE £4/128 CASSETTE (998

oMy,
i oy

TH L T SGA (0 AL R Resmivwd Ridiemis Lo Nathoried i



KILLER INSECT

HORROR

AMAUROTE received a CRASH

Smash and a rave 128K review last
manth = but now there are some
with the Mastertronic

game, and with their earller

were running very

Mastertronic
late with thair Amaurote schedule,
50 rather than keep

computer shops.
who DOUGht 8.copy Of e 4EK.
acopy
Amaurote or Zub on the
mwmmm{wgmm
great graphics and sonic goodies
waeran | there, you didn’l wasle
your dosh.
Amairote o 240 s send your
or your
48K version back 1o Mastertronic
with a covaring note, and they'll
send you a wizzo new one for no
axtra
Write to Jalf Haath at
Mastertronic Ltd, §- 10 Paul
Street, London EC2A 4JH,

REACH OUT and touch
somathing with Educated Archia,
announced as the "ultimate
sarious toy” for home computers -
a robotic arm which picks up
chjects and uses 100is, controlied
from a Speactrum.

He (it?) can stretch his arm out
350 mm (just over aloot) and hold
objects weighingup o250 g
(about half a pound

Developed by Oxbridge
Technology in Milton Keynes
Buckinghamshire, Archie takes
just two hours 1O assembia, and

\

RO RO RO YOUR BOT

the minirobot’s software wil
quickly teach you how to usa him

Archie is available for most
parsonal computers; the £220
pnce includes an appropriate
software package. At tha moment
he's on sale only from the
manufacturers, though an
Oxbridge Technology spokesman
says drchiewiibeinalipasiihres
high-streat chains by the autumn

But if you can't last the summer
without Archia stirming a cool drink,
contact Oxbridge Technology
Limited at Breckland, Saxon
Streat, Linford Wood, Milton
Keynes MK 14 6LD orringthemon
(0908) 314626

| 1988 CRASH.

BOUNDER BOUNDS
BACK

PSP IS 8 YE
month, and to ce i
bbbbouncy lennis-bbbball hero's
bbbbirthday Gremlin will release
his next adventure, Re-Bounder,
in July for £7.99

It'H be much like the onginal
Bounder (a CRASH Smash in Juneg
1986) - Bounder's two
programmers, Colin ‘Fungus
Dooley and Chris Kerry, are doing
the convarsion from the Cé4

In Re-Bounder tha player
negoliates 18 periious 5
mpenatrable walls_collapsible
floors and spiky tennis-ball-
bursting objects

But this time Bounder is
eguipped with armour piating and
a weapon (which still hasn't baen
chosen by Gremiin's armoury!) —
50 there'll be plenty of alien-
blasting needed to get through
and obinerate the sentinel al the
end of each level




OCEAN
ON THE
MARCH

OCEAN has commissioned a

me of the gritty Vietnam film

atoon, which zoomed (o the top
of the box-office charts when it
was releasad last month.

The Piatoon game should
appear this autumn on the three
main formats.

Ocean's Gary Bracey couldn't
revaal who the programimers ane,
but said that it's not being dona in-
housa - and that the names will
have ‘a familiar ring’. The world
waits.

Describing the difficult
Platoon project, Ocean Chairman
David Ward n:p&alnﬂd
'Plaloon doesn't contain the
political rhetoric of Rambo, yet it's
been a tremendous success. It's
an honest film, and we intend to
treat it sympathetically.

‘In computar antertainment the
victorious soldier is usually the
hero,' he sald, ‘but in this film the
heroas are much more complax.

50 a lot of work and 1 ht is
required 1o create a stimulating
product.’

£

A complex project: Dcean are -\_ i 1
working on & game of the '

harsh Vietnam film Platoon

n.!:l g

A WAG
TOOFAR?

THE MAD SCIENTISTS at Konix

continue their cruel and unusual
waggling of the company’s Speed

King jaystick in an atternpt to find
u.ﬂp.mthwlnngymmmn
all about, our Waggling Editor

The joystick, which declined to
G lichric ok Since sarh March
an electric drill since
at 450 wpm (waggles per minute),
12 hours a day, six days a week.
CRASH that by the time
this is published the Speed King
will have some 20 million
waggles — if il survives.

Someone stands 1o win £100

The Konix joystick caught
hlﬂ#um

whan the joystick waggles its last;
nmgmﬂMa

Konix competition (now closad) to

Its endlurance, as reported

Hunter S Minson in the

CM.MW

guess was 11 years, ix
waggling spokesman Michael

an Amstrad 6128K computer,
where a mcmm
'I.lrmmrt ing
Urqmmuys 450
wpmrate is tu
thafﬂ:lrmu'tdin

ieh he muuﬁmad
Does that make Konix a
champion? Is the

amataur of the Olympics
irratriev lost? 's hard to know
whare Konix (based in Tredegar,
Gwrll} will stop - the joystick is
still waggling persistently’, says
mdngvay e mmrrﬁ for the

Glmmﬂmkﬂfhhﬂ

is connectedto

T'H II"I

ONE OF
OUR
SUBS IS
BANNED

WEST GERMANY has banned
MicroProse's Silant Service -
baing 'too realistic’,

The Second World War sub
simulation, known in Germany as
Das U Boot, was placed on the
Youth Dangerous Publications
List, sat up Lo protect young
Germans from pom and material
which might encourage violence

Now tha game (reviewaed in
FRONTLIN

from controlled outlets such as
sax shops.

But MicroProse plans 10 appeal
the decision, and take the West
Garman authorities to court if
necessary. Said the American
software house's President, Bill
Stealey: ‘They should take a
second look at legislation which
wrongly lumps together computer
software with pormographic
videos.

'Driving sophisticated software
into the backstreets will have a8
damaging effect on Germany's
owrn burgeoning industry, '

While Stealey seeks to save Das
U Boot, statf at MicroProse’s
European headquarters in
Tetbury, Gloucestershire can wait
and see whaether the furore will
push up UK sales of Silent Service,
already one of their top sellers -
the German incident even got

,CRASH March 1987) them the front page of The

i5 only awailahie to West Garmans  Indepandant.
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This has been a lough month. It's
not that there’s been a shortage of

chances. The bafora | lawn-

the sort of cut that only a Gl could
love, Then | donned mirror shades,

without that square of card, so | bit
on the bullet. of
Having run the gauntiet of metal
datectors and sworn that | have
neaver been a communist or related
to Gadaffi, | was allowed into tha
. And who was the first
| saw? If it wasn't my old
| use the word advi
nemesis, Kremlin, a well known
Commie{dore 64 user).
Didn't this make a mackery of all
that stringent sacurity? Not at all.
From the number of joumnalists
nobody had ever seen before, all
:ummm mmm
wore matching, light-wei
bulges under their left armpits)
guessed that they'd got everything

12 CRASH June 1987

Nobody said it was going to be easy, but did it have be
as bad as this? The first victim of ligging is sobriety,

and Minson joins the other grunts in a fight for survival
as publications explode about his ears.

under conftrol,
Yes, it seams that aven the ClA

aspecis comupt their youth. | can
s08 8

down the Bonn street ina
submarine, old women
and childran.
Of course Mi isn't war-
o s Sy

W ¥ z H
Pilot Supreme and '9"“.

Joint Chiefs of Staff, as his *Wild
Bill card' proudly proclaims. And
what do you of a padigree
like that - a lesson in lying down
and letting the commies march all
overus? Nosirea! You can almost
haar the snear when the Micro-
mmmm‘rﬁ?
ggﬁ'gm. m%ﬂwm
a prop
for mummy’'s boys who like to
with themselves. By the time we'
MMWFMl;n
50 Keyed up was ready
anrol and nook those gooks.
Butan marches an its

. « . and the sparkie in the
eyes of the unbelievably wondertul
Amanda Barry.

Security was, if anything, even
tighter than at the Amearican
. I'm used to bouncers
when | go 1o gigs, butheavies ata
press launch is a different story
altogether. Combined with the

‘Save me’, | screamed, 'Don't
know that they're closing in?
need 10 take your car, load up
with an expensive sound system
and enough recreational aids 1o
keep us unhinged, then drive out
to the Fens at 125 mph, with the
hood down and me standing
naked shouting at the elements!"
Would you believe that Baxter
just giggled? | wouldn't take no for
mmﬂn@.;uﬂmirtn
ICk up My Super lﬂm |
, | slippead outside, m
and Donovan were slippier than |
was and had gi mé the slip.
Never mind, | did learn several very
interesting facts about the eligible

hasn't been enoug
the harshness of reality. It's timeto
serious. This month has seen
departure of three i
Two were computer titles, ZX
computing and Computer Gamer.
It's always sad - and somewhat
worrying - when the market starts
to shrink. Thare were some damn
good on those mags 100,
more who've gone missing
i sher les closer
other tragedy les c to
home. As you'll have read slse-
whera in this issue, LM is a victim
of the accountants and other
financial problems that make a
publishers life so hard. Speaking
as both a contributor and areader,
I'm sorry to see it go. It had a fine,
dedicated team working to pro-
duce an intelligent, perceptive and
often controversial publication.
And that was the prob-
lem. Maybe it was just too hard hit-
ting. Maybe it was ahead of its
tima. Whatever the the reason, it
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bout a year and a hall ago

a Self Willed Extrame Env

onment Organism
(SWEEVD 1o his fnends) was sant
{0 a mystenous world, Knutz [-'-.I..r
Once there Sweevo had to do a
spot of lidyng up and capture sev
aral cuteWidaers. Mow, aftermuch
effort and bumbling, Sweevo has
returned with a vengeanca and
well, a WIMPEr o WO
The kindly oid Robo-Master
inashed s metallic teath and
roaring al Sweevo said, ‘| didn’t
expact you Dack 50 S00n S0
o and clean out the Deathbow!
nd dont retern wntil '-.-'i’r-]‘-'-f'l:'
finished doing that

Sweevn, bang the wary sou

that he is, picked up his copy ol
Galachc ﬁli.,_inl.' lessantial read-
ing for all inter galactic cleanars of
deadly bowls) and read
The Giganiic Aquanurm Known as

' CRITICISM

¥ Sweevo's World was a very
original game that had a
quality very hard to define,
and one that hasn't quite
been reproduced since,
Bearing this in mind | was
annoyed to hear that FTL
were doing a follow up.
Hydrofool has turned out to
be a Sweevo's clone (the
similarities are too numer-
ous to mention) that's play-
able and compelling, but
not the step forward that its
‘parent’” was. The puzzies
take a while to solve but
aren't frighteningly hard
once you've leamt the
basic layout of the playing
area. The graphics leave lit-
tie to be desired, some
character definition is
excellent, and the sub-
aqua effect works convinc-
ingly well. Sound, too, Is
more than adequate (ex-
cept for the re-run of the
Sweavo's World title tuna),
but the 128K ftune and
effects ara far superior. This
should provide plenty of
puzzie solving and map-
ping fun for all. Recom-
meanded."

Producer: FTL
Retail Price: £7.95
Authors: Roy Carter
and Greg Follis




CRITICISM

and animation
Sound: good tune and spot FX,
better still on 128

Skill levels: one

Screens: over 200

General rating: A first class
saquel, entertaining, addictive
and highly amusing.

Producer: Firebird
Retail Price: £1.99
Author: J Bond

Buunclng Bruce, the well-
known droid on a spring, s
caught in a multisectored
cosmic anergy grid — and ha wants
to escape from every level,
Surrounded by the black obliv-
ion of space, each sector is com-
posed of blocks, set at different
heights and forming a grid. Bruce
can move up to three blocks at a
time, In straight lines (he cant
move diagonally, though). Con-
trolling Bruce, you can decide the
height of each bounce and move
him up to higher levels of the grid
Some gnd squares contain

“ Not very original, this - there's a host of
same sortof and none of them are very
only real difference between Parabola and the many other

around a few years is that hare have to
mm.mmﬂﬁm—ﬂmmum

sasy to piay, and prtty tedious too. For the price this
-presented both graphically and sonically,

playability and addictiveness.

rotating energy discs; when he
lands on one Bruce collects the
disc and scores points. And when
he's picked up all the discs in each
sector, bouncing boy can move on
to the next.

But Bruce is hindered by danger
blocks - squares with circular
ajaction devices force him upward
50 he crashes, moving guards can

shatter his delicate frame, and
direction blocks propel him in the
wrong direction. To avoid these
threats — and save his aight lives -
Bruce must bounce up and over
tham.
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Producer: Ocean
Retail Price: £7.95
Author: Dynamic Software

ardhal is a mambar of the
DSpacuar Operations Corps.
His mission is to infiltrate a
heavily guarded enamy base and
steal information held in a safe.
To achieve this aim he must
cross the seven screens of this
horizontally scrolling arcade
game, passing through swamp,
jungle, desert and sea. Each
screen must be completed balora
progress can be made 10 thanext.

ARMY MOVES

turbo boost. Helicopters and
trucks atlack, and contact with
gither loses a life. They may be
destroyed with ground to ground,
or ground to air missiles fired from
the jeap. At the end of the bridge
an enemy base is reached, from
there a helicopter is stolen and
used to reach the jungle base. An
axtra nina lives are now credited to
our commando.

Now Derdhal flies over desert,
(rich in missile silos and attacking
jets), a sea full of submarines, and
a jungle (complete with look-out
posts). Low flying earns him cre-
dits, but is more dangerous. A

“ Despite the slick
sonics which

gets increasingly
ous, there are a lot of attribute

MHﬁmAwmmﬂmmWﬁ

-u-m:m‘mmnmmmm involved. The first
levels are too hard, causing increasing frustration so one
hﬁﬂhﬂ.mmﬂwmhdﬂ-ﬂ

and some of the

problems
scapes are garish. | wouldn't recommend this. "

At his disposal Derdhal has a
jeep, a helicopter and his marching
boots. The jeep and helicopter can
be accelerated, siowed and made
to jump (take off and land) whilsl
Derdhal himsall moves left and
right and jumps.

Energy and fuel supplies are
limited, with the level remaining
shown at the bottom right. Derdhal
is ammed with weapon systems
ranging from missiles to grenades.
When opposing forces are
destroyed points are awarded,
and the total displayed at the bot-
tom of the screen. A bonus life is
acquired after 25,000 points.

Tha first stage sees Derdhal's
jeep travelling across a partially
destroyed bridge, gaps in which

gre leaped by using the jeep’s
16 CRASHJune 1987
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»  Ensconced in his helicopter, Derdhal sttacks an snemy jot, while balow It, a

mis sile silo ppens up.

from watch towers, but these can
be knocked out using grenades.
Shots can bea fired from a
crouched position and windows
crawled benaath in an affort to
improve your chances.

Once inside the main building
the central bunker is entered and
the search for the safe begins. Der-
dhal hides bahind doors and pre-
vents them from being opened,

» In his marching boots, Derdhal tramps through the infestad jungles.

good landing eams additional
points at the jungle haliport.

Derdhal moves on foot towards
the jungle headquarters, crossing
swampa by leaping from island to
island, missing quicksands, avoid-
ing the explosions of enemy gre-
nades (at night their position is
shown by lighted eyes) and scar-
ing away or ducking beneath the
deadly beaks of Giant Toucans.
From now on soldier-boy is equip-
ped only with a machine gun and
grenades.

Having survived tha jungle
ordeal, the next stage involves
attacking the enemy's barracks
Thara the main bullding is scanned

— 17 L

and when on the stairs he cannot
be seen by the enamy, Should he
throw grenades whilst in the
bunker he must take care as they
can bounce off walls at dangerous
angies. Finding the safe com-
plate’s Derdhal’'s mission.

__|commEenTts |__

Definable; Up,

Screens: seven lavals with flip

sCreens
General rating: Dublous colli-
otherwise might have been a
reasonable, if uninspiring
shoot 'em up.

Presentation
Graphics

Playability
Addictive qualities
Value for money
Overall
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Samé day service

WETED CFFER __

TEMPLATES

£5.50

pus£1%0plp

RUBBER MAT
£6.50

i1 pkp

REPLACEMENT

= Whilé you wait $érvice including
computer spare parts over the counter

& All computers fully overnauled and fully
tested before return

w Fully insuréd for the return jourmey

» Fixed low price of £19.95 including post
packing and VAT INOTa DEtTWween price
of really up 1o £30.00 which some of our
competitors are guoting)

+ DisCounts for sChools and colleges « 3 month written guarantee on all repairs

BEST PRICES ! |—

ARE YOU ANOTHER CUSTOMER - fed u
waiting weeks for your estimate?

Mead 'fﬁtjf E-ﬂmpufﬁf I’Epﬂll’!‘d Fﬁt‘? Tren '_Eiﬂ-nﬁ it Now o the Number Cne ﬂ\?ﬂalr
Company inthe UK., or call in and see us at our fully equipped 2,500 square foot workshop

+ Five top games worth £59.00 for you to
enNjoy and play with every Spectrum repair

= We repair Commodore 64'< Vic 20's
Commodore 16's and Plus d s

« The most up to date test equipment
developed by us to fully test and find al
faults within your computer

& Keyboard repairs. Spectrum rubber key

boarads only £8.95

rEDDOn Cable o
Ertend your ports for
yOour peripherals

£10.95

pus (130 plp

!H'a!ﬂrum repiacement
poOwWer transformer
fultabie for 3 makes
of computer (995
plusCiS0php

| KEYBOARD

7| MEMBRANES

':,.f Spectrum keyboard

‘:‘ membrangs

PR T L 1 ‘ﬁu.

5

with all the latest test equipment avaliable. You are more than welicome i b £5 50 ks £4.80 &
We will repair your computer while you wait ana heip you with any of your technical problems. |- = Fltern bt 0 o5 Pius £150 0 & p
Commodore computers repaired for onty £35.00. Please note we gove you a 100% low flxed A TR # Fy e B WL ATE Spectrum Plus spare
price of £19.95 which includes return post and packing. VAT, not a between price like some Ei Nn THETTY keyDoard memboranes
other Repair Companies offer. We don't ask you to send a cheque in for the maximum amount and E1290pluscy SOpAp
$hoCK you with repair biils £30 upwards. Don't forget we are Amstrad aproved for guality and ey < IK B1 membranes
Speed, J0N't sk your computer t0 any other unauthorised repalr centreé. We dont just repair the \ 4 /d £5.00pius£1 S0pLp
fault and send your computer Dack, we give your computer a ﬂ*‘ﬂ?‘ ea c
- = — i " -
, OVERHAUL WITH EVERY REPAIR WE DO:- (Ce0¥o PR ON-OFF switcugs  |=8
We Correct Colour, sound, Keyboard, Check the loading and saving chip. Put new feet oo\ S \h S .
the Dase if required Check far full memary, check all SOCKers including ear/mike and replace Eommodore FOR THE SPECTRUM _ .
where needed. Al for an Inclusive price of £19.95 including VAT, all parts, insurance and post FEDIICEMment DoOwer AND SPECTRUM +
and packing. No hidden extras whatsoever. 'We don't have 10 Doast t00 much about our trantformer (2900
service as we have thousands of customers from ail over the world highly delighted with our plus (150D &0 ORDER Ma
service A first class reputation for speed and accuracy. Don't forget, we also now have a 1067 SFECTRUM
service Branch in linch!sl‘!r City Centre for while you wait service USE ANY 1067A SPECTRUM + ¢
JOYSTICK WITH| £495+ 1505+

YOUR
SPECTRUM + 2

The Videovault has just released the most up to date and
exciting catalogue ever procucec, cur team of expers nave
scoured the globe to find you all the latest software and
add on's for your computer all the latest in joystick

technology. all the top and tested software titles all at great %

discounts to you. Anyone can apply now, just send 2 x 18p

stamps to the Catalogue Dept. at the address below, for your ALAFTOR FOR
free copy. We have all the top branded items availabie, CONNECTING
delivery by return post (our usual standard). All goods carry SPECTRUM +2
our guarantee of satisfaction. Never has such a catalogue COMPUTERS TO MOST
ever been produced before, including spare parts, ULA MIYSTICKS
| membranes, power supplies - all at discount prices CXING
PR
P RARGES UK ONCY
Ltd. “Eﬁf'g' ACKING
ARGES PL
CHATE FOR

SINCLAIR JOYSTICK

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




The graphics are superb, characters and
Producer: Ultimate corked Vadra's power diminishes, landscapes which scroll - the title screen is
Retail P".ch, £9.95 and consequently  Kintor's too. The control method is a rotate left or
" INcreases. job, and bacause of this it takes a while to get used to the
Author: A’hhy Cﬂmputﬂr Trapdoors and botties are found game's = however, I'd recommend this as it's a slick
Graphica by T'HCI'I.HI'? along and throu the mﬂ "
prison’s 30 system of platiorms,
inhabitants of the ancient | towers and slopes. You can move
city of Irkon have long been | forward in a direction defined by
anslaved by the wizard tyr- | rotation to theright or left, andcan | = Anclent irkon is under the sway of evil Vadra and the naughty bubbiles, and there
ant, Vadra. To further fasten his | move up slopes, roll down them you are, an amorpheous blob, caught on a slope in the presence of three bubbles.
grip about tham he has now
created magical bottles —bubblers
- which blow mutant-releasing
bubbles.
Long ago you spoke out against
Vadra, and as a result were impris-
oned and converted into an
immobile blob. Kintor, one time
assistant to Vadra, eventually joins
you. Using magical powers, Kintor
endows you with ftemporary
movemant and the ability to fire
lethal enargy. Now you have the
meaans 1o overthrow the avil war-
lock,
The bubblers are plugged by
use of magic corks, automatically
collected when you pass through
oneé of the prison's trapdoors,
However, some ftrapdoors are
corkless, and entering them leads
only to death. With each bottla
PAUL
“Once Ultimate was on a
pedestal above all other
software companies. Each
release saw their cult follow-
ing fill computer shops all
over the country - everybody
wanting to see just how far
Mm Spectrum ﬁ
tmes mmgm nder the pull of gravi d ped these rel bo
are gone, u pull of gravity, jump an pop these releasa s
and the once-great company catch hoists to higher structures. | points, alarm clocks (for extra JGOHHEHTS L__
now blands in unremarkably All manoeuvres must ba precisa in | tima), extra lives, or bombs. Shamp
with the rest of the market. order to remain on the platforms | objects pierce your delicate skin Control :ZC B Miefht,
Bubbler breaks no new and pathways, and thus avoid | and burst you, f any of your five XVNS SHIFT L
ground. The superbly ani- plunging to your death, lives are remaining reincarnation AS D Florward WRY | Pfire,
mated g are very As you progress, prison deni- | occurs near the killing point. QETU QILH'I'IP
the 3D per- zens are released from flashing |  Atime limitis set for the task and Joystick: Kempston, Cursor,
spective isn't as convincing patches around the dungeon, | should it run out a life is lost. How- Interface 2
as that used in previous Ulti- | | these mayhltlpt;u outright or try 1o | ever, time is restored with every | | Use of colour: monochroma-
mate products andthescen- | | push you off ledges - other | new life or corking of a battle, and lic playing area
ery appears disjointed. hazards to look out for are | increased by collecting alarm Graphics: smooth multi-direc-
Those that can master the weapons towers which fire accu- | clocks. The score, compass, time tional scrolling and excellent
awkward control method rate bursts of energy, and spikes | and lives remaining are displayed character on
may find a rewarding game, which position themselves under- | at the top and bottom of the Sound: areasonable title tune,
but I'm left with a slight feel- neath as you plummet from a plat- | screen. m-n-ﬂﬂd with FX
ing of disappointment. form. Mystery bubbles are also levels: one
blown from the bubblers, when Screens: five scrolling land-
____Imickyl___ General rating: Aimost back
= What's a nice blob like you doing in a place like this? to Ultimate's old standard
o S — — . : “ 'va ed hard to ke althouch mb u'dnu"iamnrf;ul
. this, but the of playabil- act the rati Well g
ity destroys the effect inge ae ngs.
Bubbler
uses the 'tum and walk'
directional control which
Bt with the saaition of gl Fresentation
tia and leaping it becomes Graphics
very Imprecise. The com- Playability
pass at the bottom of the Addictive qualities
screen also confuses mat- Value for money
ters. " Owverall
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GHOST HUNTERS

Producer: Code Masters
Retail Price: £1.99

Author: Philip and
Andrew Oliver

rofessor Twilight, the proud
owner of Mightmare Man-
l sion, has offerad a reward for
| the eradication of the stately
| home's ghosts and ghoulies.
Chuck Studbuckle took up the
challenge, but after five days
inside the hormrid house he still has
not retumed. As his brother, it's
your duty 1o go and rescue him,
| Inorderlo make a room to room
| smarch, you can jump up and
down, move to the left and right

Ho

“ Now this is

~ all the fun of a

exploration

combined with the joy of killing for a second player. Played
monotonous,

game
alona, Ghost Hunters can rather
thera isn't that much to at. However, if

especially
tackle the game

with two players it can really be most en . Solving the
tasks isn't too difficult, but it should keep you playing for long
enough to get your money's worth. "

and climb walls. Tha Mansion's
lifts move betweean floors and are
activated by touching riashun?
objects; including a crystal baill,
oblet, necklace and document.
his action also increases your
score, as displayed at the bottom
right of the screen, but beware —
the objacts are not necessarily

> Fearless Chuck Studbuckle prowis Mightmare Mansion helibent on eradicating everything that goes bump in the nighl.

20 CRASH June 1987

close to tha Ifts which they con-
trol. A map of Nightmare Mansion
is called up to vearily your presant
position

Vampiras, hands, skulls, and

| slime materialise to thwart you as

you progress. When close, thesa
cause the Terrometer reading to
increase and your Macho Energy
level to fall, These creatures can

| bé avoided, but only with difficulty
| and a great drain on energy. Your |
| remaining reserves are shown on

the left hand side of the screen,
and are replenished by drinking
the frothing beakers of magic
potion which are found about the

Your only weapon is a sub-com-
pact anti-matter Phantom splat-
terar, one shot from which lem-
poranly returns demons 1o their
astral plane. Some creatures are
indestructible, but thosa which are
destroyed eam more valuabléa
points.




; You pilol a laser-carmying space
Producer: Mastertronic craft capable of moving up and

Retail Price: £1.99 down, and to the left and right,
Author: The Radical Tubes | through a maze of constructed
space cormidors. Many of these are

hronos s imprisoned in | blocked by laser barriers or other

another time dimension by | obstructions that must be cleared

the Mystical Dimension | by blasting. As you progress alien
Weavers, beings he himself | craft, lathal orbs and rotating 'yin-
created, Six levels nead to be | yangs’, fiy through your space with
completed before Chronos canbe | increasing frequency. Contact
freed from his plight. with these, or any part of the space

wall lacking Star, but the itself is aimost totaily different, and for landscape, loses you ona of three
our, and the characters £1.99, it is good 'J:"?' lives. For each obstruction or
move realistically. Roaming attacker laser-smeared, points are
the haunted house becomes awarded, with an extra life
absorbing once the control P Your ship (above the chimney-like structure) attacks across the seemingly end- | acquired at 10,000 points,
method has been mastered, less scrofling Industrial landscape. Occasionally, the letters B, O, N,
and the two player mode U, S appear, which, surprisingly
makes it slightly easier as anough, giva bonus points should
you don't have to concen- they be collected in comect spel-
l m both on nnrh‘?p -rm;\d‘; ling order.
ghoulies. The appeal may be
Ghns;!ll-l“dtaml " that wivi
un SN a
mdmmnhﬂunlrm ""‘“‘“l m'“tﬂ"“‘|lﬁ""l'“”u
L]
easy. sounds fair, and other than
the speed, which is a touch
too slow for my §i , techni-
The program features an cally | cant fault
unusual two player mode. Unlike Chronos = but it lacks sadly in

other two player games, Ghost
Hunters does not place the par-

i
§§
i
i

ticipants in competition or allow that shoot 'em of
them to control two separate - mhmm have mmlhﬂlﬂ
characters. Instead, One player " e : as far as they can on the
controls the character's move- e e oo A e .L-J Spectrum. *
ment while the other operates the ”: !,‘ _,:T E ' _,f .f v U g
weapon, " e - e P0A7450
SCORE
| | COMMENTS |
COMMENTS | Gontrol keys: Q/A up/down
. O/P laft/right, M to fire :
= ton, Interface

B Presentation

l Graphics
Playability b
Addictive qualities ' l
Value for money 52%

Overall

Addictive qualities
Value for money
Overall
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Producer: Databyte

Retail Price: £8.95

Author: Mike Reidel/
First Star

T hree missing parts of a sec-
ret missile are hidden on the
tropical Spy Island - and you
control an agent sent 1o recover
tham, in this sequel to Spy Vs Spy,
a CRASH Smash in August 1985,

There are seven game levels, in
which you ke with an anamy
spy to complete your mission: col-
lecting the missile parts and wad-
ing out to a waiting submarine with
them. The two spies, Black and
White, are shown on stackad, hori-
zontally-acroiling screens.

As in the original Spy Vs Spy,
you can foil tha enamy with the
equipment in your Trapulator.
Rope snares can be set in

' Sk

beedor,

o R T Ty e m—

Mm&mnmmmhmnh
's still wondering what 1o do with that missile.

foreground trees with their nooses

positionad invisibly below; spy-
pits can be dug using a shovel,
with stakes positionad at their
centras and the holes coverad with
dirt; you can make bombs from
coconuts and gasoline, drawing

on and this could have been as =but

e mplamentaonof e des et o b doarod 1 e
v or

are characters and scenery — this and

{ual from the crashad plane on tha
island. But always remember that
your opponent has similar
aeguipment . . .

Traps can ba set anywhera on
the island — they're somelimes
baneath the mounds ol sand
where you look for the missile
sections. And once a trap is
activated either spy can trigger it,
losing all the missile sections he's
collected as well as sirength.
When a spy’s strength falls to zero,
he dies and the game is over; but
it can be replenished bn avoiding
traps and by combat with the other
agent.

If you find a gun, you can usa it
on your opponent to weakan him
and spin him temporarily out of
control. But the gun's magazine
isn't always full, and some bullets
are duds.

CRASH June 1987

Whaen the two agents are within
range, they can fight hand-to-
hand, swingi and jabbing
swords - some 33 blows kill a fully
fit opponent. Combat ends when
one spy dies, runs away, or falls
victim to a trap.

And you've also got to brave the
natural hazards ol Spy Island:
strangth-sapping quicksands,
shark-infested seas and a volcano
about 10 erupt.

To help him complete his
mission, your spy can call up a
map from the Trapulator (unless
he's in the same screen as his
opponent). A flashing gquadrant
ingicates your spys present
position, a dotted line shows the
last few quadrants walked
through, and some sectors
contain white sguares showing
where tha missile sactions are.

__/COMMENTS |__

Control keys: Q or P/Aor L up/
mzmwum
Cor B to fire

1%
51%
46%
56%
49%

53%
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Music Machine transforms the Spectrum
into a powerful music computer
it brings togeiher aii

‘ the leatures you'd normally
v buy separalely, Sampling

editing, stepsequencing, composition,
MIDI, digital echo elfect and much more.

Sound sampling, the latest buzeword, lets
you record natural sounds with the microphone
supplied, then edit them and play them back al
different pitches.

Ur you can choose from eight internal
woices' including drums and synthesiser; edit
them, create new ones and play them from the
Spectrum or a MIDI kevbhoard.

The amazingly realistic drum sounds

The Spectrum
like you've never
heard it before.

literally have 10 be heard to be believed, and
come with a Rhythm Editor.

For budding composers there's note, bar and
tune editing. And for enthusiasts, a full MIDI
specification that includes In/Out/Thru ports
to connect with MIDI instruments.

Yel despite ils power, the menu driven
graphics and excellent manual allow sounds to
be created and songs composed in minutes.

Sinclair User awarded it “the highest fun
per-plennig rating of any Spectrum peripheral

The price of all this magic? Just £49.95
complete with manual, microphone and demon
stration recording.

ZX Computing Monthly's reviewer concluded.
*1 have no hesitation in giving it the highest

accolade possible from a hard bitten, cynical
reviewer. | will buy one’

To which we can nni_‘u mf'[i, E'ii}: ihe coupan or
pop into your nearest store and see it for yourself!

Ram Electronics (Fleet) Ltd, Unit 16,
Redfields Industrial Park, Redhield Lane,
Church Crookham, Aldershot, Hants GUIS ORE
Telephone: (0252) 850085

Muasir Mackinr v 4 tradeimark of Pam | lecires Hlest! Lid

Please rush me Music Machine lor the apecirum
Remittance £4%9 95+
TOTAL E50.9. [

O Charge my Access/ Visa

£l postage & packing (£ S Uverseas

1) eoclose & chi qui I[JI.'*~:I..J| prdes

_ nx
B = 2 4

% AME

ALMBE S5

-:lr .1 " ..- .-.- .- s L Hampakier GUF
: Irade and Eapor
enguiries welvuime ey 1{&'\
oW, R
piol St as @Fﬁf-- N\ ARE
.

A
Avallable at WHSMITH Mi%.lohn Menzies and all good computer stores.

el

ey




Producer: Martech
Retail Price: £7.95

he Universe is nearing

destruction —aminor calam-

ity you may avert by reach-
ing the Interstellar Lake of Pro-
tozoic Slime at its centre. But your
CZ Neutrozapper has just failed its
MOT!

En route screensiul of creatures
are out for your blood, and the
number you must destroy on each
to progress is shown screen laft.
The Nautrozapper has a defensive
shield, and a photon canon with
limited reserves (and unreliability
after prolonged use), energy
reserves for both, and weapon
temperature, being indicated at
the top.

As your Neutrozapper's sys-
tems are likely to go kaput, mal-
functions are indicated in a panel
on the screen’s right-hand side. To
continue, the craft’'s circuit board
must bé punched up and repairs
made, but as there's no mainte-
nance manual and you can't tell a

COSMIC SHOCK
ABSORBER

hyper warp grommet thruster and
a hephalump’'s rear end apart,
you've only got your wits and skill
o complete repairs. Bumnt-out cir-
cuitry is replaced by spare parts
with the comect colour coding,
which can be chosen from tha on-
screen display and placed in posi-
tion in the circuil. A countdown
indictates how much time there is
to make repairs. i it runs out you
and your crafl explode and the
hiopes of the Universe die with you

! CRITICISM ,

® " ‘You won't have seen the
film... There is no book...
Now find out why! (it's 3D blast-
ing fun!!!)’ announces the inlay.
I'm sure any publisher or film
producer worth their salt would
instantly rec ise this for the
piece of unpolished trite that it
is, and promptly sling it through
the nearest window. The unin-

Intersteliar Lake of Protozoic Slime dead ahead.

teresting gameplay is further
marred by slow, messy vector
graphics, and on the later levels
attribute problems make an
appearance. The sub-game has
the feel of an O level teaching
aid — again colour is poor and
UDG characters are used to rep-
resent the components.
Definitely not a Cosmic release
from Martech. " s

@ °* Battle Of The Planets all over
again. Except this time it's much,
much worse, Cosmic Shock
Absorber’'s controls are very unre-
sponsive, and | had great prob-
lems with the cursars - they just
didn't seem to do anything. The
graphics are tolarable if you don’t
want o see what's happening -
The circuit mending is about as
addictive asits party game basis, "

PAUL

Producer: Code Masters
Retail Price: £1.99
Author: Mark Baldock

{Im gid Marion has been
kidnapped by the
Sherif of Nottingham

and imprisoned in the East Tower
of his castie. If Robin Hood is ever
to canoodie with his true love
again, he must survive the many
dangers that her rescue entails.

____[mickyl

SUPERROBINHOOD

lent presentation and
idea = Super Robin Hood

too much. ™

" It'sa sadbutregularoccurrence thata <
Hl#ﬂ% ] B!!ﬂﬂ ﬁl‘d
one such. However, at the rm

the lasting interest, as does the variety of graphics
Quite enjoyable, if you're not too demanding and don't expect

game arrives with excel-

and music.

as the gameplay

screen, but other than this the presentation

desired - as does the graphical content. There are plenty
b.ﬂ.rgnmuamundfnrﬂmnml?rlea—m'nlﬂﬂm
and you’ll probably have more fun. '

“ Here we have yet another platform game which falls into the
deepening void of trashable Spectrum games. | can’t honestly
fun with this for more than a couple
s0 boring. There's a nice tune on

a

— 7 T

* Yet another
tune is a great David

although to

some
arcade/

and varled. The graphics contain a good range of colour -

colour clashes the collision detection seems

to be of character size — and the screens are smartly attired with

objects. Super Robin Hood is basically another
re budget game with some good features, "

Robin enters the castle and
finds himself running left, running
right, leaping, climbing up and
down, ducking to avold spiders,
monstrous devices and the
guards’ crossbow bolts, through

a seres of rooms and halls con-
nected by ladders and extending
platforms. Pant, pant!

Bumping into nasties, or falling
from laddears, loses our woodland
hero valuable health points, and if
haalth is gone Robin fires an arrow
Heavenward and dies. But picking
up the Sheriff's multivitamin tab-
lats, strewn about the castle,
revitalises him, as well as adding
to his score. More points are to be
had for each guard eliminated with
his bow and armrow.

»  Insearch of true love, Robin Hood deals death to baddies on the uninspiring

ladders and platiorms.

4k i s et s
{
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®" | needed an absorber to get
over the shock of Zosmic, It's a
pitifully basic shoot "em up with a
few add-ons. Tha keyboard
responsa is appalling, making play
near impossibla, "

GARETH

[g
Control k
Y-P right,

to fire
Joystick: Kempston, Interface 2,
Cursor

Usa of colour: lots of colour
clashes
Graphics: generally small and
min&twa with UDGs

: simple “blip* FX
Skill levels: one
Screens: repair screen and vector

Bonerai rating
: Outdated shoot
‘sm up spoiled by poor graphics

: Q-T/A-G up/down,
-Enter left, bottom ro

Picking up keys enables him to
activate the lifts, accessing higher
levels, whera mora red haarts are
to be collected. When all the hearts
are faken from the castle rooms,
Aobin may move on to the East
Tower, where he releases the dis-
tressed damsel and takes her
homa for tea.

Presentation
Graphics
Playability
Addictive gualities
Value for monay
Overall

Producer: US Gold
Retail Price: £7.95

ue to a scheduling emor,
American Railways have
decided to run eight
express trains through your termt-
ory. As an underemployed bandit
short of readies, you're certainly
not going 1o miss an opportunity
like this. However, others have
similar ideas . . .
This shool 'em up contains three
lavels, each of which involves win-

ning a preliminary fight — leaping a
line of running coyotes — perform-
ing a death-detying train-top walk,
fighting off cowboys (who try to
aither shoot you or brain you with
bottles, coal or shovels), and
finally mounting a horse and hav-

ing a go at another train,

0 avoid your atiackers, you can
step and jump forward and back,
leap upwards, kneel or lie flat. To
protect yoursel! you can kick and
punch your opponents, and when
carrying a gun, plug them full of

Points are scored by landing
punches and kicks and lobbing
hand grenades, and also by shoot-
ing ducks, hidden targels and the
lady in red (hit her more than once
and you're dead bustar),

Your enemies do fight back.
Take one of their punches and
kicks, miss a laap over a coyota, or
get hit by a flying object and your
strength is diminished (energy
levels are shown at the top of the
screen). One of your five lives is
lost if your strength falis to zero, if
you run out of time (8 countdown
i5 displayed) or if you sustain a
gunshot wound.

£7.95 seems far 1oo much to pnv:
and | should stay well clear of it. ™

Control keys: Definable; lef,
right, up, down, fire
Joystick: Kempston, Interface 2
Use of colour: limited

2 e line drawi :
but the -::hn?;cgtam ang {:n..utri"‘l'gs
cruda
Sound: poor and sparse FX
Skill levels: one
Screens: lour scralling levels
General rating: Thin conversion
of an already unexciting coin-op,
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Producer: M.A.D.
Retail Price: £2.86

a're back to the Ten-Pin

bowling lanes again, and,

similar to the “real thing',
the key to success in this simula-
tion is comeactly timing the ball’s
ralaasa. If this is dona too soon tha
ball's dropped, too late and your
foot's flattened!

The bowler moves left and right
along the “top” of the alley (screen
left actually), and pressing fire
releases the ball. The almy
threshold must not be cn i
doing so constitutes a fool fault
and no points aré scorad.

You have two balls with which
to knock down the ten pins in a
‘frame’, with a point scored per

toppled . Ping still standing
after a deli are displayed onan
inset top left of the screen, A

‘strike’ is scored when all ten are
falled with the first ball of a frame.
This earns ten points, plus abonus
of tha scora from your next two
balls. Demolishing all ten pins with
both balls is a ‘spare’, saming a
bonus of the score from your nest
ball.

Tha score par frame and a run-
ning total over all frames is dis-
played at the bottom of the screen,
the winner being the bowler who
accumulates the most points at
the and of ten frames.

nﬂnd"ﬂn-nlminlhnwn
right.
BEN

® “ To say that | disliked Strike is
an undersiatement. The whole
imprassion of the game is very
bare — the graphics show poor
parspective and little imagination.
Using the one-screen farmat is a
bad choice - it removes the wory
of whether you've put on enough
spin or not — but there isn't any
spin option 50 that detracts even
more. The computer's a strange
opponent oo, varying from four or
frmﬂmmmm;mwandwmw:é
sing the pins t:om]am t
rest of the framas. "'

@ * This is the third Ten-Pin bowl-
ing simulation to appear on the
Spectrum, | don't particularly like
the way in which tha action is vie-
wed — averything happens on one
screan which means the pins are
displayed in a scrunched up box
at the top. Controlling the player
proves awkward, howeaver posi-
tions are soon leamed and some
degree of control can then be
ished. A program for
dedicated Ten-Pin fans only. "

C{.II'SGF

Use of colour: restrictad; brown,
black and white

Graphics: good bowler sprite,
otherwise uniformly simple
Sound: nothing inspiring

Skill levels: one

Screens: one (plus insat)
General rating: A disappointing
simulation which has opted fof the
obwvious, to its own cost.

Presentation
Graphics
Playability
Addictive qualities
Value for money
Overall

L WMmhmmmuhmunm

MARIO BROS

Producer: Ocean
Retail Price: £7.95
Author: Choice Software

inning freedom from a

naarby game park, crea-

tures enter the factory
where Mario is visiting his brother
Luigi. Both set about removing the
invading animals from their piat-
form world,

The brothers move left and right
along the multi-level floors trying
lo dislodge the turtles, crabs and
flies whilst not losing their own
foating on the floors, as their side-
ways momentum can carry tham
over an adge, ono a lower level
and into the path of an oncoming
beast. But Mario and Luigi can
move 1o higher levels or drop
down to lower ones as they
choose.

The creatures, their numbers
increasing with time, appear from
pipes on the top floor, and touch-
ing ona, or ona of the largs rotating
discs, causes a brother to lose one
of his threa lives.

Creatures are disabled by jump-
ing up and head-butting the
underside of floors which bulge
upward, This knocks the pests
onto their backs when they can
then be kicked to the ground
below, otherwise they recover and
can knock the brothers off. Be
careful however, a second thump
can righl tham and onca mora thay
sat off. The POW marker on the
first floor can be used to stun all
creaturas on screen, so they can

be kicked off cleanly. With all of
the craatures removed, the next
screan is reached., There's an

few more sound effects during
the wouldn't go amiss as
d.lddligtnl'mumm

® "I had no funﬁ_‘pafawng Mario
Bros whatsoever. game is just
50 terribly boring. All the screens
are of the same basic layout, and
once you've found the ‘safe’ place
it holds no more challenge. The
graphics are badly and unimagina-
tively drawn. Playability is poor,
and further limited by terrible colli-
sion detection. This isn't a patch
on the arcade version, Your hard
aamed pannies would be better
spent elsewhere, ™

PAUL

® * | couldn't believe how simple
this game was; | couldn't find any
plot, and |'ve yet to see more con-
cisa instructions. | was exipecting,
consequently, one of thosa games
whose attraction lies in its simplic-
ity; | supposa that applies (o Maro

10 an extent, but thare isn't all
that much attraction anyway! Tha
graphics aren't very bad, but the
characters look squashead, and the
turtles are a bit chunky; colour isn't
used that well, either. Overall, not
bad, but for eight quid, | expact a

deal more than a simple plat-
orm gamae.

Control keys: A/S leftright,
Space 1o jump

Joystick: Kempston, Interface 2,
Cursor

Use of colour: limited, generally
Simpia

Graphics: porky sprites

Sound: thin on FX

Skill levels: one; one or two
players may take part

Screens: one layout, different
nasties

General rating: Lifeless conver-
sion of a si coin-op, the app-
eal of which lay in its cute charac-
ters.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall
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The Atari 520 ST gives you the power
to defeat deadly enemies, slaughter
monsters and outwit cruel captors.
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Gauntiet = U.S. Gold. Enter a world of monsiers, mazes Tai Pan = Ocean. Voyage to 19th Century Hong Kong for

mystery and combat in the ultimate role-playing fantasy game action and excitement with pirates, smugglng and mutiny

e e =
Metrocross - U.5. Gold® 1t takes lightning reflexes to get Arkanoid = Imagine* The latest smash-hit coin-op game!

past the potholes, obstacles and forbidden zones to reach Are your reactions quick enocugh to handie 33 diterent play
the other side And that's just the hegrnf‘nng' sSCreens?

STARRAIDERS

— M

Eae——— .

Star Raiders - Atarl. 5tar Raiders are the only force strong Flight Simulator 11 - Sublogic. Take the controls of a Cessna

enough Lo hald off the Zycroids. Your task is 1o command the 182 or Learjet 25G. With high speed 30 graphics for take-offs
Starcruiser — are you up o it? landings and acrobatics. it's just like the real thing!

fom th
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But it’s not all fun and games.

1st Word Plus - G.5.T. Professional word processor featuring Superbase Personal - Precision Software. All the features
UK spellings and integration of graphics including 15T Mail of GEM combined with full relational database power Easy 1o
| for full control of form letters elc set up, Nexible, plus unigque picture index facility

| Fleet Street Publisher = Mirrorsoft. The complete desk-top VIP GEM - Silica Distribution. VIP Professional 1s an inte-
publishing package. Gives you page make-up combining text grated spreadsheet, database. and graphics package GEM
and graphics for sophisticated, professional looking documents environment plus Lotus 1-2-3 compatibility

Mixing business with pleasure is no problem with an Atari 520 ST
Not when you've got over 1,000 software titles to choose from

You'll find all the latest games and a huge range of business titles
from the top business software houses. And the rangeis growing allthe time

You won't be short of power, either. The Atari 520 ST
is twice as powerful as most business micros

S0 you'll be able to create spectacular colour
graphics. Even animate them to make your own films

It you're musically minded, you can compose and
play a full symphony

Or, for those whod rather write programs than

music, the 520 ST supports over thirty
programming languages. |

In fact, whatever you're looking for in ATARI 5 2 0 S T
a computer, you'll find it in the Atari 520 ST WORKS HARD - PLAYS HARD

‘tlr“ SiRgingl Arcade game Il you require ey hurthes mlormation concerning sofiware featured plesse write to PO Box 385 Alari House. Raiiway Terrace, Siough Beres SU3 587
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Producer: Code Masters
Retail Price: £1.99
Author: Christian Urquhart

gre's your chanca fo
develop interplanetary
athlete's foot, by represent-
ing Earth in the Olympic Games -
one century in the future. In this far

off contest the (traditional
Marathon has been replaced by

STAR RUNNER

Star Running, a distance event set
on a fioating space platform. You
are Earth's champion, and repre-
sent the planat against the cream
of alien athlates.

The Star Run is a race of no fixed
distance - the runner who traveis
furthest accumulates most points,
and thus wins. The score is shown
at the bottom right of the screen.

¥Your character moves automat-
ically, with your task being to guide

> 'salong trudge for an erstwhile Star Runner.

SCcoRe

Producer: Firebird
Retail Price: £1.99
Author: Tooba Zaidi

aughty Tubaruba's always
in trouble at school, but this
time it looks really sarous.
He's broken a window, been
caught by the headmaster and
faced with expulsion uniess he
pays a £50 damages bill. However,
if the traines delinquent collects
this amount by the end of term he’ll
not only achieve good grades, he'll
also wind up owning the headmas-
ter's Ferran
in his financial search, Tuba
passes through a series of rooms
on different floors collecting
monay as he goes. He can move
left and nght, jump up or leap
down in the sc buildings he
hates so much. To make his task
that much harder, bomb-dropping
angels, egg-laying ducks, deadly
ball-spitting heads, octopuses,
and musical instrumants fly about.
Contact with any of these saps
enargy, which is replaced by col-
lecting the red discs found lying
about the school. Should his
enargy level fall to zero, Tubaruba
is permanently wiped off the
school register.

him left and right, and make him
stop and jump as necessary.
Jumping allows time wasting obs-
tacies to be avoided — open pits
trip, some surfaces cause slow
running, fire pits retum you down
the course and teleport pads take
you even further. A continual
update of your course position is
displayed at the top of the screen,
with a flashing message displayed
on reaching the half-way point.

There is a spacified tima limit for
each of the six infinitely repaating
levels, with the tima remaining
shown at the bottom left. Crossing
the finish line allows the next stage
to be reached, and extra time is
gained by picking up the clocks
which are found en route.

! CRITICISM ’

® “ What a totally useless con-
cept. Let's face It, running
around and jumping owver
hazards isn't exactly an exciting
gameplan to begin with, so the
action could

® "“As with all Code Masters

games, Star Runner containg
some very slick presarmtation — but
the content is very thin. What kind
of an Olympic event are you com-
|peting in? One without opponents,
but with fires to jump over, and
holes to fall in! Not really in the
Olympic spirft, is it? The perspec-
five is very misleading, and the
childish comments at the end of
the screens ("Would a pair of
crutches help?’ for instance) are

ing. A totally unaddictive game,
ich even two pounds is foo

for
much.

Control keys: S left, X right. H
stop, SPACE jump

Joystick: Kempston, Cursor,
Inerface 2

Use of colour: mainly monoc-
hromatic playing area with colour-
ful front end

Graphics: basic, but strangely

pretty

Sound: uninspired spot effects
Skill levels: one

Screens: six

General rating: A race against
Itnma that goes nowhera in particu-
ar.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

Overactivity also depletes
Tuba's energy, S0 1o rest his legs
he drives about in one of the
Sinclair C5's which are conve-
niently distributed around the
school,

Tubaruba protects himsell by
firing on his attackers with a con-
cealed gun. Each kil eams a
penny, but his piggy bank fills up
much fasterif he picks up the coins
and notes which are also to be
found about the premises.

Leaping up to and touching win-

dows transporis the scheming
schoolkid o anothar part of tha
building where ha can continue his
money hunt.

CRITICISM

@ " Atlast! Spectrum lovers can
now have a loading system just
like (dare | say it!) ... the good
old . I'm not sure | like this,
but it does solve a lot of prob-
lems — and once you've finally
got Tubaruba to load it isn"t at all
bad. The graphics are a bit
basic, but they're well con-
structed and use lots of colour.”

GARETH

> It may be an old-fashioned game, but Tubaruba is brightly pretty to look at.

@ " If Firebird think that this is the
sort of game that Spectrum own-
&rs want then they e still living in
1984 . . . it's absolutely appalling.
The tune that plays during and
after the gamé is atrocious - the
graphics consist of some badly
drawn furmiture and backgrounds,
and contain masses colour,
nona of which is pestheticaily
pleasing. A complete waste of
money.

PAUL

COMMENTS

Control keys: Q up, A down, O
left, P right, ZM fire

Joystick: Kempston, Interface 2
Use of colour: vary bnght
Graphics: primitive and generally
small

Sound: poor

Skill levels: one General rating:
This leap, kill and collect Jet Set
Willy type game, hails from the
past, but al its price it could have
appeal for some.
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Producer: Advance
Retail Price: £7.95

his sports simulation 1

saries of four indoor games. The
avents are two player anly, with a
second round beaing played if three
Of more competitons take part. i
an add amount of players are com-
poting, the computer takes the

licensed from the American
Star Inc allows up to

four peoplé to participate in a lplamol‘ tha missing opponent.

____|GARETH |

“THIMh - hm-lehmhn

oasy to beat - computer on avery level
only for a short time. The graphics are the best

feature really, as there's no sound),

smooth of and neat action. is not

the best sport I've seen but it could have a few hours

of enjoyment in it. "

=  Slamming home the puck in Alr Hockey.

P Cosiness abounds as the darts commence beside the hearthside warmth.
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Air Hockey is played on a table
with walled edges and a goal at
aither and. Both players are equip-
pad with a ‘hitter’, which moves
with the confines of its own hall, 1o
bounce the puck into the opposite
goal or to defend their own. Three
playing speads are available, with
a score and time countdown
given. Winner is the first player to
score 12 goals within the specified
time limit.

The next event is Darts. An
arrow is aimed by sliding it along
the bottom of the screen, the arc
of the throw set by use of an angle
meler and strength regulated on
the power meter. A thrown dart's
position s shown on the board

with a mes saction above it
indicating tre , doubles and
misses. res are 'chalked’ on

either side of the board, with a run-
ning total given after every three
darts. The gamea is lost if available
time (shown by a countdown) falls
1o zero.

In Superstar Ping Pong the bat
is moved either manually or by the
computer. If the auto-move oplion
is chosan, the fire button is used 10
serve and the joystick, or approp-
riate keys, to determineg the choice
of return = this can be using back-
spin, an attacking smash or at var-




ying angles. When manually oper-
ated the bat can also be moved
left and right along the table end. If
the ball is not returned onto the
table, or hits the net, a point is lost.
The game is won by the first player
lo reach 21 by two clear points.
Now on to bigger balis, this time
attha Ten-Pin ling alley, Hav-
ing positionad the wier, an
arrow is moved to determine the
ball's direction and, using the joys-
tick, its curve chosen. The ball is
released by pressing fire at the
comect moment during the
bowler's swing. A point is awarded
for each fallen pin, with those pins
still s.tandinghshnwﬁ at tha top of
the screen. Should the bowler ever
cross the line on the alley, a fault is
incurred and no points ara scored,

__/comMmENTS |
Control Q/A up/down,
om ight, Space to fire
Joystick: Ker

Use of colour: plenty of it—a
Mﬂ* large and
Sound: none

chosen and their implementa-
tion let down some promising

graphics. Pretty average.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

OCTAGON

Producer: Budgie
Retail Price: £2.99

ou are an Octon, a creature

given power by the symbol

of the oct . Trapped in
the confines of a four level com-
plex of 60 cell worlds, your only
chance of escape lies in the suc-
cessful bullding of this octagon
from pieces held at the complex’s
core.

Octons move laft, right and
upwards, or fall under the pull of
gravity. Each cell is populated by
creatures such as snakes, spiders
and fish, which move across the
screen and increase in number
with each successive level, Con-
tact with these saps your psychic
power, but for protection you carry
a stun gun wihich temporanly vap-
orises your opponents.

To transfer from call 1o call, at
least four tokens (T) must be
gathered and taken to your ‘stan-
don' (home platform). Collected
tokens are displayed at tha bottom
right of the screen, along with any
relevant messages. You may
choose the standon from which
you eéxit the cell, as longasitisa
neutral white" or coresponds to
your designated colour. The count
at the top of the screen is reduced
by ona unit when a new call is
reached.

A teleport is used to transport
betwean levels, but this can only
be done when thay are tha comact
colour, and when a key is in yout
possession. The position of this
key is displayed on a scanner at
the bottom left, with its number
showing which level you presently
OCCupY.

No more than one octagon sec-
tion can be picked up and carriead
at any one tima, and access is
gained to the outside world when
all of the pieces have been fitted
imo their appropriate positions at
the starting point on level one.

( CRITICISM '

® " | don't really know what to
make of Oclagon. At first sight it
seems to be very good, but after
a few goes it becomes obvious
that you should be able to do
more than just fly around a stack
of similar screens. A quick re-

options, a short but sweet tune on
loading, some average but colour-
ful graphics and the option which
allows up to four peopla to play —
but unfortunately the game is a
great  disappointment. Your
character moves in a very jerky
fashion and the interim screen that
flashes when you move from cell
to cell is unnecessary and frusirat-
ing — this destroys the flow and
makes the proceadings very dis-
jointed. The above average pres-
entation increases the value, but
unaddictive gameaplay is & major
let-down. ™

PAUL

@ I'm afraid | don’t like Octagon

= Travelling between cells, preparing to enter cell 41.

read of the inlay uncovered a lit-
tle more, but it didn't really dis-
close how to get deeper into
play. The sound is poor: there's
no tune, and very few spot
effects whilst playing. Although
| can appreciate some of the
nicer points, it isn't really that

gnnd. L)
GARETH
@ " Things looked quite promising

at first — the neat inlay, interesting
scenano, abundance of useful

B One of the Octagon cells, inhabited by creatures bent on preventing you from

collecting tokens.

at all. The graphics are colourful
(almost too colourful m fact), but
they look guite poor. The scenario
didn’t quite sink in for a while, and
the gameplay didn't appeal to me
at ali; | didn’t like the technique of
pressing the initial letter of the
action required. Finally, the ‘ar-
cade’ sequences are pretty appal-

ill"lg. (1]
MIKE

COMMENTS

Control keys: Q/A up/down, N/M

laft/right, SPACE 1o fire

Joystick: Kempston, Cursor

Use of colour: generally bright

appearance

Graphics: a busy screen but
enerally small characters

- nd: reasonable tune, but few

Skill levels: one —but four players

may take part

Screens: 240 cell worlds

General rating: an unusual game

which appears more complex than

it really is, and not very addictive

Presentation 66%
Graphics 49%
Playability 45%
Addictive qualities 44%
Value for money 52%
Overall 47%
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Producer: Hewson
Retail Price: £7.95
Authors: Christian
Urquhart and Mike Smith

distant ice-clad planet IS
under attack from the
dreaded Destrovians, with

its complex plutonium pipework
baing the saboteurs’ prime target.
Others have tried and failed to
gradicate these altackers = now
Gunrunner remains the only hope
for this beleaguered world

Each of tha game's ten levals
consists of a pipework landscape
on a horizontally-scrolling screen.
Gunrunner moves left and right
through this, jumping and knaealing
whara necessary = coliecting a jet-
pack allows him to fly up and down
to greater heights and depths.

Rs he moves forward, groups of
Destrovians attack from both laft
and right, moving in at varying
speeds and heights. Contact
removes oné of "Hunnar's three
lives, with thosa remaining shown
at the top right. On losing a life, our
hero restarts from the beginning of
tha present level.

Gunrunner must also beware of
r:lﬂngetmm gaps in the pipework;
boaby-trapped Destrovian supply
domes: perious, opening bomb
doors; mines (against which there

each level. This destroys aliens |
and scanning orbs, with points
awarded for each and a total
shown at the top left. A bonus is
added when 15,000 points have
been samed

To upgrade his weaponry,
Gunrunner picks up equipment
discarded by previous resistance
fighters. This includes; a Multi-fire
Unit which converts his blaster

into a rapid-fire tridirectional

torturous pipes for a better shol

15 no protection); and pedestal-
mounted scanning orbs (unarmed,
but worth valuable points).

A blaster constitutes our hero's
only protection at the baginning of

____Imike |

weapon, a shield with finite energy
resarves giving protection against
contact with Destrovians (a status
indicator shows remaining energy
levels). a short duration jet-pack;

itlacking in gameplay, and
is becoming
shoot ‘em up. "

“ Hewson's considerable reputation led me to expect a great
deal from Gunrunner. However, | was

dated, and it’s a bit much to ask £7.95 for an ordinary

While the

| expected, the
would

are
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and & poison device which
gliminates all aliens In the
immediate area — but only on
limited occasions. This extra
equipment is acquired by touch,
and more than one piece can be
carried simultaneously. An
onscrean message indicates if a
jet-pack, shield or poison s
currently in our hero's possession
In the absence of a shield, contacl
with a Destrovian removes all of
Gunrunner's collected eguipment.

A level is completed upon
reaching the striped emergency
defence computer. Gunrunner
then automatically receives a jat-
pack to halp him fight his way to
tha next level within the specified
tirma Himit

__/coMMENTS |__

Control : definable
Joystick: ton, Cursor,
Interface 2

Use of colour: background
colours vary on generally
mmdwumphmm
Grlph!ﬁlgcnkud nition,
large, ing in variety
Sound: a bit thin on FX

Skill levels: cne
swma:ft_&n scmlim%:rnindl
scapes of increasing Iculty
General rating: Something of
a surprise from Hewson, nor-
mally associated with high-

content = @ rathar ordi-
nary m addictive
shool "em up.

Presentation
Graphics
Playatulity

Addictive qualities
Value for money
Overall




To help you destroy ‘T&ﬂﬁHHtDEHQ
the aliens S

I

and defeat the
taxman,

we've massacred

the price. | £449.95

INCLUDING VAT,

[

For a limited period, the Atari 520 STM is even more of a knockout than u5ua|._

We're offering it for just £449.95 (inc. VAT) complete with SF354 disk drive,
SM125 mono monitor,*a mouse worth £2495 and 1st Word, worth £4995.

So as well as saving you from the enemy, the 520 STM will also save you £184

Youd better hurry though, because it won't

; et ATARE 520 STM )Ik
e long before our stocks are wiped out. WORKS MARD - PLAYS HARD




Dear Lioyd,
First, alarge amount of latters pub-
lished in your saction have been
s-a-,ring that the vital component in
gmd guma |5 nullntg.r | think
t it is impor-
tant (it haeps 8 sol'twaru industry
going; without it the same games
would just get churned out all over
again) but itis notvital. No, to dis-
cover what really makes a game
great we must delve further into it,
t all outward appearances and
ideas. | balieve that it is the
itself, meaning what actually
mns and how well the idea is
programmed and implemented. |
For example, when my brother
Richard (of Frank the Flea fame)
first saw me playing Lightforce, he
said, "Hey wow, somebody's re-
released Space Invaders!." |
realised that he was right. Now you
can hardly call an Invaders clone
original, but that didn't detract
from the enjoyment | got from the
game at all. | kept on playing it sim-
ply (no, not because it had trendy
graphics) because | enjoyed the
game. | thought it was fun 1o play.
I'll guote some more examples

DIG THE OLD

persuade
T LU with
rioons (H he
o prinl tham
CiCuirmg the wrath of
5 which 15 not a pratty
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Great excitement ensues. The Towers are to be invaded by one
of the first ever Nintendo games consoles from Mattel. Could this
be the end of home computers as we know them? Therae's a
counter-opinion to last month's anti-Sega letter, and now we
await to see whether the Nintendo is better than the Sega. Cer-

tainly, within a few days the offices will be ringing with Super
Mario Brothers as everyone fights for a chance to put the
machine through its paces, and no doubt you'll all be hearing
more in future issues. Meantime, back to Spectrum gaming, and
this months® Forum.

SOME SOFT POINTS

if you wish. How about Head over
Heals? Or maybe | could take
axamples from the stream of
Gauntlet clones, many of which
have bean good. Even the Monty
Mole games can hardly be calied
original, yet they're successiul and
fun to play, See what | mean?

Equally well, original games
don't have to be good. Look at Ps/
5 Tradrng , Doc the

ver and Terror of the Deep,
m rrmnmn but a few.

Of course, that's my view.
People are entitlad to their own
opinions, and if you like original
games, 5o be it. Richard prefers
games with good atmosphere and
thw:; wmlcalry
speaking). Ma a good game
consists of a combination of allthe
factors—graphics, sound, presen-
tation, atmosphere, originality,
programming, implementation
and so on. It's hard to tedl,

On to another point. Yes, it's tha
dreaded 'Budget games' d-abata
a?am How can people say t

rash? Just look at Agent X,
varsal Herg, Feud, Amaurofe, |
Ball, and quite a few others and

O
rhrrn

Goodwin would
BK. 48K and +

a hicky bat on thie Sidle l.a.F!|I.1l'lIr--,.l"u"u;j'

you'll see what | mean, Okay, 5o
many are rubbish, but then again,
aren't many full-priced games?

It obviously proves that there are
some companias in this world
more concemed with producing a
high-quality product which will
please the consumaer than with
making a profit. I'm afraid that
money is all people are bothered
about thesa days, rather than pro-
viding a useful and/or enterlaining
SeTviCe.

Anyway, if software companies
do only care about their bank bal-
ance, they don't (and Richard will
confirm this) know the real plea-
sure of producing software. Thisis
the pleasure denved from the
knowledge that 'ﬁhﬂl'ﬂ are people
u.tt there who una

thank-

ing you 'Inr prc? tham. After
ail, they deserve to gel something
for thesr money,
Oliver Welsh, Northampton

To successfully make a profit, a

must produce good
matarial, otherwise the puniers fall
by the wayside, and down go the
profits. To that end, | doubt
whether software houses deliber-
ately set oul to creale second-rale
games - but sometimas they
comea out that way. Caring abourt
one’s bank balance is something
everyone lends o do, surely?
Companies are no exception,
sinca one of their prima mﬁurra
mants is keaping their stalf paid!
Whether such concams over-
whelm the creative spirit is another
mﬂer altogether . . .

o cheapo minit
hand pa
POKEs
COUID miak i
Nicholas Peers, Po
n’l prnt LLangam-
at the and of Ty let-

'm nexi

GETTING
BETTER

Dear Lioyd,

I'm writing to you about a few
things. Firstly the Hall of Slime
Scrap it! All of the pecple on the list
have compléted games that have
been on the market for more than
a fortnight so pokes and hints have
bean printed. What you should do
instead is, as Steve said half way
down page 43 of your May issua,
print only photos of people who
have completed new games such
as Nemesis. | complated this on
Sunday 29 March at 12.25am. You
geat the message 'Well done, you
have saved tha planet Nemesis',
Moving on now to Academy. |
would like to know when Russel
Mulcahy and/or Camilo Mesias
complated it, if they have. | am also
in total agreemént with Richard
Bailey about Adventure Previews,
lat’s saa SOMma.

Thera's also acomplaint, yesit's
hard to believa but it's about pre-
views - they're too tata! Take for
axampie Nemes:s — the preview
cama in the May issue. And | had
already bought, played and com-
pleted the game bafore the end of
March, s0 could you explain wiy
they're so late?

And finally, thanks all round to
people at CRASH Towers for an
excallent mag that is siowly impro-
ving each month, hard to believe
but it’s fact, by my reckoning any-

way.
Meville Chesworth Junior,
Comwall

I'm still awaiting the last guestion-
naire results 1o see what answor
has bean recaived reégarding the
Hall of Séime and a Readers ' Chal-
lange, bafore recommending a
revamped hi-score table. Sorry
about tha Nemeasis preview, but
quoting months ke thalt makes i
seam aven later than it really was —
the issue, affer all, carne out at the
end of April, In that case, the
review version armved only days
after we previewed if, and too late
io stop the printer!

LM




FINGS AIN'T WOT
THEY USED TO BE

Douglas Irving, Renfrewshire
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Dear Lioyd,

For afew months now my 5on has
baan withoul his Spectrum, the
withdrawal symploms are some-
time painful to see. Especially
whan new games arrive and ha
cannot even iry them. What frust-
ration!

if only we had looked through

the back issues of CRASH before
we acted, and s0 begins the lang
sad tale

One evening in February, |

armved home 16 ba told the com-
puter wasn't working. My son had
pulled the interface from the com-
puter with the power still onl
Somathing, we later discoverad
which was quile a common occ-
LITENCE.

'Send it to Video Vault," said my
son. But | didn't like the idea of
sending something like that
through the post, so | suggestada
local repair firm who advertise in
all our local papers

My son's birthday was coming
up, 50 his grandmother sald sha
would take it and pay for the repair
as his present

On recaiving the computer, the
man put it on some testing

machine, and said it didn't seem

EPAIRED

too bad. it would cost about £25
and would take six to seven days
Seven days later we hadn't heard
anything so grandmother decided
L] 'rlng tham. A vDiCa Sand thal
hadn't come back yet and they
would phone us when it was ready
Two weeks later the phone rang
and we wera 1oid the computer
was "Beyond economical reapair’
The next day, after my son had
said he woluld like it back 1o send
1o Video Vault, Grandma went to
collect it. She was told it would
cost E10 for the labour. This she
wasn't expecting and was really
shocked, and said so. Sha didn't
want 1o pay out for something that
was useless so she laft it there
She went back again the next
day with a friend, who ended up
having quite a heated argument
after which they were asked to
leave and shown the door. She
paid the £10 and took the comput-
&r. The next day she brought it to
my son. It was still wrapped in the
invoice paper. Wheén my son
removed i, ha soon realised this
was nol his computer. That after-
noon ha and his uncle went back
with it and tried 1o explain what

had happened and all they said

was, thay had left the day belore
with it 50 there was nothing they
could do about it.

We went to Citizens® Advice
who seamed helpful, They sent us
to the Office of Fair Trading where
the man gave us no hope al all by
saying that the item neadad repair-
ing, S0 we couldn t put a value on
it. It seems incredible that some-
ona can getl away with somathing
like this, if only we had samt i1 1o
"Video Vault' I}:rﬁil
L Kirkaldy, Southampton.

J

I've kept on file the address of the
computar reparers youw seni your
son’s computer fo. Unfortunately |
can’t print it at the moment as we
would have 1o investigate further
It does sound as though you have
been very unfairly, if not impro-
perly, reated. But uniess you had
been clearly told that there would
be a fee for examining the
machine, the fact that it was not
rapairad (whogver s it really was)
means that the company did not
fulfil their contract with you
Perhaps a matter for your sol-
icitor?

LM
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Dﬂﬂ"l_lqyd.
L think | have just started my sec-
mﬂn“’w.' yes, I've been
uwuhmmﬂ
twice key of the door pius two
years. Noit's not or
ﬂm'smm‘
the impossibie?
pame that | look any notice of.
: it quite reasonable to get
by using the joystick (I'mter-

TMWMEMIMQH
used to). R had terific graphics as
100 percent for addictiveness. Any
time | could H'm‘“‘u’!
school, and late at night when |
couldn't sleep. Who am | kidding -
I was that besotted it was all hours
ofthe before | got to bed.
The only 9"““‘3?\'0#!?
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CRASH readers to begin a speli of
treatment.

mm _accordi
= . !mm.rmﬂ?
Minson - no death threats

, and many nights spent
mmwm highly classified
B et oy 8O Yy
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ding 50, then
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/ CARTOON'S MOST ELUSIVE CHARACTER
HAS FINALLY BEEN TRAPPED.:...







HOW LONG IS A PIECE OF STRING?
Dear 1231{01memu?i$rﬂruymudt¢
How lon yuutaaimeSpec let alone its full
trum will last as a games machine? potantlal?
Another one or two years? When Thig brings me on to my next
will it be superceded as the micro | pointwhich is innovation {or rather
of the masses? The answers are | the lack of it) in games today.
that it is ‘s guess. But let's | People blame it on the film tie-in
tmﬂ.ﬂﬁﬁmuananm and accountants many of
quated machine; it's been around thelurgarmhmhnms,mdl
with us for four and a half years! feel that this is true to a certain
The and colour axtent. But | believe that innova-
ilities lookad great whan tion also stems, or is inspired by
mnuwndwm'lthatg:m the hardware. For instance many
dinosaur, the ZXB1 they now innovations were made In
look dated against arcade early life of the Spectrum—Fil-
Wmﬂmmm- mation, p&ht;tmmmlaanﬁ
ers today. scaping, am ups and so on.
Time has taken its toll on our But the amount of innovation has
dear friend, and | for one feel that | fallenoff in the last couple of years.
it's time to mova on to better | feel that the main reason for this
things. I've heard that a Spec- is because the Spectrum has out-
trum +3 with bolted on disk-drive | lived its days. The whole micro-
is soon to be launched. But why? | computer industry has stagnated
Instead of producing better because no one is bold enough to
more advanced machines, com- | introduce naw and better comput-
futormmactummm ers. How many new micro-com-
ng and up-graded ver- | puters, which you or | have heard
sions of old machines: the Spec- | about, were brought onto the mar-
trumis itsfourth trans- | ket last year? The answer: nil.
formation! ing a disk drive 1o Just imagine games on
the Speciurn wi ensble you a computer with quality
access games faster, and 1o graphics and sound, a large
break-up games BBC Elite styla — | amount of memory and a modem
but who needs to do this whean the

which would open up the relatively
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unexplored area of 'multi-user

games'. It could include such fea-

{ures as rrl.uali-u':l":lgl attribute-free

graphics sion detection —
heaven on earth for mmers!
but it's not because technol-
is not available that we are not
-,-inu onsuch machines—it's the
ancient problem of the price. Such
machinaes are wﬂlyfnmd in the

f 1mmmMummmm
many peopile can afford for Christ-
mas,
PRy il it
t t in
the form of the ZXB80 into a price-
range afford able by the massas?
So, why can't it be done again?
Perhaps it's because the micro-
mﬂw‘t:rdwnﬁmm
stagna any computer
launched would find itself in the
buy it becau muf lack of 1?
saofa of compat-
ibie software, and g5
refusing 10 produce software
because of the lack of hardware
sales.
But there are two ways of com-
is Imak mmmmwm?n%
to ] -
ble with other machines
and Commodore are in a perfect
to do this) while still ensur-
ng that the machine is substan-
tially diffarent to warrant calling ita

FOR THE SEGA

Doar CRASH
V'm wheiting 10 reply 1o A Balle)
TEkF Iy

Illll Wil l||l'f||F|_||

There's
| Wilil &

differant machine. The other way
is for the manufacturer to support
a special
r did it).
Hmtmd:ﬂﬂmnmnduadm
againmaguodpouﬂmm

So Commodore, Amstrad, all you
budding programmers out there
{and you accountants too), let's
put the adventura back into tha
lmm industry bafora it's oo

M Furtodo, London

I'm not so sure that Commodore
are in much of a position at the

moment lo create a software label
to support any new venture. Affer

mrﬂisw.ﬂuﬂhm.
creating a label buying in
{largely Spectrum conversions af
first) from a position of strength,
was very successful, Yet in Britain
today, the support for Amstrad
is very slender, A soflware
can consider itself lucky fo
ship out as much as 5,000 units of
an Amstrad game to distributors,
ﬂanwndfﬂg:bhiamwa
or B4 game. Balting an
a disk drive does have many
advantages, up new
mnw g
(hopeftullyf).

likily to be too {T.W"'-'] J‘wr-.-v.-.l.‘r'

|tk 'r- it

EI Chnrfuj. mec a'lm
nat 4 lol [o do now, but

bl ig s

mag, oka
the way. | think your

Tor-
he first series of
Wmﬂ”’ ~RASHIionnaire

Imi ted
msurls pf the time rr;;ﬂ“""" spilt

a
E‘;erance and liking —
weﬂﬂ indi a bad ratio. [t means
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MODEST PRAISE FORLLOYD

Dear Lioyd,
Fire thasik for Staaicir 98
irst -] idar as
prize for latter of the monthin I'Tgva
ember. | bought a 128 +2 for the
boys for Christmas so we got the
full effects of ,and what
superb effects they are! I'm 36 now
andcan't feating I'm a little old
to read , but | still read it
evary month. Iit's even got to the
stage now where [ read it in the car,
50| can enjoy it first without having
it ripped from my feable grasp. |
got a new frame and bat-
teries for my ald for Christ-
mas by the way.
w;wbwurk Wnug-a:m?“w
on ine
Lioyd. The Forum, Playing Tips
and Previews are all well written,
livaly, and interesting. | would have
thought such a volume would
cause you to get bored with it all
and just do the job, but no you're
keenness shows through in every
word, Well dona.

Mow to the point of my letter. It
m} o DﬂﬁFﬂuﬂ
ane mm:mmmmsn
m/'s no i

graphics
et 8000 Rierdh & hete

. @ person | love, some-
onewho on bouts of swear-
ing to turn the screen blue and
something | could not now man-
age without. | call mine Speccie,
(what's yours called?) and | have
deep involved conversations with
it. Of course it doesn't answer, it
either rewards ma with what I've

bomtryhﬂtngatﬂlodufm
weeks, or it shuts down com-
pletely, refusing to aliow me any

accesswithout are-set. Intruth of
course | know a crash is my fault,
but inmy heartof hearts |know it's
uu&m;zocmmlhm'tbm
nice to it. o
Come on Shashy, an eight
rmachina? No chance. A Spectrum
igfmm than a machine, it's a way
e.

Paul Tyler, Surrey

I talk to my Hermes & a5
Mﬂhm-;fm#m?m.m
1822 just wheezes now). It has
been known fo sulk occasionally,
gwmrm;nﬁmmﬁh
It's a question of baing firm, but
wmmﬁﬂ%ﬁr}w
lavish praise. lt's a :
im'rhmﬁxr.nrywmnﬁ?
ﬁmmmmﬂm

e e Bt g g WL iy i i i

MY NOVITIATE

Dear Lioyd,

I'vie recently bought a S

48K from one of my friends for £75,
This included, 138 games (30 orig-
inals), & joystick interface, a micro-
driva interface with microdrive and
two cariridges, an Amstrad 2090

radio cassette recorder (o load the
games,
Al first, | i this 1o ba the

best deal | could ever make with
anyone, not 50, | made an even
better deal with W H Smith, whean
| ht the March B7 issue of

c .| couldn't believe it. All
beginner like me could want to
know about software and
hardware for his morsel of a
speccy, inthe shape of straightfor-
ward news, reviews, previews,

tisaments, only to be expected,
and all this cost a quid. Fab!
L
are on their own
are not shoved at tha om of
reviews, this gives the customer,
or should | say reader, the choice
whather he reads the ad or not.
The idea of ordering back mum-
bers of CRASH appeals also
because I'm a late starter, and |
could do with info to reveal the
ths of my Spectrum.
reviews are honest, with an
ideal rating scheme, but a lack of
colour in screen shots spoils it
somewhat, although | must add
that a substantial improvemnent in
ﬁnhwwaﬂmﬁmdm.ﬁpm'sadi-
One game reviewed lived nght

&

up to scratch. Feudis one of the
best I'veever . As for
'ssolutiontoit. I'vegot a
much easier one: Get fireballs, Get
lightning, Get heal, Get Leanoric!

In the March issue, | detected
some tension on the subject of
POKEs. | think they're great, and
my thanks goes to the people who
come up with them. As abeginner,
Wmmmm

Es 10Mmawmﬂ;a
keyboard, as | have not
manual yet — even more pleasura
is felt when they work!

While on the subject of POKES|
should point out, as will many
othars, that line 100 of the Gauntiet
POKE should read:

IF PEEK 32814=16 THEN LET
A1=82: LET A2=184. The THE
should read as THEN.

Onething CRASH, | definitely do

not Iliwlhndmwh'ﬁ in mags
of Graeme Kidd, mn*sm
Derek Brewster, Philippa Irving,
Jon Bates, Simon Goodwin and
Brendon Kavanagh. They make
people, who I'm sure look alright,
look positi awful.

Uoyd, as | have said, | have had

a great time my computer
with the help of RA?‘:H please
could youinitiate me into the read-
ers’ clan by publishing my letter in
the most convenient Issue.
Justin Coombs, London

Justin! Sorry about the Gauntle!
POKE typing error. Idncmap
continue to enjoy SH-and
tﬂ;pm#-‘ngm.

i fling the
rook was salling :
that this < hanthe retai prces

HWKED AT 16 mes dearer ! b

in your m?gnf,‘ahf;ﬂé:wmn was
Dear Lioyd, 1 days ago SH, but in
Fmagir of 16 years who S IO § oiceq gt £1.99 in ik it, it cost

hooked on computers especially

where | bought
the Sinclair Spectrum. Your the shop

me©2.99, Surely he can't dothis?

?Rﬁ-SH magazine nr:d m six m& Northern ireland
EIRIT ey | oS
el e
"Digecsamerynaty | nesoremies o0 o
mﬁgﬂiﬁﬁm mein thenght m _'cnegdmnfy true of Eire fs{s

track in deciding which games o

rate of @xc
buy. So | went out 1o a computer wall as the

back and comp i, See
m‘:rﬂ ratailer has to say for

fimsel!

And another one bites the dust. And talking of dust, summer's
here with a vengeance in sleepy Ludiow. The muddy, rutted trac-
tor tracks between the idyllic hedgerows, have turned into rock-
hard, dustbowls. As | cycle back home up the hill, away from the
cool, breeze filled rooms of CRASH Towers, | choke on the rising
clouds of dust from my bicycle wheels. Anyway, enough of this
Laurie Lee style prose. If you've anything to say about Spec-
trums, their games, the people who play the games or the people
who supply them, write to me: LLOYD MANGRAM, CRASH
FORUM, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB. I'll be
here.

NEW TRANSFER PACK 3 — for spectrum
tape to drive

A software system to convert many TAPE based ma to your
DRIVE (no matter what type) + OTHER USEFUL util Maost perky
programs are EASILY converted 1o drive. Pack has al laast 7 programa!
INCLUDES MANY UTILITIES (e.g "val™ creator, bytes choppar/spiitter
TAPE UTILITY - neade to convert baud rates.) Opus/Beta owners add £1
for optional extra program

State TYPE of Spectrum A name of drive when orderingie g 128k Spectrum
and Microdrive). £11.99 on TAPE (£12.99 on Cartridge - 48k Spactrum only)
(E6 o upciating)

INFORMATION SHEETS — approx 8 transfers of popular programs. par
sheet - needs TP3. Special offeriwsh SAE I = No's 1 1o 20 only £4.50!
Mos 2130 only £3.80

MICROTRANS 2b - for m/drive to m/drive back-up + easy ERASE, tape
to drive (incl headeriess) - does NOT convert programs. Includes

MICROTAPE and RUN ams. Only £3 on tape. £4.50 on Cart. For
any Spactrum.CODE COMPRESSOR - £3.50

Overseas: add €1 Europa, £2 others aach product. SAE for details
NO RISK! — ALL OUR PROGRAMS CARRY OUR MOMWEY BACK
GUARANTEE (not updates)

AT LAST!

SPECTRUM SPARES

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

ULAGCOOT £11.99 | SPECTRUM KBOARDMEMBRANE £4.9%9
|28k ROM £11.99 | SPECTRUM KBOARDMAT 549
ZROA 299 | SPECTRUM KBOARDTEMPLATI {4.99
TBOS REG £1.49 | SPECTRUM+ MEMBRANI 9,59
116 RAM £1.49 | MODULATOR 9.9
SPECPSU 11049 | SMANUAL £22.9

Remember all prices include P& P, handling and VAl
Full spares list available / Trade enquiries welcome
Access/Visa. 24-hour T.A. service
SPECTRUM REPAIRS £14.99 4+ PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FYS 3NE
Tel. (D253) B22T08
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MIKE SINGLETON, Lords
Of Midnight creator, the
man behind Doomdark’s

£
- '- H

3‘}

,/

Revenge and the notorious

Games Pack One, decided it was

about time he spilled the beans. 'w
During a visit- to Ludiow with -
fellow-members of the CONSULT
programming team, he was pressed 1
hard by RICHARD EDDY and BEN ' e
STONE, and answered irrepressi-

ble questions such as

‘What’s

really happened to Dark Sceptre’? '

‘I got into computers through a business
venture that went badly wrong. | took the
computerand ran ... '

When you think of a computer games prog-
rammer, you probably imagine a fanatical
whizz-kid, Coke-swigging into the late hours
as he develops highly innovative and axciting
games. Such frenzied activities aren't usually
associated with retired school teachers — and
yet that's exactly what Mike Singleton is.

He stopped teaching in 1980 to anter into a
business which happenad to involve a com-
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puter. But as he says, "The venture went badly
wrong, so | took the computerandran . .. °

The machine in question was a Commodore
PET (there's ona on display in the Science
Museum), and with it ha hoped o produca a
few programs to re-establish his diminishing
bank balance. The first game was called Space
Ace, and It occupled a staggering 12K of mem-
ory. Written entirely in machine code, it had to
be hand-assembled, a memory that still
causes Mike to shudder. 'By the end of that |
must have known every Op code off by haart’,
he says bemusedly.

ST ﬂgh
b $

Bank account still firmly in mind, Soace Ace
was handed over to Petsoft for marketing, and
it broke box-office records when it sold arpund
three hundred copies — a very respactable
achievement in those days! But Mike's associ-
ation with Petsoft and Commodore machines
was to be short-lived. At the time Petsoft were
due to sign an agreemant with Sinclair 1o write
software for the Cambridge-based company's
new ‘mega-machine’ — the ZXB0. Mike spent
some time messing about with i, eventually
getting a tiny machine coda program up and
running in its 1K of £

‘Actually, the ZXBOD didn't even have 1K's
worth of mamory', Mike racalls. 'Because of all
the bits of bobs inside there was only about
750 bytes of memory left to play with!'

Before the agreement details were finalised,
a change of mind resulted in Psion sacuring
the software contract with Sinclair, and Petsoft
werg dropped; a situation which left Mike up
tha creek without a joystick, so 1o spaak. 'So,
| rang Clive - just plain old Clive in those days
- and he told me to send my games along. |
did, and heard nothing, until one day when |
was invited to Cambridge to look at his new
project.’

The new projact was, in fact, the ZX81. Al
that stage it was hardly a computer in its own
right, merely an Eprom fitted into a ZXB0. Mika,
along with some other programmers, were all
given an Eprom to take away with them so that
they could *Do things with it.’

‘Believe it or not’, he says with the fondness
of remembrance, ‘the 81 had even less mem-
ory than tha ZX80, becausa it had an extra 32
system variables occupying its memory banks,
er, make that bank. | knocked together six
BASIC programs which fitted into its miniscule
mamory and sent tham off to Clive.'

The six games became Games Pack One,




A happy Consultation; Back Row, left to righi:
Consult’s Dave Kelly, Jane Denning (Melbourne
House ), Consult’'s Glenn Benson. Front Row:
Mike Sin ; Jo Meads (Melbourne House )
and Consult's Dave Sharp.

¥ Doomdark’s Revenge

being Snake Pif.
And then came the big time . . .

‘I wanted to create an adventure with the
same degree of atmosphere as others,
but with graphics which really meant
something.’

Lords OFf Midnight, Mike's epic adventure
quest for EMAP's newly launched venture into
games software, Beyond, became his next
game.

is the one on which his Midnight Trilogy is
based. ‘When | was considering the game | fait
the graphics had to be more relevant to the
action. So oflen the graphics in other adven-
tures appeared purely decorative.

Using Landscaping, a can actually
sea his journey in real time, in the case of
Lords Of Midnight, 32,000 views. From the
technique, perhaps, came the theme. Mike
wanted to create a massive playing world, so
objects like spy sateilites were out, because 50
many view points would be taken away from
the landscape below. And so the murky Middle
Ages were chosen as the setting, with all the
scenes set firmly at eye-level and the land-
scape features seen from the player's view-
point.

of the Spectrum. | to lika the combi-
nation of white on blue and so it fitted in rather
well."

Having developed his
technique, the Lords of Midnight game was
. 'l plan the gama in advanca, but
should | have a sudden flash of inspiration for
an idea then | can usually find room to slot itin.®
However, having completed it, Mike saw many
ways to further compress his technique and
improve the program,
found their into the next game. Work on
s started immediately
afterwards, and although much of it was
, Mike re-wrote many of the
battle routines in the light of his new

So much for history. Talking about the Mid-
night Trilogy made us wonder whatever had
happened to the third par, Eye Of The Moon?
*Oh I'm still working on it’, Mike exclaims, ‘not
s0 much as a project, it's more of a hobby. I've
been constructing some new graphic routines
s0 that the Landscaping should be in full col-
our. Oh, and the map should be about four
times the size of Doomdark's."

But Doomdark’s was already pretty vast,
isn't he creating a world that's just a bit too big

:
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for one quest? 'There isn't just one quest. The
map Is divided into 12 realms, and within aach
realm Is a mini-game. This means that Eye can
be played quickly, becausa you can just solve
oné or two problems, or tackle the whole
game. | think that was one of the faufts of
Doomdark’s — it took too long 1o get into.
Hopefully with the 12 mini-games it should
appeaal to a much wider audienca.”

With regard to characters, Mike's intending
to have even more in the game than before, but
this time a player can select a commander and
than maks up teams of characters which ara
controlled as a whole rather than individually.

There's no date for completion for Eyve Of
The Moon, ' It'll ba finished when it's good and
ready — and it won't be published by Beyond,
or Melbourne House for that matter.” So, that
leaves one alternative - his own software labal,
Maeslstrom Games.

‘Dark Sceptre - oh that, it's nearly
finished . ..’

Masistrom was set up to deal with the Play By
Mail (PBM) version of Dark Sceptre. Are we
ever going to see the computer version? Mike
says it's nearly finished, which prompts
screams of memiment from the assembiled
members of Consult! '"He's been saying that
for years — well, it seams like it’, says ona,

‘It is naarly finished,’ Mika pleads, "Aftar all,
I've got you lot working on it.*

It becomes apparent that Consult (Dave
Kelly, Glenn Benson and Dave Sharp) are hav-
ing some problems because they want to keep
all the original ideas from the PBM version in
the game, and it's proving difficult with only
48K to play with. The PBM Dark Sceptre is still
going ahead - but only on Microdrive. Which
brings up the question of how many Micro-
drives are around these days. Offered figures
indicate as many as 100,000 units have been
sold, but as Mike gets through one Microdrive
every year it's dubious that so many are still in
use. However, the Spactrum Plus Three with
its built-in disk drive may come in useful. Mike
sees it as a possible re-birth for the Spectrum,
and looks wistful as he says, ‘'There's all sorts
of things that | could do with it — if | could get
my hands on onal’

‘Can you imagine a game with 16,000
characters, and you've got complete con-
trol over every one of them?'

For Melboume House, Mike Singleton and
Consult are working on Lord Of The Rings -
The Arcade Game which, unlike the adven-
tures, concenirates on the baltle scenas. The
player should be able to hoid sway over the
antire map of Middie Earth, and control all tha
characters and armies to which they belong.
Fights take piace in real-time but, of course,
you won't have a constant view of all of the
action.

The 3D batties will be displayed In isomeltric
perspective, having characters smnding an
average 70 pixels high — so there should be
about 20 to 30 figures on screen at any one
time. ‘The control system is a very interesting
one', enthuses Mike. 'It's possible to give
orders by selecting a character to attack,
move, or help another character. And don't
woITy, a player won't miss out on any of the
fighting as characters are controlled directly —
all ready to hack the opposition to pieces.
There'll be a total of 128 armies, each with a
leglon of up to 128 men,

"As far as the graphics go, thera's quite a bit
of freedom. Some may be taken from the film,
others from RPG miniatures, but we do have to
work within the Spactrum's limitations.

For the future Melbourme House have signed
him up to do a few more titles - ‘Onea of which, '
he says proudly, 'is totally new. Nothing has
been done like it before.’

Yes Mike, but how long will we have to wait
this time?
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Great Thrones Of Firel

Win a day out at the LONDON DUNGEON

_l_l_'_'!: ele e M0 “_ alzi®l], L - D DE !

LA LICT WY H L ¥ UL L]
CRASH Towers, there are some places
you don't go alone. Old forgotten relics
are left down there; Graeme Kidd's
Doc Martens (he wears trendy shoes
now), Angus Ryall’s loo building con-
tract, and other objects of evil counte-
nance that us humble comps minions ?
simply dare nol cast our eyes upon. >

But there's one place that makes a
even a brave comps minion quail at the
mention of its name, The Londeon
Dungeon. A place of torture, horrific
creatures and dark narrow alleyways -

a place that you lot would probably
love.

That's why Melbourne House are offer-

ng an all-expenses-paid trip to The Lon-
don Dungeon for the winner (and their
riend) of this comp. And should yvou get
00 scared you can always nold hangs
with the gorageous Jo Meads from Mel
Wurme House, or swap scary stones with

wir very own Richard Edd',r

it you re not ILCKY enough 1o win the
day oul tht.-lr-':; 25 C-.'L“. of the great
new Malbourne House game, designed

by Mike Singleton Throne Of Fire fwhich
re n ved 75 |;~ ercent overall last month)
all ready 10 wing their vanous ways to the
runners up

Can your 1 veés stand the London
Dungeon (or more to the po m‘ can they
stand a day with Jo and Ric _IT'
an? Well answer the following F||..--.':47|J-f'.~'-
and scribble them onto a postcarg or the
back of a sealed envelope and post them
off to: DRAG ME T'D THE DUNGEQONS,
CRASH TOWERS, PO BOX 10, LUD-
LOW, SHHDPSHIHE SY8 1DB 1o arrive
ine 25th

.? 11I1r Il:- ".

Was Mike Singleton’s first game

caieq

L |
d) apaca ~a
b) Space Ac

| Horace Goes Water Melon Hunting

What is the name of the programming
team behind Throne Of Fire?

o "
A} LANSLIGI

b) Creative Reality

How many views are thera in Lords Of
A A . o i D
v ]
d} 3 n
b - M
b 3.0
Y N
s U
vhat was 1 name of Mika Single
ton’s illegal horse racing game
. 5 -
1 LOomputer Ha
b} My Little Pony’s Slaughter Housé
" k
\ ..:. ...... i y B y T '!.
L 12
1 King Alhenk
[ King :|:-'l ac
King




CLEAR 32767 LOAD " CODE:
RANDOMIZE USR 32799
Riddance without any When the game has loaded pick
m&ﬁn collision! Danke up the first object to the leftand
¥ Codebusters from

vty
iy

L
Vi
& {#"Es 5
-

o
&

o EEELLLEE 0 |

MWL L SR S i S 5 A

ROCKY

48 CRASHJune1987




10 REM KRAKOUT b
11 REM BY PAUL WELLS 8
®! 12 CRASH JUNE 1987 2
® 20 GLEAHE&ESD 5
. LET SUM= '

o iﬁ LET INF=61: REM CHANGE TOOFOR i@

| INFINITE LIVES '
o 50 LET LEVEL=0: REM CHANGE TO .
o  DESIREDLEVEL-1 o
o' 60 LET LIVES=2: REM CHANGE TO ‘e
o  DESIRED NUMBER - 1 ‘e
o) 70 FORN=65280TO 65323 I
o 80 READA ¥
! 90 POKENA .
:-I 100 LET SUM=SUM+A ®
110 NEXT N .
®| 120 LET SUM=SUM-LEVEL-LIVES-INF i
®! 130 |F SUM <>360 THEN PRINT “ERROR IN
@  DATA™STOP o
e; 140 PRINT "ﬁﬁf&ﬁﬁa’f,zfé?ﬁ? TAPE e
' DOMIZE USR 65 2
o 0 R TAS21. 33, 0, 64, 17, 156, 190, 62 e
®! 510 DATA 60, 55,205, 86, 5,33, 229,181 |

®! 250 54, INF, 33, 242, 142, 54, 62, 35 .

MULTIFACE ONE
SPECIAL!

With the  ranks of Multiface One owners around, |
mﬂuw“wm'W?ﬂuﬂmﬂgmmmm

fing some very simple POKEs. For information on
fnd it a consult the manual, but you shouldn't
find it at all difficult!

ACADEMY

From Peter Murray and Steven Atkinson of come

humcmmammmmuwh within
game.

@ POKE 26497 ~c:mlﬂﬂﬂcrr less) |
4496 - weig ,
.:%ﬂggﬂﬂ-mmtmm Y
o 26459 - progress report two
 PONE report three 1 ®
@} POKE 26460 - progress
@i POKE 26441 -wwmwzﬁ} ,
| POKE 47754 - missiles (max e
@1 pOKE 47755 - ammo (Max 255) 1 g
e, POKE 47755-113:&5[""&*?52525} e
e POKE 47757 - bombs {max ,
]

L~

And all the rest are from Andre Brus, all the way from

Holland,
. 50, 35, 54,156 |® and should be entered on title screens rather than when the
230 DATA 54, LEVEL, 35, 54, 50, i
®i 240 DATA 35, 54, 142.35.54522.35.54 :: @ams & in play.
°! ATA LIVES, 195, 168, 1 1 .
Infinite lives: Infinit :
POKE 36512,62 m&am.u
g ilES
' LEGEND OF KAGE
XEVIOUS m&wm{mmm
POKE 53592, n (whera n is the e g
number of lives desired)
TOP GUN
FIRELORD infinite lives, one
Infinite lives: mm?gly
POKE 34509,0 Chosen number of lives: two
piawgadm;?uunmme
Hummmm. Odd. The Feud POKEs inissue 39 ar : POKE 277270
tery tome; m;unw : -ﬂmqmsz SCOOBYDOO POKE 27728.n
listing just in case anyone else was having prob- Infinite lives:
- POKE 29614.0 WEST BANK
e 1RE '
| ARK DUFFEY :
o] 2 REM BY MR e 1 WARRIORS FANTASTIC
. 10 CLEAR 24716 :. infinite lives: VOYAGE
L1 M CODE 42717, 40818 : POKE 53920,33
o) 20 REM LU CODE L mmnﬁ Infinite lives:
®! 70 POKE 47190,201: POKE 44186.0: P EE e i RUKE GG
o - POKE 49210,201: RAN ‘e
: ffs?ﬁféa? » | WRIGGLER IMPOSSABALL
W Infinite lives: Infinite lives:
POKE 50173,0 POKE 41185,0
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==  SABOTEURII

THE MAP

BY MIKE SARATH




NETHER EARTH

He the
mwmwmmmu
first person to do so. That

belore being destr :
put an electnc module on vehicles
as it adds range and strengthens
its armour. Place this vehicle in

= You rmay find that your vehicles
stuck in & small channel near
third warbase. Should this be
tha case, take an Antigrav unit with
a nuclear device and the
blocks out of tha way - remambaer
to pull your vehicles well out of
blasting range.
w Repeat the sixth point to finish
the gamea.

KAT TRAP
KORRECTION

322 g7a8t
by

:

The second in a series . . .

yet another table of classics . ..

TITLE POKE
ZAXXON 48825,255
ARCADIA 25776,0
MOON ALERT 42404255
SABOTEUR 469980
SABOTEUR 29894,0
FINDERS KEEPERS 342520
SAICOMBAT 65364,201:32421 1
SWEEVO'SWORLD 332190
FRANKNSTEIN 341240
HUNCH BACK 26888,0
PI-BALLED 444165
BIRDS AND THE BEES 37852,255
JACK AND THE BEANSTALK 56110,0

Compiled by Tim Bratton, Steyning, and Michael Smith, Morley.

THE GOLDENOLDIE COLLECTION

RESULT

INFINITE LIVES
INFINITE LIVES

100 LIVES

STOPS THE CLOCK
INFINITE LIVES
INFINITE LIVES
INFINITELIVES
INFINITE LIVES

CRASH June 1987
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And now the revenge of ...

THE HAXBY HACKERS

I'll.g"-# Richard says thata bit of bombardment

two,
sor Dude) Garlick from Lowestoft
in Suffolk.

LEVEL TWO MISSIONS:

KOGEEGGn 0h (0 Saos.
can be carried in addition to
the two other missiles. It doesn't
appear 10 be any more powerlul
than the olhers.

Destroy Ergon Battle Crawler -
This is a particularty nasty plecea of
machinery, which resembles a
mobile green tri-launcher with a
flapping lid. Once you set off on
the mission there's a time limit
within which you are to destroy tha
EBC before it destroys one of your
bases. The easiest way 10 destroy
one is by circling round behind,
and ftying up 1o it at ground laved,
bafore hitting it with a missile.

You're not guarantead to get a
missile when you dock for this mis-
sion, and there isn't time to fly to

er base for one, so from
twa onwards it's worth keeping a
missile handy just in case.

LEVEL THREE MISSION:

Destroy Ergon Command
Centre - The E: ok S
building bases of their own in the
shapa of a cube surrounded by
four towers. These pump out hom-
ing missiles as you approach. Best
method for their destruction is to
fly out at a fair speed and at gr
hdeore it dsmpslodes. s g e
firing. Release the missile just as
you are about to hit the basa —-any
sooner and it may be destroyad by
one of the homing missiles.

LEVEL FOUR MISSION:

mﬂu Ammunition
star setinto the ground. It behaves
in roughly the same way as the
proceadure for destroying this is

the same as that for the Ergon
command cenires.

STAR RUNNER
Infinite time
|
L
: EM STAR RUNNER 3 '. g
| . ;?:n EEM HAXBY HACKERS 3
e, 30 REM CRASH JUNE 1987 o
" GODE 16384 ,
'1‘ gg Iigfhﬂmmszzl.a TOT=0 = .
®! 20 PAPER 0: INK 0: BORDERD: c .
®! 70 FORF=23310 1053321 ::
¥4 EAD A: POKE F, : .
. g ?ET TOT=TOT+HAXPOC 1A .
:'. 100 Lfgx:j,:xmc;-wmcar .
= “ERROR
'21112% IF TOT ~~ 11306 THEN PRINT “E .1.
. IN DATA" S
'I: 140 RANDOMIZE USR 23296 i
o' 150 DATA 205, 86, 5, 62 b
o! 160 DATAO, 50,140,193 ;
o! 170 DATA50, 152, 193,193.2
i
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The Legend of Norman

/\\\.F\L \"‘\\\/\Ir\\_‘\-\ 4 . 4
s B |

An Epic Arcade Adventure that takes you into the realms of Fantasy. Cuide Norman
through untold perils in the land of GREYFELL on his Quest for the Orb of Life.

"Greyfell is quite simply the - “The screens are superbly
cat's whiskers!” | ' | drawn, pl::smg to the cye

e ' and offer onc of the h:st
n i S Am\ ' views of 3D I've s:cn

Watch out for two great new releases from STARLIGHT.

DEATHSCAPE and DOGFIGHT 2187 W
on Spectrum, CBM & Amstrad.

COA/128 cane £0.99 CB4 128 disk £12.99 AMSYRAD cass £8.98 AMSTRAD disk £14.99 SPECTRUM £3.99
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AVAILADLE FOR: ANSTRAD CPC.COM CASSTTE £8.95 - SPECTRUM£7.95 - COMDISK 14,95
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DEREK BREWSTER'’S
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L Smash ehiets) !

Y Mordor i
 Shadows Of Tt cBatan
Prite

o 4 gqood adbentire!:
' S0 loenT qoo0 adbenture!
Don't Panie

& ﬁn?pﬂt‘bf Book Of The Dead

Village Endertword 3
| Hunchback (part 1) Pracula

Imagine
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Trail

GREAT

1984

Hewson Consultants

Reviewed way back in June of
"84, this illustrated adventure had
a tremendous amount going for
it. Independent characters, real
time, cursor key option on move-
ment, weakness as an added
characteristic to bring realism to

Producer: Rainbird
Price: £14.95
Authors: Magnetic Scrolls

:he Pawn will already be
known to many, as it has
been doing well on the
larger computers  (in-

TR Cluding the QL and the
Atari 5T). However, it looked like
there was litthe chance of it filter-
ing its way down to the smaller
home micros. Well, before we've
even had time to think about The
Pawn and anticipate it, here it is
on the 128K Spectrum, albeit
without the graphics which have
so prettily decorated its reviews
for other computers, Text-only on
the 128, The Pawn still provides
all the entertainment of its sister
VErSIOns,

Unbess you've been an adven-
turing ostrich, you'll already
know that The Pawn has received
many accolades. Opening up the
typically glossy Rainbird package
quite a jumble of parts comes
tumbling out. The largest, mosi
glossy booklet is the novella, A
Tale of Kerovnia by G Sinclair,
which shows a map of Kerovnia
on its back cover and includes a
cypheric help section towards the
end, This sel of numbers and let-
ters, when typed into the com-
puter afler the input HINT, is
digested by the Fmgrnm itseli andd
are regurgitated as plain English
phrases. As the number of letter
and number combinations are
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DEREK BREWSTER'S

THE PAWN

B

m -

ADVENTURING
MOMENTS -

Back in 1984 CRASH took its first steps along
the start of The Adventure Trail. That year saw the
release of adventures whose lastability might
those who think all old are long dead
( arcade players used to short shelf
life games). | point the connoisseur of old (but

games back to the Summer of '84 where we
our look at the Famous Five.

FANTASIA DIAMOND

the concept of fatigue, user-
iriendly vocabulary going beyond
verbinoun with LOOK AT distin-
guishable from LOOK INTO, and
even LOOK ACROSS into adja-
cent locations to see signs of
impending danger. All of these
served to made this an adventure
with a difference.

long inorder to answer such ques-
tions as How Do | Cross the Red
Linet and How Da | Drop the
Wristband{, the instructions give
zﬁuu two examples to try your

and which | can reveal bring up
these two comments: ‘Congratu-
lations” and ‘one two, one two,
testing”. Also in the package are
two smaller booklets, one a gen-
eral guide to gameplay and the
other a more specific set of notes
directed at the 128K Spectrum.
To complete the pack is a good
poster displaying the picture fea-
tured on the novella cover.

The screen layout, being full of
text, is necessanly restricted in the
ways in can offer diversions from
a large sheet of words, but the
program has made some attempis
o provide interest. The top con-
tains a band which bears the
name of the current location,
.ih}ﬂﬁxw'rlh your score and the
number of locations visited (you'll

SNOWBALL
Level 9

A classic Level 9 text-only game
with the long, carefully-crafted
atmospheric  location descrip-
tions and detailed, informative
examine reports which have since
become their hallmark. The
storyline still looks interesting,
and the Snowball spacecraft is still
a wonder to explore.

THE KET
TRILOGY

Incentive

The Mountains of Ket started itall,
followed by Temples of Vran with
atmosphernic location passages, a
combat routine, along with well-
rounded, interesting problems,
The Final Mission, reviewed in
November, added neatly boxed-
in Jocation descriptions, on-
screen score, a tune on entering
locations for the first time, and a
strong examine command. Incen-
tive's text-only threesome still

looks good.

know which is which, as one of
these figures increases rather
more easily than the other!).
What's below is light-coloured,
superbly redesi and readable
text against a dark background.
Cleverly, the program allows the
intensity of the text colour 1o be
rarsed or lowered by just pressing
the GRAPH key, so you can keep
the text readable as light condi-
tions falling upon the screen vary
{perhaps midday to midnight with
a game as involved as this!), The
GRAPH key is listed, along with
same others which greatly assist
editing your input during play.
Apart from the usual delete one
character to the left key (DELETE)
you can also employ the left and
right arrows to move through the
text, the up and down arrows to
jump one word left or right
through the text, or delete one
word to either left or right with
TRUE VIDEO and INVY VIDECQ,
Were this not enough, EDIT pulls
down your last entry after the pro-

am has acknowledged it and
ﬁund it wanting. These features,
along with the 42 character lines
(giving an almost word processor
neatness to the display) and the
up to two-and-a-half line input
lengths, give the game a feel far
removed from the old Spectrum
fonts and faces.

The storyline and gameplay are
truly enthralling, although you
might take its boast of accepting
everything you input lightly, as on
many OCcasions the parser seems
to ignore the second logical part
of a long construction.

The story concerns a King Erik

THE HOBBIT
Melbourne House

This is a most timely recommen-
dation as The Hobbit book cel-
ebrates its fiftieth birthday this
year, having been published way
back in 1937, The eponymous
computer game joi the super
league the moment it was
released due to its independent
characters and comely text and
pictures. Its problems are fascinat-
ing, which may go some way to
explaining the fact that it does not
seem lo have aged here in 1987,

LORDS OF

MIDNIGHT
Beyond

You're definitely missing out if
vou haven't seen this one. Adven-
ture Trail was one of the first 1o
publish a review, but the success
it went on to achieve was all its
own work, as it was the first game
to show what the humble Spec-
trum could really do given an orig-
inal idea. Many considered Mike
Singleton, the game’s author, a
genius.

whose popularity has slid in the
E:\lls due 1o his condoning the
nishment of the Roobikyoub
dwarfs. The puzzle of the
Roobikyoub lies in their supposed
assassination of Queen jendah |
and their vital economic impor-
tance as they produced the
smoothest, strongest malt whisky.
Now the economy is lerally
depressed, with the gap in the
drinks marke filled by the Farth-
ington Real Ale Company and the
spring water-bottling  Romni
omes, interest groups who
ave no desire to see Roobikyoub
in any new alignment (groan!).
But people still hanker for the old
whisky.

Play is fully explained in the
booklet in a fashion which
Ihdeed, as the programmers
hoped, goes a long way to entic-
ing new adventurers to the game
while still retaining the respect of
old hands. The number of vari.
ations 1o achieve even a simple
task are great as in LEAVE SHOP,
where you can enter just that or:-
GO SOUTH, §, GO §, OUT, O,
EXIT, EXIT SHOP, or EXIT
SOUTH. Similarly, the rather
mare comphcated area of picking
ur\ items in a crowded location
allows the likes of GET ALL FROM
THE 5SCHOOL BAG EXCEPT THE
ERASER or GET ALL EXCEPT THE
CASES BUT NOT THE VIOLIN
CASE which if you follow the
logic, actually means you will
the violin case along with all ﬁil
objects except the other cases!
More impressive still, the instruc-
tions  we in with KILL THE
MAN EATING SHREW WITH




| THEC OMTENTS OF THE VIOLIN |

CASE (a sentence which 1S even
ambiguous in plain English!) and
REMOVE THE SHREW'S TAIL, an
example of possessive construc-
ion | can't remember seeing
before in an adventure [SYMB
SHIFT and 7 brings up the raised
ipastrophe). AND, THEN, punc-
tuation and IT are calered for as
well but rounding off the vocabu-
lary with another impressive fea-
twre is the intelligent way the prog-
ram deals with inputl as when il
asks a question o clanfy the
player’s aims. For example, when
dropping a hat the program might
wonder which one should vou be
carrying two, Many programs
inquire ‘“Which hat!’ or ‘Which
onel’, but this program not only is
more specific with the query (say,
Which hat, the small hat or the
spotted hat?') but also allows the
player to just quickly type in
which hat without the need to
repeatl the initial input. Friendly
indeed, mighty fnendly

MORDOR

Producer: Melbourne
House

Price: £7.95

Author: Beam Software

l he hlqp,i'-t soflware
| 2 releases  in adventure
- gaming are those based
st O the works of |RR Tol-
K for their source
material 1s derived from the great-
25l st Ol laniasy t]l’ll:lk‘\ ever wni-
len
The Hobbit wld the story ol
Bilbo Baggins and how he was
unwittingly thrown into the world
of darkness and danger far from
| the cosy tunnel he had knowndn
| Hobbiton Bilbo eventually
DeaAn ({#] enjoy his EXOlK
swojourns, along with the treasures
and skills he had amassed, and
this enthusiasm for adventure,
peculiar  among  home-loving
Hobhbits, transferred iself to his
VORI and |rn;_rrf'--1nr'|.;!h|l'
cousin, Frodo. The Lord of the
Kings trilogy of books tells Frodo's
story, and this game being the sec-
and computer instalment, it fol-
lows the theme of the second
book, The Two Towers
The computer game is titled
Shadows of Mordorwhich proba-
bly retlects the adventure’s desire
not 1o be thought a rerun of the
book bit a Rame maore lnu-\l'h
based on that work and only
keeping to the essential atmos-
phere of Middle Earth. They take
anather chance to distance them-
selves from the awe-inspiring and
critical task of transposing Tol-
kien's masterpiece 1o the micro-

Gething quite a way into the
adventure there are some areas
which suggest some largess on the
part of the instructions. | have
already mentioned the occasional
r1'|.1;:m- by the program when it
chooses to ignore the second part
of a complex sentence. The
e XJArmine lIII"I"lH'IlII"Il_'l '.\r!i,‘ﬂ:' II:\F'
most words, EXAMINE must be
spelled out fully, along with long
words such as floorboards) can
be helpful, as in EXAMINE
GRAVEL, "'The gravel = small
pieces of black stone’, can miss
entirely as with “What black
stones{ . or Bive a rr;:h which
may or may nol be comical, ‘The
arms are quite long for the time of
year.” It's worth noting here that
EXAMINE and LOOK IN are sub-
tly different commands, bringing
about fundamental changes in
your fortunes should you learn
how 1o use them F:Il'!lnlﬂ*rl\-' On
another occasion you are told
how you cannot see a tree when

SHADOWS OF

you are in a forest while, despite

the instructions boasting many
weird and wonderful adjective
reCognibons, 1|'|!' Program e
not comprehend LOCOSE in the
command EXAMINE LOOSE
FLOORBOARD. Let's stay with
this one o lead me into one or
two misgivings | have with the
plot. EXAMINE FLOORBOARD
replies 'large and very solid’ yet
h'u'rlru.{ thee board with the hoe
achieves nothing but doing some-
thing a lot alrnpﬁ*r gets the result
However, more worrying in terms
of a credible plot is the pouch
which doesn’t seem 10 exist until
vou have fetched the guru his
water, an act lotallv unconcerned
with the appearance of the
pouch. Such inconsistencies pull
the [:|n| |n1u.|r1.1=1,!'r1|g|1[1-r1.l|1;.'_|:-|-|-|
of limearity

The Pawn is a major addition to
the Spectrum game player's
library of fine games, As an
adventure it is a most traditional
fantasy attair with fewer unusual
additions than you might expect

compuler in the style of the
instructions, which have taken on
a whimsical and self-deprecatory
air. Have a look at this line from
the introduction: ‘The Shadows
of Mordor is a brilliamt piece of
fantasy software thanks to the re-
-.i.lH'LIr-'l_L: ol many of the game's
systems by a highly trained team
il ||'1|||-[‘.

If the intention is to show the

l"l..llh.:l|'|'|: hittle EItnr 1D Jl!nhq' iy
problems or find original solu
wons. No-one could be blamed
lor tql-l.|hl.'||.':|'llx. 1oushy at the SUPEeT-
lative pictures seen on the Alan 5T
version (as on the box) but this
text-only SPpeCirum game 15 still a
fascinating trip into the imagina
tion where all avid adventurers
fresh-faced or wizened, long to

chweell

Difficulty: not difficul
{;riphil_&: nne

Presentation: neal character set
adjustable text intensity

Inpul facility: complex sentences
Response: fasi

General rating: really engaging
complex adventuring

Atmosphere 95%
Vocabulary 90%
Logic 87%
Addictive quality 92%
Overall 90%

reader that this adventure is, after
all, only a game, they can rest
assured this styvle certainly lowers
expectalions

Although there are instances of
idiocy 1o be found, let's not dwell

here and instead consider the
many hne aspects o this greal
HArTs

Cameplay is similar to Lord of
the Hr;l}_‘a Part Chne F.H-rh.lrh o
similar for those who weren’t
altogether struck by that prog
ram’'s perdormance. The prog-
ramming feam saw in that first
game .,1:1-.,;11!.L1.:l‘k InoeEnng Com-
plex character inleraction and
vocabulary handling. Here the
characters again are marvellously
m[h-p:-mfa-m with their own per-
sonalitios, strengths and
allegiances. These characteristics
may well influence the kind ol
response you ad hiewis -.\-lu-n Con-
versing with your colleagues and
Acquaintances using the impor-
tant SAY TO (CGANDALF) con-
struction. The two examples
given go sonfe way o indicating
the possibilities of interacting with
the chiel players in the plot; SAY
TO SAM 'KILL THE ORC WITH
THE SWORD' and SAY TO
SMEAGOL 'TAKE THE GOLD
F H[ }'\-1 I}u | JH[- "“.11*‘.!\_‘\_”[ [ |
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DEREK BREWSTER'S

creature,
Hobbit., seems o be the total
imbecile, forever sneaking off and
returning from the bushes). With
Sam, you can Choose to have him
controlled automatically by the
Li u."l‘.|,:|.||ft'r_ in which case b Cemn
be asked to pedorm specific
actions by way of the SAY TO
SAM construction. Allernatively
vou can take a more active role h\'
BECOMEIng SAM, (note the full
stop), which may be of mone use
when the Hobbits go their sepa-
rate ways, As with "t R Part One
vou must take up this oplion at the
very start of the game, but unlike
that first adventure, thiere appears
1o be only the two Hobbits availa
ble for this scheme, as opposed o
the four (Merry and Pippin were
| the others) in the Hirst game This
necessanly changes the look of
the adventure with the lavers of
|1 1ges efect gone leaving just a
band across the 1LrFI bearnng either
the name of Sam or Frodo (the
detault character)
Vocabulary handling
always been a strong point to the
big Melbourne House games
Here there's an 800-word vocab-
ulary of Inglish, the English subset
first seen in The Hobbil. Adjec-
tives and prepasitions are dealt
with as efficwently as the verbs and
nouns which form the basis of all
malinstream adventure commun
cation. Punctuation and the word
AND can allow many instructions
to be strung together, and

o~
'\,ﬁ game boasts the opporiunity for

has

this

T

whao like Thorin in The

DUGD'CURQ (\ s

the |,1|.|'.l'| 0 BIvEe a4 characler a
string of commands to act upon

immediately. ALL allows an
action o afect everyone, ind ||.|f|l'
ing your own character, so KILI
ALL should be tempered with
BRUT FRODO unless things are
ROIME |r.1!1|1 uLJ1|1r badly!

Due to the complexity of the
vocabulary vour input may have
to become quite specific in order
to achieve the desired result. In a
game which seems to have some-
thing for rolling stones you must
spedify 'A.-\hll h direction you wish
to roll it, otherwise the program
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assumes north. In another case
the program selects a small sword
for a task for which it is most
unsuited given no alternative
specific instructions by the player
onwhich item to employ

Beam Software have again pen
ned this Bame and it has got 1o be
said that the face this adventure
presents (o the player isn't that
tidv. When vou
lengths even small software con-
Cerns -are gong o n |rl'|:ll-r L)
improve colounng and readabil-
ity of the screen, Beam might be
said to be a little Luddite in their
attitudes. Thankiully, the classic
rounded, compact print famaous
from The Hobbitis retained (prob
ably the
ever D

s een)

consider the

pretiwest « haracter sel
grace the Spectrum
and your input 15 ticily
tucked awayv at the bottom in dis-

incltive capitals, but above is a
stark whiteness LI tuated by an
untidily-scrolling list of happen-
ings. Technically, the g
sloww with
||'||F1|-l..r'ri
decision

ATTHE IS VEry
pregnant  pauses
after just aboul every
And on the bug froni
the extremely colourful graphics
on the 1 28K (at least on the copy
| was sentl are oo fast even 1o
form subliminal images. They're
on and off in a literal flash,

The two major concems (or
shocks) from Pard One are still
here. The sirange n-lnading

appearance o

SECLENOUE 15

loading
melained, as s the
need o repeatedly save, because
a QUIT or a death requires the
whole program to be loaded in
again, not something one relishes
with a 128K program. It might be
worth mentioning here that the
48K  wversion have
sufficient suppor

does  not
mMemaory L[]
graphics

Shadows of Mordor
very interesting game. The test of
any game is haw easily it enter-
tains and I've gol to sav | really
enjoved  reviewing  this  Mel-
bourne House classi

looks a

Difficulty: no pushover
Graphics: atiractive
Presentation: average

Inpul facility: complex sentences
Response: slow

General rating: a big garme

Atmosphere 94%
Vocabulary 90%
Logi 91%

Addictive quality
Overall

95%
93%




SHIPWRECK/CASTLE EERIE

Producer: Tartan
Price: £2.95
Author: Tartan

here's something about
1 the names of these two
-@ programs, sold by mail

| order on one cassette,
wesew which suggests a certan
familiarity even before you load
up. To borrow a Monty
Pythonism, they're good ‘woody’
words in the sphere of adventure
game names. As it tums out, it
isn't just the names that have a
familiar ring to them — the prog-
rams have a look similar to Sub-
sunk, or Seabase Delta, or both!

Given the success of those pro-
grams, and the ever-popularity of
the themes of shipwreck and eerie
castles, | could quite go along
with those who think these prog-
rams are rather good. The
fi:zphrcs. as ever, are simple, but
they aren’t so crude as to be irritat-
ing (in fact they are very similar in
style to Seabase Delta). The
character set is distinctive and
chunky and rates very highly on
the readability scale. The beep
which accompanies ENTER 18
also particularly reminiscent of
Seabase Delta.

The story sels you up on the
ship (you're taking a well-earned
huﬁdaw and dumps you off on an
island (there is a fire down below
and you are forced to abandon
ship). Wandering around the ship
is much as you'd expect, with the
port on your left and the sherry on
your right, and all things ship-
shape and nautical. There's a cer-
tain symmetry to this shipshaped-
ness, with parallel decks runnin
the length of the vessel separate
by distractions such as a shop,
writing room, cardroom, bar and
bathing pool. A lifeboat and
lifebelts are an early insight into
your predicament, but for now
you concern yourself with getting
past the steward who bars the way
to the lounge, gaining access to
the bridge (for which you need a
permit), and how to buy things in
the shop and elsewhere when
your character doesn’t seem to
have any spending money.

One aspect of this game which
worries me a little is its insistence
on rather specific solutions to cer-
tain problems. Most especially in
the tight spots, | think the program
could have allowed a greater
number of word options without
which many of the problems are
going to have people really
stumped. Anyway, on to the flip
side to see if it is as much fun.

As with Shipwreck, Castle Eerie
puts up the instructions on screen
first, with a timely siren 1o warn
you to stop the tape. In this game
you play Charlie jones, an exlra-
special agent working for a secret

government deparimen! dealing
with unsolved mysteries. You are
certified, to carry a gun that is,
and your assignment has you
tm-..-elr;n to investigate a mysteri-
ous castle on the north Scottish
coast, The castle should have
been emply ever since the owner
died in an odd manner some years
ago, but dimly-lit figures have
been seen at the windows al
night, and strange sounds have
been heard coming from the cas-
tle. Any who have been foolish
enough to investigate in the past
have never returned, so it is with
some trepidation that you try to
round up those responsible for
this mystery.

> The taps always drip in Castie Eerie . . .

Following a rather good load-
ing screen, you begin with a
torch, a gun, but only one bullet
as you have absent-mindedly left
your ammunition behind. The
opening picture has some atmos-
phere about it, showing the gate-
way to the castle with the shading
used to enforce the image of light
thrown from one side, Trying o
enter the castle reveals the obvi-
ous {'The door's closed!'), so the
only direction left open 1o you is
west to a rather broken-down hut.
This then leads onto quite a
number of locations which have
one or two items apiece, once
again very similar to Shipwreck.
Some items are immediately
accessible, while others can't
even be examined,

Once settled into the run of
things you discover some nice
touches. Picking up the ladder,
you quite rightly ?’md out you can’l
just cart it everywhere, whilston a
more frivolous theme, flashing
lights and creaking door sounds
keep the senses amused. As with
Shipwreck, there are times when
the vocabulary needs to be very
specific, but given that the solu-

tions, once found, are logical, this
isn't such a damning criticism.

Shipwreck and Castle Eerie are
rather entertaining adventures,
They look smart and have engag-
ing themes. | particularly liked
Castle Eerie, whose prablems are
especially fun to solve. Programs
for both amateur and wizened
adventurers alike, Tartan
Software can be contacted at 61
Bailif Norrif Crescent, Montrose,
Angus DD109DT,

Difficulty: no brick walls, but the
vocabulary can be exacting
GI‘IE'IkH vary, but some aren’t
too bad at all

Presentation: very attractive,
clean cut look

Input facility: verb/noun
Response: CQuill (very fast),

graphics slower

General rating: good
Atmosphere 79%
Vocabulary 71%
Logic B8%
Addictive quality 87%
Owverall 82%

DON’T
PANIC -
PANIC
NOW

Producer: Dented Designs
Price: £3.99

Authors: A Sanders, H
Church, M Eacrett

g omewhere in the back-
i waters of space lies a
j{ | blue-green planet whose
: ﬁ{.j { inhabitants are so utterly
o====t1 primitive that they still
think the C5 is a pretty neat
idea 50 starts a game whose
humaorous inspiration becomes
quite clear when names such as
Arfur Bent and Ford Escort roam
around a Vulgar belching star
cruiser with the aid of a Burble
fish hearing device. Consider
further the programming teams’
name, a reworking of Denton
Designs, and you have what looks
like, and indeed is, a satire in the
mould of Fergus McNeil (cited
here as one Fungus McNaill). The
point is that Fergus McNeil's
satires deal with Tolkien and other
‘straight’ fantasy works, whereas
Dented attempt to satirse an
already deeply whimsical set of
books | Adams’ Hiich-
iker's Guides). You can't help
wondering how much of this
software’s charm lies in its simply
purloining the best parts of the
Hitchiker's Series, and how much
on the new extra dash of humour
spread on top.

Arfur Bent's day starts much as
you'd expect — nursing a hang-
over in bed, surrounded by
countless empty bottles. The pic-
ture showing him snoozing in his
bedroom is slowly drawn, but as
with many in the three parts which
make up this adventure, has a cer-
lain cartoon-like charm which in
some way matches its overridin
simplicity. You can collect up a
the bottles and examine them (the
bottles had previously held dou-
ble-strength Scotch Whiskey), this
ability to examine things being
rather rare in the adventure as a
whole. The bathroom is found to
be in a bit of a mess, but the ever-
useful toilet roll is here. A ran-
domly-inspired message pops up
now and again which states,
‘Contrary to popular belief, the
Truck Driver's Guide to the Uni-
verse says that the toilet roll is the
most precious and important item
any person or being could possi-
bly possess’ and so it seems the
right thing to pick the roll up forth-
with. Other humorous asides
refer 1o a certain Marillion fan
(yes, that Fungus again), the
planet with ‘Nice Big Macs' (The
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»  Freeway through Space, and clearance schemes below . ..

Earth, stupid), and the fact that the
Truck Driver's Guide makes no
mention of the VIC 20 what-
SOEVEr

Dean't Pamic is no mean attemipt
at bringing the travails of Ford Pre-

Producer: Wrightchoice
Software

Price: £6.95

Author: A | Wright

this  Quilled, Paiched
& and lllustrated program
wias senl (o me some
d timie ago. It's the first part
of a trilogy of adventures
which give the successful adven-
turéer a chance lo collect £500
from the software house should
he or she complete all three
releases, This game consists of
two quite distinct parts (and is so
old that parts three and four
should be ready about now). Part

fect and Co to the microcomputer
screen. It is a Quilled and Mus-
frated affair with slowly shaded
drawings, the odd typing error,
and the odd query against its
structure (as at the bridge where

you are told of a north-south path
but not the east exit which sees
progress). What the game does
possess s oodles of character,
good use of colour to enliven the
text, and lines that are so ridicul-
ous they tickle the chuckletums
('If you want to succeed, then
siipercede your old seeds with
our new Superseeds. Sow some
soon’ seen in the garden
centre). Certainly worth the few
Acturan Mega-Credits for this
long three-parter, Don't Panic is
available mail order from Dented
Designs, 11 The Hill, Portstewarnt,
Co. Londonderry BT55 7TAT

Difficulty: tricky in places, tacky
in others

Graphics: simple with a certain
cartoon flavour

Presentation: good: readable sci-
i character sel

Input facility: verb/noun
Response: Quill

General rating: ionger than a
toilet roll and just as soft

Atmosphere 69%
Vocabulary 71%
Logic 78%
Addictive quality 73%
Owerall 1%

One sees you finding your way to
the briefing room o meet your
boss C]. On your way you collect
some items by searching around
yvour office and, if vou can avoid
the two (rather obvious) sudden
deaths, arrive at the briefing room
to collect the equipment for your
mission, But this is jumping the
gun. Let's see who you are and
learn about your mission

For the last six months Britain
has been swamped with drugs.
Large quantities of high quality
hercin have made their way into
the country, and it was all the
Drugs Squad Officers could do to
prevent the system collapsing
One lead emerged during inten-
sivee questioning of captured deal-

OPERATION STALLION

ers — a Mr Big who wenl by the
name of Stallion. A stroke of luck
then led the team 1o a crashed
lorry which was found (o have the
same type of heroin as their earlier
hauls hidden within its tyres. A
company named Grand Union
Supplies were transporting a
cargo of machinery parts to Istan-
bul with the lorry, and would
seem to have returned from that
city with the heroin aboard.
Enquiries into the background of
this company revealed it was run
by one Chow King Kwok, whose
record showed a history of drugs-
related offences, The team’s
-head, Detective Superintendent
Chambers, felt that they were on
to something and thal Kwok might

Producer: Compass
Price; £2.50
Author: Jon Lemmon

i h Yes, gnud old Com-
ass software. We last
Flurmwr:i into Compass
in December “B6 with a
"game called Demon
from the Darkside, Well, don’t be
fooled by the title, even officially,
this is that game — Part Two. Like
its predecessor, this makes full use
of every utility under the sun,
including the precursor to PAW,
the Press text compressor addi-
tioen to the Quill suite of aids. Any
regular reader will know that I'm
a sucker for innovation, no matber
how small, and here we have a
| simple deviation from the norm
where exit directions from a loca-
tion are marked by litthe arrows
Simple  enough and nol
allopether easily followed, but I'm
a sucker for novelty and you do
get wsed to the things atter a shont
while
I.HHLII'IH back 1o Part One in
December, there was Morrack
(your character), the apprentice
to the wizard Ashmeard, he being
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the brave chap who banished
Drakon to the cave of lllindel
whilst al the same time relieving
him of the Golden Mask. It was
your task to add insult to injury
and lighten the bad guy's load
even further by snatching the Fal-
con Staff from him. Well, did you
do it? i so, this is how the story
now stands

Having defeated Drakon and
travelled back up the secret path
of hell, Morrack once more stood
in the lands of Dral. As he looked
up at the bright sky, Wise the owl
flew down to him, They talked for
hours and il spon became appar-
ent that Drakon had not died -
nor for that matter had Stodge the
dwarl. Now there was a new
danger., Ashmeard the wizard
was dead and with him died the
knowledge of where the Golden
Mask had been hidden. If Drakon
found the mask before Morrack,
he could once again summaon
great anmies of demons and with
Ashmeard dead, no-one could
stop the evil which would devour
Dral and all of s imhabitants
Your quest this time is to find the
Golden Mask while avoiding Dra-
kon's demon forces

Visually, this game is good-
looking with a demon's mask
prettying the text border (or
should that be uglying?), detailed
pictures — even if they do display
a somewhat eccentric choice of
graphic styles — and a character
set which is "olde worlde” yet still
atiractive and clearly readable. A
good choice of colours keeps
things bright, and more decora-
tion accompanies the items in the
inventory list, this time small
token graphics.

Getting involved in the game
reveals a very playable adventure
where your character gels camed
along in the smoothly flowing
action. You might say the game is
not too difficult in the sense that
everything meshes together easily
in a short space of time, bul
further into the plot you might find
the limiting nature of the vocabu-
lary slowing you up (as at the
boat). The vocabulary on the
whole isn’t bad though, with both
L and R bringing about a Rede-
scribe. Examining things is best
done once you've picked an
object up, otherwise you meel an

be the Stallion

Catching Kwok at his sinister
game proved far from easy how-
ever, as the criminal always
seemed to keep one step ahead of
the team. Then an agent following
Kwok discovered the existence of
a mole supplying him with their
every move, but the agent was kil-
led before he could reveal the
mole’s identity. It was now that
Kwok's case became a matter of
great urgency and the Prime
Minister was informed

During times of peace you ane
lahn Blake a reliable adminis-
trator in the records department
Only two I}HJF:l{- know other-
wise: Charles Jenson (C]) vour
boss, and the Prime Minister
Your alter ego is The Fixer, a
member of a small crack division,
working in areas outside the juris-
diction of the law. The work you

unpreposessing reply. Exceptions
are large objects hke the boat
which can be examined when first
mel. Apart from the crucifix
(where EXAM CROSS delivers the
goods with no allowance for
EXAM  CRUCIFIX) examine
always seems lo gel a response,
even if it's just theé ‘who are you
looking at?’ from Wise the owl in
the first few frames, He also says
‘Morrack, time is short. Stodge
told me to meet you here and (o
tell you that Drakon has sent five
demaons to seal off the mountains
of the moon. Travel east and you

may be able to cut them off’. Not |

everything is completely clear in
all of this, but at least the owl tells
you which way 1o go

Golden Mask is a very compe-
tent adventure. The game has B5
locations, 25 of 'A'ﬁl[h display
pictures, and has over 160 mes-
sages. It makes good use of spot
effects, with lights and noise when
moving certain items and falling

THE GOLDEN MASK
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periorm is oo impartant to be left
io human foibles and for this
reason a smail expiosive device
has been implanted in your brain
to ensure your continued loyality

The adventure begins with a
view of your office. The picture
here isn't too bad but it is slowly
drawn and even more slowly
shaded, and it"s rather untidily
scrolled about two thirds off the
screen. The graphical quality
becomes rather academic under
these conditions. | make some
fuss over the slow drawing lor
pood reazan: as the descriptions
are long they tend 1o scroll off with
your input and R for Redescribe
BOES Wia the pciure again — guite
a wait | can tell you. The view for
the office picture, like some of the
u:hr'r oM I'i"i;lrl,"ﬁl,'l'lhltlrlﬁﬁ_ iS5
from the lop sicle of one of the
walls, a perspective which seems
0 work just fine.

The location :1r,'-.:r|pr|:|rsu do
manage o creale some atmos-
phere in their length. Just cop your
eyves on this one, “You're ar.anuimp_
in vour office. Itis rather an untidy
affair. You can see a sturdy desk
with two drawers, one of which is
‘-EIHh‘ih open, a |:+.JI|,1!hung' ils on
top of the desk amidst a sea of
papers and manilla files, A filing
cabinet stands in one cormer
There are also two uncomiforta-
ble-looking chairs, and a laden
booksheli. A pecture and several
charts hang on the walls, On yvour
!|H'|'|l it a window whilst the door
is south, You are also aware of
a book.’ Up until the phone rings

down holes. The game looks
good and plays well and you can't
ask for more than that. Compass
live at 316 Globe Place, Norwich
NR2 250)

Difficulty: not difficult

Graphics: sometimes simple,
other times detailed with unusual
shading

Presentation: good use of colours
Input facility; verb/noun

Response: fast Quill

General rating: good, easygoing
yam

Atmosphere 81%
Vocabulary 73%
Logic 82%
Addictive quality 74%
Overall 74%

times!)
vou 10 the brefing room 10 meet
C), things are quite straightior

{ut MrgEs Six SUMmoning

ward, with the GET ALl
mand, ' unusual in this type of
adventure, proving most valu
able

Examining the bookshell gives
the same reporl as examining the
book, a remark which seems odd
unless a red herring is a tropical
fish (*It's a book on tropical fish, a
whole chapter is devoted o red
herrings’). Once the boss has
summoned you the program
seems lo clam up, not allowing
you to do anvthing, although you
are now allowed 1o leave your
office, something denied you pre-
viously on the pretext that it was
not your tea break. Exiting south

LT

10 your secrelary s ohce and wesl
through an oak door brings vou to
corngors of typing pools

Part Two is begun by saving the
objects C] has atfered you at the
end of Part One. The numbers of
the equipment on offer are found
by « HI'IHU”I"IH the catali YR and |
think you'll find six objects are
your limit. In Part Two you have
lrac 1,'15 Kwink Iy his mew Oprra
tional base at his brother's man-
sion in Scotland. A further compli
cation 15 now +Huugh1 in as this
brother i85 a member of the
Chinese Consulate and as such
enjoys the privilege of diplomatic
immunity. A raid by the police is
therefore out of the question. This
is clearly vour job, and the PM's
instructions are to obtain the ew

dence o implicate Kwok, get him

to divulge the name of the double

agent who has inhifrated your
ranks, and hinally, terminate Stall-
ion. By the time vou reach Scot

land only 17 of vour 24 hours
remain, and each move (includ-
ing Redescribe) voul  Six
minutes. If the bull showld kill vou
early on, the saved game from
Part One must be loaded agam
s0 take care

Operation .Stallion 5 a very |
worthy dttempl (o- brng [he
exciterment of a thrller 1o the
adventure | particularly

Cisls

HSENe.
hked the irl:'uﬁ and !.I|--|.|r'..|h|'|g

storyline to draw the player into |
T
many centred
order 10 words) but

4 Tine garme

There are one or
spelling mistakes
around ‘e
owverall

the |=|u|

Difficulty: first part seems simple
enougn

Graphics: some are quite detailed
though
shapes, eg doors, corridars and
sLairs

Presenlation: average, 1o say the
least

Input facility: verb/noun
Response:  fasl very
graphics

General rating: interesting

all are hased on sguare

ot wlow

Atmosphere 77%
Vocabulary 78%
Logi 75%
Addictive quality 72% l
Owverall 73%
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| DEREK BREWSTER'’S

rroaucer: The Essential
Myth

Price: £3.95

Authors: M Davies, A Dean,
L Hodgson

ith a name as good as
% The Essential Myth, this
_,l software house can't be

) bad. Although they're a
I mail-order only outfit, |
was impressed by the way in
which the game was submitted
with all the details a reviewer
might need.

This game's theme has real
topical appeal for me, as |'ve just
returned from a trip to the British
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Museum, where | wandered
about for some time wondering
where Tutenkhamen had got to
(but too afraid to ask lest they

think me Just a top twenly man).
Based upon the mythology of
ancient Egypt, it makes several
references to characters which
actually exist in the tome of eter-
nal knowledge, better known as
the Callins English Dictionary (a
cross between a dictionary and an
encyclopedia)

It is here we find terse descrip-
tions of the strange names that
inhabit the Book of the Dead.
Take Osiris, who was the ruler of
the waorld and judge of the dead,
and this Horus chappie, who was
the solar god who quite liked to
be seen with his omate falcon's
head. Throw in an lbis, which is a
wading bird found in warm reg-

ions, a Mangonel, which is a rock-
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BOOK OF THE DEAD

-4

throwing catapult contraption {al-
though the picture does give a
good clue here), and you should
be armed with most of the ter-
minclogy to see you well into the
plat

Your character is Kieth, a fal-
con-headed Egyptian godlet (al-
beit a rather minor one). Lile
among the gods has been blissful,
but after aeons of peace disaster
strikes, Your divine father, the
great god Set, foully murders the
Chief of All Gods, Osiris, in the
hope of usurping his coveled pos-
ition. His ambition is not o be
realised though, as the whole
pantheon of deities led by Osins'
rage-maddened son, Horus, rises
against Set and throws him from
the Other World 1o the Waorld of
Men.

It looks as though you'll be bom

h,1l1|\|1wi from F":r.“h-.:-, hut "HJH‘

terior <©F rathenr
najv::i\&-c ‘El‘hri . ?hv waZi: anrw
: i’}‘:""ﬁn::" 4 N - T R e
taf lc:i noerth, socath

33735

is hope — some gods see no reason
why you should be held account-
able for the acts of vour
headstrong father, and offer their
help 1o see you to the Other
World. In this way the adventure
presents you with a most unusual
task — to reach the gods you must
die, and in a nutshell this is what
you must achieve to complete the
adventure

You begin vour task trappwd
within the gooey albumen of an
egg, and it won't take long before
you have a cracking idea as to
how to proceed. Mapping is
almost a complete waste of time,
as everything seems to lead to just
about everything else, The game’s
appearance is particularly good
It's colourful, and although the
mock-Egyptian characler  sel
makes for difficult reading, it adds
to the already exotic atmosphere

A sohid beep sounds as eRines are--

typed, and both text and graphics
appear promptly. The old GAC
irmtant \-rhun;rh'.- lhv f.|\1 |f.n_' alon s
end tops a new description is still
here, but the neat litthe hand
i}::—intmg to the last inpul helps to
reak up the texi

Appearance is all very well, but
what of the substance? Well, |
found the game really entertain-
ing. The problems are interesting
and their solution a challenge — as
each is solved you get that litthe
self-satishied glow which is the
mark of a good adventure. Most
of all | liked the intriguing way in
which the characters are slowly
introduced, keeping the player
absorbed and creating a feeling
that there's more good stuff round
the comer,

Book of the Dead is The Essen-
tial Myth's first release. It is a two-
part game, written using Incen-
tive's Graphic Adventure Creator,
the wtility of the moment. The
programming leam leamed so
much during the game's forma-
tion that they plan to release GAC
programming aids shortly,
perhaps under the name GAC-
PAC,

Baok of the Dead & a line
adventure in just aboul every
department. The theme, presen-
tation and plot are all of a very
high standard, and | thoroughly
enjoyed it. The mail order address
for The Essential Myth is 54
Church Street, Tewkesbury, Glos

GL20 5RZ.

Difficulty: the friendly vocabu-
lary ensures Progress

Graphics: colourful
Presentation: good

Input facility: verb/noun with 1T
and THEM

Response: good

General raling: very good

Atmosphere B89%
Um'ahular}- 86%
Logic 79%
Addictive quality 89%
Overall 88%




INHERITANCE

Producer: Infogrames
Price: £9.95
Author: Gilles Blancon

i his is another Infogrames
= product, this time com-
: posed of three parts. As
with all these games, the
~lack of instruction is seen
as an integral part of the chal-
ienge. To progress it's best juslt o
start pressing keys and learn from
what happens
Here's some of the everyday
story of how our chap, down on
his luck, is whisked off 1o Las

Vegas to earn bags loads of
MONEyY The buildings were
mostly dilapidated, and suc-
ceeded each  other with

monotanous regularity. In his sor-
did room on the 17th tloor in one
such squalid building, Peter lay
dejectedly on his bed. Debits wiere
mounting up and there was not
even a glimmer of hope on the
horizon. He hardly dared move
outside his room for fear of meet-
ing one ol his creditors. With no
rent paid for several months the
landlady was on the verge of
throwing him out. Then a letter

arrived with an airline ticket to Las
Viegas, £200, and a note explain-
ing the death of his aunt, and how
he was the sole heir to her fortune
Just one problem he has lo
repeat her achievement of win-
ning a million dollars in one night
in Las Vegas

Part One has a very familiar
look to it where the object is to
mave a cursor round ascreenand
tind items of varying interest. In
this case you must pack a bag full
of goodies 1o distribute to the vari-
ous creditors who prevent you
leaving the buillding for the air-
port. Giving up to each character
what you have borrowed placates
them long enough to make good
yvour escape. There are some nice
touches here with one set of keys
on the kevboard packing and
unpacking your bag and separat
ing and sorting the vanous objects
you meet. Movement via doors is
achieved by placing the roaming
cursor onto a door handle, while
placing it on the doorbell in some
cases sees a chap opening his
door. If this part is going well it
shouldn’t be oo long before you
see the taxi, that is if you don’t run

an occurence of
which yvou will be made fully
aware as you will end up buried
|!1_'ﬂf1 .1!“,! Hl)l'll'

Part Two has vou at the airport
where you must gel your pass

out of time, the superb graphics and the clever
ideas which have become an

Infogrames hallmark

Diiﬁ(ull!,.-: lack of instrudtion
causes some difficulty

Graphics: very good
Presentation: nieal

Input facility: keywords and sen
lenices

Response: okay

General rating; another popular
Infe JRrAMEe g2ame

port, and sees you becoming
imvolved with a h”m ker, before
leaving and looking for a bus to
Vegas. Part Three is pure gambi
INg.

Inheritance is a typically good
looking Infogrames game, con [
sisting of three parts which are |

||J.|1,.-|'11|I'|nrd£'r_ '-'n'dTIhll-U-lIt‘h’..H'l‘\: | -"\T!'I'H]!\F_‘.Ihi'll‘ El'!‘h
ferred between each. | don’t V halary 86"

know if | was that much impre LRy %
ssed, and remain puzzled al the Logic B6%
lack ol locid instructions, even for Addictive quality 88%
a reviewer, but no-one candoubt | Owverall 86%

Professional Adventure Writer

Spectrum 48K, Plus. 128.Plus 2

Coming soon fior Commodore 64 * §  Amstrod

hie Professional Adventure Winter is a state-of-the-ar
graphic adventure writing  svstem, which allows vou
to dissign, write and illustrate, fast machine code
ul[l‘l rotures with ease
I prrevichs a poswertul sentenos parser which allows
complex chained commands 1o be decoded
automalically
Simple to use multiple process tables allow characters
and problems to be created Tor vour adheniurmes
| Versatile graphics editor provides ‘nibber banding
'|I high speed shading, scaled subroutine’s ete el
. WUlenws impressive s tratiorns o we o r1'.|t|~|:|:1|1m Kkl
and easily
Has manv other outstanding featmires making it probabiy
the most advanced  authorng svstein available vel

on the 128K mochine

Makes ull use of o the memeory £2 .95

Vam it with Wi

Gl :‘*1 DN 2 Park Crescent, Barry, South Glam.Tel:0446 732765
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FIVE STEPS
TOHEAVEN

WRITING A GOOD
ADVENTURE

For over four years DEREK BREWSTER
has been adventure games,

ardforﬂupastthreehe’sbeen
reviewing them as well. With all this
accumulated experience, he now lays

out some golden dos and don'ts to
constructing your own adventures.

STEP ONE

Does the world need your adven-
ture?

The first thing to ask yourself is just what your
adventure might have to offer an unsuspecting
public. Will it surprise in any way or be
innovative in theme, plot or screen presenta-
tion{

Technical innovation in adventuring s
important precisely because it /s so rare. After
all there's a vast wealth of old adventures and
you must give the player some reasan for
choosing your game over those already in
existence. Theretore it wouldn’t be such a bad
idea for the programmer 1o take a good look
at adventures old and new to see the kind of
areas in which the budding writer might excel.

STEP TWO
Choose your medium

some of the earliest adventures were written
in BASIC. Beginners All-purpose Symbolic
Instruction Code is wvery

towards humans, but microcomputers take a
long time to translate the language and hence
programs are slow, 100 slow for today’s com-
mercial games.

Machine code, a language much more eas-
ily understood and worked by the computer,
is super fast, but it isn't a language designed
for humans, and many struggle with a tongue
that assumes a great intimacy prog-
rammer and machine. Ulnlhi:s ﬁVMa}
tively easy way to samp [
machine code programming without the need
to climb the strenuous learning curve of the
machine’s language. For a modest loss of
room for innovative manoeuvrings, these
routines provide adventures which are consis-
tently better than most, for they are at the very
least competently programmed.

The most famous utility was the Quill,
updated with the Mustratar and Patch and
Press, but this has now been overhauled,
revamped and put out as the most impressive
utility to date, The Professional Adventure
Writer (PAW ), a utility which is probably

good enough for just about all mainstream
adventures as it does just about everything
you need.

In between, Incentive released a very useful
aid named the Graphic Adventure Creator,
whilst many smaller concemns released utilities
for those on the lookout for the exatic, or
perhaps a different look. This last is an
important point as adventure cloning can
bore players, hence the nce attached
to PAW offering several ways of displaying the
adventure wriltén with it. In general, an
I.adventure mmiuen using a UHMM be
nnovative it can, as people expect
more from a game they believe they
themselves might have written - if only they
had the time.

STEP THREE
Begin creating your world

Here’s your chance to say something intelli-
gently and coherently to a captive audience.
All should be in context and keep concisely to
the theme. You can take a leaf out of the notes
of novelists here and try a little research inta
your chosen theme. For example, a game
chronicling the travels of Ulysses should be
just that, with the finished article being, in my
mind, no way compromised because it might
be considered educational. If | learn some-
lhing new by watching a TV program, or play-
an adventure, then the source of that new
goes up in my esteem.

The geography and bearings of your world
should be readily understood with deserts
wide, crevasses narrow and mazes convo-
luted, but don't overdo the mazes and always
give them a reason for being there.

At this stage you should consider the prob-
lems that will make up your adventure — for

that is what an adventure Is, a set of puzzles

punctuating a coherent plot. Try to formulate
problems you might meet in real life and to
make the problems develop realistically.
Avoid too many problems which are overly
s e s ok e s
o t the aspinn ng a
huhmnm%!he player is in Subsunk.
Problems have a spacing and a direction.
Manipulating these two factors you can sides-
tep the linearity which pl many adven-
tures and instead fan out the problem path-
ways 50, ideally, the player has several paths
to follow at any time. Avoid the two extremes
of allowing the player to wander endlessly or

-
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becoming trapped in the first location; instead
aim for five or six locations leading into rela-
tively easy problems to ease the adventurer in
to the game and thereby building confidence.

STEP FOUR

Design

At one time design might have been curtailed

hmw&mmmmﬂnmﬂmm

employed, what with the likes of PAW,
can once ;

l i nd look of the l'illllﬂ'llu:.la;'l

out, spacing a text,

1o how many pictures, and of what size,

should illustrate the adventure, Personally, | |3

ofhighqual- |4y

We're changing our format for the special this month.
Instead of answering direct questions, | have supplied a few
solutions to various problems in a wide selection of games.

afew well chosen I would like to take this opportunity to thank all those people
as each is then a for progress thus  § g < - -
far. with the ! | i i who have sent in tips, for without them this section would

not be possible. When a tip has been used, | have credited

ing and enjoying the artwork. This & better the helpful reader at the end of the section.

L'
b
1

than any key to get rid of a shoddy
mﬂrf:'ﬁ other location, which is the
, case in poor games. Think carefully before
{ using white as a background at all locations,
; and if the border colour is to vary, try and vary  f
it subtly, as dramatic variations cause a flash.

STEP FIVE
Watch your language

———

which are close but do not quite show an
exact understanding of the L "
Be careful not to mix opposites, forexample £

DISEMBARK should reverse BOARD and
LEAVE ~ ENTER, but not BOARD and LEAVE,
with no DISEMBARK. These errors are most
easily spotted and rectified if the game is
shown 1o many who have had no part in the
writing of the adventure. Play-testing is indeed
an important final stage.

So there it is, a guide to writing an adventure,

Clearly not all these are hard and fast
rules, but an author would be well-advised to

AFTERSHOCK

Trouble getting out of bul 1
Take chair to Iift, climb on chair,
examine ceiling, remove panel
and climb out of lift.

Can't drain the flooded tunnel?
Go to storm drain, swilch torch
on, goE, 5,5, 5, to sluicegate then
5,E,E.E to find handle, Retumn to
sluicegate, connect handle to
shaft and lubricate mechanism.
Open sluicegate.

Can't the oll?

Go to park area and examine bin
to find bottle.

M KERR, Bognor Regils

THE BOGGIT
mpnﬂmwﬂnﬁmdh

Open chest, climb into chest, get
diary and examine it,climb out of
chest, examine door and type in
Frodo's hirthday.
Trouble passing the spider and
web?
Pull web and go NE to meel
spider. When it has had it's say
ive il the sandwich from Beorn's
ﬁau&e. Pull web again before
maving on.

BORED OF THE
RINGS

Can't get the Morona gate?
Go to Mt Featherwop and collect
the pepper, then take it to the gate
and deop-it; Gibletwillsneeze-and-
blow a hole in the gate.

To gel a coin to buy a map, insert

the batlery into the wvending
machine.
GARY JUKES, West Midlands

BUGSY
Having difficulty raising the money

for a pistol?
Go o Deviney's Bar and fight.
When approached by two hoods,
talk to Louie and after exchang-
ing greelings b:J the mask from
them. Go out and find a newsbaoy,
wear the mask and ask for protec-
tion money. Find the other boys
and do the same. You should then
have enough money.
Trouble with the police?
Bribe them!

DARREN and JASON MANN

DRACULA

If you are attacked/killed in the
dream sequence, here are the sol-
utions. The food you choose will
determine the type of dream you
have. y
If you are atiacked by a wild dog
look around, look table, get bone,
m dog bone, then relurn to
room.
Choked to death - gei io bed
SO0eT .
Killed by innkeeper — never leave
your bedroom without alit lamp.
Attacked by wild birds — make
sure you close your window
before going to sleep.
Forced to jump from your own
window = this i unaveidable, try-
adifferent combination of foods.
To prevent culting yourself shav-
ing, get the tray and polish it.
DAVID EDWARDS, Bedford

ERIC THE VIKING

To please the eagle, feed it
with boiled mutton.
To get the silver amulet
throw the stick.
To please the dragon get the
feather from its nose.
To get the stone fruit, shake
the tree and then plant itin
the mountainside where
you begin.

M WRIGHT, King's Lynn

CRASHJune 1987 67




B
'T PANIC SC

ami] telepaorl yo

LS

t:;l';

dhivan Thir stairs r.i.. th
slh P i

itk east, i ihie B

taka Thee d reeglil ¢ arid

i (| ol Twni i i the gar )
 sadyrsc s taki the spa il l,...,||L anid i to the §
o g 1 il wiest Thre {hpaeny the chest, Lake the O
- take th ] .-||.|1I| biai k tox the heath
of enler the (Op

o iy el , il Uh 1
fake T surihoard

RED MOON

Examine oyster for fungus treas-

SMUGGLER’S
COVE
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ure.
Play the dulcimer to entertain

waler pistol. Go
thfw'liddcrtusmnlhﬂrtﬂth outh Three times, go fishing ki h!-l 11::"::; [ II:“I| ,,1.||,. .
B’ﬂﬂﬂ'ﬂq Tﬂmlﬂ- .Mwm“w s the vod and 1 i ..-\||r4||-1 :.nul L
Wear the gloves to take the | need to throw the wear shes the burble fish (the FSH. 7 Go wesl, jump over the cr
sword. the shoes and then climb rope. w  TAKE B :‘1 '|'| 1"‘: e, Gy west, in the toilet, fill
Eat the mushroom to enter the | To avoid rat bites you need the becane - S . ‘f_" s e the water pistol, Go south, west
tiny door. cat, it will follow you if you have aibinc e and shoot the dalek. e
Gl“ KHH‘ bottle of water. the fish. '“. .‘-...|1‘| cast Three limes B From the rece |II|IL|III'.- ; I:“-l.sr.i;il
Wear bracers to carry more. To escape at the end you must ; .'_,,,, sast. in. Ford Escort is twice and I1I'1ur-~h|1l'~1“-'- o
‘Obis’ opens the sarcophagus. HARNESS DONKEY, ENTER g Sagers IL.| He will nov LOAD ".'."'.1. by
‘Ollabin’ reduces the mummy to | ELEVATOR and THROW CAR- follow you il you have the fis h. g Rkt e e lape
dust. ROTS. I L| I'II1 pamine Ford's . i s Uhe game.
Rub out the red line in the red Take the torch. I ) ':I'I‘:'l i g
room so thatl you don’l cross i. drog somi "'"'- wi

Twp 1 "
WANT '~'1I|IHJ

v lorch

Wear the wellies 1o enter the
metal room.
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If you are having difficulty talking B, Go oul, w

d will opin thi Laks

WAIT. For . 1 eead the brochures
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i“l‘i('[ it‘ lﬂm'b"a TURN LN TLER P : WO el Ll
Roa'" O-F [' 1.h cil.‘, PIH are rhﬂ wm el w0 iy oo . 1:“I: | rr_l P -I1
SHERLOGK you arrive, go to the sheltered G, Noles ) el 1. On the second floor, go sout!
niche with dry leaves and e Soatt G take and examine the wallet
Tu - tht pa—— "ﬁd - “I Jo. hi‘lt 'rwl}lf w“h I-I-I'I|Il.rlulln:|ln- fakid k L il Take Thi= riedlils - —— ||
h“‘til’iﬂ th nun."L]i' Hllﬂl'dﬂsq-ll.l‘lldm “"Il.'l'l'lﬂ‘ .-.-.Irll-. bt " wril G easl Im-: ."I.I.r::l II-....rr-.
To get for the peasant, just | as it relies on g o8 i v at 1t dining suit. Go west, north
ROB BI:HDFI'. TAKE GDhE;D and pacesuit dispens . G it
go south until you meet the peas- i . lery recharge
ant Isliﬂ SORCEREH OF I,I'I"" sl weear thie sl Fawred .|I: ”_Lrh B

To prevent Grandma blasting

T i odpeei ‘-"r'-;”:;:h el (BUY BOWI
you, you will need to find the CLAYMOURGE twice s the but how!

CASTLE b siectedin GOLDFISH.) Go son

e =] eri s A A
sheriff in the castle and when he 'I”I},'_'_"‘I"II'“"I |:-. 1,,“ Coel bwic e south, enter the restaur
runs off, take the flag he leaves | To dry towel squeeze it twice < Meart wpaceship unl PR
behind. when over lava. en your eyes, go south 6. Go north, &80 CRo oo
m"mm,m Tu*“dﬁnﬁm]rdri!m'dﬁni twii e, south sogth, south eas! Priss h 3 S-Sy tsia
RDB’" OF Pﬂtiﬂ'ﬂ. Yo will mive mcel Marlon 1 by simuth .-:I.::Hll”:II teller. 1ake the

AN M s RN tin A
Paralyin wmvelrod o v v

SHERWOOD

To escape from the dungeon -
stand on prisoner, examine r.il—
ing, call guard, grab his
““"Ek‘ [Lulrd e the swurd

ide the grating and
go ating.

Bcllﬂne with the silver arrow
ruu win in Nottingham
R CHEWISON

SEABASE DELTA

To gel new travel permil, take old
card to auto-clerk and sign form.
To get the object from the table
you need to wear the flippers,
To wake the hen you need the
gum and then blow bubble.

To open the heavy metal door
you need the tape and tape
player.

SINBAD AND THE
GOLDEN SHIP

To kill the wizard, enter the ca
pick up the iron rail and hit t
wizard with itl.te 3 .
To sl 1 ragon, cul his
chain wmt the axe. 23
To summon the Genie, lake the
oil lamp from the chest and say
‘SHAMAN',

SIMON AUSTIN

EYE OF BAIN

Give to bear.

To pass peless beast, carry
ruby and say ‘fire’. Show cross to
skeleton. To enter temple, light
the pile of wood with the torch.
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The stars are stored in tree using
permeability.

SPIDERMAN

Ta defeat Eectro and Dr
Octopus, grab Dr Oct

before hitting Electro, they
should both now be stunned.

All the should be stored
with Weh.

To start presses, take Lizard man,
Electro, Dr Octopus, desk etc to
the scales and keep adding things
until the dial shows over 950,
Then go lo Ringmasier’s room
and type on compuler, start.
PATRICK HARMES, Hants

SUBSUNK

To unblock the sink you need the
rubber sucker from the toolbox
and the broom from the broom
cupboard. Then attach sucker to
broom and plunge basin.

Drop the insulating mat on the
ground to prevent the pill from
rolling away and getting lost.

TEMPLE TERROR

Move the rock to enter the cave.

Use painl to paint glass cover to

mirror.,

The glass :dum covers a.-lh'l axe and

15 remov saying the magic

word found on the scroll.

}:Iw the blanket to smother the
ire.

To cross the pit, throw and swing

on the rope.

Tean @ amdd yom v tmished
Tos i ovmplele parl Two
the passwaoid I
TIsANAY Aall
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then take v bt b 1o s

DT O

eand, wiissl, sl

EUREKA

PREHISTORIC

To kill the man in black, throw
the axe you made outl of the flin
and bone and do notl move until
it hits him,

ROMAN

To escape from the colony
give the mad leper the egg the
chicken lays (buy the chicken and
go wesl).

WARTIME GERMANY

To open the shed get the bunch

of keys al the guarded gate and

minla the lorry from the window
ge (It is possible keep trying).

MODERN CARIBBEAN

To get into the house, throw the

carcass of the panther into the

pool and get the metal strip which

can be used on the window,

To gel into the secret stairway

examine the book.

Use the spanner to open the steel

door.

IRYAM
aptals
FRHT
vl
1 e juasd
T B, Pull the le

piel  indio sl
He wall r

Lah bruatBisn andd vy

H JONSSON, Woking
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ESPIONAGE
ISLAND

To get knife give beads (o native,
To get the beads, go to the wrec-
kage and feel corner. To cross the
crevasse, pul branch and then go
south.

To pass the tank, go to the control
hut and switch switch, go to the
landing clearing, remove the light
and insert ex ive. Return to
the control hut and
switch.

KAYLETH

To get the casseites from the
canister you need the tape and
the gloves. Wear gloves, get
canister, open lape, stick lape to
canister and then get all,
if you are having trouble ;1$
your eyes burning oul, you
the lens from the Pyxis.

S BENNETT,

swilch
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BOOK OF THE DEAD

solution for the Book of the Dead follows,

for the moves, and alternative
which can be used. Note that no attempt is made to score
maximum points, or to explore various off-
route parts of the

Part One. BREAK EGG: or SMASH/CRACK SHELL. You are born into
the gar hﬂlu‘mlmu

are (or a falcon-

the
\ unﬁhulmadn.m-umh
owner of a fleece; FE: no longer needed; SOUTH, s
10 the lake; WASH FLEECE: or CLEAN. It's dirty when first
EAST, NO :hhtmwmwuﬂ. h
builds your muscles. : aclue; SOUTH: to the
building has been done. Gelting
Gt HELF woeks bare '
MANGONEL WITH BOULDER or
FIRE MANGONEL: or SHOOT. The

wdi&'mmnroﬂlﬂﬂrhd.ﬁtmmul
R -

ue:

asyouare safeat the o W:M”m
u'ﬁ"ﬁ' 1, and now this ﬁmum 'n“ pror-

_ EAST, NORTH, NOR
gates. You lose the fleece and stilts on the way — but
Siywiay WALT, 0¢ acy otivet move uch

islet i,

CREET T
word lo

mutters ‘SOMETHING

MOOKetc. A

e N e

To dispose of Death, type in
STEALTH to enter stealth mode

and then USE DAGGER.
To survive in Despair, cover your

cyes.
To take the globe in Hope, wear
ET,?:.""..L'?‘ field by droppi

the torce h rOpping
the jade.
JERRY VAUGHAN, Caerphilly

TWIN KINGDOM
VALLEY

To kill the dra you need the
wooden staff from one of the
towers, then you must hit the dra-
gon with it.

To kill the witch with the

staii you must give her the silver
dagger that attacks its wielder.
No other attacks will work as she
has a staff that turns all your
atlacks.

VALKYRIE 17

To get money for the hotel bill,
pawn the necklace. To return to
the hotel, get the string from out-
side the butchers and ride the
cable car by tying the string to

the lever.

BILLY DINGEALL, Edinburgh
VERY BIG CAVE
ADVENTURE
To kill the python just open the
can and the bird will do the rest.
Drop the log to cross the chasm.

In two-pit room, water plant
iwice and then dial paraquat on
the utility belt to kill the triffid.
To pass the wombat, drop the
pirate’s chest and open it 1o
release the ferrel.

KENTILLA
To pass the Sirens, put wax in

your ears, it's found in the Urga-
maul’s cell,

and say ‘polo’.
To cross 207 crevasse, carry less
than six objects and drink elixir.

GOLDEN BATON

To kill the woll, use the sword

found in the rotting leaves. To
unlock the massive s in cas-
tle rub the golden ring (found up

tree in hollow).
To fill lamp squeeze oil sodden

rag.
To kill lizard man, wave the glow-
ing quartz,

THE HELM

Tuptlﬂlelinr from the well you
will need the hook and the rope,
then tie rope and go fishing at

well.
To through the ice pit
you will need to use the salt.
Before collecting the salt you will
need to have the plastic bag to
tit from “:mnhrlnl

o pass the Psysk you will need to
shine torch, this will t arily
blind you so you can't be hyp-
notised.

THE HULK

To find Dr Strange, enter the
ant's dome i;'i:th mx, nmniine
base board, plug gas outlet
and bite lip.
To pull ring enter tunnel with but-
ton, type ‘remember nightmare’
when you are the Hulk, go west
and pull ring.
To destroy egg bul not bio gem,
go to fuzzy area, remember
nightmare, go north and eat e;pﬁ
leave bio gem in room until a
other gems are collected.

D SIMMONS, Doncaster

IMAGINATION

To move between the different
parts, pinch arm,

To enter the boat, board it.

To release boal, cast off.

To stop freezing to death, wear
cloak from wilch’s lower.

LORDS OF TIME

FIRST ZONME

Wave lodestone to get keys.

Get petrol from car and save tin
of catfood and tin opener for next
ronk.

SECOND ZONE

Pour petrol on wood near mam-
moth and light it.

Give o catfood to sabre-
toot tiger and pull tooth (you
will need the spear to keep him
back). This tooth will satisfy the
tooth fairy in part one.

To get icicle to fall - shout.
Throw icicle into lake to make it
freezre over.

THIRD ZONE

If you're having trouble with the
skeleton — throw painter pebble
at it

FOURTH ZONE

To find parchment, dig in cave
with soft sand twice.

MAFIA CONTRACT

At car you must open trunk and
cul the blue wire lo defuse the
bomb. After this get in the car and
20 east.

At the station, buy a ticket by
inserting the coins.

To get the drink you need — give
the tramp the newspaper and
drink the meths,

MINDSHADOW

To ﬁn: mphzn mhlm o
get t the quic -
climb down the vine to the cave
and dig.
To start a fire to attract a ship you
will need the straw, steel and
stone, Drop the straw and rub the
steel with the stone.

BRLAN BOYD, Bristol

e o e Ty AT i B
ankh, whichitwas cam lavern—streetend - sireet
S St S i doviae o kot WEST WEST EAST. EACT
_ﬁm&um ain; GET FLLECE: ow ﬁm}'ﬁ‘é‘f
#u.. needed; T it annﬁu e % _ q-i-
TOWER OF MOUNTAINS OF KET | KNIGHT’S QUEST WARLORD
DESPAIR To g0 through the dead-end wall | Trouble with the snake? To pass the guard, wear Lug's hel-
in mint condition, carry wand | Strangle it. met

Rest al the river bank 1o receive
the sword.
To kill the bear you need the
sword and shield.
To survive the cavern fire wear
the white cloak.
To scare off the demons wear the
amulet.

R C HEWTSON

WITCHES
CAULDRON

To gel past fire you must put it
out with magic dust,

To open coffin, oil it with oil
lamp.

To kill dragon you will need help
from the lion.

TI: escape from snake blow whis-
tie,

To open south door in room with
signs on wall you must have a
bone, then make a skeleton key.
To turn into a gorilla you need
whisky, shell, eye from toy and
diamond.

To turn into man yvou need a lied
ribbon, gold coin, len pence and
lions hair,

ZZZZ

To enter the phone box you must
wear the tie,

To fill the water pistol you must
put the bucket on the hook in the

well and turn the handle twice.
The bucket will now be full of
. water and you can fill the pistol.

PLANET OF DEATH

To dispel the forcefield you must
first ve the mirror, Then
REFLECT FIELD, where the com-
puter will respond it  has
weakened it. Do this until the
response  ‘nothing  happens’

appears and then type VANITY
WALTLZ.
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REBEL PLANET

li you have trouble at the cus-
toms, give card and then go com-
plex. To get the laser sword past
the customs carry it in the lite
Kube.
To escape from the jail, bend bars
with wrench and then activate
laser before climbing through
hole. Attack the policer as soon
as you meet il.

JOHN WILSON, Rochdale

PRICE OF MAGICK

Gel wolfshane to stop werewalf
from attacking.

Smash the mirror to find the
prism,

Throw salt at the slug.

Cast FIX to kill Wight.

The red moon £5 YOU young,
only twice.

Cast MAD on yourself and give
ashes to pass through the glowing

gate.
ADAM ELLIS, Oxford

UNLESS STATED

£G4t

NEVERENDING
STORY

Make  sure wyou have the
Eklw;lobe before you go east
rom the church.
To enter the tower you must
unlock the door when you have
the golden key, then go east.
To enter the Empress’ quarters
just say please.

JOHN WILSON, Rochdale

MORDON’S QUEST

To cross the quicksand — drop the
blanket over it.
To kill the pygmy — get the ber-

ries, thorns and bamboo and
make blowpipe.

To pass the plant - feed it with
the pygmy.

To escape from the arena -
smoke the cigar in front of
Caesar,

EMMA HEGGIE, Sallsbury

:
D | -
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MINDSTONE

Buy the 1 off the pixie and
trade it the wood elf for the
liger amulet.
Swap the tiger amulet for the
kranos sorcerer’s talisman.
The talisman can be used to open
the te.

prahfac hrh;:uu‘-;l:n Nheh.i r;:

e can tatt r

carokot

ROBERT C BEEVER, Penistone

gﬂmzﬁ.ﬂ.u.

Whee.
| MMEERS ARE DIRECTION'S SW =8 7=N@uf

L

BRENDAN?

Dear Derek,
| have discovered a bug on GAC
that not only wastes , bt

is a nuisance as well. 1 don't

if 'm 'Mmz“j:hecﬁ I-.aserﬁ;g
encounter ' 'm

just to complete an adventure
despite this.

What | am bickering on about
are the words ‘Jah Brendan!!’
which occasionally appear in the
top left corner of the screen while

| | am programming. When these
| words appear | can’t get back to

the main menu, but when I'm
lucky the words disappear and
everything returns to normal.
The utility itself works fine but
I'm sick of this message flashing
:E‘ﬂt:: scmn! it :Lhu even
while working on |
graphics. This time | thought the
had crashed, but try-
ing to BREAK, it . This is
ne md*mnd buﬁ,;l wastes md‘ -
ory a en troys m ta
after hours of hard work. So,
who's been mucking about with
my GAC which | paid hand-
somely for. | can’t be the only one
to have fallen victim to this nui-
sance,
Stephen Teasdale, Cumbria

Well, Stephen, the first thing to

tion is whether some rival

sneaked into where you work
on your pef projects and tam-
pered with your am, If this
seems unlikely then it looks like
same chap af Incentive has been

ing around, Either way, your
letter has now given the scoun-
drel some publicity which will no
doubt give the culprit some
amusement.

o8
DUE’D THE
OBSCURE
Dear Derek, :
With regard to the ietter you pub-

lished on the subject of getting
old adventure games, | have been
running an adventure swap club
and it works like this. People send
the game they wish to swap and a
list of at least ten they
wanl. If no swap has found
within a month, the game is
returned and their name, address
and swap will be kept on file for a
further three months. When a
suitable swap comes in they will
be notified and arrangements

It goes without saying that only
originals can be swapped. At the
moment this club is limited to
adventures not arcade games,
but may be expanded. Subsunk is
on offer at the moment for swap
with Seabase Delta, Gremlins,
Sherlock and others. Some rare
and obscure titles are also on
offer. Furthermore, adventure
help is being offered and includes
a number of complete solutions
too numerous to list.

Anyone interested please send
game and list of swaps, an SAE
and a cheque/PO for 50p to cover
the cost of replies to: 31 Dequin-
cey House, Sutton Estate, Sal-
ford, Manchester M6 78U

Wayne Styles
Dear Derek,
Thanks for Porteus's
advice on finding old games. I'm

afraid it wasn't much use though,
;I_hr:;! have wﬁb‘ﬂr: to Firehird,

sent me back a catalogue
with ‘Subsunk/Helm no lon
available’ on . I've trek
round all the local shops, used
school trips as excuses to go to
e

a ally got a bi
cheesed off. Yes, it sound a
bit much to do for a couple of
ancient , but | enj Sea-
base Delta so'much, and, well -
you know what | mean!

Anyway (and if you print this
Dertz. | promise | won't hassle
you ever again — honest!) what |
want 1o say ks this. i anvone &
willing to sell me Subsunk or The
Helm, | will gladly buy it from
them, and pay postage elc.

Scott Robinson, Lincoln

CRACKING
THAT KRAKOD

DearDerek,
| have just finished Kobyashi
Maru, a budgel advenlure from
Mastertronic, and thought that
Inu might like the solution for
ul11_.|hr: reference. T
game, in ch you
endeavour 1o join the immaortals,
is splitinto three parts, each com-
p:ehl:l}- independent of each
(1] r.
TASK ONE: KNOWLEDGE
1. You start on a plain. Pick up
the scimitax - a huge sword
which returns like a
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b) analyse the tree. This will
inform that the tree has
pods. Throw the scimilax at
the stems. The scimitax will
return, and you can pick up
the pods.

3. Go North again, and then
East. You will be caught by a
Giant Krakod;

al cut the temacles.

b) activate the pod (you will find
that it will excrete a liquid if

examined) which leaks a
black liguid.
¢) throw the pod into the maw.

The Krakod will throw you
over a thorn wall.

useless. Go S;:;.':rth.

5. It is impossible to penetrate
the red mist;

a) pick up the blue flower. This
15 what you had to get to finish
the task.

b) however, you are now being
poisoned so use the leaf to
cure yoursel.

6. Go back North. Ascend the
obelisk. You will see a sign
saying ‘wolt no vertigo” hmm,
jump the barrier.

7. Make your way Weslt to the
start location and go North,

This l||'am:'.|“rl‘:;l 3! of Knowl-
when all of your possessions

.dﬁehl taken — not very friendly,

Ewan McEachran, Staffs

Ewan goes on to give the solu-
tions o WISDOM and UNDER-
STANDING, but you wouldn't

e e
TELL SIDNEY
THE AFFAIR’S
OVER

Dear Sirs,

Here is the solution to the game
Sidney Affair by Infogrames. It
took me about two and a half
hours 1o complete.

First, load in Part One. Here
vou are shown the scene of the
crime where Mr Sidney was shol.
You must position the magnifying
glass over the body's right trouser
pocket to find the briefcase key.
You will also find a wallet in the
left hand jacket ket. In the
briefcase you find a diary and a
black and white phnl aph. If
you search the rest uic:zre sCene
you will find a bullet hole in the
wall which is about three spaces
1o the left of the door. This com-
pletes the firsl scene. You will
then be shown a room where the
shol was fired. On the window,
just below the latch, there is a
fingerprint. On the top of the
pl.ml -pot you will find the

gﬁrﬂle butt and on the floor

ind the curtain, the spent car-
| tridge. This cmnpieln the first
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4. There is a fungi here, but it is |

part of the game. Now load in

This section is where you
gather information and state-
ments from other characters in
the game. The input is nearly the
same as Infograme’s first game,
Vera Cruz, mu you only input
certain names or words to get the
answers. There are seven main
characters in this section. Here
are their names and addresses:

1. Mrs Marianne Sidney (Wiie),
Sylvie Sidney (Daughter),
Ludovic Sidney (Son) — St
James Square, Clermont.

2. Peggy Gachet (Servant of
House Keeper), Henri Lajoie
(Caretaker) — St James Square,
Clermont.

3. Robert Renard (Tino di Nallo)
— 336 Blatin Street, Clermont
Dores Square, Cournon.

4. Hubert Decol (Patrick Lan-
guille) — Jade Place, Clermont
Hotel Gevaudan St Chely.

There are four options you can
choose to gather information.
They are:

S Statement, E Examination, M

Message, C Comparison. There is

also option A. Use this to make

the Arrest.

There now follows the com-
plete solution to the second part.
Type in the option then -
return, then type the sec part

= B ' | f = Y'l"n
RUIIL |
mals.
2. Go South; Part Two.
a) analyse the Niecor plant to
get leal.

and press return and then the
third part and return. Do nol type
the words in brackets.

E: AUTOPSY SIDNEY

E: BALLISTICS

S: WITNESS (JEANNOT)

5: MRS SIDNEY:

(MARIANNE)

DECOL: JADE

MARIANNE: JAMES

DECOL: JADE

SIDMNEYS CARETAKER:

JAMES (LAJOIE)

SIDNEYS SERVANT: JAMES

(PEGCGY)

SIDMNEYS

{(LUDOVIC)

5: SIDNEYS
JAMES (SYLVIE)

S: LAJOIE: JAMES

S5+ RENARD: BLATIN

5: MARIANNE: JAMES

S: SYLVIE: JAMES

5: MARIANNE: |AMES

5: NALLO: DORES

5 LUDOVIC: JAMES

5: NALLO: DORES

5 LUDOVIC: |AMES

§: NALLO: DORES

M: GIE LYON: SERGEANT

JAMES

wh s el TR

SON:  JAMES
DAUGHTER:

M: CIAT CLERMONT: [LAN-
GUILLE

M: BDR] CLERMONT: LAN-
GUILLE

M: DG: PATRICK LANGUILLE
§: LANGUILLE: CHELY
C: LANGUILLE

§: JEANNOT: REPUBLIC
E: BALLISTICS
S: LANGUILLE: CHELY
S: NALLO: DORES

: LANGUILLE
NALLO

S: NALLO: DORES

5: LANGUILLE: CHELY
C: NALLO
C: LANGUILLE
S: NALLO: DORES
5: LANGUILLE: CHELY
S: NALLO: DORES
S5: LANGUILLE: CHELY
A: guess who!

You will then receive the fol-
lowing message: ‘The author
congratulates you on solving this
myslery. You showed persever-
ence, intelligence, and an ability
for police work in clearing up
‘The Sidney Affair'. You will now
be promoted - ready for your
next case.”

And that is that. Al her a
game | very much enjoyed. | can’l
wait for the next one, Murder On
the Atlantic.

A Archer, Middlesex

You do indeed show some
aptitude for work with this
solution, a which earns you
this month’s £20 worth of
software.

h\




PRICE OF
MAGICK

Dear Derr;h,

I am writing to give you some
help on the of Magik. | have
gone quite a way into this

16 in all, objects to go
with them, these are:

1. MAD - grimoire
2. FLY - broom
3. FIN = silver mail
4. SAN - claw
5. DOW -
6. BOM = tru
7. mm-m"n";:“
B. FIX - valerian Plani
9. SEE- r lens
10, HYP -
11. ZEN - little mirror
12.KIL - axe
13.ZAP - ashes
14, DET - elder cross
15.5PY - hi!
16. XAM — prism
To get the silver mail for the Fin
e the robes o the Golem
To get the claw for the San spell
cast Bom at the dark spawn pic
ture. The pendulum for the Dow
is found in the clock. To get
the trumpel for the Bom spell cast
Bom at cherub. The blue box for
the Ibm spell can be found in
ilonnl\en?e, to gel there cast the
Bom at the stonehenge pic-
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ior the Zen spell, cut the mirror
with diamond, the diamond
being in the ring which is on the
Imur:liu.lrbtm. To get the prism for
the Xam spell go into the room
that was made from cutting the
mirror. To get the axe for the Kil
spell it's quite simple as it lands
on your head in one of the rooms
taking 50 strength points. To get
the ashes for the Zap spell, burn
the woodpile.

That's how to get the stuff for
the spells, now here’s some help
on the other aspects of the game.

To get the armour from the

osl, bury the skull bones and

nucklebone (remove ring first)
with the spade. To safely get the
talisman, cast Fly at weight by
rubbing the talisman you get
transporied to a new section of
locations. Casting the Zen spell
will bring you to tﬁe mists of time.

Here you can enter different

locations much quicker. When

you are in the misty room or cor-
ridor, cast the See spell and 1o get
the wheel in this room cast Hyp
at the bat saying ‘take wheel’ lo
it. To read the inscription on the
ceiling, cast Fly at yourself. To be
able 1o stay n on the river
bed, cast Fin at yoursell but
remember to take all your stuff
again afterwards because you

d it.

That's all the help, now can
anyone help me,

1. How do you get past the stone
door!

2. What is the answer o the rid-
die? You said a few months
ago that it was fear. | typed
this in but nothing happened.

3. Is there anyway I:IF getting
past the dark dead-end where
there's a feeling of magic?

4. Is there anyway of opening

the sarcophagus in the room

with the mummy?

=

——

o
HIPERHE R
Can | claim to be a SUPERHERO !
| finished Matt Lucas Private
Investigator al b, 10pm on April
Indd. The final sceeen desoribes
lohn Harpinger thanking Matt for
finding hem, and Malt saying "11s
okay, | needed someane 1o 1ix my
Car.

The Tollowing is a complete wl
ution, but there are a lew things
mare which need 1o be done as
my score was ondy 120 oul of
160. Anyway, here goes,

Frovm vowr starting paint on ihwe
pelty go North to the car. | used
this lncation to bring my spare
objects to, because il's near The
boat (which vou will need Later).
G Nowth, Noeth and you ses
Harpinger's house 1o the Wesl,
Go North, North, and West into
the precinct where, on entering,
vou receivie a phone call. Go
West to your office and OPEN
DRAWEF, TAKE HAIRPIN, and
o East, North, to Phil"s office
Hit . . . er, right, 1 think that's
apuite enough for now,

Well done RS Cole of Notlin
gham who » June's Superhern,
andd many thanks tor the full solu.
thoey whiich will bee ol help Lo all
Trail readers.
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Onthe othar hand, some games
oparate a real-time environment
by having open deadlines; you can
send them orders as often or as
rargly as you like, and the game
prograssas daily.

HOW MUCH DO
GAMES COST?

Prices vary greatly. Thera's usually
a fee around E5 to join a game,
which may include your start-up
pack and a few tums. After you've
usad these freables, you must pay
for each tum; prices vary from
below £1 to above £5 a tum. Tha
norm is about £1.50, so0 a game
running forinightly deadlines
could cost just 75p a week plus
postage — small price for a lot of
pleasure.

HOW DO GAMES
END?

Good question! Again, it varies.
Some games just go on and on
and on. You simply stop playing
when you tire of the game, when
the GM tires of you (), or when the
GM tires of everything and decides
to setup a profitable business, like
recycling postage stamps. Other

WHAT DO | GET
FOR MY MONEY?

or, How long is
a printout?

In general, you get a great deal for
your money once the game begins
1o develop (when you start inanew
gama, it takes a few tums for the
to mature and become more
interesting than E‘-ume
Aryway ldguﬂm "l be
diuappuintad-lly;%uu are, writa in
and tell me! And when you come
to make your orders, it's never just
a simple casa of 'GET TORCH' or
‘GO WEST' - I've known arder
forma 1o take the best part of an
avening 10 complete properly!

| LIVE OUTSIDE
THE UK

. can | still play British
games?

Yes! Every PBM com | know
of offers slow-turnaround games
for players from the Continent,
Africa, Asia, America and the other
places. Writa to the companies to
find oul. And there are many ways

players on the Continent who play
mainly to improve their English,
And some Bnt:ah players, now |
think about it .

ARE THERE

SPECIALIST PBM
MAGS?

Yes, three . . .
PEBM uinl Erw;
MﬁnymnNGEEBU (€1 2‘5}

Flagship, PO Box 12, Aldni
Walsall, West Midlands WS
oTJ (£1.75)

First Post, KG Pack, Walnut Tree
Lodge. 8 Kings Meadow Lane,
Higharn Ferrers,
Narthamptonshire NN BJE (£1)
But don't forget to read PBM
MAILBOX every month as well!

WILL THEY EVER

improve that drawing of
you, Brendon?

| don't know. | hope so; it makes
me look like a cross batwean

games operate a points system, of sending money abroad, so just Spock and an old Action Man. |
mdum::eaplggr"l_i;at::ﬂbut call in at a local bank and ask for :nuﬁah s s‘ll.l:"w'n
sacrel) score game details. hough it isn
ends. Most games work this way. Incidentally, | know of some my good side . .
Tﬂlhnn‘thf:l%' mmmhmn?gm SLOTH SLOTH
crash my car into a game's reality and faimess?
bolting cow (an wg‘m tﬂmm
H runs
and no - it notsound SNIFF SNIFF paid in my cheque but has not sent
its horns. Nor did it o ingme to join the game
m;w:rlhl;u mm S for ages; sonow | join and nothing
Then | find received of KJC's action of fa, it ]
onlyl'lldltt:"nm Arcadia andthe WHOTaN  seemthatd Cottrel s fight- i the
of it, Jade Games. | had nfhwhn game is so boring and mediocre
amount of mail three  Arcadia for some time why does everybody seem o love
mmﬂuﬁﬂl an ol 2 i Char De Bell, Watford
write letters to me, or | get mwwmm
no post. Sound fair? KJC have not lost any business Consider them told. As for your
Good. M of this from me' final comment, well, all | can say is
the To deprive me of my favourite ‘coops’ again. Mutter, mutter. (By
rambling, on with entertainment insuchawayeams  theway, yes —thenoteletsare . . .
clia Is not - usa. Too
MOAN MOAN b e i BK
months and, at the tima of closing,
had well-developed characters. That's the best | could come up
Dear Brendon In the light of what KJC have with this month. So come on
With regard to the PBM Awards, | done, | will never consider playing  now, put pen to paper and send
mrﬂwmmm any of their future games (oldor  me some juicy and/or
nclude a Biggest Neck ; news. The address is: PBM
mmmw Draug-Dur, Arcadia 13 FORUM, CRASH, PO Box 1
e s vy Jom | s s i
KJC-do wiood '
Roy Pollard, Stapleford, mmommmy 7 sy hm:“uudTrhmphaplm?

HEAVY

ON THE
FACTIONS

IN THE PAST couple of months
I've recelved several letters tallipr(?
me about a newl(ish) fantasy/R
game called Faction Magican. |
was somewhal sceptical of this
wondrous game till there arrived in
my mailbag a letter and startup
from Steve Newton (of

y Games). I'll save you all my

hnnngwamu — the letier read:

Dear Brendon
Alongtimeagoinaland . . . Once
upon a tim . . . Quite some lima
ago . . . Wall, about ten months
ago, CRASH and MICRONET
organisad a competition to design
a multiuser game for a complter,
along the lines of MUD. I gave it a
, and was fortunate enough to
marmamm which
wasn't bad for a first atternpt.

An , the point of all this is
that | went on to gdevelop the idea
intoa PBM details of which
lenclose. game was launched
ona national basis in January, and
dmpuefarbﬂt:m.mﬂaf?jbmng

s!oapmgmnan Mike
‘s floor, | wasn't able o
attend the convention.

As you will see, the game 15
hand-modarated and is based in
the far future, when we're
recovering from having biown
ourseives back 1o the Stone Age,
though the history of the fime
doesn't ses it like that, of

The is quite in scope
- owver 60,000 different tions in
"*m*ww w5 Kt
Sott s
to cities, and four mcnyposar
monster. leading to more than 100
Iypes in all,

The object of the game is to rise
through the ranks of the
advancing the cause of your
faction (in fact, each complements
the other). However, things are not
that simpla.

Like all higrarchies, the higher
maans the fewer, and players may
mﬂwm ‘take out'a

in igher stalus groups.
Adided (o this are the difficulties of
members of the other factions

frying to do this to you, poisoning

{wary raraly), and the
occasional Hill Dwart frying to rape
your horse (they supply thair own
stapladders!). As you can

understand, lifeis seldomdull . . .
And so the letter continues. The
startup package contains a very
clear rula book, a few pretly
ures, a map of the land of
rinovia, and a blank tumshaat.
As you may have gathered, you

play the role of a magician, a
CRASH June 1987 75
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follower of one of the land's seven

MAIL-
BOXIN

THE Pro-Box Club to
have done the PBM

% ‘asaboxer
m-mmmw period.
hiood bbb, i e
mhﬁmﬂhm
Tumaround is fortnightly and
each tum costs £1. For further
details send an SAE to:

Pro-Box Club, 32 Greanford
Gardens, Greenford, Middlesex
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PFBM MAILBOX: DIPLOMATIC

DIRECTORY

June is here at last, but don't let hes

distract you wo much . . . Just

s § v m“ri::l:m :
in tow

DIPLOMATIC

DIRECTORY . ..

w0l Adrian Neal

48 Marketstesd Estae, Kinon, Boston,
Lincolnshire PE20 15L.

GAMES: Vorcon Wars 7280 78, Capusl
15; Earthood 51; Arcada 6; 5sar Emperes
i Conguat

: Vorcon Wam 75 (C omemander
BLITAD)
003 Travis Smith
27 Sharmon Crescent, Braunstone Frith,
Leicester LEY 6NW.
GAMES: Starglobs 4 (55 Belle Tuhs)
w0  Robert
11 Thormon Gate; , Lancs, FY'S

1
J:HES: Iv's A Crime! [ (Doath War-
rory); ['s A Crma! 4 (Mepaciey Blues)

w005 Stusr Millinship
17 Graveney Gardens, Amnald, Nottin-

NGS 60W
m.m Vorcon Wars 75 (Commander
SHUTUN)

w006 Mr G G Mangasoni

L
GAMES: Samrmaha; Cranmoff's World,
Explorers of Orion,; Lands of the Crimson
Sun; Aes; Mark of Chaos; [/migmed Land;
Veiwtiam

#0807 MrC ] McCarthy
I9A Scaview Liscard, Wallesey,

L4% 40N
mur*:;s-swn
Vorcon Wan 19, Sanemahia; Fleet Man-
onweres PLOIT

2 Broomside Termce, Costorphine, Edin-

EHI12 TLE
Em!& Vorcon Wars 60; Super Varcon
War: 77

w009 Paul Davideon

41 Waterloo Road, Prestwick, Ayrshire,
Scotland KA9 ZAA

GAMES: Vorcon Wars &0 (Commander
PEPISH); Arcadia; Comgunt

#0100 Kev Wasey
9 Clarkson House

Rosd, Bat-
werses, London SW11 2BP
GAMES: Earthwood 30

:!.g?::ueﬂm Alrewas, Nr Buron
' sl p

CAMES Voran B
: Vorcon Wars 65 (Commander
PESTIB);: § Varcom Wars 77 (Com-

mander F J; World of Vengeance
(lam"s Imvuncables mr H-yir’é_m

#0171 Gareth Evans
4 Whitelands Road, Thatcham, New-
, Berkshire RG13 4AR
: Arcadia 6 (Egy Gromnds )

‘ ¥ L
gdel.K!'l!‘Q

AMES: Vorcon Wars; Comguent; It's A
Crume! 4 { Prests)

w014 David Lane
23 Florence Road, West Bridgford, Not-
i N92 SHR
¢ Canas Belli §; Player 16

w015 Martin
w Road, m. Merseyude
GAMES: Vorcon Wan 72, It's A Crome/ 4

w016 CHf Frost

175 Road, Leicester LED 3IFN
G : Sarwrmaha; : Ear-
theoood #4; Kongs of Swel 17; Arcadia; It's
A Crime!; Stoords end 5 kaalds

*017 In&;-h Yisel
Smaragdisan 172, 2331 BX Ladeh, Zuid
etherlands

Haolland, N.
GAMES: Vorcon Wars 72 (Commander
TRERIN); Starglobe 3 (The Duschman)

irlh F Brusstan
Cae Mari Pwn House, Thomastown,
mpTrﬂl;H.HGhmpn.Swth

GAMES: /1's A Crome! 2 { Death)

#019  Steve Vickers

26 Swinton Court HG2 OBB
GAMES: Soccer Star; Sanernahia; I7's A
Crma/ 4; World of Cham

w00 Dellar
H.Bm-,mm. London SW'E

GAMES: Swrglobe 4

GAMES: Vorcon Wars 6/ (Commander
BRIDER); It's A Crima! 4 | Fighring
U'ruk-Ha)

#8022 Kevin Pack
Walnut Tree hF:I‘I#.'D‘KmpHm

Lﬁm errers, Northampton-

e o ey
= . o
¥; Cana Belhi; Anx ik

I*D'I?uhr Lane Crescent Moor
Wakefield, West Yorkshire WH4 4EB
Eﬁﬂﬂ: Starglobe 4 (55 Obndian Fox);

#024 Gavis Marshall
Hipu!nld.w.lmim

am: Viarcom Wan: 71

;I?Mlud Barnaley, 570 1QW
GAMES: Ass (‘Rillion' - E Side), Saner-
nalia (Grrandl of the Web ), Enchirodon
(Brothers mn Armu), [1's A Crime (Brothen
m Arms ), From The Mouth of Hell { Elf},
fﬂ#ﬂhﬁ{ﬂﬂhﬂ'ﬁj. Soccer Star
(Morming Star RS Loagus)

GAMES: 5.
Crmme ( Merry Mob)

#0217 Joha Preen
12 Underdale Avenue, Shrewsbuary,

, S¥25DY’
m Fowr (55 Broadmword
of the Guild Allance), Vorcom Wars 78

{ Plomog )

* 018 Kemp
wuﬁ".‘..mmt.-n- , LN7
GAMES: /r's A Crime! 4 (New York
Anarnng ), Arcadia 8 (Lovd Contanaris at
Tikad Cuy, P27)

L.Elllnd Kings N Birming
arion Lig -

ham, B30 2HZ '

GAME: Arcadia [ (Draug Dur)

#8030 JC Fowler
11 Besconshield Place, 51 Agnes,

{55 Alvon), Ir's A

wiil Kevin Edwards

51 Woodlands Road, Irchester, North-
ants NN9 TBU

GAMES: Vorcon &0, 111 A Crame! 4, City
of Smife.

* 032 Coftrell
};:_ﬂ , Barrington, Cambs, CB2

GAMES: Sarwrnalia (| Axil Tarams ),
Tyranny (PS)

#0313 Michael R Stannard

44 Harnagion Street .
South Humberside, DN 3% A2

GAMES: Arcadia 10 (Mordran the
L nbkmoesm at Sevem Sprmgs Chuy)

;illmludc_ubuyl.m
CTIIYF Skl
GAMES: Soccer Spar ( Kilmore Dhiert),
Bradley's Football | Houston (hlers)

1 ¥ '
Scotland, KAS 2AA
GAMES: Vorcon Warr 60 (P !

Arcadia 7 (Pad ot Moriguendi Cigy), Con-
quest (Anar Narion, maps 18/19)

w038 S Davies

16 Clara Street, Ton-Pentre, Rhoodda,
Mid Glam, 5. Wales, CF4l

GAMES: [¢'s A Crome! 4 (gang 115, Vor-
com Wars 64 (Chotub )

:.l;: 5 Wyant

Essex, 5531 9]]

G : Vorcon Wary 71 ( Prifun), Ver-
com Wars 78 Sathal), It's A Crome ! 4 [ Mer-
cemares ), Kongn of Steel | Woodland
Alhance )

#0388 Richard Goff
20 Inglis Road, Colchester, Essex, C01

JHU

GAME: Arcadia |2 [ player 17)
w039  Jasom i

35 Garratts Lane,

SMT ZED

GAME: Samwrsalia (Vetrex |

So endi another D e Dhrectory

v sm'h
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Sentinel Awaits Your Challenge. It's What You've Come To
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“A new bread the best game ever'
; AMTIX
“The ultimate in game satisfaction” oM Jop,
C.&V.G. :P’ \ -

"The best game ever written for a computer” CLASSIK

C+
ZZAPI84 ,,S:? e

8BC ' SPECTRUM
COMMODORE 64 AMSTRAD CPC
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HALEY 1A B¢ MY MINSTERS GOME
YaARD BETHRNED BERESK.) HALFP! HELP! HOLPY YALPY
¥ THE MOASTER VELPY STORPITI KRliTd HELF! ;
WWTER... WTERRD... \ vy HALPL HOLPL WUPY hOPY
Ui MONSTER. THINKS DU HERD HAS

BATTED Cn) HIM. .. OUR. MONSTERS UFSET "‘i'f".
sesd THIRE CUR HERD Hev] @OW L¥E .. .- & 'GD;

AN

78 CRASH June 1987



[ ———

FULL REVIEWS
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MISSION lusus 70 Pagl

gﬂumn : < 2 oy Bbeal ‘em up with marmy
Ddte ey E?;w L theough ve oo
"""Tﬂpﬁi a1 Page 16 Mg action.

| (GLPTl/us GOLD READERS’ OFFER

Dear Aggie,

There's no doubt about it — you've done it again! Once again, | just
can't believe my luck. | would LOVEto have thesagames to add
to my collection. However, being realistic, I've ticked some of the
boxes, and I've filled in my name and address, AND made my chagua/
postal order payabile to NEWSFIELD LTD. Aren't | good?

Plasas tick the game boxes of your cholce, and then an approprate Option Box as well.

[] POLE POSITION ["] SPY HUNTER

] IMPOSSIBLE MISSION ('] TAPPER

[] KUNG FU MASTER ] ZORRO

| GOONIES ("] RAID OVER MOSCOW

(] OPTION ONE: Any ONE for £4.95

| OPTION TWO: Any TWO for £8.95

| OPTION THREE: Any THREE for £12.85
(] BOUNTY BOB for £2.85

I hip e intregid
explorers escape.

BOUNTY BOB
Not exachy the firal
plationm game, but Cof-
Tainity one of e best,
i an all-there chisssac,
Bounty Bob recoived a
e e in CRASH,

-~

Aggie will be putting your US GOLD gamas in the post just as soon as
she can, but pleasa allow up 1o 28 days for delivery. Send your form
and payment 10:

CRASH/GREMLIN

GRAPHICS OFFER, PO BOX
20, LUDLOW, SHROPSHIRE,
$Y8 1DB.

PLEASE DEBIT MY VISA/ACCESS ACCOUNT €
| wish to pay by Visa/Access (delete as npplicable)

Signature
Pioasa Charge My Account Mo:

Expiry Date

This special offer Is subject to availability and closes on the 30th
of July 1987



I NOW AVAILABLE - the official Spectrum Upgrade!

|Tlll'l‘| your Spectrum into

- Drmusvunaumn ure peyDoMD
= InCiudes 17 extrd keys

e RespOnsive Typewnter shyle aChon

® RCCEPTS il current Spectrum

solftware and penpheérals

Here's some exciting news for Spectrum owners ..
e officaal Spectrum Upgrade Kt The Upgrade nas everything you

need 1O Turn your SDECTruUm iNto the Stylish new SpeCtrum +. You aon'T &wen

resed an understanding of electronics, just the abiity to solder a few wires together’ The
et in the it Qives Cledr Step Dy sTep instructions if you re not Ssure about domg it
voursed, don't worry, Simply retum your 88K Spectru o us and for E31.90 + £150
0 + O well UDgrade it for you

The bigger, better Spectrum keyboard

The Spectrum + measures 12%s" = & It hat 2 lrge typewriter-styile keyboarg

WiIth Nard, mousded keys. YOu'll find the new teyDOard Nas a smooth, positive

ACtOn - kel for ToUin-IVDING. word Drocesting. simulation programs. Jnd
£XTENOED CIOQramming $e5510ns. TwO retractable legs give 2 perfect typing position
Thiere are 58 kews in 2l including 17 new keys Programmers will be pleaced

10 Se€ gedicated puncluation keys. 2 SDaCe Dar and Separate shift keys for graphics
ang extended modet AND 3 retset button JOwWS yOu tO Clear 3 program from your
COMDUTEr S Memory without drConnecting the power Supply

REBIRID SILVER

REQUIRE

FREELANCE PROGRAMMERS

If you think you could write ....... ¢ 9 1,7 '

then write without delay to:-

The official Upgrade. Maturally your upgraded
computer will accept all the DErpNerals in your Sincialr system

Just 35 important, Néw SDecTrum soffware and penphierais will Dé deligned

IF-—F With the Spectrum + in mind 50 Me SInClair upgrade 2004 stylish 100kt new

capabilities  and new potential for the fulure

HOW TO ORDER BY MAIL

1. ¥ yOU PeQuire us 1o 00 the UDGrade for you olease sendEXL90+ (1 Mp+ o Total (3340,
1 Should you reguire the 9o-it - yourseif kit just send D495+ (150p+p Total 2645,

L M yOu réguirne your SDECTIUM to DE répaired and upgraded to 4 Spectrum Pius nhma
special offer price of just £50.00 compiete

Oroers can be placed Dy USIng YOUr ACCess Card of thé NuMBbers below

P
. 'd
l
1 T

—
t

-

and would like the support and CRASH
expertise of British Telecom's LL g "‘,h
own Software label behind you, ' __~._\u." }

’

A

Chris Smith,
Telecom Soft,
64-76 New Oxford Street,
London,

WI1A 1PS.

Or phone: 01-379 6755

\

TN

Firesird
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In a few months time, you could be reading
the review of your very own game!

FIREBIRD SILVER IS A DIVISION OF
BRITISH TELECOMMUNICATIONS ple

interface 1. Microdrives and 50 on - 25 well 25 3l Spectrum Software. o




Win a Pogo Stick plus copies
of Thing Bounces Back and
help GREMLIN GRAPHICS
celebrate the launch of their
wacky new platform game.

Sproing mania has struck CRASH
Towers! 'It's most peculiar,’ said
an official Comps Minlon, ‘ever
since tha team have seen Thing
bean leaping and bouncing
around like littie lambs!’

Yes foilks, for once evan ageing
Lioyd has joined in the fun - have

the first go. That is until the E
Grosso Eddy rolis in and decides
he quite fancies a go. He
approaches this in his usual

mmmmm.
‘Mine! | want a go, and | want it
NOW!' At which point the rest diva
for cover as he leaps upon the poor

® ¢ It’s the totally glorious . . . o ©

The only person that cares is the
voluptuous Sue Quinn from
Gremiin Graphics who, out of the
kindness of her heart, sent me a
couple of pogo sticks, and now |
can be seen bouncing down
Ludiow Highstreet - a reguilar little
tourist attraction.
However, as Mummy Minion is
a bit past the pogo-ing age., I've
got one spare and I'm giving it
away! From me to you. Because
I'msonice, And liove you. Honast.

Wall, it's not going o be that
aasy — time lo call all those
dormant brain cells into action and
sort out this spol the difference
puzzie first.

The winner will receive a brand
new Pogo stick and a copy of
Thing Bounces Back, the
amazingly crazy Gremiin Graphics
game (see review on page 14).
Copies of the game will aiso go off
to 50 lucky runners up. Spot all ten
differences in picture B, ring them,
and post it off to:
BOUNCING BACK COMP,
CRASH, PO Box 10, Ludiow,
Shropshire SY8 1DB to arrive no
later than 25 June, Okay? Boing,

SRIOING, Dounca, tound,
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winners 5 pRizEs
e L ARG P AR T I A

Inlssue 39 we ran four com
tions. Contestants in Imagine
That, the design-a-game effort
for DQMAHT?QWIH have to wait a
bit longer. many entries
have been sent to DGMAHI( for
their perusal, and we nr
await the outcome. The
son/CRASH Mappers’ comp
doesn't close for another week
yet, 50 more news next issue.

ADVANCE were offaring the win-
ner of this competition a Ghettob-
laster, a Butch Sweatshirt and
headband and a copy of the game.
50, the noisy and well-clothed per-
son is Paul Kitchener from Bot-
tesford, Notts NG13 0BA, while
the second prize goas to Mark
Shaw from Harwich, Essex, and
third goes to David Sallis of Irby in
the Wirral, Merseyside. 50 runners
up each receive a copy of tha

| game:
Kuith Sanders, Worcastorshire, uwam

BUTCHER
THAN BUTCH

shire, 5Y2 5EB; Darren Martin, Horelord,
HA1 1AS; J Hollowiry, Hants, PO4 BAA;
Robert Lines, Hants, PO12 20W: vor
McKeoo, N Humbsersicde, HU 12 886G, Richard
K Caathoven Ty,

2H); Adem Lsmber, Avon, BS1T 4LL: J
Tombinson, B43 8PA; Alstmir
Scott, 12 TDF; Dawvid For-
sythe, F , London, SE23 2JL; B Gib-

‘Wallnall, mem W M -
MHW?HF Stunr hvea,
B Cruson,

MELBOURNE HOUSE took a leaf
out of ex-Ed Graeme Kidd's shoes
(forgive the mixed meaphor) and
had a pair of Doc Marten bools
and a pair of combat trousers o
give away logether with one of our
CRASH T-Shirts. The winner is
Gavin Horne from Holyport,
Maidenhead in Berks (incidentaily
with the following sizes: Footsize:
9, Waist: 32, Inside leg: 29)!

40 runners up sach receive a
copy of Bazooka Bill

:::‘N‘kmd.c?l:n I:h.n-h-'ﬂF mm iIPR:M P
Kent 1Y Baker, Surrey,
GLUZ4 OLT; Jonathan Wright, Berkshire,
RG11 ZLH; Paul Tagg, Herts, 5614 2ED;
Thomas Roach, Berkshire, SL4 SDT; Mark
Hﬂmr.mrﬂmmﬂ;umm
lows, Bads, LU ITA: Jevome Kringle, Che-
shire, 518 1LJ; Billy Barreti, Kenat, THNZ3
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BAZOOKA BILL’S
TROUSERS

2XY, Marc Hanmors, lsle of
8OT; lan lunl.HFII-'.'sE nwnl-.
BPEI: M hmhmnng.
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CA2 7D, Jonathan Adamsaon, Co Durham,
SRl 2NG; Hicholas Stylli-Rousasoflt, Herts,
whD1 HL,MEMM‘[&N12W:
Chris Beck, Rotherham, 581 2UR: Justin

ﬂrh.me.PEi1UU:Hme
Yorkshire, BO41 90L; Aobert Allen, W Sus-
ﬁnuiuwm t:m

Dorsel,
land, BT4T 28Y; n--i-u-.-.lsnn-f iMord,
: L Marples, Chestorfiald, &HND‘.

Bucknall, N Humberside, DN14 BHT; Mark
James, Midiothian, EH14 TLX,
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. HOW TO SEE THE
LIVING DAYLIGHTS

Just answer the following
simple guestions on a postcard,
or the back of a sealed envelope.
Don't forget your name, address
and telephone number! Send

your answers (o

. 1. What was the very first
James Bond film called?
2. Bondhas driven many cars -
whatl was the famous gun
- metal-grey one he used in
Goldfinger?
4. Which earlier Bond film also

. became a Domark game?

4. Timothy Daltonis now Bond,
but name four other actors
who have played the part

- 2. Who wrote the original
James Bond novels?

THE LIVING DAYLIGHTS
COMPETITION CRASH
PO BOX 20, LUDLOW,

. SHROPSHIRE, SY8 1DB.
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For the third and final time,
those generous people from
rERcuson, famous for their tele-
visions and monitors, are offer-
ing CRASH readers the chance
to win an MCO5 Monitor and the
necessary Interface to link it up
toa Spectrum. And to show just
as willing, we've thrown in
another ctrum+ 2 for the
outright winner of this competi-
tion to celebrate the Adventure

Trail EXTRA.

The MCO5 is a very neat piece
of equipment, allowing you to
anjoy a first class colour display
for your games, and it also dou-
bles as a telly - so when you tire
of searching drawers, picking
up keys and using passcards, a
prod of a button, a twiddle of a
knob, and you can tune into East
Enders.

As you can imagine, this kind
of technology doesn't come
cheap - the Monitor and Inter-
face would normally set you

back around £245, and when
you add in the Spectrum + 2,
you're talking in the region of
€£375.

To win this prize all you have
to do is write down the correct
answer to the six following
CRASH Adventure Trail ques-
tions on the back of a postcard
(or outside of a sealed envelope)
and send it to us at: ADVEN-
TURE EXTRA COMP, CRASH,
POBOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB to arrive no
later than 25 June. First correct
entry out of the boot of Roger
Kean's Deux Cheveaus wins the
Monitor, ImMerface and Comput-

er. The next ten runners-up will
each get CRASH Hats and T-
shirts for being clever - and
lucky.

1. Name Hewson's ‘gem’of a

text-based adventure.

Godzilla in Kent? Whoever

could be the author?

If you saw Vran, which trilogy

would you be in?

Type in Frodo's birthday -

which game's that?

Pete Cooke of Tau Cetifame

wrote which of these adven-

tures?

a) Snowball

b) Urban Upstart

c) Bored of the Rings

6. Mame the three games com-
prising Level 9's famous tril-

 3ed
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erran

EUROPE’S LEADING

COMPUTER REPAIR CENTRE

TRADE ENQUIRES (0216) 62671  TELEX 858199 Verran G

TELEPHONE (0216) 66266

FULLY COMPUTERISED TEST
AND PROCESSING PROCEDURES

Atomatic Test equipment 18 used o asmst in the repair of all
leading computer products Many of these have been desgred
and bult by Verran and subsequently sold throughout the world
The advanced technology allows us to offer our repalr sernoes al
rock-botiom prioes o all our customara Mo one can malch s in
performance and price

Guaranteed relability i one of the most important points in
the selection of who should repair your computer. We are proud 1o
offer our SIX MONTE CUARANTEE. Withun the first thres months
we will repair any fsult FREE. From three 10 six months only half
the quoted trade pnoes would be charged if your computer
developed a fault

To record the safe recsipt and despatch of your computer we
have mveasted 0 the moa advanced compuler sysiem avalable
Each customar unit & logoed and checled belore return. Whilst
oL -Z"'."fI'IF‘.HF!'I' B In our ;mn af In ranmi o :f.'.-'_l our
NSUranoe provices comprehensne oo

To be assured thal the service you gel @ the best available
use Vorran We always remember that QUALITY IS NEVER AN
ACCIDENT, IT 5 ALWKYS THE RESULT OF INTELLIGENT
EFFORT.

SOAK RACK TESTING mubwcts youl Computer 1o 8 Ngorous
wrins of 1o5ts ot B penad of between 2-3 hours. Smingent gquakty
procoechores like the soak rack ensure (ha hgh standard of service
oUY CuEsomeTs have oome 10 FI;'!'“."':

UNBEATABLE DISCOUNT

ON ALL COMPONENTS
Ower £500,000 worth of components currently in stock.
Unfortunately we are unable to display our complete
range, if you require items not displayed just give us a call
on 0276-66266 and we will be pleased to quote including

dalivery by first class post.
SPECTRUM SPARES COMMODORE SPARES

280 CPU 250 6510 Processor 1200
ULA 60001 7.00 6526 ClA 1200
Power Supply 680 6581 Sid Chup 15.00
ROM T.00 S01E25 Craphic ROM 1000
4118 RAMS 75 G01228 Basic ROM 10.00
ZTX 650 40 801227 Kemal ROM 15.00
ZTX 213 40 2061 4 House Kespor 1000
Eeyboard Membrane 6568 - VIC 18.00
Spectnum 00 4154 RAME - Memory 10D
Spectrum Plus 800 Power Supphes

Metal Templates 300 . | 19.50
Koyboard Mats 200 CIEX 1500

All the above prices include VAT but please enclose a further £1 50
post and packing on all component orders

MICRO-MAINTENANCE LIMITED

OVER 3500 PRODUCTS
REPAIRED EACH DAY... OWME

2y 102
At our Head Office in Camberley, Surrey, we provide repair Etmﬂ
Gm'nrmd::a Business Machines, S;:'ﬂiruﬂmch. R:nbk APPROVED BY
many more. Now we are going to offer you the consumer
high quality repair services at TRADE PRICES. \«~ o

In the UK we employ 200 staff to fulfil our customers re-
quirements in a quick and efficient manner. Factory space
of 32,000sq.ft. and offices in Switzerland and Germany now
make us the largest and most advanced computer repair
centre in Europe. Your computer and software is worth hun-
dreds of pounds - send it to Verran and you will undoub-
tedly receive the best service available.

FANTASTIC LOW PRICES \ ww /

ONALLLEADINGCOMPUTERS ——

Spectrum BBCB

Trade
Price
19.98

£5 OFF

To obtain a gquotation on any other product just call (0276) 66266
guoting the advertisement reference number.

(See bottam Jeft}
TO OFTAIN THE REST REPAIR SEXVICE AVAILAELE JUST FOLLOW THESE STEPS:-

L Send youwr compuie: secursly packed sccompanied by chegque, postal order (mads
paryable 1o Verran Micro-Mantanancs Lid) o quote pour Accsss or Barclaycand Nurmbssr

4 Craote e special ofler relerencs mumber displayed af the bofom of this sdvertssement lor
yousr 5,00 DIBCOUNT on the trade prices.

LETTERS FROM OUR CUETOMERS
T rwsally ot | must write and thank you iy the axcellent servce [ recenved
M | Cilbeert Phymoath

T arm axiremasy dedboivhed and woukd e o thank pog again for the guscl and afficesnt servios
o ponar company”. Fsil Donaid, Absrcdesn

A o .

UNIT 2H & 2] - ALBANY PARK - FRIMLEY ROAD
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THE STATE
OF THE ART

Trinity term has arrived, and in the glorious spring weather the returning mmmmtudmagmdm.bmmimmmg?:u

students are spreading themsalves out on lawns in a determined | of product are being turned into marketing exercises. The cynicism of the
effort not to do any work. Meanwhile, those have Finals in — ulp - mmn ; they must know thera's nothing artistically or
saven weeks are the attractive ies of of software, but | should

these pi
Bridge as they finally realise hlmbﬂﬂmmmwm“;ﬂ mmﬂﬁm ammmﬂmmmww-
are irralevant.

Japanese There were always naff games, but in the one found honestly bad
cameras ing. products like the classic among turkeys, Great Space Race, and

mmmmmmﬂ'tmwmmmmmm weedy platform games with improbable scenarios produced from some-
timetabie (and I've a new one now, fed up with the old one) is | one's back badroom. It used to be much more common, two years ago,
the pastime me in my second year two years | for a game to fall down on presentation and programming rather than

game tifying
what my tried and tested favourites are like so the | entertainment; works of art, if you use the word in a broad, unpretentious

interest and urgency isn't there. Elite, Doomdark's Revenge, | sense. Partoftheartis the —the plays of Shak "
and others aren’t to go away and are there to when| | are judged not only on the beauty of their but their ability to
have more time. As for games , Dun Darach and on | entertain an audience in the theatre — a part of it is the visual design and

wﬁ&v‘:‘mcﬂa!pmmm“ﬂmdﬂmw mﬂ%’lﬂn dmmmmim.mg
: a game

The Professional Adventure Writer when | have enough money ‘Elegance’ is the word | would use to describe the aesthetic effect of |
io spare, but two pi of software in six months when | used to buy like we see in Marsport and the Mike Singieton games, |

three a month isn't an impressive total. The reason is simple; almost a game is designed from the start with the m in mind, and !
I've sean recently has interested ma enough to with with an idea which is going to be a computer game not alsa,
financial resources. o ol wﬂmﬂmnmﬂrmuw Mm

it's worth every Spectrum gamesplayer must | be nothing to a theme from a film or television

be well aware of these days, that the of smaller, innovative | programme and using it to build a computer scenario, but in practice this

companies into big multi-nationals has resulted in a collapsing of stan- | seems to paralyse the creative abilities.

mmmm.mmummm ng of a game Wargamaes are the last bastion of the old-style bad games. | am unlikely

may be as excellent asa machine with attribute blocks trying to look | ever to find mysell reviewing a film license in Frontline, the

desplte
like a dedicated arcade machine can be, but the content - the game and | popularity of warfilms recently. This would ba a good thing if the standard
i . | of and ing of was highert In the mean-
| suppose, must buy these and TV licensed games. | | time, | mmm leisure time (which ought to be
presume, in fact, that must be a commercial concem for the | revising are now freer than thaey used to be.

B’SMARCK The Bismarck was launchedinto | vidualises the various British ships
active service on 18 May 1841 and | which appear on the screen.
sunk by the flagship of the British map shows westem

Producer: PSS

The
home fleet, King George V, on 27 | Europe, lceland, and a portion of

from this description, | May. It was irying to head towards | the North Atlantic. If t

Pri not, in this casa, an optional frill. | the mid-Atlantic, where it would | the default option to the Ger-
ce: £9.95 it attempts to a central | keep the British battieships busy | man side, it shows very littie eise
and allow its companion-ship, the | when the game starts; the Bis-

egy counter-moving and simula- %mmww'ﬁﬂll the

|
tion, It is in PSS's famillar house- - one of those - | ocean it was barraged not only by | rounding ocean is teeming with
style, as opposed to what seems bhﬁlmlvﬂvmmmm half the British navy, who had | British battleships, and
to be their imported’ style; that is, | down. orically the Bismarck | intercepted its radio W mircraft camiers, the
3 9 A . aware
of rather bland and simulation of the brief | is a detailed and well-narrated There are icons on the map, in !
, and the life of the ‘pride of the | account of the Bismarck's nine- | the form of

‘com-box’. Kriegsmarine’ does its best to be | day reign in the rulebook, which | representing the command cantre
The arcade sequence, which is | authentic in this respect. sets indi i P
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side you're playing. The weather
centra can always bDe accessed
with the com-box and shows whal
the weaather conditions across the
map are; a em of clouds,
raminiscent of those new trendy
glectronic waathermaps,
superi over Europe. If you
really want 1o imitate the television
weather foracast on your Spec-
trum, successive keypresses call
up a pradiction of where the cloud
will be any numbear of hours later
Cosmetically this is an attractive
featura, and thea theory is that tl‘lhg
German ph-,mr ought to keep t
Bismarck travelling under cloud to

minimise the danger from British
air attack,

Tha command cantre can only
be accessed when it flashes. FLT
g -

halptul in attempting to avoid their
path, The British ptwarhu told of

radio intercepls, which

pinpoint

the Bismarck's position. These
radio mgsdmtstmhappm
ing unti abmnhalhmﬂhr h the
gama, 80 there's little the British
player can ullluent'ry do until
than, beyond making sure the
mhnmmmmmmn
mytu steam towards the Bis-
marck when it shows up.
The main function of the com-
box is. as with other games in this
style, to give movement orders to
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com-box is movemant but it also
accesses the unil’'s battlescreen,
This is where the famous — or
notorious — PSS arcade saquence
to look surprisingty like a
attemnpt at simulation. The
battiescreen, which unlike con-
mtimaircadem can
ha avtlz_qcmed at an time, is sphit
into three sections.
of the mmmmawm
view of the sea in front of the ship
and the enamy if there is one in the
vicinity. Other ships appears as
highly detailed outiines on the
horizon. The middle section is a
complax bank of icons and infor-
mation, which are usad to control
ship movement and to fira the
weapons, The lower part of the
screen shows a ic rep-
resentation of the ship from the
side on; as soon as you start get-
ting shelled the point of this dis-
play becomes alarmingly apparant
as fire spreads 1 the hull
towards the engines and fuel

tanks.

?#mﬂmuammch sails near an
anamy unit it appears on the
screan, and aven if the other ﬁ
decides not to engage in battle the
ship will probably ba visible if you
access the battlescreen. Once in
view, you can attempt to closa on
the enemy by selecting the
appropriate icon, and when it's in
rangs of your guns you can fire.
There seems to be littke skil
involved in the actual firing. It's a
matter of pointing the viewfinder in
the right direction and pressing the
button, discharging an apparently
limitless quantity of shell. PSS tall
me that the real skill ies in out-

manoauvring the enamy ships,
and certainly, if you let the Bis-
marck sit there and take substan-
til damage from an opponent,
then you will inevitably lose.
Somewhat artificially, hits lo the
enamy ship are displayed above
hits to your own. The Bismarck can
take 99 points of & before
sinking, but as shells hit, fires start
around the ship and unless these
are deall with you risk having an
explosion in the fuel tanks before
you're actually shol to pieces.

A separate icon allows the
player to move a fire-fighting crew
to the scena of the blaze, but in the
meantime the anamy may still be
firing. Am | being too exacting to
point out that on a bﬂ'."lmshlp like
the Bismarck, which camied a
crew of 2,300 men, it was hardly
necessary to stop firing to run with
a bucket of water to put out a fire?

doesn't to repair its
fire damage. ling beatween
combat and fire-fi mode can

become wearisomely fiddly.

The Bismarck s attempting
either to reach the southem edge
of the map r intact, orto

to Brest with at least one sunk
ritish ship to its name. This
sounds easy and is ext and
difficult, as the his-
torical disadvantage the Bismarck
was under is ruthlessly
duced. The ship only has hit
points and no way of réecovering
them once lost, saveral at a time,
to enemy shalls. It follows there-
fore that the Bismarck ought to
avoid any combat if at all possible
mdhengl’nr the south edge of the
map, despite an injunction in the
rules to keep clear of battieships

but sink everything alse. In prac-
tice, i's very difficult to avoid
being caught up in battle. Obvious
British  tactics unfortunataly

encourage a kamikazi mentality,
for sending weaker ships lo certain
death aganst the Bismarck can do
a significant amount of permanent
. There ought to be penal-

ties for suicidal strategies; as it is,
you get 'A British Victory® and a
respaciable percentage for scup-
pering all of your ships axcept ane
which was on the point of explod-
ing from fire damage. it's to
nole at least that actually ing
at own ships is not tolerated,
game proceeds in real time,

with a choice of pace between
fast, madium and siow. Fast is not
particularly speedy, and there
should be no reason to want to
slow up what happens on the map
screen. The quick pacing means
that the game is unlikely to last for
al tima, and that - to ma -
COn &5 (0 an impression of
shaliowness. Other players may

like a gama which has fixed boun-
dries and a definite resolution
within the space of an hour,

The rules come in a small high-
quality booklet and are nicely pre-
santed, there's an index iable,
illustrations of symbols used on
the screen, and usalful information
about the military capabilities of
the ships. All aspects of gamepiay
are clearly described in a mean-
ingful sequence, and the historical
overview is well-written and
interesting. The standard of PSS
documentation sesems 1o be
improving.

Bismarck s a smoothly-pre-
sented, undemanding game
which tries to make an arcade
saquance wmko?fs an imeagral part
of a wargame. Of that type, a
PSS are creating, it is success! an
remained unconvinced that this
particular style of wargame has
anywhere to go; it's too glib, it
seems too much of a pale reflec-
ion of what it's attempting to
blend, and it doasn't offer enough
of a long-term challenge. But
thera's a lot packed into Bismarck,
and this may be a which
younger and inexpenenced war-
gamers will enjoy.

PRESENTATION 87%

Options offered are comprehen-
siva, the packaging is attractive
(though have gone over to
those boring double cassette
baxes now) and the on-screen
impression is polished.

RULES 85%

Mot voluminous, but detailed in all
important respects, well-pre-
santed, and halpful.
PLAYABILITY 80%

Very easy to get into.
AUTHENTICITY 79%

The introductory material in the
rulebook creates an atmospheara,
but aspacts of the simulation-
S@quence are unConvINcing.

OPPONENT 74%
As the British the computer is vic-
lous, as the Germans, it knows its

own victory conditions.

VALUE 70%

Depands what you're for-
some people may find it's all over
too quickly for their money.
GRAPHICS 80%

The unexciting appearance of the
map-screen is offset by very pretty

touches, such as the weather fore-
cast, the icons and the ship out-
lires.

OVERALL 75%

Well produced, with some scope
for variad play; not a long-term
challenge.

ZULU WARS

Producer: CCS
Price: £8.95

This latest game from CCStakes a
litle-exposed conflict batwean
the British and the Zulu tribes
lowards the end of the nineteenth
century for ts scenario, which |
can't help welcoming as a chaﬂga
from the endless re-enactments of

the Sacond World War which, after
four months of editing Frontline,
ara baginning to make me feal as i
I'm trapped in a recurring time

%’I the other hand, there's litthe
point in novelty for its own sake.
Each game must stand on its own
maerits, indepandent of previous
releases. Julv Wars uses its
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scenano to work some interesting

and novel elements

gamaplay, and with two
programs, ona on either side of the
tape, it would seem to offer value
far money too: but it's let down, as
far to0 many w are, by
shoddy onal program-

mil

are two scenarios which
must be loaded Hy.und
one = the easier, f =i
mwmnmmmﬁwwm

happened,
Although I'm all for
this g to me
that the potential & historical
material is limited somewhat; par-
ticularly when it turns out that the
start-up conditions of the battle on
the first side of the tape have had
Inbatwuakadmidamuﬂugiu
the Zulus chance at all. Zulu
Wars 1 more accurately
titled 'V onthe ZuluWars'|
Still, it's an academic exercise
anyway to beliave that little boxes
on a computer screen bear any-
thing more than a numarical
rasemblance to what hap-
paned on the bat , and

although I'm st in favour of
as muﬁ hﬂmmg in the
mdg? as possible to assist
faﬂh an appruxlmutmn

. The leafiet

into  the

which was n
a5 a 80 ign state. In 1879, the
Bl g ot & wekaima
mel a -

nativea army which, despite its
strength and tactics, anded up as
cannon-fodder to the technologi-
cal might of the Empire. This out-
come was entirely predictable and
although, as | say, tha balance has
been unhistorically redressad, this
is still one of those wargames it's
difficult to lpse.

For reasons which become app-
arant once play has started, and is
for once excusable, thera is no
two-player option or choice ol
side. The player takes command

i's part of the gameplay; histori-

cally, it represants the regimenta-

tion and rigid formation of the

British troops, and in terms

it glm the Zulu forces an advan-

tﬂ compensate for the
superior firepower

p-;-ints based on their Mnr'
When each unil is lighted in
tumn by the computer the name of
the ragiment s r.ll!played along
with a bar-chart of these simple
statistics, and reference to alist in
the rules gi the axact number
of men in it. This list, which even
tells the curious what the regi-
ment's present designation is, is
the sort of , easy-raference
feature that I'm always glad to see
in a rulebook.

Three difficulty levels are
offered, which sim daetermine
how ma and
thousands g}Zu!mm thrown
atyou. At Full Battie the figure
is 40,000 -WAVING wamors

5, infantry and 900
cavalryl Once the difficulty level
has been selected, the games
start automaticailly; and so do the
S o tio The Dl i

pr .

treated to a demonstration of the
scrolling routine, which

map laboriously back

and forth across the screen in the
most incompetent and flickering
way |'ve see on a recent game. But
this is a wargame, not Unidium,
and so, genarously recognising
this is trivial = a matter of aesthet-
ics, really — the player might be
annoyed to discover this ugly

routine is the only way of viewing

. It cannot be
anly by a single keypress which
ik g :

nately, a selected unit can be
passad until later. Tl'nuumtsamaﬁ
crowded gamcl;?
each other's way at the stan of the
scanario, mmmmmm
but also

:
;
:
3
i
H

. in wuﬁu
way ~ how much can
do by into the 2 Gunfire

the yer's most effective

weapon against the Zulu hordes,
because they have no guns them-
selves and so no way of retaliating
inthe same combat. Close combat
prove dangerous, although
the British still have the advantage
over tha Zulus, the morale of a unit
starts to decrease if they take
more losses than their

and the lower the moral, the more
likely defeal bacomes.,

Onca movement and combat is
completed to tha player's satisfac-
tion, the return can be ended and
the Zulus begin to move. This is
when it becomes obvious Ihu
qama is one-playar only, wi

choice of sides; the Zulu muﬂ-
ment is radically different from the

g

British. Instead of attacking in
les, they swarm
i onto the screen and

argund the British regiments like
ants; thay start in struggling waves
but soon break up to envelope the
player’s units, one stick man at a
time. This is the novel element of
Zulu Wars, and it represents a fair
attempt at figures wargaming on
the computer in a limited, one-
sided way. It would be difficult for
a human player to move these
large numbers of figures individu-
ally unless the overall standard of

game design were very much bet-
mmMam Zuly Wars has to

. VALUE 59%

are simply to kill all of the Zulus,
and it is supposedly the Zulu's alm
to kill the leader in each scenario.

or not — and it's navar
act ﬂﬂr: to make me
reach for t " H‘ﬂbﬂ"iﬂg
to get by the standard
mmmmmm out pro-

) respecta-
ble ies. A -liter-

conclusion that it looked fike it had
been put through a BASIC com-

it's playable enough, but has lit-
tie depth and nowhera to go. The
higher levels offer no extra compli-
cations, just more and more
swaming Zulus to outlive. This
game would have been more
acceplable at a budget price.

PRESENTATION 39%
Abysmal scrolling and an overall
shoddiness hs the
acteptably straightforward orders
sequence,

RULES 70%
Briel, but clearly set out with a
couple of particularly usaful notes.

PLAYABILITY 72%
The incompetent presentation
only just fails to get in the way of
Flnynbmy whichis very enjoyabla
or tha first couple of games.
AUTHENTICTY 70%

tha author seems to have
taken | with tha historical
set-up, the way the Zulus move is
atmospheric and satisfying,

OPPONENT 65%

All tha same thay seem unaware of
their own victory conditions.

Littie lasting intarest.
GRAPHICS 66%
Unambiguous

as far as the units
mwhmnnwmmgmry

OVERALL 61%
Some interesting features, play-

able for an aftermoon, badly plg?‘
rammed and unlikely to prove

lasting intarast.
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THE NEW CRASH

STRATEGY CHART!!

Here it is folks, the chart you've been waiting for (your chance
to engage in some strategic voting). Let us know your favourite
five strateqy programs, and enter a draw for £20's worth of
software and a fabulous CRASH T-Shirt. Five runners-up will
also receive a T-Shirt, so post those coupons today

The following are my five favourite strategy games I

in order of choice .

In the unlikely event that | win the £20's worth of software, |
would like the following games (not necessanly strategy!)

T-Shirt Size S[JM[JL[]

Completed coupons should be sent to PO Box 10, Ludiow,
Shropshire SY8 1DB, to be received no later than June 10th
1987,

outs of their own troops, especially
in periods before the invention of
the radio. The computer is the only
madium with a reasonable chance
of being able to incorporata such
concepts but little has been done
up to now, apart from using
to hide the
wu::np-parlmwﬂnppmt
a m
nent makes his move rather tedi-

game that has come
| would like to see in

(and many others) would be solved
in ways that no wargamer could
have a few years ago.
All we need now is someone with
the time and inclination 1o turmn the
dream into

‘l’mm Bryan Hurt.

mmuhrnﬂnhwﬂlﬂ
aithough | don’t know
Wﬁmw
et

LEAVE HITLER
ALONE

Dear Philippa,

| ' would like to make a plea rrmm

lack of

no doubt because are the
most popular and com-
mercial.

say that he finds the 1883 Lothio-

ren game Confrontation, which
apparently has a very comprahen-

CONCISE
BUT...

tCFW.;H Hﬂsmbum'mn
cise and uninformative’, why did
I‘nuglrm thmmparwﬂ'?
Nealson, London.

I wonderad that too! Probably for
the same reason that a tank from
Tobruk wandered into Vulcan,

Doomdark's Revenge is an old
game now, but it's still 6na of the
best shatnqul.tlnm available for
tha Spectrum Beadon from
Letchworth ha.avmttm in with
advice about one of its mora
asoteric elements, the crowns,
The Crown of imiriel is to be found
inthe Hillof , and should
be taken by Luxor to any tower,
whera ha will be told the position
dﬂuarmowww;nmmn
fashion accessory which draws a
the other characters you control to
Luxor's position lcalfnﬂrnu
visit a tuwvﬂlha Crown #u'
possession you will be told
position of the next crown, and
some of them have surprising and
antertaining uses.

Sevnmlnfymhwamim

nsmmmmmm
roads, uniess there's no alterna-

deflensive positions for dug-in and
fortified infantry.
Allied tanks are SCarce so

commands.
If you're losing a batthe, run for it!
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mmmm#w'umnm
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15 an age in which honour was revered. from a time when grace and
iauty were virtues, a class of warriors sel themseives apart to
dedicate their lives to a perfection in combal thal in iself was an
artlorm. to & discipline of mind that became a religion. The attaining of

such excellence required an extraordinary diligence in self-denial and
training in order 1o achirve the altimale sccolade “War Lord’. Kendo,
karate and finally Samursi are the tests thal must be mastered

Moaty the Mol is still on the run on his most exciting and exacting journey
to dale. a whisthe stop tour of the capitals of Ewrope, acquiring more than
just the local scenery on the way, With Intermede and the local
hot on his tall Monty must fill his booty bag with enough

belore such bomonr can be beatowed. ‘ . MHﬁhm-wh“mm_*
oy s ) [HE 4 5 ‘* N
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Gremlin Graphics Software Ltd., Alpha House,

10 Carver Street, Sheffield SI 4FS England.




One-time reviewer and Playing
Tipster ROBIN CANDY returns
to the pages of CRASH to dis-
cuss the arguments for and
against a software industry run

by distributors
software houses.

and large

licking tnmurg’; the pages.of the very firgt
issue of CRASH (February 1984), it soon
becomeas apparent that the number of
software houses in operation in those far off
days was greater thantoday's. Such names as
Abacue, DJL Software, Starzone and Doric
graced the pages. That month's top game (this
was the pre- Smash era) was 30 Death
Chase by Miciomega, a company which weant
on to produce several fop-notch games, but
disappearad as quickly as it had armved.
Many of today's big names were either in
their infancy or non-existant = for instance, a
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fledgiing Ocean had recently changed their
name from Spectrum, and Firebird wera a long
way from their first release. The really big
softwara house of the timeé was ine, a
company armead with thé marketing power we
take for granted nowadays (however the Liver-
pudiian company were wound up for lailing to
pay their substantial advertising debts, and the
rights to Imagine’s nama and logo was eventu-
ally purchased from the Receiver by a rapidily
growing Ocean). In general, the software
industry was a home-run affair controlled by
enthusiasis rather than corporate
businessmean

One of the advantages of a software indusiry
run by larger companies is that there's no
longeér a need to sell via mail order; they have
the power to get into the chain stores and
créale a shop-based markel. During the early
Eightles most software was purchased
through mail-order. Numerous classified
advertisements festooned the pages of
magazines, p-tmnmin&ﬂames with ‘High Res
Graphics', " Amazir nd' and the infamous
1 Machine Code.' Having 'sent the
cheque or postal order, the customar than

waited the customary 28 days . . . but all to
often it took slightly longer for the game to

appear,
When your box of did finally arrive,
it often turned aut that praduct didn't live
up 1o the advertisement’s boasts = in fact the
mi was inevitably some poor clona of the
acman or Donkey Kong types that were so
popular in the arcades. One particular produch
which to mind is the molof racing
gimulation Formula One {Spint . Software)
which was advertised as including a steering
wheel for extra reaksm. When the game even-

tually turmed up, after by the police
mmwmﬂwmm%ﬂ.m»-
called ‘stearing wheel' tubelnom

more than an ashiray plastic
which was rolled along the row of keys (o
steer the car from left to

Of course the real with mail order
was the worry about whather you would actu-
ally recelve your goods at all. Tales of com-
panias folding after cashing cuslomars
cheques wera nol unoommon, and there was
fitthe the public could do in this event, After the
computer sales boom of 8V84, more special

.. i

|ﬁ.
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qed trading)

ist software shops opened and the big chain
stores joined the markel. This led 1o the even-
b e oy
an acompany that
produced games for the Oric and BBC) wiote
' ...the public loves arcade . while
reviewers hate them, and origina have
the opposite effect.’ Things haven't changed
much, and although the success of many orig-
inal gamas has proved that there is a niche for
them, many of today's best-seflers are arcade
W or variants on :ﬂm har;m.lmc&d-n
origs are designed to entice the player to
part with money and flash up the ' Game Over'
massage as quickly as possible, ready for the
next unwﬂ‘ml{:l; Customer. "ﬂ'l'g] lrrgl'gtmg a
ram {o a home uter format, -
ptmun strives to mﬂﬁulatﬂ the !ent:.msp‘;ml
made the original successiul. These usually
consist of outstanding graphics, superb sound
and an overall impression that a lot is happen-
ing on screen. Maturally such features swallow
up memory, leaving little room to create any
pame ‘depth’. Many arcade games lose their
aimosphare when translated {o a home com-
puter, lor instance, ona ol the attractions of
Gauntief was trying to find one more 10p
before your character died!

seem to produce games that
catch the eye rather than striving
for originality,"”

Thus many arcade conversions sell well on
appearances alone. Conversely the more
complex arcade adveniures, like those pro-
duced by Gargoyle Games and Hewsan, man-
age to create a game with more behind it than
zapping n;;m ngin s.ight_l-_hbul umallr attha
expanse Ics. This type of game
can mm ug?:a.unabm ;tandurd of
graphics,: rarely as good as their arcade
rivals. A case in poini are two games by Gar-

The first, Marsport, was an arcacde
adventure of greal depth, and while its
graphics were quite good, they eventually
became boring. An arcade gama by the same

Cgrammens, , produced outstand-
ng Fra:rﬂm and animation, while the game
itsel! was quite straightforward.

It seamns that outstanding gameplay coupled
with great graphics is almost unobtainabie.

-producing compa
no longer wit

ctrum g.‘gl;;;ies
are either
an;therwisa changed 1

Lothionen (AFCUS
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Micromania (Coas
Micromega (510l :
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A & R Software (&8
Richard Shaphulrd:
Richard Wilcox (ah

Al trading) .
o Pross Software)

ed rnding)

Softak (Mo
Starzone (©
Terminal (¢

What this is all leading up to is that the bigger
software houses seam 10 produce games that
catch the eye rather than striving for oniginality.
Any new idea that sells well is ﬂ_x;::hl-,r done fo
death by tha numerous clones follow hard
on its heels — just look at the number of martial
arts titles avallable. When Ultimate’s Knight
Lore first appeared, it introduced an ngenious
method of presentation. Since then the same
styla has been used on many games, ensur

a gaﬂain level of sales. Eam:s which usaﬂ"w
graphics are playing safe in much the same
way that the Pacman clones of yesteryear did.

Much of the software industry {8 now run by
highly afficient , who control the
interests of smalled software labels. This
means that the direction which new software
takes is in the hands of a relatively small
number of paople. This includes the main dis-
tnbutors, who have salection boards to decide
whether a game is worth distributing - after all,
you can only buy what's been released.

When Deus Ex Machina (a program devised
by Mel Croucher) was released, the selection
boards rejected it because it couldn’t be easily
categorised - despile the rave reviews it
received from many magazines. Consequently
the gama did not do as well as it deserved.
Thesa large co les are in the business 1o
make a profit to achieve maximum market
penatration of their products. Todo this
is pourad into lavish advertising ca.m?aigns o
promote products which often don't live up to
the expectations raised by such marketing
sirategies.

Licensing deals are currantly all the rage,
particu if they're tig-ing the latest hit
movies. The has o be released while

tha film s still firmily fixed in the public's mind,
and by the tima the advertising has been
booked and the deal bought, there's little time
or money left to ba spent on the actual product.
As a result, the end product has had to be put
together hurriedly, and is often a rathes poor
game with little connection to the film. Rambo
was an average game which sold well because
of the film tie-in; in reality it was nothing more
than a variant on the well-wom Commando-
type game

The smaller software houses that do special-
ize in original games without the need for tie-
ins don't get the financial rewards they deserve
because they can't afford the lavish advertis-
ing campaigns needad to promate their prod-
ucts. Micromega was a software house that

created orginal high-quality games, but their
parent company feit the returns were not high
enough to justity to.continuing in the games
software market — a case of a company disap-
pearing despite games
Smaller companies just can't compete with the
marketing skills of tha likes of Ocean and Fire-
bird. In order to ensure financial success, some
software houses have resorted to selling their
products through a third party. This is usually
one of the bigger software houses, as in the
case of Firebird and Realtime, Level 9 and
Rainbird = in both cases, British Telecom are
the driving force, To be fair to the larger com-
panies. though, this does allow the design
teams to concentrate their skills on the end
product rather than on how 10 sellit

“In QBI'IBTE!I!, the software indus-
try was a home-run affair control-
led by enthusiasts.”

The advantages and disadvantages of this
industry structure are easily summarnsed:
software is now more easily available at spec-
ialist shops and chain stores; there's little risk
of not getting your product afier parting with
your money; programmers don't have to worry
about how to market There are of
course disadvantages: hype can lead o raised
expactations for a product which tums out to
bfh:uﬂt.bwm smaller companies ﬁ;fd i

(o] ornginality sometimes suffers
b&’:mm hm:a?d:m'l always want
to nsk putting cut a new game concept.

THE FAMILY TREES

MASTERTRONIC

Buaticiog

US GOLD

ARGUS PRESS SOFTWARE

VIRGIN GAMES
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JAPAN has a word for the;
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CLU CLU LAND
The evil Sea Urc)
has hidden the
pold in an
underground |
mystery maze b

ABASEBALL 1
realistic hasebhall game
aniii sl ol G I|.|II|-.|IF'

Thiee pnvoest

HOGAN'S ALLEY Use your
Fapper light gun to shoot
the pangsiers

1P-000100 M TINE - -

=k

DUCK HUNT Thira's & duch in the sirl Yo ve only
gol three shots to bag this duck. And If you misa,
fven your dog laughs &1 you In this tast-action
Lapper Gun game

For the first time n the UK direct from Japan comes Mintendo, the home
entertainmant system with genuine arcade-gquality graphics. Nintendo make
2 out of 3 of all the world's coin-op arcade machines, so they know what
they're doing. And already, in Japan 94z million homes have a Nintendo home
antertainmeant system.

Now you can enjoy the amazing 52 colour 3-D graphics of Nintendo.
|On most home computers, you've been lucky to get 16 colours until nowl|
Nintendo's superb give the games a convincing true 3-D feel with
actual shadows add depth to the characters.

Already there are 27 Nintendo Game Paks avallable In the UK and maore
are being added to the software library all the time. But there's even more to
Nintendo than the best games you've ever seen...

Nintendo Entertainment System
For the first time home entertainment enters a new dimension.

GYROMITE You've got [0 keep RLOB ' gyToscope
spinning to help & mad sclentist de-activats the
dynamite in his laboratory in order to play this

action-pached game!

GOLF Choose your clubs. Controd your Swings
Salect the angle ol every shot. I's Nintendo GOLF and
there s not a video ‘nil garmse on par with It anywherse

Bacause when you own a Nintendo entertainment systém you also get a buddy
to play with, a Robotic Operating Buddy to be exact jor R.O.B. to his friends].
He's your partner. Seat him next to you, send him signals from your tv screen
and together you can tackle the engrmy.

The Zapper Gun

Never before has there been a video gun of this calibre. The astonishing
light sensitive Zapper Gun lets you shoot moving targets with pinpaoint accuracy
from up to 16 feat! i you think you're a sharp shooter the Zapper Gun will test
your skill to the full.

Nintende or Super Nintende, the cholce is yours.

Which set do you want? MINTENDO'S superb high-quality action Costs
£129.99* for control deck, mains transformer, two hand controls, and one fres L
Super Mario Bros Game Pal. DELUX NINTENDO costs £199.99* for the amazing .
Zapper Gun, R.O.B, and two free games, Gyromite and Duck Hunt. \



e uitimate video game...

ND

™

Nintendo is available from the stockists featured. If ygu have any questions or have
difficulty obtaining the product, write to HiTechiElectronic Services Ltd.,,
Unit 2B, 200 Rickmansworth Road, Watford WD1 7JS. Or 'phone: 09232 41811

Hamleys Gloucester Toy Shop Fenwicks
Jenners Allders Department Stores  Selfridges
Toys 'R' Us Toy & Hobby Carrefour
Grattans Argos Superstores Fine Fare
Littlewoods Mail Order Woolworths & Kidstore Makro
Freemans Mail Order Jolly Giant Asda
Kays Mail Order Tesco T For Toys Telebank
Empire Stores Mail Order Gamleys .

-
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Win a smashing game and a host of other goodies in
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COMPETITION

T back 10 bed — flaming computer people, why can't

= e

but firet , .

was going on = even the wise old Tooks were puz-
zled.

‘Ooo,” said Frodo Baggins as he walked out of
his cosy hole this bright and sunny morning, "what
is going on?’

"I dunno Master Frodo, s'ming strange, ' said his
long-time friend Sam Gamgee, still trying to wipe
the sleep out his eyes after a heavy night on old
Barleymow's ale. 'It's not them nasty old Black
Riders again is it— lze don't like them, funny people
if you ask me." he continued

‘No, I don't think so,” answered Frodo scratching
his bottom, ‘the air smells of that Melbourne House

R :

AT

Meanwhile two halflings were frolicking in a
nearby leafy glade when the Goblet came flying
into view . . . BONK! it went as it landed on the
head of Stephanie Vizer (the young dwarf at Mel-
bourne House), "Owww S I', exclaimed the star-
tled halfling. 'Now. what am | going to do with
this?’

‘| know!" said a fair maiden named Jo, whose
voice was as fresh as a lark’s song "We'll give it

> away in an amazing competition in CRASH -

can even get the winner's name engraved on it, and
we can give posters, games and mugs away too!’

ASHORT STORY 11- they leave us to our own devices?” moaned poor old 3
By JRR Minion + Sam as he tripped over an elven Goblet that was N

nestling in the grass, still glistening from the misty |
Hobbiton had a strange air about 1t one particular dew. Sam got up and muttered something under |
morning. None of the Hobbits quite knew what his breath and promptly threw the Goblet inta the i

And that's exactly what they did do!
THE END

lot.'

'Oh gar, they gimme the creeps I think Ize going J

e ——— Y -_-l—
"“Wll\ll * An engraved silver-plated goblet! **"
. Copies of the game! * Mugs and posters tm |

———.
& TOLKIEN
HOBBIT "

S0, there we ara, of you — depending on which
way you look at it. Melbourne House is stump-
i up the silver plated goblat, with the win-
nng's name engraved on it, and a copy of MORDOR
Shadows of Mordor as first prize; then there's "  FRODO
ten second prizes of the game, posters and & SA“
Mugs, AND ten runners up prizes of the game L)

To win one of these fabulous Tolkien-esque RIDERS
goodies simply find all the words in'the follow- GOBLET
E ing wordsquare and post the solution off to SHADOWS

E. SHADOW COMP, CRASH, PO BOX 10, LUD-
b LOW, SHROPSHIRE SY8 1DB - and make
\ B sure that you get 'em here by the 25 June

kT o oD
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TECHCON

mmmm the
i is never a good iiea (o have BR’GH T ’DEA
mmummgﬂ
just on. Don't THE ORIGINAL black Spectrum  cathode) on the far sida from the
forget that the FX unit may 128 has an output for an RGB resistor. Connect all the cathodes
htm:_.mwtm- mm.mMﬁléaﬂilréangiﬁmeu to the BRIGHT output from the
Keep input levels uses a separate ina computer 3}, and connect the
onthe channel o be recorded which few monitors can ac ; Iumam[%'?m-mmmluﬂm
on as you won't want to Video guru Chris H has Green, Redand Blue
overload it would you . . . it written in to explain how the 8, 7 and B). It doesn't matter which
could be tres expensivo! BRIGHT can be combined way round the resistors are
5. lallhas gone to plan you with the Red, Green and Bluelines, connected, but it's vital to get the
should now have two tracks s0 that BRIGHT character- diodes the right way round, as
from the same source — one squares appear correctly even it shown in the diagram,
dry’ and one with added FX. rmonitor hasn't got a BRIGHT - Ctuh%amad mﬁmﬁmm
X son 1 and
I you are using an effect that ?w*imdmmm mommm.nndnmwﬂnm
doesn't allow you to hear the diodes = the IN4148 is sui g as well with other RGB linear
sound source mixed in withthe | | cheap and common - and three  displays. It won't work with RGB
sound, then 750hm resistors. TTL monitors, which are limited to
two tracks together will give Connect the resistors and eight colours
you the result in one — this would diodes in pairs, with the endof the
mmtmmhﬂ hﬂwﬂmﬁmﬂ diode marked with a ring (the e
W. uc:::gmmml - -
to : ®
e e e . ey
up! See you next month, I GRAIND / MoNITOR.

ICHE

TECHONIC

wiﬁs <INC q'
drom RO

PLUS TWO
ADD-ON
CASSETTE

MIKE HYAMS has found a neat
way of winng up an external

I'VE HAD two more letters about
the bug in 128 BASIC which |
mentioned in April's CRASH. In
some circumstances
comparisons are recrdared ~ for
instance, IF Z>8-1 would become
IF ZB:>-1 | As far as | know this bug
is in all Spectrum 128 ROMs. Inmy
last column | suggested you could
get past the problem by putting
brackets round tha right-hand part
of the comparison; but that's nol
the only anawer, it saems,

Paul Carrig found the fault
independeantly, and came up with
an ingenious rather long-
winded solution, First he typed
SPECTRUM to get his program
into 48K BASIC, where the bug
doas not exist. Then he anterad
the tricky hine, saved the resuit,
and reloaded the file into 128

128 BUGS REVISITED

BASIC.

lan Tomey has a simpler
solution —he says all is well if you
type a space alter the comparison

H.Simll-’iﬂr trick is needed to enter
cursor-control inas ke this:

LET X=X+(DX AND
INKEYS="8"") - (DX AND
INKEY$="'5"")

If you type that into a 128 as
written, the computer will
mistakenly indicate an armor after
thafirst closing bracket. But if you
put a space before that bracket, it
works!

Thase bugs in the 128's Editor
ROM aren't serous, but they can
be irritating till you know how to
get round them.

cassetie recorder to his Plus Two
without drilling a hole in the case
and thus inv ing the

quarantee.

Mike removed the rubber foot
from the base of the computer,
under the built-in tape drive, and
fitted an earphone socket in its
place. He routed to the
socket from the built-in cassette,

ained in the December
1885 CRASH.

I's not in an ideal position, but
the extra socket is neaded to
load old, badly-behaved tapes, 5o
H’mt;m inconvenient.

anything goes wrong,
long as it's not caused by his
modification he can just remove
the socket, replace the foot and
return the computer for repair
under warranty, When the

guarantee runs out he'll
move the sockel 1o a more

socessible position on the side of
the computer box.

as
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DAMIAN SCATTERGOOD has
written in asking where he can get
hold of the 128 Techmical Guige.
That was the grand title of a 23-
page photocopied memo
produced for software houses by
Andrew Cummins, of Sinclair's
defunct Technical Support
departmeant.

Amatrad (tel; 0277 228888) now
own the rights 1o the Guide, so
they'ra the only peopie | can
sugpest as a source. Much of the
information therain, and lots
besides, has appeared in the Plus
Two manual and past TECH TIPS
columns — 50 you may find the
Guide & bit of a disappointment
when you get hold of a copy.

Richard Welsh iz ono of several
resaders writing in for more
information about the internal
workings of the Plus Two. Ha
wants to know if the keypad
socket could be used as an axtra
interface, perhaps for a joystick.

The keypad circult is rather
strange, and relies on special
alectronics inside the pad. I'm not
sura whether Sinclair did this to
reduce the number of wires
needed for the link, to allow for
future expansion, or just to keep
the market for keypads to




READING

IF YOU'VE GOT a keypad and
you're feeling keen, you can read
its 18 keys using a machine-code
routing in the 128 Editor ROM. You
can't call the code from BASIC,
unfortunately, as you musl page
out the ZX BASIC ROM 1o gain
access to the Editor. The followi
explanation is a bit esoteric, but
ho‘ﬂ?ert'il satisty the techies!

first step is to disable
interrupts. Then swap ROMs by
clearing bit 4 on port 32765; you
can the value of the other bits
from BANKM, at address 23388,
Bit 3 salects between the two
screan RAM banks, and bit 5
controls the hardware ‘lock” that

wakes itimpossible to get into the

the computer in 48K mode, Bits 0,
1 and 2 select which of the eight

RAM pages appears in the top

VOLEX
UPDATE

IT'S BAD NEWS, I'm afraudd, Thas

Volex TTS20005 teletext adapler

: y compatible with the bog
Ard 48K Spactrum. I waon't

iownth the Discovery disk or thae

L rum 128, though # can drve

a ZxX Printer. Thanks 1o

NH Oughmn for this information

slar

ORNER

seams the most | ,asthe 128
Technical Guide aly
avoids tha circuil.
The Guide says this about the
: *It connects to the

xity
likely changing nature) we will not
document.” It seams that the pad
behaves as a 5x4 matrix internally,
but it's not easy to read it.

I'd be fascinated to hear from
any reader who's worked out
what's going on, or found an
application for the socket, but I'm
not very hopeful. The keypad itself
isnolonger available, though most
of ts functions can be obtained

instant infertace for joysticks,
using the connection points | listed
inthe December 1385 CRASH, but
you'd have to disconnect all the
existing wires and replace them
with connections to the
matrix; you'd get little more than a
ly-placed nonstandard
socke!.

16K, as | explained last year.
A call to address 280 will retum
with the zero flag reset if
's wrang — eg if there's
mnﬂmmm“
depressed. Otherwise the value in

going on. 128 indicates no key,
values from 91 to 107

to unshifted keys, and 108 10 125
lndicmnﬂ':!}tam}uﬂ;nn is

depressed ! or Wi t
another key

Remember 10 restore the ZX

128's memory when you're using  calling 289, again in the Editor

ROM. It acharacter is received the

DISK DILEMMAS

KEITH THORNTON read
Dominic's recent review of the
RAM PRINT iMerface, and wants
to know if it'll work with disk
systems. RAM Electronics say it's

ible with Microdrives and
mﬂmsﬁm disk drive; and
they say they'll make every effort
1o get it to work with the Spactrum
gy rdy y

a, in . a few

Plus Threes have apparently made
their way 10 software houses,
aﬂmpmhdw a5
¢ ; e swa'l'ﬂi
have learned a lesson from the Iron
i s ks

Jo a7 nch appears
imminant; W H Smith seem to be
chaaring out their stocks of Plus
Twos in preparation,

on diak - they Vo sreacy boen,
piracy on Amstrad's

earlier home mmm_ Disks

m Iifa m- m m}, ’w

pirates. That said, the Plus Three
certainly won't take off uniess we
can use the drive to save games,
Tirna will tall, | hopa to have
more 10 say about the Plus Three
—and the prospects for a Plus Four
~ naxt month,
A few hearts must have missed
EM!%DN?EM“OHM
system, stoppead
trading. But it looks as if the
machine will still be supported; a
marketing company has picked up
tha stocks of imterfaces, and I'va
just recaived a copy of the first
newsletter of the Spectrum
Discovery Club, an independant
user group which publishes
material on disk and paper,
The spalling is a bit erratic, but
the information is interesting.
There's lots about program-
transfer techniques, and

. bump the
Wl;ynfmm—ﬂadcdﬁhtu
T1BK. For details and a free

of the newsletter, send mSA.Eptu!

MICRODRIVE owners may be
interested in a Lion
F Bieling - a simp
operation which apparently yields
an extra 2-3K on most tapes, and
often restores the performance of
ones that seemed worn gut.

F Bieling says old or tired
cart can often be brought
back 1o life by retensioning the
little copper spring that the
tape against the microdrive head,
The spring s comprassed when
you insert and remove cartridges,
and Ptnbl-ams crop up when it
won 't hold the tape firmly in place.

Use a pencil or a small
unmagnetised screwdriver 1o pull
atwo-centimetre loop of tape from
the cartridge. Reach past the loop,
very carafully, and loosen the
spnng by ing anéend from
the plastic moulding. Don't just put
a screwdriver in the middie and
jerk it, or you'll probably break the

mﬂ‘fwmmmhﬂrm
of the spring you should move the
loose end outside the cantridge, as
shown in the diagram. This makes
it easier to rwaveiihe whole
spring, by moving it gently toward
the ﬂﬂdlmat‘s still chi in.
Bend the spring legs toward

MICRODRIVE REVIVAL

each other, as shown, to restore
the spring’s power.
manuals, r is the
reverse of the above procedure!
Once the spring is back in place
Eﬂu must push the loop of tape
ack into the cartridge, without

' it with your fingers, and
format the cartridge once to let it
run in. | wouldn't advise you to try
anything so drastic on a tape
containing valuable information,
go if one of your cartridges takes
earty ratiremant,

e

WILL THE

|N LAST MONTH'S SIGN F‘fﬁt
S J Harding was whingesng about
a letter from Simon G
' il = @ narme that
s {armidiar’ . Well, it
are al leas! three
g away

REAL SIMON GOODWIN
PLEASE STAND uP?

yadcashng

PR 'L
sy DO ArmiTiEng e
e prog nickedly

ing Pty garsgpbe-T

since 18979
B v wiho worked hor

AndE

for AmMSs r_.u:]r.ih'l'.'ll'. i

>omputing Weakly bt

s p""'

it's oty folt, Fond 1y

snothes Symn Goodwin et
: A lar a8 | know 1y s coniby OO0
wive wites about Sin

Zo il you'n

Samon aadwin 100, I'd aons
vou 10 change your name T

ir';.u k g dferent hotty!
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TECHUNICH

TECHUNICH

TECHLC

THE GAMESTER —
LLOYD MANGRAM
IN SOFTWARE?

components after | lost my first life,
MMHE?MMM with infinite

CANDID SNAPSHOTS

QUITE A FEW ol you have written
inabout the Datel Snapshot, which
| tested (with very little succass) in
the Christmas CRASH. Opinions
are mixed: some people find it
works okay, others criticisa the
sloppy design (and Datel's claim
that it will copy all games), and
some users find it almost
completely useless.

it's probably a design fault that
makes Snapshot incompatible
with certain Specirums, aven
though those computers work fina
with other press-button copiers
Datel haven't respondead to our
offer to test a replacement unit, so
| assuma the flaws haven't been
corrected.

The good news is that Ambrose
Clarkes has written in with atotally
naw application for the Snapshot
which does seem to work an all
machines - and offers lots of
scope for hackers.

He's written a tiny machine-
code program which copies tha
first 8K of Spectrum ROM into
Snapshot RAM, s0 you can
customise BASIC, (For this
Ambrose wins £20 worth of
software of his choice.)

All you nead to do is plug in a
Snapshot 2 and RUN his program,
You can bring back the old ROM
at any time with OUT 127,66, To
bring in the RAM, type OUT
127 .67. Ambrosa su - ts afew
changes, such as
B020,55 : POKE B0O21,201 to
disable BREAK in a program, and
POKE 1524,0to stop BREAK whila
loading.

| was mora interested in playing
around with tha timing values usad
in the cassetie routines. it only
takes ona POKE to spead up
loading, though four are neaded (o

SAVE files at turbo speed

The value at address 1427 is
narmally 203, Subtract B from this
for Decathalon-speed loading =
about 20 per cent faster than
normal, without the unreliable
modified header that Ocean used.,
Subtract 14 (giving 189) 1o load
filas in two thirds of the nomal
time. An adjustment factor of 21
gives megafast double-spead
loading, but you may find this
unrediable

Thesa ‘fastioads” will only work
if the cormasponding file was saved
at high spead. You nead four
POKESs to adjust the speed of
SAVEiIng — adjust the values at
1272, 1305, 1311 and 1326.
Subtract 12 from all four locations
for 20 per cent axtra speed; — 21
gives two-thirds loading time; =32
gives double speed

IF T<=1018
THEN PRINT
“Chack DATA
STOP

LETL--USHJ:N,
150 DATA 33.11!].1?'.1111“-5.

1.0.32.237178 62 &~ -
: 1 J.T.ﬁbé.b.-_é'
180 DATA 127.33.0.128 17
0.0.1.0.32.237 176 501
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NG SOON —

JULY TIPS

AMONG OTHER GOODIES. naxt
month's column should include
routnes to convert sampilas angd
drum files between Cheetah add-
ons and the RAM Music Machine
I've had several latters asking for
these; they were onginally planned
to appear in the April CRASH.

TECH TIPS is a two-way
column, If you've gol an idea or a
queston, please write in: but
check whether or not I've
answerad your quéestion in a pas!
column, and pleéase don't ask mea
to write programs just for you

Thera are alot of you. and only one
of me!

Plaase don't send SAEs - thera
are 50 many letlers every month
that | can’t promisa to reply
personally. | respond to as many
letters as possible in each month's
column, and there's a prize of £20
worth of software of your choice
each month 1or the reader who
sands in the best tip. The address
1o write to 5: Simon Goodwin,
TECH TIPS, CRASH, PO Bax 10,
Ludlow, Shropshire SY8 108




ONLY £5.95

FO0R YOUR SPECTRUM

Dry, dusty deserted field, in the heort of Arizono. Soft

rest the landing clows of the Mortion silver ship.

Maony were the cockles of delight from tall and vicious

chickens. Oft strolled through cheery cactus grove went

Zoppo our young hero, showed peocefully contentment,

A broken shell of Elephant Bird ocross his poth become.

His eyes and ears alerted up. His nose o-twitchy raised to

the wind. He sow them leave their silver ship; he sow their mutant hatching. He heard
their evil plons for dogs ond beasts. He soid, "I shall not fear these fiends from Planet
Mars, they ore but chickens”. He wished he hodn't for every single chicken turned to
where he stood, and hoisted up their fearsome weapons. With nothing left to do, he
jommed the broken egg shell on his head. The confusion reigned for half a tick and
while he ran oway, o thousand flaming bolts of fire burst oll around his tail

AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS

Softwore Projects Ltd., Unit 7, Bearbrond Complex, Allerton Rood, Woolton, Liverpool L2S 75F

Teleghona: 051-428 9393 Talar APTSON




. .

THE RENEGADE LORD

>

A
B

| i

This superb arcade game s based on the popular multiple-choice adventure series
by Mark Smith and Jamie Thomson, published by Sphere Books. Set in 3033 AD
you are a special agent, codename FALCON, and your mission is to halt the
tracks of arenegade Time Lord who s threatening to disrupt future history by his
ruthless meddling in the past. Your time machine “Falcon's Wing~ takes you in
your quest to ensure the timelines of the future remain uncorrupted!

|
Please send me FALCON: The Renegade Lord

Commodore 64/128[ ]  Spectrum48/128 (]

| enclose a cheque/postal order made payable to Virgin Games
and crossed
Total £

|Please do not post colns or notes. )
Name

Address

— e e = S e SR e e o e O
Virgin Games, 2/4 Vernon Yard, Portobello Road, London W11 2DX




Producer: Durell
Retail Price: £7.95
Author: Clive Townsend

entral security of the Dic-
tator's mountain hideout
was breached and details
of his missila systems stolen in
Saboteur 1. With the Ninja warrior
who underiook that mission now
dead, his sister continues the
work, using the newly acquired
information to alter the missile’s

tar
‘?gldﬂ that our Ninjette must first

enter the headquarters, which are
protected by androids and pumas,

BEN

]
!
i

-3
Ega
|
g

+
L
1
e

:

H

F 4
gigiﬁ

I
it
gL

o
31
£953

gi
!
1

:
éig
it
:

;
i
'=§i§

SABOTEUR I

e A

surprises here

7
]
3

J

1
:
:
M

H
il
Fiis

H
£

:
!
5

e
i
U

by choosing her moment to drop
from a hang-glider. Thera she finds
an armoury, missila silo, officas,
lifts and underdeveloped open
areas. Inside the complex she can
run laft and right, jump up, drop
down, Or use ladders to reach
other levals, while avoiding vam-
pira bats in the lower leveais,
Although android guards carry
throwing knives and flame throw-
ers, with each programmed n
unarmead combat, they can be
évaded and their weapons
avoided by leaping or reaching
areas where they do not follow.
Androids and pumas can be killed,
by punching, high kicking and
finging objects, (a martial arts
throwing weapon is initially car-
ried), but their great strangth gen-

> mmmumrwnmnmmmm.muummmmn
androids.

erally requires several lethal blows
io be delivered very accurately.
For every blow landed and oppo-
nant killed, monay is eaamed

No enargy is consumed by run-
ning or climbing, but puma bites,
burmns, drowning, falls and contact
with guard's weapons reduces our
heroine's resarves. This can be
replemished Dy stanging quiatly in
screens where all guards have

been Killed, or do not follow, but |
| When there, they can be trans-

|GARETH |

“ Saboteur |l is as appealing
a5 its predecessor. | had

many hours of fun playing the
= this follow up has

not by waiting on laddars.

As progress is made through the
700 or so flick screens, supply
crates containing objects, such as
pleces of pipe, spanners, Knives
and soma lems not immediately
identifiable are discovered, Crates
can be searched - a siash
saarched message appears when
this 18 compieté — with their con-
tents successively displayad in the
naar’ box at the screen’'s base

ferad to tha ‘held’ box and sub-
sequantly huried at attackers. Only
oné object can be hald at a himea.

Computer tape may be con-
tained within supply boxes, and
when suflficient has been col-
lected, it can be used to radiract
the miasila. At highar skill levels the
terminal next 1o the missile can
anly be operated when extra sec-
tions of computer tape have baen
collected. When acquired com-
puter lape pleces are displayed at
the bottom of the screen. Other
computer terminals control kts
and the ealectrified penmeter
fance.

Once the missile's flight has
bean altered, survival depends on
escaping by motorbike, along the
single axit from the mountain - the
tunnel protected by electrified
lences — betore missile launch. A
clock shows tima reamaining until
ignifion.

Once a mission's been success-
fully completed, the next game
level, with its separate mission
objectives, can ba started

__/coMmENTS [__

Control : A/Z up/down,
N/M left/right, Space to fire
Joystick: :

2

Use of colour: strong and
claan

Graphics: large, nicely defined
characters, tendency 1o I’!icl:&r
Sound; good tune and spot
Skill levels: one; codes for

General rating: Involving and
chal beat "em up which
successfully incorporates its
adventure slaments.
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Producer: Piranha
Retail Price: £7.95
Authcr: Ram Jam

ampira hunting isn't

EvorLﬂ-rm's idea of a hobby,

but Mr Weems thinks that
iI's a pretty good way of passing
the time. 'With this in mind he seis
out to kill the Great She Vampira,

Having antared har Mansion, Mr
Weems discovers that it's a six-
level, flick screen complex of cor-
ridors and rooms with locked
doors. Collected keys unlock
them, butl there are hidden doors
as well, and magic transporier
blocks.

On each lavel Weams ancoun-
ters bat-infested coffins and pots,
lumbering, but stupid Frankens-
tein monsters, and manacing she
vampires with street snman#lhey
bump him in the night, they give
Weams anaamia. Should his blood
count ever fall to zero he suc-

.

“ 1 found Mr Weams to be a
most game. Its
only flaw the graphics.
Due to the amount of
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THE ASTONISHING ADVENTURES OF

MR WEEMS

AND THE SHE VAMPIRES

cumbs to death, but Waems can
tum vampire himself and replenish
his biood levels by picking up the
blood bottles he finds on his
adventure. He can also pop a
smart-garlic pill to give himsailf a
sho-term immunity to others’
bloodsucking attentions.

Mot content with merely smel-
ling like a French chel, Weems also
totes a garlic-firing gun with
almost limitless cloves; thare are
garlic bombs 1o be picked up en
route to. When used, these
remove offending creeps from the
show, but are ingfective whan tha
ultimate level is reached. Points
are awarded for each creature
creamed, and when whan all
bloodsuckers have baan removed
from each room, coffing can be
destroyed, a point being given for
every one blasted.

On reaching the ultimate level,
our be-garhicked vampire
enthusiast finds the Greai She
Vampire's panthouse lair. There he
can kill har at his leisure, but only if
he has acquired the secret
weapons — a stake, a mallet, a
mega-gariic plece, a mirmor and

_/mke!

“ Here's a pleasant enough Gauntlet derivative. The g are
though the Weems looks out of ina

crucifix — containad within boxas
on each of the lavels. Once col-
lected these are shown on screen,
If he manages to despatch the
Great She Vampire, Weems must
make like Sab Coe and leave the
vampire-ridden Mansion before
hl:"‘l' ﬁ‘ﬂrﬂgﬂﬂ MINONS Can saak him
oul — but if that's what you like
daing for a hobby, Bon Apetit.




Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

JACKLE AND WIDE

Producer: Bulldog
Retail Price: £1.99

fter years of research, Dr

Jackle perfects the ever-

lasting youth potion which
ha has long sought. However, on
downing the mystarious brew ha’'s
transformed into his evil alter ego,
Mr Wide. Foolishly Jackla pro-
duced no antidote before this
metamorphosis. So, the secret
laboratory of Dr Piqued (a rival sci-
entist who may have formulated a
remedy) must be found and
antered if Jackle is ever to feed him-
sell again,

In this arcade adventura, Wida
cycles through Hyde Park before
entan the sewer maze which
hides Fiqued's lab. A bird's-aye
view is given of the park with the
screen scrolling vertically to reveal
pathways in the four usual direc-
tions.

In tha park, our hero discovers
usalul objects, such as a double-
headed axe, a sea-sicknass pill,
some vanishing herbs and sparkl-
ing gems - four of which can be
camed at any one time. Thay
assist Wide in solving riddies
which take him further towards

Piqued's hideaway. An on-screéen
me&s&ge gives hints (can you
swim7 left) and identifies any
acquired item, with an inventory of
carmead objects available when
uirad,
¢ balow, Wida abandons his
bike and tip-toes through a
labyrinth of sewer rooms. Some
rooma quickly diminish Wide's
anar%y whilst others are full of gas
increases the tme
countdown ainst which the
game s played, yet more fill with
rsing water. Hasty axits can be
made through doorways.

Creatures fatal 1o the touch lurk
in somea sewers, whia others
merely reduce Wide's energy level
which must never reach zero. The
rate of enargy loss is diminished if
Wide carries appropriate objects
(for instance, the sea-sicknass. pill
counteracts rising water). Energy
reserves are topped up by firing at
the “intelligent spike’.

The park can be revisited from
cartain sactions of the sawer.
However, once ieft, the scientific
scoundrel cannot returm through
the same entrance. On re-entry,
Wide raceives a full complament
of energy.

»  Seen from above on his Penny-Farthing, Wide prowis the pathways of Hyde Park

looking for an underground

-  Underground al last! The corpulently evil Wide seeks his kinder alter ego in the
SewWers.
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! CRITICISM '

®" | was baginning to think that
Bulidog would be one of the
most notable budget software
houses around, Feud was an
excellent start and Colony had
quite a few points. How-
aver, Jackle and Wide is disap-
pointing in comparison. The
basic plot of ‘find an object so

mmnm a sub-game'
been used to its limit by now
and should really be forgotten.
The underground sequence
bﬁk:poodhutplmhachmd
ﬂu"m section is
indeed, Unln'llrnﬂng
Iﬂd at times tedious so lasting
appeal is very limited. " .

@ " | spent most of the time with
Jackle and Wide wandering about,
rying fo work out exactly what |
was supposed fo be doing. How-
aver, during this rambile | did notice
that the screens were nearly all the
same — In fact all aspects of the
graphics are appalling. Also, a little
sound would have a long way
towards making play more enjoy-
able. | will give some credit though,
the game is original, but perhaps
you can't axpect a great deal for a
budget pnce.

GARETH

® " The instructions are vague
and unhelpful. However, | found
the gameplay to be very simple,
and spent my time wishing that
there was more to it. Graphically,
the program ranges from colourful
and distinct characters to plain
and unimaginative backgrounds
Despite the strong story line,
Jackle and Wide involves little
more than trudging around and
getting very bored.

PAUL

Z COMMENTS '

Control keys: Q/A up/down, O/P
left/right, Symbol Shift to fire

Jo k: Kempston, Interface 2
Use of colour: rather varied; often
aexcellent, sometimes dull
Graphics: busy scrolling back-
grounds and reasonable sized
sprites

Sound: poor

Skill levels: one

Screens: scrolling park area, nine
sewers and the final chamber
General rating: A good, and often
original idea falls into a sadly
clichéd game lacking content.

Presentation
Graphics
Playability

Addictive gualitias
Value for monay
Overall
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No 3&: Xmas 1086/1987 looks back over 1866 giving a
Another dose of tradvtionally festive rasume of the games we all played.
fun, this year accomparnied by Issua Med Croucher begins the saga of
0 of LIM and containing a peak TAMARA K] " Part One of the
bahind the scenas in Grovel Hill, tale of a fast-food ing of the
where they make the magazine that fufure is accompanied by Two.
bears Lioyd's initiads. Lioyd himself Simon Goodwan finds that it isn't
st Spactrum ownes who are
from the usual/

Kat Trap, the GE game and

Iookad @ musical add-ons. Not
ing the definithve CRASH
for 1986 and the NEWSFIELD

Maps included In , Lavel
One ol Scooby Doo, all ol Heart-
No 3T: 1987
The man JETMAN is intar-
viewed and reveals a lew of his dark

secrets, and we reveal the dark sec-
rets of tha trio of reviewers chainad

; fudl
match report on tha Match Day
Challengs is given, in which we tell
how ond of The programmers
ended up "Sick a3 a parrot’,

parl

inF included
s | m:wrm.ﬂor iredord, Avenger
and Dandy.

You might be lucky and win an If there are any issues you're
entire setof C fromissue missing, get an order in now,
One onwards in this month's because we're rapidly running
competition on page 142. On  out of some earlier issues. Use
the other hand, you might not, the form below, and send it off
and you wouldn't wanttomiss  to Aggie as quick as you can!

out on anything, would you?
I would like to order the following CRASH BACKNUMBERS . ..

O O e o o - =~ ISSUEN?

PRICES

@ Christmas Specials £2.25 including P&P

@ Allother issues, £1.20 including P&P

@® OVERSEAS ORDERS: Add £0.80 per magazine
(they cost a small fortune to send)

Hams
Addresa

Postcode

Plaase make cheques/postal orders to CRASH. It is best to avoid

cash payments, Please DO enclosa ANY order with mail to
the side of the magazine as this will result in DELAYS! Send
your orders o the address balow . . .

PLEASE DEBIT MY VISA/JACCESS ACCOUNT €
| wish to pay by Visa/Access (delete as applicable)

Signature
Plaass Charge My Account No:

Expiry Date

=N
| -

Humbesr of issues ordersd
TOTAL COSTE
| enciose a CHEQUE or POSTAL ORDER for the TOTAL

BACK NUMBERS,
CRASH MAGAZINE, PO BOX 20,
LUDLOW, SHROPSHIRE 5Y8 1DB

GET A
eREE
JOYBAL

TAKE OUT AYEAR’S
SUBSCRIPTION TO BRITAIN’S
BRIGHTEST SPECTRUM
SOFTWARE MAGAZINE

AND WE’LL GIVE

YOU THIS GREAT
SPECTRAVIDEO
‘JOYBALL’

Despite warnings in last month's CRASH, Guru Denise tells
us that some fiendishly intractable persons still haven't
taken out annual subscriptions (despite it's being virtually
compulsory). Last month she was meraly upset, this month
the Subscription Queen is white with fury (and Hell hath no
fury like a woman's love scomed etc, etc).

But we prevailed in calming her down by getting her to play
some games with Spectravideo's "Joyball' controller. So
here's the deal: You take out a year's subscription to CRASH
(12 issues post included) for a mere paltry £15 (£22 if you live
outside the UK), and forgiving Denise will send you, ABSO-
LUTELY FREE, a Spectravideo ‘Joyball' controller worth
almost £20. Can't say fairer than that - except that existing
subscribers get a chance of a cheapo deal on the controller
aswell... readon ...

FOR EXISTING SUBSCRIBERS

sSullschpton 10 CRASH. than v
obular shapa : Wl

T

pvaninge of the FHEE offer, quo
i pppropiate DoOX Wwhicn ISs0Ua Numnd

1fubscnpbhon or

un Iroim



be rolated
and the controls to be
reorientated
handed or right-handed
players,

180"

for left-

This is simply incredible! Once again you've over-extended yourself on
wuymmm.MGmlmmm.oﬁwm?s

mﬁ that case I'll just enclose order for £1
(£22 Mainland UK) made outto LTD, for 12 issues
*Joyball' Controller, which

ol CRASH, and await my free Spectravideo
understand is in stock and just ready 1o go.
Pisgrse bk the apgroonate bos

[} | enclose £15 for 8 CRASH Subscription

[ lencioss £22 for a CRASH Subscription (Abrosd)

| lenciose £15 becauss my Subscription runs oul Boon, 50 pleass sxtend It, starting with
Issus Number | | . My sxisting Subscription Number is| [ [ 1111 1

[ lencloss £22 because my Subscription (Abroad) rune out soon, 8o please extend it,
starting with lusus Mumber | | | My sxisting Subscription Mumber s | [ [ [T [ [ 1|

7] lencions £4.98 for ' Joyball', and my sxisting SubscriptionMombsria| [ T T T 111

PR eeesm s ssssssa A ssARsa s massnn .. O e

QUICKSHOT IX ‘JOYBALL' CONTROLLER

Large Spherical X-Y Gontroller with pivoting action
Two Enlarged Fire Buttons for left or right-handed play (see separate

Auto-Fire Switch toggles between single or continuous fire (see balow)
Left/Right Fire Selector Switch

5-Foot Sleeve Cable with standard Atari D-connector

Subject to normal Spectravideo warranties

Please Note: The Spectravideo "Joyball® also has LEDs which indicate
fire action. However, depending on the interface used, LEDs and rapid
fire, requiring a + 5v return supply, may not operaté with the Spectrum -
pleasa consult your interface manufacturer's manual — but this doas not
affect the directional controls or normal firing operation.

NHame
Address =

Postcode
Thea offer in subject o avadabdlity and closes on 30 July 1987

GURU DENISE, CRASH SUBSCRIPTIONS,
PO BOX 20, LUDLOW, SHROPSHIRE SY8

1DB.
PLEASE NOTE THE Im
NEW ADDRESS!

PLEASE DEBIT MY VISAJACCESS ACCOUNT €
I 'wish to pay by Visa/Access (deiote as applicable)
Signature
Ploase Charge My Account No:

Expiry Date
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Producer: Alligata
Retail Price: £8.95
Author; Operasofi

ack to Victorian days when
the Quean never smiled
and Stanley had lost
Livingstone
in an attempt to discover him
Stanley sets out into 63 flick
screens of the African jungle after
the good doctor. Moving left, right,
ducking and jumping from pilat-
form to platform, Staniey’s task is
o solve problems, for instance,
switches open barriers, but cannot
obviously be reached. Hidden
axits once discoverad allow him to
move on to the next lavel.
Diminishing energy can be

replenished in  lime-honoured

i
!
]

1H
g;

!
|

out to get him.

TR T e SR E

tradition by picking up the food
and drink he finds on his travels
but they Zero energy causes the unsung
explorer to lose one of his his lives.
rewarding when com- On his quest our haro must bat-
tle past, or avoid a crop of man-

and eating plants, siithering snakes,

generally i adds up to an dart-puffing pygmies, watching
pleasant lithe game that f eyes, coconut-chucking monkies,
should keep a good chunk of quicksands, bullets, canibals,
spectrum owners amused aligators, scorpions and tumbieas
for some time. " into deep mine workings. Should

ha fall foul of any of these a lile is
lost. As an added problem Stanley
linds that a flapping sea eagle is

For protection and help the
“ | haven't seen a game in this for ages - it certainly makes intrepid  Victorian  carries
ﬁr-"ﬂmmm-.ﬂnplvl‘lm boomerang, daggers, and gre-

has been nades, which must be used with

care if he is not to self-destruct.

a

out the behaviour weapons. Additionally he owns a vaulting

and sound are all above S0 pole to halp him reach higher plat-

this isn't a myummmmmnmm lorms. The strength with which
most people playing for very long. " weapons can be hurled or vaulls

made is regulated using Space,

> Oneof the 63 fick screens of
Livingstone, with herolc Stanley in
search of the good Doctor,

HOWARD

Producer: Activision
Retail Price: £9.99
Author: Software Studios

oward s an extra-terrestrial
H duck who has been mysteri-

ously spirited to Earth. He
looks a bit odd, but is an amicable
fellow with two friends, Beverly
and Phil. Baverly and Phil are good
s0rls 100, but they have just bean
kidnapped by the Dark Overlord,
who has taken them to his abode
on Volcano Island. Howard is a
mite paeved at this, and so ha sets
out on a rescue mission. What he
doesn't know is that the Overlord
i8 expacting this sort of reaction,
and has set iraps to capture the
feathered hero

To begin with, the player’'s name

is typed in and the level of pla
selected from the four prowv -
novice, inermediate, advanced,
and axpert. The levels differ in the
number of lives granted, the
anamy’s aggresasion level and the
length of the game.

@ screen displays a view of
the sland, with Howard automati-
cally parachuting onto a pathway
The joystick is used 1o move How-
ard around, and he can go any-

&

whera as long as the landscape
110 CRASHJune 1987

BEN

“ A film tie-in which actually relates to its subject matter is an
unusual event, so on this level Howard the Duck is quite a pleas-

is but - and
m mm‘wmm

allows, scrolling the scanery as he The first part of the mission fol-
goes. The fire button makes him | lows Howard's heroic joumay
jump, kick and punch, the action | across the island. First he has to
depending on his situation find the back-pack which he drop-

ped during the parachute drop.
This contains a Solar-Powered
Jet-Pack, a Microlite Flying
Machine and a portable Neutron
Disintegrator.

Having fodnd the pack, our
feathered friend makes his way
around the island to a volcano
home of the Overlord. Hazards are
ancountered throughout this jour-
ney. mutant slime has to be
jumped and mini-mutants intent
on Howard's capture pop up from
molehills. These are dispatched
with swift, well-aimed kicks, and
jumping on the molehills prevants
thair re-amargance

Should Howard reach the foot
of the volcano he is automatically

| PAUL

e

a

Vs Sﬂmhnhﬂu %
are very well
combining some




and an illuminatad icon at the basa
of the screen informs of the object
currently held.

Points are awarded for
despatched atlackers, but jungle
life can be tedious, so walch out
for five gems which may le in
strange plices such as birds’
nests; onty when all of these have
been collectad is there any chance
of passing the secret temple.

__|cOMMENTS |

Control : VA up/down,
orP #.'..‘Sp-uutum

Sound: no tune on 48K and
fiew FX, title tune and better FX
unﬁﬂ
Skill levels: one
A modest
game that surprises
for its I::m.“l::issi;:nan"«l:i

strapped in to his microlite, He
must then fly over the mouth of the
volcano and parachute in

Tha penultimate saction
involves a dangerous run through
a crumbling cave, where falling
stalagtites and holes in the floor
impade the duck's progress.
When this has been nagotiated,
Howard meets the Overlord in a
final, deadly confrontation. The
evil kidnapper dies when shot
three timas with the neutron disin-
legrator.

__|commENTS |
Control keys: 7/6 . &/
B zero to
2 I{mmhﬁ‘hﬂe
Use of colour; variad, and

clash free
i : small sprites on a
Sound: o rara FJ(
e e e g
General rating: !.
above
has sprung
Presentation 77%
Graphics 72%
Playability 59%
Addictive 49&
Value for money 53
Overall B81%

RED SCORPION

Producer: Quicksilva
Retail Price: £8.95

T ha Bombyx Moons are
almost entirely composed of
pure Talantte, which the evil
Necrons are ripping off from the
Bombyxians, Teran civilisation
can offer them far more. To that
and you, as a Star Commando, are
sent to the Bombyx Moons to dis-
pose of Necronian parsonnel and
their military and communication
installations

Ferried by the mother ships
‘Zhukov' and ‘Coral Sea’ you're
dropped 10 a moon's surface in a
Red Scorpion space fighter. A
head up display views the combat
zone on a horizontally scrolling
SCTeen,

Red Scorpion moves left, right,
forward and back, with direction
indicated on a navigational
?eacompa&ﬁ The craft camies
our vision Syshoms: microwave,
which detects underground instal-
lations and looks through
camouflage; infra red, which
detects fast moving objects: ultra
viclel which identifies Talanite
sources. and natural light.

It carries four threat detectors,
activated when enemy targets
coma within range. Thase detect
above ground structures, Talanite
mines, armed allens, and Necron
missiles. Additional help is given
by the ‘Coral Sea' which relays
information about Necron missile
launches.

Enemy fire damages Red
Scorpion’s shields, with a two-
figure number at the top left of the
screen indicating their condition.
When that rating falls to zero the
naxt hit destroys tha craft.

The ship's armoury is made up
of armour-piercing missiles, clus-
ter bombs, sonic stunners, a multi-
frequency electronic warfare sys-
tem, and a particle cannon. Points
are awarded for each enemy target
destroyed, and a total is shown at
the top of the screen. Ten on-
scréen icons show the status of
weapon and vision systems.

Both mother ships are used dur-
ing the operation, a rendazvous
can be made with the Coral Sea
and Zhukov provides heavy cover
fire, this however causes damage
ta the Red Scorpion's shields,

Complate tha mission success-
fully and promotion is yours.

@ “ What's this, Battlezone with
a plot and a strategy slement?
Nobody could possibly cope
with the nasty icons, the hostile
craft that you can't shoot
because you're supposed to be
friends and the rest of the abys-
mally slow and over-compli-
cated gameplay. The graphics
are as well defined as most vec-
tor graphics, but the icons leave
something to be desired in the
way of clarity. On the whole I'd
give this a miss, it might have
been worth a iook for fwo quid,
but for nearer nine pounds it
Isn't worth it. e

® " I'm sure that thare's a per-
fectly good game mn this pack-
age ... somewhere. |t seems lo
have been lost in the unhalpiul
mstructions = oo much scanano

and not enough fact. The whole
idea of a Battlezone fype game is
always anticing if the graphics are
fast and fiicker-free = but this one
misses oul on the former. Red
Scorpion s well laid-out, but it
lacks the necessary speed.
PAUL

® " I'msure the authors are disap-
pointed with Rad Scorpio, | know
| am. The packagm? is vary good,
with a generally pro
but that's what you expeact when a
company has been arpund as long
as Quicksilva. Their experience
doesn't come to light on the gama
though, which falis far below stan-
dard and is nothing mora than a
poor Battiezone vanant. The icons
on the bottom of the screen are a
nice addition, but when compared
to something as slick as Real-
tima's sami-ancient Tank Duel, it's
not up to scratch. "

MIKE

Control keys: Y/H up/down, O/P
left/right, J or bottom row to fire
Joystick: Kempston

Use of colour: some distinction
madea betweean craft

Graphics: wire frame 3D

Sound: imited

Skill levels: ona

Screens: continuous landscape
General rating: Slick instructions
imply complex game, but really
there's nothing much new in this
vanant

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

®  The view of an enemy pilibox appears on your Hed Scorpion head-up display, while below, icons indicate the weaponry

available.

essional feel - |




THE FINAL MATRIX

R infiltrate them. The Bioptons have
Producer: Gremlin been scattered throughout the
Graphics matrix, so Nimrod is going to be
Retail price: £8.95 visiting several planets. Locations

is achieved by using a display
ur haro, Nimrod the Biop- | monitor called the Pentavision,
0 ton, has been called upon | which identifies matrix planets.
to rescue his feflow Biop- | The on-screen-sights can be man-
tons. Captured by a bunch of | ceuvred so they centre over a
unfriandly Cratons, the hapless planat, and then Nimrod is trans-
Bioptons have bean taken hos- ported to its surface.

tage, and locked them away in the Once down, the hunt for the
matrix, a network of prison plan- | hostage 8 on. The display
ets. switches o an unusual Isometnc

Despite all the miracles of | view, scrolling hcﬁzentailhm varti-
technology, molecular transfer (ie, | cally depending on Nimrod's
'beam them up, Scotty”) hasn't | direction, and H that isn't to be
come about yet, so Nimrod is | aimless he might be thankful for a
required to toddle off into this | map. Fortunately Craton telly isn't
potential death-trap all by himsell | all its cracked up to be, just map
in an attempt to rescue the cap- programmes for antertainment,
tives, but seeing one isn't SO easy .
The matrix spreads over a vast | Cratons appear 1o look down on
area of the galaxy, but since its | their TVs from a great height. This
axtent is unknown, the first task is | forces Nimrod to stand on top of
to locate matrix planets and then | the monitor to look at the map.

Lucky for him, then, that upward
thrust-paks are available to propell
him into the air so long as he
approaches from the right direc-
tion

Having located the hostage,
Mimrod can return 1o the launch
point, fellow Biopton in tow, and
ascape, The retumn route through
the maze is indicated on a scanner
top-right of the screen. Of course,
the Cratons don't sit idly by, the
matrix is littered with guards who
are all on the offensive. Nimrod
does have limited firsapower at the
outset, but the Cratons are a touch
caraless, and if searches, powerful
Wweapons such as megabolts are
to be found lying around.

The matrix planet maze is rep-
resanted in differant shades of one
colour, @ach with their own effect.
To succeed the style of floor
designs, and their effects, shoulid
ba remamberad, for in addition 1o
the patroling guards, there are

— /mikel___

“As an arcade adveniure,
The Final Matrix presents
devious

some oxtremely
puzzies and a whole host of

—

- Yo

price taglnl nearer ﬂ#:at
ﬂ | »  On board his craft, Nimmd consults the Pentavision for clues as to the Elnﬂl Matrix EIHE“U‘:;%M
RICKY and versatile mm
“ Take it from me, The Final . St s -
Matrix is a ruthless game — so 8 first time
L o ey % o b bk to e
m‘“"'ﬂm‘l""“w: g oy and after playing for a con-
it However, and mmummrm
here's the crunch, it's a really 'Iél'l;'mllrnl-tll-ﬁlnlrlﬂjrﬂﬂ!
addictive and highly exciting is well presented both
game. There's plenty of con- and sonically - a
tent, but it's very well pre- m""'":m titke screen
mmnmmmm+ wu:”“.t “w amies | |
to .ﬂlﬂimlr '
ﬂh odd, but nonethe- though......
less to the The
display remains tently mines, energy draining blocks,
clear, dmﬂn the way the black ice and lethal disruptors
screen Sc {not til you = — = r=rerom Nimrod's mission isn't going to
reach the W".ﬂ’ﬂ‘ of a o FLUDDS! be easy, but he does have 99 eons
i screen) can offputing L | _mmymIy | &8 | todoitin; unfortunately, one Biop-
when a guard “w L O | | e 1 H | ton eon is equal to only one of our
neat entertainment that H - | (ramaCr] - | | ™wnutes. Ho hum.
offers quite a bit 1o l..:n‘.ptﬂ- 3
- > The unusually high isometric style 3D display of The Final Matrix when down on a _[bOHMEHTa_f
sy s Control keys: definabie -
Joystick: Kempston, Interface
Use of colour: monochroma-
tic playing area
Graphics: fast in space, tidy
and unusual 3D on planats
Sound: good general (and
spot) FX
Skill levels: one
Screens: space screen and
large scrolling surface play
Genersl rating: Th
is unusual
and addictive game presents a
very tough challenge,

Presentation
Graphics
Playability

Addictive qualities
Value for money
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The Graphic Art Department is the most powerful, r satile q mh{ai sign program J ’ : L=
available forthe Atan Hu e Con pu[ 35 2'! 55 mr.ul T~,r }T 5 ma L ||:w! rpuijL of z =
ages topaintwith. Ithas more than 30ditferent commands to H 1?H
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Other features include : theuse of text mn your pictures, 40 different brush patterns, abrush
gditor tocreate your own brush patterns, character edm .circledraw, h rqpepnrr irol,
mirror ery_u an even obtain aprintout of your pictures Thesear r;-JusTa’renu!Th many
finefeatures tobe foundir tie[_-."a[_l Ask yourdealer for ademonstrationnow. Disc: 52995




Producer: Palace
Software

Retail Price: £9.99

Author: Steve Brown and
Shaun Griffiths

ardly a month goes by with-

out a fighting game appear-

ing on our review pages.

However, amongst all the oriantal

offerings Palace's latest release

takes us into the age of mythology

with a beatl em up featuring great

| hunky swordsmen, evil guardians

| and strange man-eating crea-
turas.

“ Make "em beat 'em

The background is straight out
of any Boys Own action story, tel-
ling of Drax, an evil sorcerer, who's
lusting after the beautitul (and very
wet) Princess Mariana. Unless
she's deliverad to him he shall
unieash his unspeakable wrath
upen the people of the Jewelled
City. Drax gives only one alterna-
tive - the Jewallad City must offer
up a champion to defeat his own.

1L'.‘-|e’,':;" J.l.-rlé. l’

Champion after champion is
defeated and the Jewelled City is
losing hope, when, from the for-
gotten wastelands of the north,
comes a mystenous barbarian
willing to take on the awesome
task. And guess what? That's you.

Barbarian comes in two parts,
Ioading in no particular order. The
first is a combat practice routine
for one or two players, designedto
heip you get 1o grips with the

»  The evil sorcerer Drax presides over your doom - and yes, that's you, Barbarian, on the floor..

»  You opponent aims an unpleasant slice al your thigh - prepared to be diced.

< e o1 120 A

el

fighting moves and assess the
strength of opponents. The sec-
ond is a Fight to the Death - the
real gamae where the Princass’
future is at stake and where you
avenlually come face to face with




Drax himself,

Similar to other beat "em ups,
Barbarnian has 16 available moves
~ gight using the directicnal keys
{these control body movements)
and another eight with the direc-
tional keys and fire button (this

i the attacking movements).
m are four stages, and four
increasingly difficult opponents for
Barbarian to beat on his way.

As each foe is defeated (literall
by knocking his head off), a small
lizard-like creature ambles across
the screen, kicks the severed head
aside and drags the body off to
prepare for a feast. Tasty.

On the final screen you have o
fight the mighty Drax. He's is no
swordsman and launches into bat-
tie by hurling boits of magic; these
should be avoided to the best of
your ability and a physical attack
launched. With ax defeated,

Princess Mariana is saved and

shall probably want 1o marry you
(or something soppy like that).

Producer: Melbourne
House
Retail Price: £7.95

rading with the aliens is the

only way to make a fast

intergalactic megabuck
these days. And as you're facing a
massive prison santence back
home, the thought of trading min-
erals on 5.2 billion planats is more
than imrmng.

Your ship (stolen of course),
moves left and right, up and down,
accelerates, slows and rolis. The
main screen shows surrounding
starfields, but can be replaced by
a map from which a prospective
trading planet’'s honesty, eco-
nomy, helpfuiness and mineral
class is assessed. f a planet is
suitable, its coordinales are plot-
ted and a hyperjump made.

Having plerced the atmosphara,
a surface landscape appears on
screen. To help your landing, on-
screen prompts indicate when
landing gear should be engaged
and engines switched off. Addi-
tional information is provided by
Yaw, Pitch and Roll indicators at
the top of the screen and Speead,

___ [Nl ___

“ No it's not a Star Trek rip-
off, but who's to say that
won't come across the
and her crew
somewhare

Acceleration, and Altitude read-
outs at its basa.

Trading with aliens begins when
a successful landing has been
madea. These fall into two types -
those that are helpful and honest
and thosa that aren't. Choose
carefully with whom you deal, and
beware of those that engage in idle
chit-chal. To save conversational
time, stock phrases can be called
up

The price of minerals is deter-
minad by their rarity and the trad-
ing planet's economy. Bargains
can be picked up though, and bulk
buying offers discounts. You can
also buy food, fued, insurance and
ship repairs. All trades are logged
into the ship's computer, and your
bank account accordingly
adjusted. Be careful that you have
sufficient funds, otherwise you'll
find yourself in trouble with the

lce, or wiped out by the Ron

ice Guy Credit agency. Though
this nest egg may be eaming you
interest, it's also eaten away by the
ravages of inflation, constantly
increasing the wealth you need in
order to retire 1o Paradise Planet,

Damage occurs to the ship's pri-
mary systems, with the fuselage

the most vulnerable, expensive
and potentially disastrous section
to go down. When da .
engines and boosters run
efficiently with increasing fuel con-
sumption, remaining levels are
shown at the bottom right of the
scraen, whilst imparfect shislds,
landing gear and braking systems
fail only with use; cargo doors can
jam open; and faulty storage sys-
lems cause food to rot. Systems
can sustain damage in collisions
with minerals, police ships, or if left
activated, during entry into a plan-
el's atmosphere.,

To give you some protection,
saven of insurance policy
are avai . The price of each is
dependent upon a planet’s eco-
nomy and the status of insured
items. Should a claim be made
against the policy, the items are

MIKE
“There are some
mmmm—
a marvellous
m-unum
“mnl-ﬂlmdm
offered any mm of

returned to you in the state they
were in when the insurance was
taken out.

In the course of your whealing
and dealing, it's all too easy to
commit crimes: booster rockets
damage nearby craft, and hyper-
jump rockats destroy them. A con-
sequent arrest by the interplanet-
ary police causes financial dam-

age, along with a potentially prob-
lematic criminal record.

[ phics
Playability

Addictive qualities
Value for money
Overall
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Producer: Starlight
Retail Price: £8.95
Author: Timothy Walker

| enacing aliens have
enterad our Universe
through a rip in the

space time continuum. Rhett Dex-
ter is the only man who can stop
their otherwise imevocable dic-
tatorship. To do that ha must first
gather nine of the 100 separated

PAUL

What we have here is a
amount of Dark Star and
all rolled into one

-]
5
:

i1
i
i

L
i
ﬁ;i

;_
i
E%ai

232
g%
&

:
f

; g

éi’%
it
sk

i
gt

i
g
;
:
2

components of the Spatial
Generator. Once these are reun-
ited the rent in the space fabric can
be saaled

Seated in his interstellar fighter,
Rhett guides it horizontally and
vertically, accelerating and brak-
ing, by watching his two-part split
screen — anemy craft shown onthe
laft, and his own on tha right

The fighter's position is shown
by a flashing dot on the galactic
compass at the top left of the
screen, with the intersection of the
crosshairs aligned with the distant
space hole. A cenirally placed
radar indicates the relative posi-
tion of other craft, planets and

genéeralor components.

Armed with Iinterchangeable
weapon types, a red alert indicator
wams of approaching alen, dis-
playing their vulnerable points on
a schamatic at the base of the
sCreen. Some enemies requing
several hits before they are
destroyed, and for each one
blasted points are awarded.

The fighter's fuel supplies and
the power of its protective shield
are imited. Should fuel levels fall
to zero the mission fails. But
recharging and refuelling is under-
taken by flying through the rotating
vecior squares on vanous planets
- revealed when all enemy craft in
the area have been blasted. During
this stage up to four enamy ships
may appear and attack, if they do
Rhatt must defend himself fast.

A countdown clock displays the
time laft before the aliens’ domina-
tion of the Universe becomes
inevitable. And it's a big place; any
of the Universe's 256 sectors may

be warped to, and searched for

components, though this can only
be done after refuelling or upon
collection of at least one generator
piece. Tha vital componant parts
are revealed on the main scraen

116 CRASH June 1987

P Rhett Dexter's twin viewscreen, showing his own craft on the right, and enemy movement on the left.

g2

when all anemy craft in the sactor
have been eliminated

After destruction, any pieces
aken craft may have beean camying
can be picked up by Rhett. When
components are collactad the fact
is indicated at the botiom left of
the screen. Only two pieces of
generator can be camed al one
time, and these must deposited at
tha hole bafore any other compo-
nents can be collected. The hole
consists of a nine square grid,
generator parts plug the squares,
when all are filled the Universe is
saved

__|coMMENTS |__

Control keys: definable, up/

£
-4
:

Sound: uninspiring, no tunes,
few FX

Skill : one, although two-
player mode offers two varni-
ations Screens: s
ﬂn"lliuﬁtwﬂnai

two ame, not so hot
el

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall




THE BIG SLEAZE

Some guys are good. Some guys
are bad.
Sam Spillade was just plain
dumb.




The HOTLINE AND ADVENTURE CHART compiled from the vaotes
of CRASH readers is the most realistic chart for gauging the popular-
ity of Spectrum games— it is the games that are being that get
the votes, not the games that are in the shops this week or month

And the votes are important. It's up to you to let us know what you
feel, so fill in the voting lorms which live on the RESULTS PAGES and
maka your voice haard

i you don't want 1o carve up your issue of CRASH, we understand
Lsa a photocopy if you ke, or copy the details from the volting lorms
onto a posicard, or the back of a sealed envelope, and send that to
us nstead

Apart from the satistaction of registaring your vote, there's always
the chance of winning a prize. Each month we draw ten winners from
all the voting lorms received — five for the HOTLINE and five for the
ADVENTURE chan.

A top prize of £40 worth of software (your choice, not ours)and &
CRASH T-shirt is awarded to the first slip drawn from the HOTLINE
voles, and another £40 of goodies and a Shirt goes to the Adventure
draw winnes

Four runners up from each ballot box collect a CRASH T-shirt and
a CRASH Hal. So get those votes in (o the CRASH HOTLINE and
CRASH ADVENTURE TRAIL, PO BOX 10, LUDLOW, SHROP-
SHIRE SY& 1DB.

THE BOGGIT and HEAVY ON THE MAGICK are still fighting it out
for the top two positions, while a 12-place plummet suggests
you're getting bored of BORED OF THE RINGS.

The Adveniture Trall £40 worth of software m

to Christopher O'Leary from Nether ge in Derbyshire,
and the four runners-up are: David Gln-gg from Ossett, West
Yorkshire; Jade Murray from Basildon, Essex; Richard
Waong from Liverpool; and Steven Nicholson from
Woodford Green, Essex.

Ten new entries! GAUNTLET and C

Hotline chart for the third month running -
axcitement in the top slots this month
itswarm? BREOY nefor b
Oceaan six places to five, and
forward to two frontrunners next month when
had time to absorb its way up the chart . . .

This month's winner of £40 worth of software for his Hotline antry
is David Glynn from Bolton in Lancashire. The four runners-
upare: lan Treasure from Helston, Cornwall; John Taylor
from Norwich: Tim Watkin from Northwich, Cheshire;

and Robert Benson from Derby.
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Have you got perfect timing? You | breached USGold piggybankcan | scrolling tunnel riddied with that any minion would be proud to
have! Good, then go away — this afford = plus . . . acopy of the potholes, a barrage of obstacles own. Take our blank watch and fill
great Metrocross competition is game for the winner, and 20 more | and a plethora of no-go areas its empty face with copious inspi-
for readers that haven't. for the next-best entrants (phew!). | devisedtopushyourfrustrationto | rational scribblings. That done,

US Gold are helping thesa poor | Anyway, about the game . . . its limit. send the result by post, helicopter
unfortunates out by offering a Strangely anough, Metrocross Thekey factorinthis space-age | or one-legged carrier pigeon 10
watch to help them keep time. As | s not about angry people in the obstacke race is ime —you'ra con-
this comp is being scrawled onto | Paris underground. No . .. it'sa stantly playing against the clock — | TICKING MINIONS,
paper, Richard Tidsall, the man challenge designed to inspire you | and if you haven't got perfect tim- | CRASH,
with the US Golden touch, isbusily | (at least that's what the blurb ing then you're metropulp. PO Box 10, Ludiow,
rushing around Birmingham says). This conversion from the To win thesa fab prizes we're Shropshire SYB 1DB.
searching out the best sports Namco arcade game sees you calling upon your artistic talentsto | Dasigns should be in by 25
stopwatch that the recently hurtling down a horizontally- design a special CRASH watch June at the latest.
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Quartz Halogen "Pop-
Up’ headlights just s
like a Porsche 924,

Extra large flappy
cheeks, watch oul
for tweaking
grandads.

27

Stupid grin, take a quick
look in the mirror when
playing this game.

See whalt we mean?

- gl

All round independent
coil spring suspension
qguaranteed for over
100,000 boings.

Gremlin's springlest star is set to bounce straight back
into a new adveniure

Following his world saving exploits against the evil toy
goblin and his monstrous toys, Thing s enjoyed his much
nesded recuperation, olled his spring and is now raring
to go. What next?... he must finish the job properly and halt
the factory computer auto producing these hideous toys.

But as superfit as he is and fast as he can move there's
danger hidden around every bend... goblins lurking 1o
drain his oil, water rushing to bowd him over, iron chickens
lu:!dmg daﬁlardly deadly £ggs

Audible warning device
pressing results in a
‘boing. boing, boing’

noise.

Trendy designer cut

off T-Shirt {causes

nasty draught round

// your coils).
.-J - .

D)

Leather boinging gloves for
a sure fire grip on that
joystick.

Size 14 racing tread

fMlippers for inflight
stability and a sure-
footed landing.

A quick hand and dogged determination are needed if

you re to get anywhere with Thing in his latest escapade

Fast and furious action is the order of the day and a
good sense of direction would be helpful to guide Thing
round such a complex location.

Available on
CBMb4/128 AMSTRAD SPECTRUM 48/128K
£999c £ 999¢ MSX
£ ?.99 C

£1499d £1499d
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CRASH T-SHIRTS/SWEATSHIRTS/CAPS/
BINDERS OFFER
All quoted prices include VAT, post and packing (UK only).

Continental Europe and Overseas, please add £2 extra per
item ordered.

= ropriate box State
e e e o gy SIMOLD
! Please send me CRASH T-shirt{s) at £4.50 each.
"] Please send me CRASH Sweatshirt(s) at £8.95 each.
Tl Please send me CRASH Capl(s) at £3.95 each.
O CRASH Binder(s) at £4.50 each.

Cheques or postal orders only, please.

‘COMPLETE CRASH OFFER’, PO BOX 20,
RLOW, SHROPSHIRE SY8 1DB
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As the May Fair noisily bussies out
of Ludiow my poor head still sping
from the ‘ridés’ onto which | was
unwillingly dragged by the odious
team - not really my thing = but I'm
still axpected to brng you a round
up of games coming to a Spec-
trum nsar you Soon.

To kick off then . . . Ocean has
a veritable plethora ﬂl relanses
scheduied over the next few
maonths, most notable, perhaps,
being Tai-FPan - an arcade adven-
ture on the high China seas laken
from James Clavell's novel of the
same namé. The action is sétin the
1840s, with you playing tha role ol
ntrepid Dirk Struan, who stans his
adventure as a penniless trader
and hopes (o make it all the way up
the oriental ladder to ba come tha
Tai-Pan, a merchant Prince with
lots of loot (and a harem no doubt).

Tas-Panoffers some vanaty inits
gameplay — there's a trading
game, a simple shoot "em up and
an arcade adventure-but lomas-
tar it you'll nead to become profi-
cient in all threa. is programming
team, Sentient Software, has
finally managed to squeeze the
whole lat into one 48K load - waell,
mast of it anyway. On the 128K or
+2 thera's extra music by Peter
Clarke, and lurking within the
depths of the 128 version, thara's
an additional gambling game,

Dirk bagins his eplc guest in
Canton, desperately trying to
scrape some cash logethar to buy
a ship. Threa types of vessel are
avallable, a Lorcha, a Clipper and
{mast expensive) a Frigate. Oncea
ship is possessed, a crew must be
found - pay tham to sall with you,

or pmss\e,]ang tham, it'sentirely up
o you. You can then set off along
the safe shipping routes, or risk the
navigational tortures of the high
seas. Either way, there's plenty of
o ba made—il your crew is

loyal and doasn't mutiny.

Tai-Pan boasts 32 ports, each
with 32 locations, 50 Il loOks as

MERELY MANGRAM

though mapping is going 1o be
pretty essential, As good as
finiahed when wa saw it, look out
for the full review naxt month. In
maantima you may ba intarested
to know that my local Chinese
takeaway does a very nice Egg Fu
Yung.

The hack | sant up 1o Manches-
ter to saa Ocaan's forthcoming
output also cama across
Renegade, an arcade conversion,
Apparently the graphics on the
later levels aré guite stunning, but
sadily tha said hack ran out of ilm!
Howeavesr thera should be a shot of
the first level on the page some-
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> Dirk from Tai-Pan casually hanging around outside a *house of il repute’
sadly dull world. Alded by numer-

(yes, | know it sounds incredibly
silly), and then you hurtle through
cavemns killing off the usual bunch
of ensuing aliens. Mag Max is
yours for £7.95 very scon.

Ocean has also tied up the
arcade games Gyrzor from
Konami and Athana, a brand new
ané, not 1o mention the kcance 10
produce a game around tha hit
Vietnam war film Platoorn, this one
aiso designad and written by Sen-
tiert Softwara {as soon as thay've
finished Tai-Pan that is)

Bt all looks profty sate for the mo - but just wait for the action 1o hol up In Renegade

where, Renegade is a horizontally
scrolling baat "em up with lots of
opponants. it should be finished
just in time for review naxt month;
cartainly one 10 watch out for.
After many, many months ol
walting Mag Max is almost ready
It seams the dalay was due 1o the
first team of programmers mes-
sing up tha attempt o reproduce it
on the Spectrum. Ocean decided
against publishing it, and started
again from scratch. Mag Max is
simply an out and out shool 'emup
played on a right-lo-laft scrolling
grid. You start out with a fal
wimpy ship, but it can be built up
by adding a head and legs to it

»  Bulld-a-longa-Max - the robol complete in Mag May

ous feline (pu cat) allies, you
mus! suppress Zark's Dark Forces
and make tha whole world a bettes
placa (o ive in - cua Julia
Andrews. As Sensible Software
(have you sean those idiot hip-
pies?) would say, ‘It's action,
action, action all the way, with 24
lavals of fun-packed love and
PANIC . . . and where's the
nearast pub pleasa?’

Finally on the Ocean shore,
there's Mutanfs, an unusually
entertaining onginal shoot ‘em up
Inerstelar war raged Across
the centuries, waapons avolve
until tha uitimate in biclogical war-
fare 15 developed — Mutants. As
the creator of such destructive
monstrosities, the Survivor Zero
Corporation becomes the largel
for pacifist attack. Tha Mutants ana
held in a 16-square space grid. 15
of thasé are elactrically sur-
roundad, mutant pans, the other is
a control Zone. As one of the
pacifists you voluntesr to fiy a
highty manoeuvrable fighter into
aach pen to collect its seli-
destruct mechanism. When all
such devices are gathered and
placed on an aaaembly unit in the

P s Wirball, just checking that all is well (with thanks to Sensible Software jor writ-
ing the: caption).

From santience o sensibility —
Sensible Software's Commo-
dore creation, Wizball is being
converted to the Spectrum by
Steve Watson (programming) and
Mark Jones (graphics) to be
releasad at the end of May by
Ocean. Taking the role of a fun-
loving Wizard, you've got the latest
form of sphencal transport called
Wizbali for your use. Loads of
aliens simply béeq to be zapped
into the middia of tha next ason
while you busily colour in your

contral zona, the Mutants and their
halding pens are destroyed. Out-
side the pens, Mulant strains of
variable strength harass the
fighter, debilitating its shigids. The

ama's being convarted from the

ommodaore at the momeant and
should be out in aarly June, ZZAP!
gave it 90 parcant,

In addition 10 Micronaut One
(sea following pages), Nexus is
due to rélease a manic shoot "em
up dubbed Hades Nebula on 21
May, which is a vertically scrolling
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it looks like it's
fur. Scraen for next issue,

hopefully,
mmmmm
bk dysshrdabn oot
ing B
m.ﬂmuﬂbymimm
defenseless children, than
ACIO8S over
ravines and fi travel n
deep inlo the cavams for the real
adventure. Uintil the full review,
hopefully next manth, feast your
gf:smthasamm.dunthu
safari jacket, grab your whig,

Wouldn't you know it! Too late
for review, and just as I'm wrap-
ping this up, in comes Howard the
mﬁmm,ﬂuﬂm
t sad-reception
Lucas film, it's s:..b-ﬁm-
ture on Violcano (sland, and fea-
tures Howard rescuing his friends
mmd‘.ﬁf‘““{“‘“m“‘p"ﬂ"
using pack, amazi

~fu skﬂls}mnnd a lasar, IT."..':g

.98, and we'll get round to the
full review next month,

Due for release in late May,
Mastertronic’s Milk Race rides
mmﬁgm I‘ﬂ\ﬂanrrgu?m::

.Asoneo ors
this round-Britain race you've got
o pedal your way from Newcasthe-
Upon-Tyne to London in 13
stages. your lead over these
stages and you're the winner.
Things ain't so easy as all that
though. Against you are 83 other
piston leggers, and hazards such
as cars and potholes 1o ruin your
chances of a victory pint of cow
juice. Occasional time trials force
you onto the road alone, racing

> Fying over one of the many ships in Hades Nebuln - from Nexus soon,

35

and leap and bound around the

garden rescuing any fair maidens
¥OuU may Come across.

Finally, US Gold has Last Mis-
sion from Data East and Rygor, a
platform game from

And the best of luck to them.

After converting Uridium to the
Spactrum, is Dominic
Robinson's

original game, He
teams up with John to
produce Hewson's latest offering,
atmed af the shoot 'em up brigade,
With graphics ﬁ:ﬂw Crow
{(Wizara’s Lair, qm
music from Steve Rana

Turner, the action moves across

and episodes.
stronghold for a bit of the old 'final
confiict’ is the nama of the game.
But to do that you've got to make
like a Rentokil man and wips oul
an alien-infested space station,
battle through an asteroid storm
without the ald of an umbrefla and
infiltrate unknown planets. Dis-
carded weaponry and hyperspace
units are on hand, but are they
enough 1o sort out those allen
hordes?
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»  Get ready for a truly swesome blast of psychedelic space In .1 1- coming from
Ocean soon.

againsi the clock — miss the time
limit and it's bye-bye biker. On the
cradit side, however, are the kind
padestrian souls who offer you the
odd glass of milk to boost your
flagging energy levels.

> Dom ‘n’ John's 2ymaps, 8 colourful blaster from Hewson,

And talking of flagging energy
Iﬂdbllm-iT' | 10 reavitalise
ming and start pedalling back up
e Bl the cottage, home for

18a.
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MICRONAUT ONE

Nexus

N APPARENTLY lifalass

asteroid Moats listlessly in

space; but it's home 1o
you, oné of the grealest break-
throughs in technology — a living
computer, half machine, half bio-
organism. A network of interlinked
tunnels running under the
asteroid's equator is integral to its
power system, for lying in dead-
ends are four power generalors
that ought to be kept at optimum
levels of energy. As a member of
the Guild Of Equalisers, your life is
geared to maintain this system
and to keep power levels in the
four generators stable, which
largely maans collacting power
from an over-running generator
and taking it to one which is undar-
powered.

Micronaut One is a new game
from Pete Cooke, author of Tau
Ceti and Academy, and while it's
quite differant from those two
games, its fromt end is similar in
being large, and offering plenty of
flexibility within the game. You can
fiddle with the screen colours, tun-
nei decorations, sound, take alook
at the scores, play the demo,
check out the map of the current
tunnel network (four in all), scribble
notes down on a pad or seée what's
happening on the Energy Transfer
Unit (ETU) - the mechanism which
monitors the status of each power
generator,

There are two gamas too. First
thera's a simple tunnel-racing
game against time for high-scor-
ing heroes, but if you like some-
thing to race against, there's a
speed-selectable ‘pacer’ availa-
ble. Then there's the full game. As
well as shuffling energy between

generators and steering your craft
through the twisting tunnel net-
works, a horde of creatures create
bio-problems. These are the
Scrim, and their entire life-cycle
may be followed just by sitting
quiemr“and watching one. They
mnifeasa quiet tati
S Swelkng On the Srnel 100,
After a minute, with a rumble and a
flash, they tum into slug-like larvae
and scurry off into the distance,
Follow closely, and shortly you will
ses the next stage; the larvae split
in two, forming anothar egg and
the adult JEEMTI"
Jellyflies, ella-shaped cre-
atures raam the tunnels building
webs which block your
way eggs are impervious to
the electricity bolts you can hurl at

» A CRASH EXCLUSIVE! Even before the game's finished, we bring you The Map! A

typical tunnel network from Micronaut One.

THE EQUAL ISERgP W‘Em

themn, but the other forms can be
wiped out = if you catch up with
them.

The speed and smoothness of
the animated tunnels in Micronaut
One is quite amazing and Pete
Cooke has come remarkably close
to producing a realistic 3D game
that should please many a
ter. At the time of writing, Pete is
still| working on the gameplay;
Nexus aims to release Micronaut
One ‘when it's ready’, which
should be very soon. Walch out
for our special in-depth inerview
with Pete in next month’s CRASH.
P And here's one that we prepared earfier: a fully grown Jellyfly ‘legs” it down the
after getting an electric pulse up s backside.
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{ Retailers don’t always have everythingn st 'é [might want, but if it's within our ==—

o d #_ T—
| power to get It for you, then we AN e software reviewed in this OR ANY —
issug of E&ASHE can be ordered by us n helg & ey w

Butto avoid ntment, please ring first -4 ck | sual é - SRR
CRASH rder is backed by the resources of News ! hers of th -
magazine, ATIX, which has been supplying more than 150,000 computer .- .

usersi with software for over 3 years, so yougan be sute of the very best in service -
, Is no mall order catalogue involved, just use the pricesquoted in the reviaws -

in CRASH arthe known retail price. Shouldyou have any queriés on prices, justvring .~

the Aumber and our will advise you. r_, o s

= ’ g § " DISCOUNTSGALORE. ~ = Y, S
Anyone may r adv of the di'%p:m on the form — £1 off ardecs b

worth. more than £20, and 50p off orders worth thah £10. Additionally, CRASH. -
Subseribers are automatically entitled to fu scounts an every item ordered. 'ﬂ‘uf‘s
makene charges for post.and packing [within the UK). "
Nothing could be simpler = fill in the formtoday and order whatever you like. ;
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CRASH MAIL ORDER FORM
Telephone Ludiow (0584) 5620

Please send me the following items

| Title (BLOCK CAPITALS please) Software House Disk/cass | . Amount

SPECIAL DISCOUNTS Besll
£1 off any order worth more than ﬂﬂa fes discount £
50p off any order worth more than £1 st adeiiad |

Soury - snly ONE voucher par seder!

PLEASE NUTE: Some software reviewed may nol be availlable until its release date. If you are in any doubt
about availability, please nng first. We cannot be held responsible for delays resulting from late or non-release
af titles when previewed before their official release dates were known

All prices are as quoted under review headings or known retail prices and include VAT. CRASH makes no

charge for post and packing inside the UK, Customers in Continental Europe should add the equivalent of
T0p per tem ordered. Qutside Europe, please write first so that we may advise on postage rales.

How to :Mﬂhdrwmm to NEWSFIELD LTD. i you wish to
mh&uﬂmm in the form below. do not send any coinage.

Nme L L — e e e
Sulgrﬁcnbernu (if applicable) [T e S » it e =
Mc_k;____.__ S e - CLAR A il
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T [
| wish to pay by Visa/Access (delete as applicable) £
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it will only delay processing your order and may result in loss
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yold pal #007 has been put in charge of

Tamara, while | rot here in the nether
M regions of despair. as we teleport to our
trainee assignment on behall of Macdonalds Inter-
galactic. The Corporation Wars have been raging for
centurics now, and we are trying 1o prevent the
Cocacolonisation of the planct Kashdispensa, for-
merly Earth, by setting up a planetwide system of
microwave vending machines. Personally, | think the
idea is asinine, as there are no humans on Kashdis-
pensa whatsoever, but then I'm not paid to think. I'm
not paid at all, Unless you count these weird bits of
paper signed by the legendary Krey Twins, Oliver
and Franco, servants of the dreaded Lord Sendusa
Fax.

This planet s incredibly ugly, Duane fits in per-
fectly. Its entire surface s covered in plasticrete,
whose entire surface is covered in graffit, and s
entire population consists of vending machines.
There are squillions of them. Chocolate bar dispen-
sers in what used to be Switzerland. Softee-lce noz-
zles all over some place named Mapoli, fag machines
in San Francisco, whereas here in a forgotten, damp
litthe corner called Britain, there's nothing but utterly
useless gambling devices. Apparently it all began
long. long ago. when your mytholgical goddess Mag-
got Hatcher demanded impossible sacrifices from her
worshippers. After selling off things like gas. oil, tele-
phone conversations, justice, health and air, she dis-
pensed with people sltogether, replacing them wath
much more efficient machines. And these machines
were happy as Larry, trading in bits of paper signed
by the Krey Twins, which had no real value, and
voting for the goddess Hatcher in a peculiar sexual
rite called a General Erection. Larry wasn't too
happy, mind. He was turned into hardeore, and the
phosphorous from his brain became part of the ran-
dom number generator circuit in o Bingo machine.

“*Here | am, the most intelligent entity on
this entire planet and my prime function is
as a bog attendant "’

I expeet you are wondering why | haven't men-
tioned going 1o the toilel ver. Adter all it is the mos
common motivator in every episode so far. Aparl
from gratwitous sex and violence. Well how can |
disappoint you, here goes, s tolet fime again.
Duane Pipe has two legs, one beneath cach of his
scaberous buttocks. These legs are gooseberry-
haired stumpy columns which bow outwards like a
pair of curled brackets either side of a very small
percentage symbol. 1t is this part of his anatomy
which he ¢lutches as he hops from one gooseberry-
haired stumpy keg to the other. As | tell this telling
tale to you he is npping loose a buttock blaster com-
prising 17% sulpbur dioxide. 24% methane, 11%
politician and 48% cruelty 1o underclothing.
“Pooh!” savs Tamara. | curse the armaments
designer who equipped me with scent analysis | curse
my revolting pimply host for jigeling about and mak-
ing me feel queasy as a vegetarian in a French Kiss
and | curse forty four word sentences without any
punciuation in them. The idiot boy s asking me
where the nearcst wee-wee house s, Imagine it, here
I am. the most imelligent entity upon this entire
planet and my prime [unction is as a bog attendant
And what is worse, | don't know the answer.

“Try that machine over there, Duane, you inconti-
nent hittle rar.” | direct him 1o one of the more abused
wirll dispemsers. “This don't look like a unnal™ he
whines. “It's too far off the ground. ™ * Then stand on
tip-toc. and aim high. And hurry up before ull this
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lavatorial elfluent is sub-edited out.™ There is a sign
above the wall-machine. in flaking ancient English,
but some of the letters have been erased vet the
March of Time over passing centuries, not to mention
the shoddy workmanship of i Young, an itinerant
Welsh Letrasign adherent, who lived 1o be 86, and
spend the twighlight of his days addicted 1o the glue
on the back of the letter *K. The sign reads* ACCES-
C-D--ASH-D-SPEN-ER". Naturally for a being
endowed with my great inteliigence, it takes me a
nanosecond to computer thit this machine 15 a bodily
waste disposal unit, of the disintegrator beam type,
common in the Armilage-Shanks Nebula, The sign
must have onginally read " ACCESS CRUD SLASH
DISPENSER’, in that charming directness beloved
of the ancient Britons,

** All those years of Macdonalds potty
training are about to payoff . ., .

“But 1 don’t know how 1o use it Louse, and I'm
bursting! Come on, you're supposed 1o be my per-
sonal advisory unil, so advise me, and hurry up!”
Tamara is walking away in disgust, and what a stink-
ing gust it is, in the general direction of serried ranks
of fruit machines. My heart aches the funher she
retreats from Duane’s stink. | had better advise him
fast before | lose sight of my wonderful heroine. " Just
read the instructions, Duane. these computerised
urinals always have a display screen and a kevpad 1o
help idiows like you.™ He pggles about in front of the
Slashpoint, and surc enough, its protective glass front
pancl is sliding upwards to reveal my predicied
screen, keypad, and a couple of functional looking
slots, 1 just hope that all those years of Macdonalds
potty training are about w pay off. The machine
springs to life and issues its first instruction: " INSERT
CARD'. Duane is completely bewildered of course,
not having the intelligence 10 master Ancient Engl-
ish, let alone 1o go 1o the toiler unaided.

Now | am adwvising him 1o put his identity card in
the appropniate slot. [ mean, the Brits can’t have any
old life-form voiding their bladders hereabouts, can
they. He is inserting his card, and jigghng about with
alarming force. ‘ENTER PERSONAL ACCESS
NUMBER’ glows the instruction on the litthe monoc-
hromatic VDU, So that's what they called Privanes in
the old days! How quaint?! | have to explain this to
the imbecilic Duane Pipe, who has the audacity 10
doubt my superior intcllect before obeying the
machine’s command. °'KEY IN AMOUNT
REQUIRED'. Duane actually manages 1o tap oul
‘Number Ones” all on his own. '"ENTER DEPOSIT
OR WITHDRAWAL'. Well, gentie reader, there is
no need for me to tell you exactly what is taking place
at this moment, but the machine is Aashing up its
chemical analysis of Duane’s deposit with the simple
verdict “MALFUNCTION', which | can certainly
confirm. His functions are rotten

Duane heaves “Ho™. a satisfied sigh of relicf. and
turns away from the Access Crud Dispenser, but L am
not betting him get away with that. * Young man!" |
telepathically reprimand him, **Wash your hands at
once! And shame on you, you dirty little beast. Look
for the the soil dispersal beam before you indulge in
nose picking or any other of your favourite foul hob-
bies!™ Listen to him multer obscenities under his
breath, which also stinks. Watch him slouch back 10
the machine . round shouldered, squareheaded, brac-
ket lepged. the percentage symbaol shrunk to an
umlaut. If | had not discovered that God was nothing
but an egocentric rock 'n"roll Compact Disc half way
through Episode Three, | would pray 1o him now for

deliverance [rom this torture of forced symbiosis with
A moron,

The cretin has managed 1o decipher the current
message scrolling up the machines’s weeny screen,
which states that Duanc must await a receipt for his
deposit, Things must have been horrifically beauroc-
ratic in late Twenticth Century Britain if they gave
receipts every time you went wee wee. As Duane
waves his hands in front of the horizontal hand-
cleanser slot, several small paper 1owels are ejected
from it. How incredibly primitive! They are rather
shiny and | would thought them unsuitable 10 absorb
surplus moisture, but the y are quite pretty, imprinted
with ancient runes and portraits of domestic gods.
“Who's this ‘omible looking git on the 1owels,
Louse?™ asks Duanc, in that charming smivel of his.
| analyse the portrait, and scarch my prehistoric his-
tory data banks, Naturally | am able to answer, * His
image coincides with a two-dimensional representa-
tion of The Duke of Wellington, a great British war
leader.™ “Yeah™ ™ sneers Duane, hlowing his nostnl
contents into the little Kerchael. “ Wellif he'sso great,
how come he wound up in the paper towel racket?
Trooommmphik!!™

*Queen Elizabeth was never in the paper
towel racket. She was in extortion™

1 must admit that | cannot respond to this question.,
although my memory banks inform mc that the lady
wearing the metal hat on the other side of the towel
wits known hereabouts as Queen Elizabeth Aye-
Aye. Queen Elizabeth was never in the paper towel
racket. She was in extortion. | have some [ascinating
info on her sister oo, whose favourite pastime
involved ultra violet light, body loton and 3 rub-
ber . . . “Louse! Louse! | wanna go Number Twos
now! How can 1 use this stupid 1oilet when it's hall
way up the wall!? Louse? Help me Louse, | wianna go
Number Twos! "™ Tamara has got bored with the fruit
machines and wanders over, only to flare one perfect
nostril, deliver the word “Pooh™, which happens 1o
be the only syllable that has cscaped her hips for two
episodes, and retreat to a corner full of chewing gum
machines. whose faking brand name reads F-
ATHER-IGHT.

I am categonically refusing to help Duane Pipe any
maore. Let him work out his Number Twos himself. |
will not gbase my intellect any lower that it has
already sunk, even though my host i awkwardly
climbing up on the little metal ledge of the Access
Crud Slash Dispenser, and has dropped his irousers
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o facilitate the screen’s 'ENTER DEPOSIT
AMOUNT reguest. | am not going to warn him
about the anti-vandalism protection built in to the
machine. Lot him find out for himself

There 1s an ominous whirmnng of gears from within
the wall cavity, and my smoke registers an inferesting
combination of sicon fusion and catalytic dung
What is about (o happen gives 8 whole new meaning
1o the word disaster, with the insertion of the letter
‘r’ after the *a" and an “¢’ after the “s". The glass
protection panel shices downwards with a smoothness
and rapidity reminiscent of the gutllotine, but this is
no time 1o lose vour head, Duane's eves widen in
reverse proportion to his newly streamline backside,
and as | fall to the cracked pavestone of ancient
Earth, still disguised as a buttock bol, | am observing
a ~.|Fh'. that will haunt me for the rest of my life, or
until the end of the next paragraph. Whichever comes
the sooner

““The last thing which is recognisably
Duane Pipe is his dislodged right eve. A
strange sight . . . "

The sixteen year-old living carcass of Duane Pipe
is being sucked into the left-hand slot of the Dis-
penser, starting at the lower bowel, and unravelling
hike surpnised spaghetti, from the inside out. The slot
measures 55 millimeters wide by 2 millimetres high,
gnd up wntil seventeen seconds ago, Duane was &
nirmal round shouldered slob weighing 69 kilos. At
this very moment his starboard kidney is doing
heached fish impressions, lapping and leaping on the
pavement, rather pretuly in my opinson, and now
disappcanng down a gutter drain 10 begin 2 new
carcer as & rat snack. His teeth are being expelied
from the Duke of Wellington paper towel dispenser
got, and land ncatly on top of each of the
siphanumenc keys, in the sort of coincidence that
will be [amiliar W readers of this story. His blood
spurts from the Receipt Slot in a single arc of
parabolic perfecion, insiantly being converied o
one long sizzling black pudding, due to the fact that
the slot glows white hot. For the first time since | have
made his acquaintance the young man smells not
unpleasant. The last thing which & recognisably
Duane Pipe is his dislodged right eve. A strunge sight,
which now vapoursses into & decorative sphencal
shower of nny globules with a sound which is very
similar 1o the ancient Bntish word for intimate con-
fress

“The only gay neutron bomb in existence,
due to his AC/DC converter being fitted
back to front by an Austin-Rover robot
with Altzheimer's Disease . . . "'

The heat generatled by this amusing incident s
causing the buttock slice on which | am resident o
sizzle more than somewhat, accompanied by the
mouth-watering smell of frving bacon. Tamara wan
dors over and pedrs down at me, wninkling her perlect
nose, and uttering her inevitable “Pooh!™. Hang on
a second, | am recerving a message Irom Lowse #007
which may prove enitical 1o my entire future. While
Tamara wonders if she should report the heresy of a
shice of Ined bacon on the pavement of a Macdonalds-
only planet, #M07 is telling me that he has fallen in
love! This | cannot take! #007 has always been the
only gay neutron bomb in existence, due 1o s AC
DC converter being fitted back 1o front by an antique
Austin-Rover robot with Alizheimer’s Discase, so
hiow can he have Tallen for my own true heart s desire
the incomparable Tamara Kmight? If 1 was a human
beng U'd kill myvself. Asatis, Il kill my former buddy
#(07

“Don’t be a silly-billy’, warbles #007, “it’s noi
Tamara that makes me go all weak at the interface,
it’s him over there!™ He sends a microwave beam of
delight in the direction of a fruit machine hanging on
the opposite wall, which responds by waving its shiny
chrome handle in a highly provocative yet pleasantly
crotic manner.  Just look at his well-otled gears, and
those beautiful Nudge'n'Hold buttons, and when he
spins his chernes, well #3.142, my atomic pile goes
quite critical. You must help me, please! | want to
Lake & chance on love, and Macdonalds can go take a
flying fondle a1 a rolling doughnut!™ I think 1 know
what's coming next. Oh joy, oh bliss, oh Tamara,
soon you and | will be one again

#0007 implants a low-level auto suggestion in Tam-
ara’s mind, and she picks up the hot shice of Duane
from the pavement. Like a sleepwalker, she akes
this pitiful remnant of my former host over 1o the
onc-armed bandit, who introduces himsell as Lovely
If Battered Electronic Random Access Client Enter-
tainer, or LIBERACE for short, and thanks me from
the bottom of his jackpot for the service | am about
1o render him and his new-found paramour. In less
iime it iskes for a nght eveballbio vapourtse Tamara

plucks #107 from her perfect skin, and pops him inin
Liberace’s moistened coin slot. | have never seen
such happy machinery in my antificial life. and | am
sure thiat you will join me in wishing them a long and
Irmtiul symiosis together. Mav they respect one
another, and always remember the words of the
appropriately christened Franos Bacon, ™ I is impos-
sible 10 love and be wise” (Essays, 1625 AD
Kashdispensanian, formerly Ancicnt British Earth
ling)

Now Tamara s picking me out of the congealed fan
of what she thinks is a slice of smoked streaky, and
holding me up for examination. * Tamara! My own
sweel love, | have been watting for this moment for
sixteen vears! Al last we can begin our hifc together
all over agmn! It's me, your own sweet Louse, ready
1o become VOUr mun with a smallish moustache and
some leisureware. ” She peers at me, sniffs me. thinks
for a moment, muiters *Pooh! ”, and with a disdain
ful fack of her perfect wnst towards the longest black
pudding on the planct Kashdispensa, formerly Earth
she tosses me away

DON'T MISS PART EIGHT OF THIS
AWARD-WINNING SAGA (THE TYPE-
SETTER WHO WROTE *24" INSTEAD
OF THE MATHEMATICAL FORMULA
FOR *‘BALLS" IN EPISODE SIX IS NOW
CONFINED TO A WARD), WHEREIN |
INVENT A MACHINE WHICH IS
GUARANTEED TO MAKE YOU DIE
LAUGHING, AND TAMARA KENIGHT
LEARNS A BRAND NEW WORD.

TO BE CONTINUED . . .

By Mel Croucher
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And, yes, you turn the page

INVADERS FROM MARS game,
surely unless it's another
Fap- ¢m-up clone

Mo, it's the lirst-ever CRASH
video review. Well, there are two
of them, actually = two recent
S you can 9o out and renl
the GAUNTLET vyl again. For a
while

You'll notice these videos
rgviews argn t structured 4'j|_||[!-
ke the CRASH game roviews
For one thing, there's no
detailed synopsis: that's
because the fun of a film often

1 finding out the plat,

suspensalul scenario that really
matioers
And (to be honast | we

| didn'thave time to got CRASH's

and what's this? There's no | patent itemised comments out

of these video reviewers before
they left Ludiow for pastures
néw and adventures as yel
undraamt of: they were writers
on CRASH's former sister mag,
| LM
| Anyway, the background is,

when you don't feel like running | well, background; the important

| thing is what you think of these
reviews, not just as opinions but
as models for a future CRASH
section. Is there room for videos
in CRASH?T Write and let Lioyd
know = he'll pass the message

| on and, if your latters meaet his
exacting standards of logical
reasoning and broad

| scholarship, publish a few
comments in the FORUM,

And now, as they say in
| Ludiow Library, read on

With Timothy Bottoms
and Karen Black

Label: Cannon

Certificate: PG

Running time: 95 minutes

When the Martians attack a small
Amearican fown, it's up fto a
sciantist's son fo convince the
local military that they have to do
something — but it seems avaryona
he meets has been Martianised

“It's difficult to place Invaders
From Mars. Should we smile or
shudder?

It opens like an outtake from
Ciose Encounters, with the
nuclear family watching
meteors and the space-mad
ten-year-old seeing worse; It
becomes genuinely creepy as
the aliens take owver young
David's parents, his teachers,
and the Ilocal police (it's
spookiness on the same theme
as that subtly terrifying thriller
Tha Stepford Wives, where you
know ... something's wrong
with thesa people... but you
don'tknow ... what...).

Then it goes plain
preposterous when the aliens
are revealed - far too early in the
film - as absurd turtle creatures
(‘These things,” says David,
‘they’'re huge ugly giant slimy Mr
Potatoheaads.”)

And then it begins to drag as
David persuades the local
military base to storm the enemy
spaceship (‘We're not out of
options yet," the commander
announces. ‘Marines have no

qualms about killing Martians!").
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And it ends with a twist too
comy to be taken seriously - It
Was All A Dream, Or Was it?

But if you can stand the live-
frog-eating scene - | THINK
that's what it is, | heard it from
behind my hand - then Invaders
From Mars is good for a few
spine-chills and the gutsy
performance of Hunter Carson
as David, the kind of kid who
says ‘No, Dad, | know what ball
lightning is. It wasn't that. it was
something elsa. "

BARMABY PAGE

" Having suffered Tobe Hooper's
ledious Texas Chainsaw
Massacre and then his
loathsome Lifeforce, | couwidn
imagina hirn making a movie which
wouwld plumb deeper depths of
absurdity - yet with Invaders From
Mars he's done exactly that. Did
this man really direct Poltergeist?
Look out: this is for connoisseurs
of the well and truly awful. ™

" Thera's nothing like a good
invasion from Mars 1o cheer up
David, the infuriating brat who
saves the world in this film. Thera's
too much of him and his unhkely
wisdom, and not enough real
terror - and the film falls
completely apart when the
Martians appear. Invaders From
Mars is a missed opportunity, a
cheap bit of sci-fi nonsansa which
wastes a few strong characters
and scary scenas.

TIM RICKS

CRASH rating 40%

Frogs for dinner! Extraterrestrial (I

turtles! it's an Invasion From Mars . . .

With Vincent Price and
Donald Pleasance

Label: Channel 5

Certificate: 15

Running time: 93 minutes

Take a fang-in-cheek gander af
the despicably foul history of the
Monster Club, a London niterie for
those who can only go out at
night

* Vampire Erasmus (Vincent
Price) invites distinguished
horror writer Ronald Chetwynd-
Hayes into the Monster Club to
give him new material for his
books. Erasmus tells the writer
three stories of ghoulish goings-
on, illustrated by short films with
Donald Pleasance, Britt Ekland,
Patrick Magee and others in
brilliant cameo roles. '

Al the conclusion of his
chronicle, Erasmus nominates
Ronald for an  honorary
membership. To put down
monster protests at Ronald
being a ‘Hume' (human),
Erasmus explains that man is
thea most ingenious monster of
all, having destroying millions of
his own kind by the most devilish

#

maans in his short history.
Very profound, and VERY

funny. £

“Hava you ever heard of a
wearaghoul, or a shadmock? Wall,
nor had | - but these are just two of
the many monsters inThe
Monster Club

This film - the most bizarre and
outrageous I've ever seen - has a
weird story line and atmosphere.
Mixed with good special affects
and music (compiliments to UB40,
John Wilkiams and Expressos),
these make it a pleasing (if nol
goreless) movie.

By the way, don’t get axcited
when you get lo the stnpping — the
well-proporiioned body lums out
to be a bioogdy skelaton! ™'

LAWRENCE WARRY

* This is a hilarious romp through
some spooky stories with Vincant
Price and his ghoulish guide. The
Monster Club, ah, possasses an
inspired plot with a wickedly
twisted moral at the end. "

TIM RICKS

CRASH rating T0%
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6 MASSIVE HITS IN ONE 6-PACK

PLUS BONUS GAME - DUET

Spectrum Cassetle £9.95

commodore B4 Cassette £9.95
Commodore b4 Disc £14.95

Amstrad Cassetie £995
£14%

'*i Amstrad Disc

=

Mail order, just send a cheque

or postal order payable 10
ELITE SYSTEMS LTD.

or quote your credit card No.

e

ANCHOR HOUSE,
Anchor Road, Aldridge,
Walsall, West Midiands
WSS9 8PW

Telephone: (0922) 59165
Telex: 336130 EUTEG




