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SPOIRHEIDIEEERENGE

Choosing which game to buy from the mountain available is a difficult job,
especially when everyone claims to produce the best on the market. But how can

you tell the best from the rest

THE DUNGEON MASTE

Let your Specirum be your guide in a totally new
| dimension in adventures in the true spirit of
traditional roke playing games where YOU design
the scenario.
‘I have been a Dungeons and Dragons fan for
several years..The package provides excellent
entertainment forali fans of the cults and should
prove a good introduction to the gamr-:"
Sinclalr User.
hlthHr recommended for its versalit ¥, or|g|na|lfy
and quality, Definately well worth gbtaining”,
~Z¥ Computing.
£7.50
Written by Graham Siafford,

ZX Spectrum 48K

“INVASION OF THE
BODY SNATCHAS!

At last! a version as fast and furicus and as
frustratingly addictive as the arcade original
LandErs.Mu'.anls Bombers, Pode. Swarmers and

much much more combine to produce the
wllimate space game!

ZX Spectrum 48K £6.50
Written by Simon Brattel and Neil Motiershead.
| emeted Sy

Please send SAE for our latest catalogue and
detalls of our forthcoming software
Catalogue FREE with every arder. P&F included.
Please add £0.50 per item for overseas orders.
Please make cheques/PO's payable to
CRYSTAL COMPUTING
2 ASHTON WAY
EAST HERRINGTON
SUNDERLAND SR3 3RX

ADDRESS

What the
real critics say. . . .

Very rarely have
software tities produced
such universal acclaim
as ‘Halls of the Things'

and ‘The Dungeon
Master. Now, with three
brand new programs,
Crystal continues to set
the standard of software
excellence. The
difference is obvious -
the choice is yours:

The Bes: or The Rest.

THE ISLAND

The ultimate test of logic and deduction! Can you
solve the hidden mysteries of the South Pacific
Island an which you have been stranded - and
escape alive! A brilliant classic style adventure
game to facinate and frustrate you for months!

ZX Spectrum 48K
Written by Martin H.

Please Supply:
Invasion of the Body Snatchas 0O
Rommel's Revenge [1 The Island O
Halls of the Things [ The Dungeon Master [

Catalogue (please enclose SAE Bin, x 9in) O

. To help you decide, read on. . ..

A stunning multi-level maze ‘arcade - adveniure’

“Excellent and dangerously addictive - could

E Specirum games  sceno
wwainelair User, |

r- One of the best games 've seen,

janced between simplicity and

aness - superb graphics and colour - |
ECOMMEND IT HIGHLY ENOUGH"

Papular Computing Weakly.

ZX Spectrum 4BK £7.50

AFi

| wWritten by Neil Mottershead, Simon Brattel and
Martin Haorsley

ROMMEL’S REVENGE

A brilliant interpretation of the most visually
stunning arcade game of all time. Superb high
resolution 30 graphics with full perspec stive plus
a host of new and exciting features make
Rommel's Revenge the most spectacular game
ever produced for your Spectrum!

ZX Spectrum 48K £6.50

Written by Martin Horsley,

DEALERS! For details of our excellent
dealer discounts (including export)
ring Chris Clarke on 061-205 6603.

PROGRAMMERS! Written any good
software? send it to us for evaluation and
details of our excellent royalty scheme

k@
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7)) HEWSON CONSULTANTS |
2 GREAT NEW 2K SPECTRUM llTll':Dsrﬁ 9
DI-LITHIUM LIFT ‘ |

The year is 2034, Di-Lithium crystals are
humanity’s mast prized possession because thay
are the energy source of every space cruiser. The
Seiddab, humanity's enemies, have an enormous
stock of crystals in vacuum vaults, buried beneath
their military HQ. The crystals are held in :
structured arrays, guarded by laser-armed Droids,
pending their transfer to an invasion fleet.

You have been smuggled into the vaults with a
fimited ox supply: Your orders are tc LIFT the
crystais the Droids cut you down. . .

7 screens, 3 lives, high score table, arcade quality,
fast machine code action, choose your own keys,
Kempston Joystick compatible. For the 16K or

48K ZX Spectrum. Eﬁ 95 \

KNIGHT DRIVER

I'm late, 'm late, | have got to get there. Just put
my foot down and hiope. What a bend, I'll never
make it. Up the kerb = that's slowed me down.
I'm off the road cm1pletely now. Nice scenery
around here. Pretty flowers and a lake. What am |
doing? | must get back on the road. Oh, this is
hard. I'll never do it,

Steer your car round a tortuous circuit of roads,
braking and acﬁeleraﬁgg as you go. Avoid the
kerb, islands and parked cars. Learner and
professional levels. Kempston joystick compatible.

48K ZX Spectrum aonly. Es HE

FANTASIA DIAMOND &

Y45l gy
The magnificent Fantasia Diamond, heirloom of o
your household has been stolen and taken to an p
imposing fortress. You called on the servicas of
Boris the masterspy, but he has been caught and
imprisoned by the Guardian, who patrols the
rooms and corridors of the Fortress, locking for
intruders.
Now you must go and retrieve the Diamond and
rescue Boris. On the way you will meet many
characters, some evil and some friendly. You will
have to learn to elicit the help of the friendly ones
in order to complete your task, but remember they
have their own lives to lead, so they may not |
always do as you ask
A most enjoyable and challenging graphic

adventure for the 48K ZX Spectrum. E,ﬂﬁ

Mail order to:

Are you looking for a publisher for your programs? If so, HEWSON GONSULTANTS
why not drop us a line or better stiil send in a sample of B60A ST MARY'S STREET
your work, for fast evaluation and prompt reply. WALLINGFORD

OXON OX10 OEL




“GET AWAY FROM IT ALL"

NEW! FREEZ' BEES (48K)
Penguin Pulvirizin!

NEW!!' SAM SPADE
The Fastest Digger around.

NEW!! ROBOT RIOT (48K)
Metal Mayhem at the
. ACME ROBOT CO.

"} \MISSION IMPOSSIBLE
It certainly IS.

? ‘ r%TI:l’ll\i!IN}l’l‘(.'lIEl
L st of the ROBOTRONS

. 9 WARMAGEDDON
' ﬁ iyggr Apocolypse NOW!
H}.,

N DAMAGE
h ed out CPU.

WITH 6UT of s WORLD
SPECTRUM AMES

Selected titles available from Boots,

W.H.Smiths, J.Menzies und% o iy
~_good computer stores. - iﬂﬁfﬁ

-;._f_"-i_"_{-';Denler Enquiries welcomg T Lsu “148. ;ﬁ 25 ,M -. ,ﬁ -R ‘ r = : : t_
All games just £5.95 inc VHT and P&P = v U3
;.,; Ltd, London House, 271/273 King St -

w " n W6




unless accompanie
stamped addressed nnvqlapa

Cover iljustration: Oliver Frey

MICRO GAMES ACTION .~

Issue 3 (April) will be on sale from Friday 16th.
March.

CRASH READERS TALK TO SINCLAIR

RUN IT AGAIN takes command of missile command.

CRASH Readers Questionaire — your chance to tell
Plus the news roundup, reviews, articles and guide.

us how to do it!

A Newsfleld Publication
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NEW GAME

So many good games seemed to qualify this

month, to avoid open warfare in the office
OF THE we decided to award the five contenders

M ON TH equal status...

6 & Mewslield Publication




CAN YOU HANDLE THE ULTIMATE?

THE MOST AMAZING PROGRAMMES, THE SMOOTHEST
ACTION, THE HIGHEST RESOLUTION GRAPHICS¢

ALL ULTIMATE GAMES ARE ARCADE STANDARD,

ﬁ : e an 1
Lunar Jetman 68K 7X Spectrum Jet Pac 16/48K Z) Spectrum
or BK Expanded VIC 20

pectrum

Pesst 18/48

FEATURE PACKED, 100% MACHINE CODE.

AND PURE ADDICTION.

S5O WHICH WILL BLOW FIRST - YOUR COMPUTER OR
YOUR MIND#

ONLY £

{All games joystck or
kﬂphnard:nnmm!b
s

'50 EACH Available from: W.H. Smith, Buots; dobn
Menzies, Specirum Cenires. large depariment

stores and all good seftwere retailers. Or send the coupon direct.
W'l pack-and post your order 1 you absohiely free in the U K.

——_—— — — — — ——

dare foke my computer to the edge of meltdown. Send me the following: |
i ':' Lunar Jetman [] Pssst |:| Tranz Am
[ ] JetPac - Expanded VIC 20 L | A Atac
| enclose cheque/PO for £
Address

Mame e e e

l Send to: :
‘Ultimate Play The Game, | : ﬁ
The Green, ! t -
Ashby de la Zouch,
Leicestershire.

FiLAYM THE GRARA

Ulfimate Play The Game is @ trade name of Ashby Computers and Grophics Lid., The Green, Ashby de la Zouch, Leicestershire, Tel (0530) 411485, Dealer enquiries welcome,




For any Spectrum

ALL TITLES £6.95 INC VAT.

SELECTED MICROMEGA PRODUCTS
THROUGH: BOOTS, GREENS, ASDA,
JOHN MENZIES, LASKYS, WIGFALLS,
RUMBELOWS, HMV, SELFRIDGES,

WH SMITHS, SPECTRUM SHOPS
EVERYWHERE AND ALL OTHER GOOD
SOFTWARE STOCKISTS

Trade Enqlires

PRISM 01 253 227,

WEBSTERS SOFTWARE.Q486 Sais?

LIGHTNING RECORDS ANDY Pi 969 5255

MICRO DEALER<#=ST Al 44351
. g,

.

MEREMEBR
BTRARCLASH

i b

ETEEE -

-~
=

o0 SOFTWARE FOR A NEW DIMENSTON
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| First of all may | take this information in a way you
| epportunity to thank everyone prefer, and we hope it will be of
| o who has written to benefit to the software
: CRASH to say how much you producers too. So look out for
| liked the launch issue of the that next month.
|| CHRS Roics me haswily o
relies so heavily on the
|| Goodwill of ts readers and the | THE TERMINAL MAN
| support of the software
| houses. | can already see that I'd like to thank readers for all
we are going to get a lot of the nice letters that we have
feedback from you, and you received already (as | write
can be sure that we shall do CRASH issue 1 has only been
our lavel best to incorporate on saie for a week) and quite a
any ideas you may have. But | number of you expressed an
should also like to thank the interest in our comic strip THE
software houses who have TERMINAL MAN. So to satisfy 2
bean so generous with their your curiosity, here a few
compliments. details about the two people
A magazine is a living entity who make the strip possible.
— akind of three-way Artist Oliver Frey, who s also
partnership betwean publisher, designer for CRASH Magazine,
reader and advertiser. After all, has been drawing comic strips
the advertiser is the one who for longer than he cares to
producas the ue:mem that you .remember starting off with
want to buy, What the IPC's War Picture Library B
1 ine hastodoisactasa serias of which he did over for a CRASH
forum for information — and twenty. Some are being MICRO ty still.
that's what we intend to be. reprinted even now. He has
That is a major reason for the also done a lot of illustrative
CRASH HOTLINE (which is work for the old Look & Learn Author of the The Terminal
obyiously proving very popular and drew that publication's Man is Kelvin Gosnell. Kelvin
too)! It offers the reader an strip The Trigan Empire for over | wanted 1o be a pilot. Two
opportunity to tell us (and in a year before the comic was physical drawbacks thwarted
turn the software houses) what stopped. He had a close brush this ambition: less than perfect 1
you enjoy. There may be some with Superman too. If you've eyesight (medically
teething troubles with the seen the film (the first part that | undesirable) and a propensity beneath an RAF rescue Sea King
HOTLINE because it has is), perhaps you remember at to throw up during aerobatics helicopter.
exceeded our expectations, so the very beginning, the little {undesirable for cleaners of Photography by lan Kennedy
you may find it constantly boy reading his Superman cockpits), He therefore ammanss ¥
angaged! We apologise forany | comic that then tumed into the resigned himself to a non-aerial
inconvenience, and suggest title sequence? The whole life many years ago and was
you use the write-In coupon If comic book was only two delighted, shortly afterwards,
you have problems. We are specially drawn pages which to discover that he not only
doing our best to make further Oliver did tor director Dick enjoyed writing about flying but
arrangements to expand the Donner to use in the film. that people were willing to pay
phone system to cope. But In recent months Oliver has him mone¥ to do it.
keep it up! been busy with several Dan His writing career started on
_Along the same lines of Dare sirips for the Eagle the comic Action in 1975,
sussing out what you like, we annuals, and has also drawn scripting a World War 1 tale
are planning a CRASH the weeklm?rsion in the called Sulcide Club. A long
QUESTIONAIRE for issue three. | comic. In Terminal Man, enthusiasm for science fiction
The more peopla who fill this Oliver has been partly was rekindied when he realised
in, the better and more responsible for planting the there was no SF comic in the
accurate tha results will be. It seed of the idea in the writer's UK. The result was the very
will help us inpresenting mind. successful 2000 AD comic -
- — _ | launched in 1978 and a top
: seller today. Kelvin became its
sdgor. ot s b | P s
ince then as handled a -
number of strip characters, ER. ATA Y e |
from Dan Dare In the UK to In last month’'s issue we gave
Storm in The Netherlands. He an incorrect price in the review
continues to handle feature tor GRAND ;mx DRIVER g
work, particularly in aviation, Britannia. The of €5
since he discovered this gets quoted should have read £6.95
him free flights in an Also, in our Guide section
assortment of flying machines. the review JUNGLE TROUBLE -
He cannot decide what has should have ascribed the game
been his best aerial sxperience | firmly to Durrall Software, the
— playing at the Battle of ers of the game, as
Britain in a Tiger Moth v artech are actually Durrell's
Chipmunk do?ﬁght over Kent distributar and have no hand in 1
was good, but 80 was bein the writing or producing of the
‘target for the day’ for an RAF game. We apologise for our 4
rescue Sea King in Norfolk. efTor.
A Newsfield Publication 9




Send
Box 10, Li
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1o the roots of their

EETTEHS)}D nRHPDNN D

Each month 1l be choosing the best letter from the
agli and, as well as publishing it, I'll send the writer £12
software of his or her choice (itcan be two cassettes

as .f{mg as they come within the £12). f've had to grovel on
bended knee to the editor for this, so you'd better be grateful!
ur letters ta Lioyd Ma
, Shropshire SY8 1DB. | can't promise to print

ram, CRASH Forum, PO

everything that comes in because space is precious (I'm told )
but il da my best.

I am shocked to see just how
received

ud hair.
There are some that |
p!lntld them would m
e believe | rmﬂa them up
tu ick out il “:ap"ﬂlt:u“
pic a
as some cute cookies offered
me bribes in the form of fiattery
{It'll get you nowhere. . [) Alter
onn'rs reflection | lhnwht this
Ew from Mr. Ashlon to treat
-simulation game with more
respect was the best of some
very good letters,

greal
‘get me the 12.quid? No

.shncm

'— all that sofware with

SOON TO BE

1 have just bo the H-rsig&tfbnoi

CRAS andllgnﬂnclwaﬂ

: Mmewaemam.mhwuhl

am hot yel-a Spectrum owner, | hope

1o be.one soon, as i ave had oneon

ur‘dar for the paat three weeks.,
baughianumhar

oﬂm maﬂ&zf softwara
1 none ai them go Into so

much detail as CRASH. This
magazine will certainly help me and
| hops many others in choosing the
best programs to buy. | also liked
the article on Interfases and
joysticks and | hope you ¢ontinus to
include items like this-each month.
ﬂt:LIn all, ?5]: well spent! Keep up
1
B Marlmlia Marshali Road,
Gambrldg

HACKERS
Just thought I' ;:lwr{tﬂnm whata
t rmag you're wilting. Does that
% Ah well,
we ajways five in h lhnww. at
last Us Spurtooratic
{Spectrum users with an. al‘ﬁnuy 1o
maerns a.lta‘matlva databases,
many a green man and
noises) have got a decent
ma.gazme‘lhat deals spacifically
with tha Spactrum. Many readers
may not Know it but the | addon
for the'Spectrum in my opinion is
the Prism VTX 5000 modam. it's
great tun. Espacially using Micronet
postal
detays!

Asfor my favourite software, that
has to be Lunar Jetman, Atic Atac
1mplated}. Anr Attack | a.nd

Oh well, +suppuaalveanﬂ
dmlgattheﬁz'! groved,

grovel!
Slenhm Lagay aka The Mad
Hacke

Keep up this unbridied quality of
letter writing, Stephen, and you
could sarn yourselfa fortune in no
tirmel — L

I cwn a 48K Spﬂctmm with which |
‘am sased, but I'm already fed
tn hai:eybo.ard {aren't we all)!
gava thought about hlﬁtlnga Fit 1t
‘ruuraa-lf keyboard, but fittin
involves mﬁ(pan!ngm the mmputar
which %laranm imvatid. |
was wondering whether anyone
‘makes keyboards for the Spactrum
which: lust fit on mp ahha
somputer. Or a
currently avalial ?‘23%"
Alsolam plar\ninu Dﬂ buying a
reconditioned or second-hand
colour television to use with my
P!:nuirum. Do you think lhd&{s wisa?
ease could you give me: ;
-advie:e an buy ngne{ou sl 3
| am cupmniiy ng_{ mily set
whrch isa Fh]HIps 45 Telclsxt
colour set and it gives a ve
| performance. Do Talatext
ggﬂarally gh.'e & much baiter

par mh
| think CRASH Mag is briil! And
having & phone-in chart is fantastic!
Karl Flaschke, Wembiey, Middx.

| Karl, our technica! dept, will be
w.vfl'mg soon regarding F.LY.

meantime, | have a Ti mt oo but
rI ves na better result than my
little partabie colour TV. LM

A LONG READ

I've mothing earth-shaltering to s
about games as | am vary new o
sceng, but Imulc‘tjgka e
gongraiulate you on'your supetb
newgm n;.PEase don't alter it,
it is just perfect ma way it is. I've
figver known a magazine to take me
50 long o read, because it was
boring bul becduse there was so
much infermation crammed into it

The reviews were the finast and

and are
lym%mﬂlmln luluraw'

mmm "‘%'“”’ mms

Thanknfwmwmmm!‘;;m
Saorry abow! the delay rﬁ!l%hﬁ
an issue fined up for November 18
last, but there were 50 many new
littas due out before Chrisimas that
fthe news trade asked us fo delay
Y et o s sk mm
We Knew 8 wasg
w.nu!.-' oul those two ads thal

with l.hlu-‘ﬂﬂfdnm

NO LISTINGS

Thanks for azine
GFMBH Ifs jua‘r what
m owners have been
for. | hope you don't iose
safss ause of the name GRASH.
I think SPECTRUM ,sh@ull}m
heg'n part of Il‘he ﬂgﬁh’
ease review u pmgmm
m: . mllh . listl
pages wi pmpmn ﬂﬂlr
which never compare wi l‘w
commercial games. | don’t
gmlcﬁ::ﬁps. 1"l look totheEEAND

R.d. Hﬂmmam Pichul'klﬁ. N.
Yorks.:

Some ted ts h
sammi:wmam S 100 bt
e thisk peaple wi go ¢ now he
il v s WncrSasing o o1
CRASH a3 w ’T’mr

Seton i g Uiy
never,

CRASH! gﬁm;.s; Just r}_lnf aﬁm room
anyway. out the

mind i wor't find somathi
like THE TERMINAL MAN in Beano.
The overall plans for the sfory are
extramely interesting — it's m
be quite mammoth. You m,

1hal :dooan'uook though i nm
much fo.do wi ampcg'mm
fact it will, hanlnd?mt B;ut-

more -'n?om_ it's in g5 a
piece

strategy, adwmandmda
averfones. | don't see why oniy
Quicksilva should be allowed to gat
ﬂ:ay with the Faluvian Empire! p
Your Lgttsrs ccmlinue on megﬂ'

10 A Mewsfisld Publication




A NEW DIMENSION IN EXCITEMENT FROM VORTEX SOFTWARE.
Stop the advance of the Millitoids. Survive the maze T I R e e —cmz_l

of death, rationalise the paradox zone and overcome Sl SPECTRUM 48K——— %

the dangers encountered in the flatlands, KEYROARD/JOYSTICK OPTION

Achieve this and retumn o the [ ] ANDROID TWO(S EACH
transporter capsule before the deadline, - ® £59 ,

But beware. There are lethal Hoverdreids. s % 9 < TOTAL VALUE £ I
Bouncers and land mines everywhere, é ‘ i A
s s

Enclose PO/cheque payable to VORTEX SOFTWARE 1

3D full colour graphic effects; machine
code fast action and multi screen ‘SOFTWAHE) RIS ot f SHA T . i

wraparound zones make Android Two a ( ADDRESS
mindblowing action game. ' o i
Send o mall order address; I

VORTEX SOFTWARE 260 BROOK LANDS ROAD MANCHESTER M230HD
S P hF BhoT DEALRRE |~ DEALER ENQUIRIES WELCOME-—— |

i | | S — | E— S— — S— | S— ——  —

Vortex are always seeking exciting new programs. Contact us or send sample.—

A Mewstisld Pubiication 11




Spivico=

Energy 30,000

Producer: ELM
Computers _
Memory required: 48K
Retail price: £4.90
Language: Machine code
Author: Paul Braithwaite

The cassette inlay explains
that it is the year 30,000
{that's a leng, long way of
‘and you have been recruit
by Dr. Minestorm who has
discovered that Pink Tar left
over in the old mines of the
20th Century can be used as
an alternative fuel to
Uranium, which is running
‘out. Your task is to mine the
Pink Tar by using a bulldozer
gban up 1o date in the year
_u,ogo). This is done by driv-
ing the bulldozer down onto
the tar and moving away
quickly with it to"the fuel
store, Ten chunks will fill the

uota for that mine, and work
then moves onto another.

The mine is infested with
creepy crawlies (show us a
mine that isn't these days),
and if the bulidozer runs into
one — it's kapoom
The screen is divided

horizontally by four mine
shafts (floors really) with a
vertical shaft down the cen-
tre. There is also a bottom
floor. The rock floors actual-
ty resemble Pirelli tyre
marks, and are made up of
numerous little black rocks,
with the occasional pink one.
Your bulldozer can crawl left
and right, descending or
returning by the shaft. The
screen is wrap around.

CRITICISM

‘This is an extremely
single minded game —
either you'll love it, or
you'llhate it. If you like it, it'll
probably drive you mad! The
bulldozer moves very quickly
and positively, so it requires
lightning reflexes and a
mastery of technigues, What
they don't tell you inthe inlay
is that if you so much as
brush a black bicb of rock
you blow up, and If you
manage to drop down (at that
speed) accurately on a pink
bleb, the second you have
got it, where it was turns
black and — bang! So you
learn to get the bulldozer just
above the level of the floor,
wait for a pink blob and then
hit the down and forward key
almost simultaneously. So
simple, so maddening and

12 A Newsfigld Publication

utterly addictive.'

‘The graphics are nothing
to- write home about, very
simple and quite small, and
the %ame idea is very simple,
but because of its speed and
the accuracy It demands
from the player, I'm sure this
is going to appeal to a lot of
snappy arcade players.'

‘The least of your pro-
blems are the creepie
crawlies, although just when
you're one chunk away from

e 4

a quota, and sallin%gack up
the shaft, you can be sure a
wretched thing will snake
out and wallop you. Ever so
fast, and requires hair trigger
responses, which fortunate
l{ the keys provide, but the
fingers don't always! Good
value.'

COMMENTS

Control keys: Z/X left/right,
IlJ upfdown, well faid out

One of the blurs is your bulldozer in fast, addictive Energy 30,000,

RS T s
A A

Wy

Potty Painter

Producer: Rabbit
Memory required: 48K
Retail price: £5.99
Language: Machine code
Author: J.F. Cain

Potty Painter is an 'Armidar’
paint the squares copy with
three screens. The screen is
divided up into 24 rec-
tangles, six columns of four
shapes all defined by dotted
lines. Each box contains a
score figure, 100, 300 or 500
depending on its area. You
must walk your monkey
along the dotted lines until a
sguare has been surround-
.ed, when it changes colour
and you get the points. As
this is going on there are two
nasties chasing you. On

completing the screen the
scene cuts to a bonus screen
of grids where you mustgeta
teddy bear, who slides
downwards, to slide down
the correct pole to his
banana,

The third screen is very
similar to the first except
that you are a paint roller
now and the chasers are two
teddy bears. Another mean
trick is that there is a time
limit which eats away the
value of the rectangles, so
it's important to complets as
many as you can in the least
possible time. Completing
this:screen takes you backto
the start screen again but
with three chasers this time
round. In some visual
respecis this game looks
similar to Romik's Colour
Clash.

Joystick: Kempston

Keyboard play: highly
responsive
Colour: avera?a
Graphics: fairly small,
simple and perfectly
adequate

Sound: good

Skill levels: gets impossible
after being hard

Lives: 3

General rating: Maddening,
addictive, good value.

Use of computer 68%
Graphics 60%
Playability B0%
Getting started 63%
Addictive qualities 95%
Value for money 70%
Overall 73%
Cesee e
CRITICISM

‘This isn't a particularly at-
tractive looking game,
although that is more the
fault of the game type than
the program, which uses a
nice mix of colours. Just that
the dotted lines tend to make
it look like a job centre form
to fill out! Overall | found it
very playable, but it would
have been better if there had
been some speed selections,
which might have given it a
longer life; and some sound
would have helped.’

‘The game is a fair copy of
the original, with reasonable
graphics, the nasties es-
pecially so. The sound is
rather sparse, just a beep
when you're caught. The
game is mildly addictive, it's
not original, but if you like ar-
cade copies, then it is ade-
guate.'

L ™ i S I

| m-u":r-' !

B

A classic painter but a bit potty.

‘For someone who has
never played this type of
gamein thearcades, | think it
would have been better to
-say more about it in the inlay
than it actually does. On the
whole | thought this was a

reasonable copy of what is




T

now a fairly old arcade game
— not bad, not wonderful
either. The user-definable
keys are a great help.'

Control keys: cursors, or

user-definable, 4 directions

required

Joystick: AGF, Protek

E:rtoml play: responsive
our: reasonable

Graphics: average to good

Sound: poor

Skill levels: gets harder
each round

Lives: 5

General rating: average, but
reasonable addictive

Use of computer 68%
Graphics 55%
Playability 58%
Getting started 60%
Addictive qualities 57%
Value for money 50%
Overall 60%

Android 2

Praducer: Vortex

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Costa Panayi

In the film industry they tend
to say that sequels are never
as good as the originals,
whereas In computer games
the opposite seems to be
true. If you bought and
played Android 1, then you
may be in for a shock with
Android 2 — it's not only bet-
ter, it's staggeringly better!
A lot of recent releases have
featured wonderful graphics
and it's unfair to compare
one with another when the
gra_phics often have to do dif-

ent things, but overall our

reviewers thought Android 2
had just about the best,
possibly as good as any
other game for the Spectrum
to date.

The story is as old as the
Spectrum itself — stop the
advance of the Millitoids,
survive the maze of death, ra-
tionalise the paradox zone,
overcome the dangers of the
flatlands and achieve all this
before the departure
deadline. No problem!
Vortex describe this as a
mindblowing action game,
and deservedly so.

It's hard to describe the
screen display, because the
area is huge, part massively
convoluted maze, part open
space within areas of the en-
compassing maze. The view
is solid 3D, seen from well
above and slightly to one
side. The attract mode
scrolls at a furious pace in a
diagonal direction across
the playing area, and gives a
frightening idea of what is
ahead of you.

. The object is to destroy
five Millitoids in each of the
three zones. These other-
wise pleasant creatures re-
quire three shots to the head.
In carrying out this mission
you must watch out for the
numerous land mines,
Hoverdroids (one blast), and
Bouncers, which are in-
destructible but very predic-
table. Android 2 is equipped
with a head mounted photon
blaster of unlimited power —
he needs it! Good luck!

CRITICISM

‘If you have seen 3D Ant
Attack then you will know
that the graphics are great
but that the game itselfis not
s0 good, well Android 2 s a
game with great 3D graphics
and is also a good game in
itself. The animation is good,
a well laid out screen, and
generally a great shoot'em
up game.'

Android 2 — the a-mazing superior Robot.

‘Every detail of this game
has been polished, even the
instructions are beautifully
done. The sound is excellent
and very characterful. It's
such a massive undertaking
that I'm sure people will be
playing if for ages without
ever geiting anywhere near
exploring all the maze. You
have to watch out for mean
landmines, especially in
passages where the floor is
obscured by the perspective
view. Addictive because of

the game idea and the fan-
tastic graphics.’
‘The game |8 ver

challenging, in fact | found it
hard and good to play. Good
graphics, with lots of move-
ment and good value for
money.’

Control ko{ls: 1/Q up/down,
?H’ left/right, bottom row =
re

Joystick: Kempston
Keyboard play: very
responsive

Colour: excellent

Graphics: excellent

Sound: excellent

Skill levels: who needs ‘em?

Lives: 5

Screens: continuously

scrolling

General rating: excellent on

almost all counts, highly

addictive and first rate

value for money, Highly

recommended.

Use of computer 80%
Graphics 96%
Playability 92%
Getting started 90%
Addictive qualities 90%
Value formoney 89%
Overall 90%

Alchemist

Producer: Imagine
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: lan Weatherbum

This islmagine's first step in-
to the mist-shrouded world
of terror and mystery,
Warlocks and monsters,
Wizards and spells. It still
isn't a proper adventure,
much more of an arcade type
game, but with adventure
overtones. You, the most
skilful Alchemist on Earth,
have been summoned to do

battle with the- Evil Warlock
who'is terrorising the Land,
You must enter his dread
castle, find the four sections
of the magic scroll, which
will enable you to render the
Warlock powerless by using
his own Spell of Destruction
against him,

Playing the game is quite a
complicated matter. The
Alchemist can wander about
as himself until he reaches a
drop ora steep hill, and these
obstacles may be overcome
by transforming into an
eagle, which is madeto fly by
flapping its wings. The dread
castle is full of rooms,
caverns, passageways and
stairs, filled with a wide
variety of monsters, useful
objects and minor spells
which may be used once,
and of course the four pieces
of the magic scroll. The
Alchemist is only allowed to
caréy one object at a time
(and he's the most skilfull)
:sn a strategy element creeps
n

Any type of movement, or
bumping into objects, or
transformations, deplete
your stamina. This Is main-
tained by passing over food
packs (if you were an evil
warlock keeping skilful
Alchemists at bay, would
you leave food packs lying
around your castle)?

The two weapaons you

ossess, hurling lightning
its or casting spells If you
have found one, use up your
energy, which is replenished
only by time. Encounters
with monsters also drain
you, though this depends on
whether you are carrying
some useful object like an
axe or a sword. So there itis,
0O Skiltul One — care to have
a go?

CRITICISM

‘On your mission you will
encounter many problems,
like finding a key to open a
door, and many Guardlans
such as lobsters, ghosts,
brooms, skulls, bats, evil but-
terflies, swords which attack
ggu. snails, caterpillars,

nes, axes, a boulder and
much more. The presenta-
tlon is very good, with a high
quality title screen and ade-
quate instruction, although a
bit more advice would not go
amiss! The grarhlcs are very
good and so is the sound,
with a rather spooky organ
tune which sets the scene
well. In playing, the game is
extremely good, fun and very
addictive. initely another
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Time is running out for the Alchemist, . . .

winner for Imagine. Oh, by
the way — don't pick up the
trap thinking you can use it
as one — it will explode dur-
ing '_me game, dastroying

‘The Alchemist s an
original game which is fun to
p.‘a"v, not only because it is
difficult, but because it also
has exceptional graphics,
lots of them, all well design-
ed and animated. Controll-
ing the ?Eme requires a
handful of keys which take
some mastering, but they

seem quite well lald out. The

game (s not uniike Atic Atac
in feeling, and has about the
same level of playability.
Although it couldn't be call-
ed a shoot em up, it still
manages to be very addic-
tive, since itis so easy to lose
your one fife.’

‘This is a game which is
fun and has so much detail
to explore in the massive
castle that it makes you want
to keep playing. That said, |
didn’t think it was terribly ad-
dictive, although I'll probably
want to 30 back after some
time and have another go.
Excellent graphics and use

of colour. An Imagine-ative
game and obviously worth
the money.’

COMMENTS

Control keys: seven keys
are used to walk/fly left and
right, transform, cast a
spellihurl lightning, fia
wings, pick up/drop objects
and pick up/drop spells. The
Quit key (1) seemed
dangerously near the other
action ka{(s..

Joystick: Kempston, Fuller
Colour: very good
Graphics: excellent

Sound: very good

Skill levels: 1

Lives: 1

Screens: continuous
scrolling

General rating: excellent

Use of computer B0%
Graphics 85%
Playability 90%
Getting started 68%
Addictive qualities 89%
Value for money 95%
Overall 85%

Chuckie Egg.

Producer: A& F
Software

Memory required: 48K
Retail price: £7.90
Language: Machine code
Author: N. Alderton

A & F have added to the
rnytho]ogi{ of the Platform
Game with their Chuckie
Egg, which contains some of
the best screen combina-

tions since the original ar

cade versions of 'Donkey
Kong'. The aim of the game
is simplicity in itself. You are
alittie yellow — well chicken
it looks like, but probably a
Il "ol farmer boy, with a
wide brimmed hat, and you
must travel the wide plat-
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forms collecting eggs, whilst
avoidlgg the understandably
agitated chickens. Depen-
ding on the screen, there are
various combinations of
long and short platforms at
different heights, connected
with ladders andlor lifts.

As you go through the
screens so the set ups
become more difficult, with
more eggs to collect and
more hens chasing, and
maore piles of — hen manure,
to put it politely, to avoid.

CRITICISM

‘This game has a very
good use of colour, very
good, béic?ht raphics, neatly
animat detailed. It has
ou climbing ladders, jump-
ng over holes, jumping down
from one level to another,
riding lifts, and generally col-

lecting eggs like a maniagc. |
found it fun and addictive! It
also ?ives you user-
definable keys and games
for up to four players.’

‘This is hardly a new game
type, but it's certainly an ex-
cellent addition to the collec-
tion of no!ajumpm?.'ad-
derclimbingnastyavoiding

ames for the Specfrum.

hat makes It addictive,
apart from the very good
graphics and sound, is the
construction of the various
platforms. These soon getto
be very complicated, and like
the best arcade originals,
you must plan your way
round carefully. The control
keys are highly responsive,
your man jumping beautiful-
Iy, even reversing direction in
mid-jump if you time it right.
Very addictive and nicely
frustrating.'

‘I had a lot of trouble at
first getting my man to climb
or descend ladders, but this
Is a trick of the program. He's
very difficult to centre if

you're being careful about

ining up, whereas if you
dash at a ladder and have the
ascend/descend key aiso
pressed, he whizzes straight
up as desired. What must be
remembered [s to change
directional keys while whizz-
ing, or he may end up going
in the wrong direction at the

top of the ladder. One kind-
ness idthat he canwithstand
some tremendous falls from
one level to another. An ex-
cellent arcade game, with
high addictivity built in. But
it's very expensive at almost
£8 — the one drawback.’

COMMENTS

Control keys: user-
definable, 4 direction and
one jump needed.
Joystick: Can be set up to
cope with most and works
with Fuller anyway.
Keyboard play: highly
responsive

Colour; very good
Graphics: very good
Sound: continuous and

gooc!
kill levels: gets harder with
every screen

ives: 5
Features: speech
vocabulary with Fuller Box,
and 1/2/3} Player games

General rating: highly
addictive, and very good.
Useofcomputer  90%
Graphics 80%
Playability 85%
Getting started 78%
Addictive qualities 80%
Value for money 65%
Overall 80%
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Punchy

Producer: Mr. Micro
Memory required: 48K
Retail price: £6.90
Language: Machine code

Punch & Judy shows pro-
bably still exist at the British
seaside, but there’s no
longer any need to travel

afield to see a show. Mr.
Micro can now bring you all
the glitter and sand, right at
home on your Spectrum.
This game has similarities
with Hunchback, but it is all
couched in proper Punch &
Judy terms — and it speaks!

The playing area is a very
expanded and colourful pup-
pet stage which makesup 16
screens, at the end of which |

Punch has Judy locked up.
You are the hero, Bobby, and
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Knocked out by a custard pie, hero Bobby hears the horrible laughter
of the theatrical mask above — That's the way to do it!

you must rescue Judy by
jumping over or ducking
under rotten tomatoes
thrown by Punch, leap cver
gaps, use the flying carpet,
swing from the angels' tails
and avoid the back-attacking
custard pies, whilst leaping
over gaps filled with soldiers
and clubs. Every once in a
while Judy will throw a
sausage. It Bobby catches
three of these they can be us-
ed in an emergency to
transport. him to the next
screen without harm.
Ascanner above the stage
shows Bobby's progress.
Each screen is timed for
points and each one com-

Rlated-awards apoliceman’s

elmet. For every five
helmets collected, abonusis
added. A neat feature is that
without any added hardware,
the program talks — ‘That's
the way to do it or, more
famously, 'Rock the baby,
rack the baby.’

CRITICISM

‘It's a very long load, but
well worth it. The graphics
must be among the maost
eye-searingly bright |'ve seen
on a game! All the status
details are contained in
decorative scrolls, written in
gothic text. | really liked the
evil little theatrical mask
‘face’ that appears in the
clouds and laughs when you
lose a life. The game itself is
reasonably difficult to piay,
withtiming an essential part,
and it gets extremely dif-
ticult when there are
tomatces coming from one
direction and custard pies
from another! Bobby jumps
very well, although it takes a
bit of practice as this is a
very laid back here! Very
good vaiuse.'

‘The unique thing about
this game is that it speaks
understandable English
without hardware. The use of
colour is excellent and the
graphics are smooth and
very good. Apart from the
speech there are very good
tunes. The whele thing

comes very nicely packaged
too, with good instructions
on the inlay and on-screen,
You can see the task ahead
of you with the very good
demao. It really is great, Just
buy it!’

‘Nice simple keys to con-
trol Bobby, and a difficult
game. Perhaps it gets a bit
repetetive after a while, but
it's certainly amusing to play
and the graphics combined
with the speech make it
almost worth the money
alone.’ :

COMMENTS

Control keys: 6/7 walk
leftiright, zero= jump, 8=
sausages!
Joystick: Kempston and will
waork with Sinclair ZX 2
Keyboard play: positive,
though jumping takes some

ractice .

lour; excellent

Graphics: very good
Sound: excellent speech
and tunes, though a little
bare during a screen
Skill levels: 1
Lives: 3 (1 more after 60,000
points)
Screens: 16
Features: programmed
speech
General rating: excellent

Use of computer 91%
Graphics 85%
Playahility 0%
Getting started 88%
Addictive qualities 87%
Value for money 85%
Overall 88%

I'm In Shock

Producer: Artic

Memory required: 16K
Retail price; £4.95°
Language: Machine code

"

So this was what we were
returning to; a scarred bat-
tlefield and ashes. We'd
travelled across the universe
to save the Earth, we'd seen
off the Invaders and suffered
the casualties, only to find it
had all been a decoy.

So I'm In Shock sets the
scene for this grid/shoot em
up game. You can move your
laser base left and right,
while shooting up. The
screen is divided into one
character squares by green
grid lines with you {(and the

aliens above) sitting in the
squares. The number of
aliens depends on how man

waves you have killed off.
They move about randomly,
very slowy descending.
Should one reach the bottom
the game is over. Some
squares have diagonal lines
filling them, which cause
your shots to rebound at
right angles, whereas the
aliens can fire through them
guite happily. This requires
some strategical thinking to
use the shields to double re-
bound and thus still hit an
alien. Every 3 screens, a com-
mand ship, resembling a
spider, crawlis across the
screen half way up, and
scores a bonus if you hit it.

CRITICISM
‘The graphics are quite

Wide frozen shrieks of laughter — I’'m in Shodk!
.'7_‘5'*_'_""“1'.;. HNE NS

small and simple and the
keys are over-responsive,
making it very hard to move
to an adjacent square. The
game itself is quite
reasonable, but something
of an anti-climax after
reading the intro on the inlay
— “The moon was the colour
of wide frozen shrieks of
laughter, the frost ran down
the window — I'm in shock.”
See what | mean.’

‘I thought the graphics
and colour were generally
rather poor, and the game,
though an original idea, does
tend to get repetetive and is
very easy fo pfay.’

‘I like the energy reflec-
tors, they added a dimension
of strategy to an otherwise
very ordinary shoot em up.
But the alien craft could have
been a bit more energetically
nasty, it would have made
the game more interesting to
play. Very difficult to control
small movements of the
laser base too.

COMMENTS

Control keys: very simple,
CAPS — V left, B — SPACE
right, H — ENTER fire
Joystick: none

Keyboard play: fast and
overresponsive

Use of colour: poor
Graphics: average, small,
l-character size

Sound: good

Skill levels: 5

Lives: 3

General rating: fair to
average, but reasonable
value for money,

Use of computer 58%
Graphics 47%
Playability 52%
Getting started 82%
Addictive qualities 50%
Value formoney 58%
Overall 55%

Supersnails

Producer: Games
Machine

Memory required: 16K
Retail price: £5.95
Language: Machine code
Author: David Hay

Despite a story about Doctor
Van Winkelhoff who has
genetically engineered
snails imported from Wast
Africa into a breed of
Supersnails who leave super
15

A Newsfield Publication




——7 L

glue trails . behind them, and
are now trapped in his
laboratory trying tc escape,
this game turns out to be a
‘Light Cycie' grid type game
made famous byu the movie
Tron,

The aim of the game is to
trap your oponent and kill
him or her off by forcing him
into a wall, your trail or his
own trail. If you succeed in
this, a hole opens up in the
wall and allows you fto
escape. There are four direc-
tional controls for your snail,
and in common with other
games like fit, hitting reverse
of the direction in which you
are currently travelling is ins-
tant death.

Superglue trails in the lab.

CRITICISM

‘The thing that most im-

ressed me about this game
is that two players can play
against each other at the
same time, or two players
can play against the com-
puter as well as one playuer
against the computer. Thein-
lay card explains all this very
well, and it is repeated in
menu form on screen. ltis a
simple idea, but that makes
it all the more playable on the
lower speeds. At the highest
level the speed makes it
unplayable!

‘This game has the most
simple graphics | have ever
seen — just white lines on g
blue ground. It's simple but it
is highly addictive.’

‘If you buy games as much
for their colour and graphics
{(as anything else} then you
may as well forget
Supersnails. If, on the other
hand, you enjoy a fast, utter-
ly single-minded game, then
this is about the best ver-
siuon around. Thelines move
extremely smoothly (only
pixels afteralljand | think I'm
right in saying that this is the
only B-directional version,
which cpens up the game’s
tactics guite a bit.'

COMMENTS

Control keys: p!iyar one,
QA upldown, ZiX left/right:
player two, PIL up/down,
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MISYM. SHIFT leftiright
Joystick: Kempston
Keyboard play: very
responsive

Colour: sparse!
Graphics: extremely simple
but very fast

Sound: continuous but poor
Skill levels: 9 s s
Features: 1 or 2 players
against each other or the

computer

General rating: above
average to good, addictive.
Use of computer ~ 71%
Graphics 34%
Playability 70%
Getting started 68% .
Addictive qulities 74%
Value formoney 60%
Overall 63%

Microbot

Producer: Softek
Memeory required: 48K
Retail price: £5.85
Language: Machine code
Author: Andrew Beale

Andrew Beale has done a
number of games for Softek
and this one will probably be
accounted as among the
best. It has similarities in its
scenario with the ‘you're in-
side this computer’ school.
In this, possibly your
millionth re-sincarnation now,
you are a microbot, a
miniaturised robot, whose
task is to enter the electronic
brains of lproper-sized robots
and repair damage to them.
The scenario points out that

ou wanted to be either a

rain Surgeon or a truck
driver, and as you could't
possibly meet the necessary
specifications, you had 1o

become a Brain Surgeon!

& nice touch about this
game is that the inside of
these highly advanced but
somewhat brain-damaged
robots resembles the base-
ment of some huge and

.rambling Victorian mansion

with unlagged heating pipes.
There are two types of pipe
— purple ones and green
ones (scenario explains the
difference, but it's all far too
high in technology to repeat
here) and there are various
bugs which are causing
damage to the delicate elec-
tronic brain. Despite their
varied shapes they come in
two hues — blue and yellow
sthis is important, but wait
or it).

Your job as microbot is to
prowl around armed with
repulsa blobs and fix the
pipes. The repulsa blobs
keep the nasties at bay for a
mo, but lying around in each
brainy chamber are blue and
{_eilow fix-a-tive blobs.

ouching oneturns microbot
into that colour, and if he
tiras a blob of the correct hue
at a nasty of the same calour,
the blob will destroy it. But
despite all these fun and
games, the true nature of the
coloured blobs is to fix the
pipes. When fired close up a
biue blob will fix a damaged
purple pipe, and a yellow
blob fixes a green pipe. Once
used the fix-a-tives are in-
stantly replaced ready for
picking up again. .

The brain consists of
twelve chambers, and can be
seen to the left of the playing
area in plan form. This scan-
ner also informs you of
where the worst damage is
being done by colour coding.
it's frightening!

CRITICISM

‘Fixing holes in the pipes

1111111
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Broken pipes and brain damage in Microbot.

made by the nasties is notso
gasy, | found that this only
worked if you bumped into
the hole several times and
then fired the fix-a-tive ball at
point blank range. The
graphics are very good witha
number of animated bugs
{there’s a yeliow Pac Man on
legs in there somewhere) the
game is fine, but there was
something about it that
made It not as much as it
could be. Just a feeling, it's
still a good and interesting
game and highly originak.’

‘Graphics in Spectrum
games have got to be so
good in the last few months
that it's easy to forget how
primitive they were only
recently. In Microbot the
scenery is mostly angled
pipes on black, quite simple,
yet they are very gaod pipes.
You wouldn't have seen
pipes like those only a year
ago! The creepies are good,
too, and well animated.
Microbot himself moves
swiftly, but getting the hang
of the game technigues
takes some time, and could
have been explained better. |
shall certainly go. back and
get better.'

‘Nice large graphics and
very smoothly moving. Not
too sure about the overall
qualities of the game — It
grew on me with playing, but
I get the feeling there aren’t
quite enough objectives in-
volved to make it very addic-
tive, althoughitis funto play.
| got a bit irritated with the
finickiness of fixing holes,
and it seems a pity that the
blue and yellow blobs can
only be fired sideways when
the damned bugs move all
over the place. An original
game.'

COMMENTS

Control keys: A/Z up/down,
OIP leftiright, M = fire

1 Joystick: Kempston,

Sinclair, AGF, Protex
Keyboard play: responsive
Colour: good

Graphics: good

Sound: very 1;;t:«:td

Skill levels: 1

Lives: 3

Screens: 12

General rating: very good

Use of computer 73%
Graphics 80%
Playability 70%
Getting started 85%
Addictive qualities 68%
Value for money 80%
Qverall 73%

—




ZX SPECTRUM SOFTWARE

ODYSSE
A wery - exciting 100% M/C game 1o
test your skill, concentration and ability
to the full. Shoot the sound-sensitive
Mutons, only to be followed by the Astro
fleat and missiles, which then unleash
the pterodactyl-like monsters.

Featuras include: Pause Function, Bonus
Man; and much, much more.

For the 16K and 48K ZX SPECTRUM.

ONLY £5.50 incl. p. & p.
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THE FABULOUS WANDA
THE SECRET OF LIF

for COMMODORE 64
Anadult fantasy
g with Arcgde Action

You are travelling far
from homie looking for good
e Limes around the Universs
wihen you are intevceptad
Loy the avii Brutus of the Federanon
Brutus forces you togo and seek the Secret of Life;
the Lnivarse and Everything - knpwn anly to the
Fabulous Wanda, a hostess in the Spaced -Dut Innin
Highsville oniihe planet COPUS, You are telepomed
down 1o Highaville whare the Customs man
demands money for Teleport Tax Thire is 8 vidéo
game in'the Terminal wirh 3 credits el
Wi i are oneyour Gwn and you most decide how
{0 proceedto Highsyille Mainstraet to find the
varneus establishmaents o entar and

OGLES  for BBC/B

Destgred with peophe of 44 ages i mind this
programime pravides an aid o dearn and match
colours asweli 3% Baing wvery oobEmammg, Nok anly
have colours o be maiched in sequence bt co.
ardination skilis can ba developed by moving the
garrect colpirad OGLE to match 3 pattern displayed
o the screan, fntadast and amusernant aog provicd
by your 3a Gardgn having to-control your pet dog
Flagh by guiding bim 1o collect the matching DGLE,
carry it back ana 1o drop f &t 1he correct posiion
There are two levels of play

A aagy level for the younden person

@A

BERPEBCTION
SOFTWaARE

J,.',u

P 4 120‘:.’1'411 a;l;m maching code, Avoid tha

obstecies an ards 1o chmb the mountain to
THE UNIVERSE AND EVERYTHING rgach tha Spear. Than siay the Condor biefore it
cartes you bird off!

WORD SEE

At last — a game truly for all the family.
Salect between 5 and 20 random words
to be displayed on the screen. Find them
hidden in the word grid. Word cross-off
and full cursor movement

Features include; Word Editor, Load and
Save your own Words, Give-Up Fune-
tion, Print-out Option (to take your Word
Seeker on long, boring journeys). Lois
and lots of fun.

For the 16K and 48K ZX SPECTRUM.

ONLY E4.50 incl. p. & p.

\;\
."l'

et

5 (R

LEISURE ZONE AND ALL GOOO COMPUTER SHOPS

MEW RELEASE
AAARGH! CONDOR for Commedore 64

BARRELDROP! for 48K SPECTRUM
Poor Gordon! Hisdrainpipes are tlocked sgainand
the ooy way 10 glear them is 10/ drop barrals down
them. Gardon stands on the 1o of his roof wath 5
bBarcals, Whien the game starts he'll roll oree down
the root. Press SPACE 1o drop i throwgh the oot
actiirdtely mto thé centre of a drainpipes and yau L
soofe the number of poinis in the pipe, which sl
st to fash_ and Gordor will et thi barrol back lor
another ga. The bareal will ba il the drop is
inaccurate. orinio 2 pip
e dag ks on harsd | i you
ThL barral and

pipes, you will gota bonus,
butthera's i SheT e Do yos el (e ek

et of ppesto bl

SUPERSNAILS  Tor 16K or 48K SPECTRUM
Hnails specially imponed from West Afnica are
belng kept InOr Van Wlnklchoﬁ 5 Latsoratory for
qenetic expeirnents. The Doctor has lurned them
iito 3 super-bregd of snait whonow leave belhing o
teall of super give thatwill trap ary snaul souching il
Twva of the sratls, continually moving and
comntréled by the plagers, sdeape fram thew pens
imta the lahosatore. Uinfortunately, anly one ol the
srals can escape from herd o e autsde world
without rarsing thealarm. You mubt therelaré frap
your oppanent and then iry 10 escape through the
small door which will then appear

1 CHURCH VIEW - TYLORSTOWN - FERNDALE
RHONDDA - MID GLAMORGAN - CF43 3NE

TEL: FERNDALE (0443) 730325

AVAILABLE AT ALL SPECTRUM SHOPS, HMV, SELFRIDGES. JOHMN MENZIES

“ M
CBM G4, New Release, SMILEVS ;fg
Dot

DEALERS PLEASE CONTACT US FOR THE NAME OF ¥OUR NEAREST DISTRIBUTOR

FORCE FIGHTER

If you enjoy arcade -‘shoot-em-up’
games, this is the game for you. 15
sheets of fastaction graphics. Thrills
Eslure. Be the Commander of Star-Striker
ORCE FIGHTER pursuing the enemy
through its defence system.

Festures include: Bonus Man, Speed
Bonus on every sheet, Hi-Score Racord-
ed, Freeze Frame, Joystick Control,
Smoath-Action Graphics and lots of
smaoth, arcade action.

For-the 16K and 48K ZX SPECTRUM.

ONLY £5.50 incl. p. & p.

DEALER
ENQUIRIES
WELCOMED

GBERT

for COMMODORE 84
A fast Arcade Action Gamo

tar &l 1he family o piay
Written @i 100% Maching
Code for super-fast saobion!
Egbiert works on the j
production lineat LEYSPACE
It was a comitortablo feantl
the inyvesion of the TEBBITES -R'.'.‘;:_-,-_.-‘,
from the planet TOR. Egbent’s union has »
baen sxterminaled and the Tobbites have el ther
deadly Pats running wiid in the warkplace &5 il that
wasn'lenough, the évil invaders have forced Eglbent
o take gare of an Eg? damaging the Egg will have
fatal consequences for poor Eaben E;;Llel: S U
an piscewnrk - can he ear a checent waga? Can hit
oven survive T WARNING! ¥ou may et an ulcer by
playing this gare,
SIX LEVELS OF SKiLLANYBODY WHO CAN DO
LEVEL 6 SHOULD WRITE ANDLLET US KNOW

ARITHMETIC FUN-TIME  for TI39

Elemeniary addition, subtactson, multiplicaiion

and divisien exarcises providng wiloable praciice

and-doill for young childreen wha ere develaging

their basic mathemalical skills,

Uses eolour graphics and sounds to giwve g good

preseniabion with-the suriis appearing o lirge

feltars on ablackboard

Thi Cornputer playe back sumsawhiuch the ghidd hag
f Ity il Shciaireg thie chald the correct

solutions: Uses the bas:c T3 console

£5.95

A profassiona! level for The older person weth play Fealures * Fast Actson - 100% Machone Code iy m""'_@;'c“'"t bed,, H.'.""”'e“ BiFemh hal U'-J}'_’C sy
pgainstihe-clock and Hall of Fame " Bhne levels of difficulny Bessemer Dave, Steverage, Hers. 561 20X
LE COMPETITIONS ARE FLN! £8.95 £5.95 * Keyboard or Joystick Contral 10438) 316561
T T T I R R R i R e S R R
Plagse add BOp to cower post Ghd packing aTy £ 1
lenclase s chegue P.O_payable to GAMES MACHINE LTD.. for £ o [WANDA SEND T0.- -
. AR BARRELDROP .
or debit my Access Barclaycard pctount rio D [ o ot EERERT —— GAMES MACHINE LTD., _
Signature - L EUPERSNAILS. FREEPOST, :
OGLES STEVENAGE. .
NAME __ 15 - RERTETE HERTS 5G1 27H. .
ADDRESS _ = —u—-—CM e e :
SR = s
DEAL UTOAS HtﬂumEﬂ , GAMES AND ED EDUEATIONAL PROGAAMMES WANTED FOR AN HOME C -OMPUTERS .
R Ry i i P B seamas
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Brer! Deep in the confines of the
frosty blue miazs Pengy is pushing
his way oul of frooble. Pengy's fro-
2En wasteland-is arandam maze
constructad of blue ice blocks
raided by ihe dreaded Sno-bees
The sro-bee's sting is deadly, but
Fengy can retaliate by squashing
them with the ice blocks that he
pushes around, Pengy s based
on one ot this year's arcade
successes,  and thig: wvérsion
captures sl the action snd addic:
tian of the ariginal. Packed full .of
features. super smoeth graphics,
fashing and bonus blocks, double
sogora bonuses, dizey bees. and
hours of emertairment!

ANY SPECTRUM.

100% machine code, fast

smooth, hires arcade action.

Ke;npzmn, cursor key, joystick

or keyboard operation. Games il e

available direct £5.95 inc. - 2 é‘%_i’f B

p. + p. 24 HOUR DESPATCH, o0\ o0 D G

of from good software outlets. |

Trade enquiries invited. Goad A

programs always wanted. \\.__._./ ¥

MICROMANIA |-z

four coloured ghasts, dof and power pods, very infalligent
chasing/runmng ghoste, sl Dlue ghosts - jor I

turinel, normsl dr INVISIBLE maze, 10 differend- sasedt.
abla lewgls 100% machng cocd action, excellont fas:

14 LOWER HILL ROAD, EPSOM, SURRBEY KT19 BLT J§ graphica, sound ntacts and i

=== DORIC COMPUTER SERVICES PRESENT

THE ORACLE’'S
CAVE

The Oracle’s Cave is an exciting adventure game containing a unique
blend of HIGH RESOLUTION ANIMATED GRAPHICS and text which has
been designed especially for the

48K SPECTRUM

its many features include:
* Continuously displayed high resolution graphics
= Time limit of five ‘days’ on every adventure
* Completely new cave layout, monster position and event sequence
generated for every game
* All monsters, articles and locations depicted to a level of detail that
pushes SPECTRUM graphics to the limit

‘The clozest vet to & irus animated graphics adventure.  excellent value for maney' Popular
Compuiing Weekly

‘Superd high resolution with' smoothscrolling ... with thenights drawing in this.program should
give you plenty to ihink about’ Micro Adventure Dec 83

‘Tha graphics are smaath, startling and gxciting. Thay show theway for tha development of the
araphics adventure in the next year Sinclair User Annual 84

‘Each quast s selected by you al the beginning of the game and you wilkhave five game days in
whigh to complete it The time facter is exceptional in adventure games’ Sinclalr User Dec 83

Availabie from W H SMITH, selected
branches of BOOTS and Jd MENZIES and
other leading retailers.

Also avaifable direct at £7.85 (Postage and
packing free) from:

DORIC COMPUTER SERVICES, 3 THE OASIS,

Trade Enquiries weicome ==es. GLENFIELD, LEICESTER LE38QS
Telephone 0533 314345

18 A Newstield Publication




CHRIS PASSEY & MATTHEW
UFFINDELL revisit some old favourites
(and some new versions) in our second

Game Type comparisons

Ever since Marlo lost his girl to the clutches of King
Kong, there's been trouble up at t'Empire State
Building! Quite how the particular story line for the
original game emerged is now lost in the mythology of
what the arcades called Donkey Kong or Krazy Kong,
Their popularity in the arcades was probably due to
their non-violence and perhaps because people had
become fed up with shoot the invaders games.

The simple object of the game is to reach the top of
the screen and ‘rescue’ your girl from Kong's clutches.

To do this you must run along several levels of plat-
forms and climb ladders while Kong rolls barrels and
tireballs down on top of you. This recipe should ideally
continue for several screens of increasing difficulty.
There are several versions for the Spectrum ranging
from bad to very good, and the selection here (which is
very representative) contains two tities which mas-
querade as something else, but are still Kong type
games really.

A Newstield Publication 19
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KONG Ocean
KILLER KONG Blaby
GODZILLA & Tt

MARTIANS Templation
KONG Anirag
KILLER KNIGHT Phipps

-&u g5

KRAZY KONG P.5.5

- KONG (Ocean)

Ocean’s Kong is a close

'gt;r?"'ti:ithe' nal. It starts
‘off well with Kong making

“his entry, climbing to the
top, then stomping and

= causing the gliders to
slope.

lope. Now the ape starts

mbarralarolllﬂﬁa ey go

‘sideways down the ladders
: ‘s seamed to

‘fﬂ\'mll’ falling through

holes). There are a total of
- four screens, featuring
fireballs and elevators as

" well. The graphics in this

‘game are the best of all,

and are | {terrifyingly

~ large barreis), well animated
‘. . and fast. The man jumps

‘well, in fact he goes so high

his head passes through
the next 'f?ggr .',Thalfbgkeys
‘are well laid out, it's Kemp-

ston compatible and there's
% iglrajnh'tg mode.

It takes a long time 1o load,
but it's worth the wait. A
screen appears with five op-
tions, keyboard, Kempston
{g{sﬂck, Quickshot and Pro-
interfaces, demo mode
and training mode, All four

screens are identical to the
:ff-c;age ?.I; iginal --_.eve::.rl ;he_

etail o ape smashing
down the rcaigg into dif-
ferent angles at the start.
Graphics are big, bright and
smooth with just the right
amount of ladders. Even the
hammer on the second plat-
form is there, to enable you
to smash the barrels for
bonus points. None of the
other games has this
feature. Tunes are played at
the start and end of a
screen, and at the start it
says, 'How high can you
get?' — just like the
original. I-think this Kong is
Eﬁ best one.

KILLER KONG (Blaby)

I thought this was a good
version. Here there are five
screens to complete — all
are difficult. It requires the
most skill in timing because
the last bit of the top
section is too low for
jumping barrels. The game
has good graphics on the
whole, but they aren't super-
smooth due to ‘character
position movement' bein
used as opposed to pixe

type. This game, however,
has the best sound.
Keyboard play could be
improved — the keys are all
along the top row. There are
bonuses for getting green
burgers and also a time
bonus. | would recommend
ggs version. :

Killer Kong is a version with
many ladders and is not at
ail like the original really. It
is just 8 miss-the-fireball

game, though | found it very
The

playable, The jumps need to
be timed right (like Anirog’s
version) because the
graphics aren't smooth. |
can say the sound is great
and the colour is well used,
It's much mote addictive
than Anirog’s version and
.;r‘al? more joystick options.

MARTHANS

This one has the most
original title and also the
classiest packaging, but it
is also the worst of the
bunch, primarily because
it's written in BASIC, which
immediately limits the
program's capabilities (it's
also the only 16K version).
The idea is to run along and
jump over the martians
(resembling invading
barrels) which move from
side to side. Thers are also
ladders to climb on your
way to the top and holes to
jump. (Godzilla, meanwhile,
is protecting your girl — not
‘holding’ her). Only one
screen and only one life.
The graphics are jerky, and
jumping is a hit-and-miss
affair. On the whole, very
Er;add!ctiva.

This version barely
resembles the original at all
except in the ladders,
platforms and rescuing ‘the
girl of your dreams’, Jump

control is very bad,
unresponsive — just y
over and down — terrible,
The graphics are limited
and the keys poorly
positioned. Sound and
colour are also poor{all in
BASIC), no joystick options
‘and generally well below
ruc‘:ﬁay‘s.s'tand&r_ s,

KONG (Anirog)

A different story here —
this is more of a Kong copy
and quite reasonable. It
‘contains quite good
graphics and is possibly the
most colourful. The keys are
well laid out, making it very
playable. Four screens
featuring barrels, fireballs,
lifts etc. Bonuses are
available in the form of
umbrellas and handbags,
and there's a time limit to
deter waiting around. The
jumping is rather quick and
needs careful timing
though.

CP

This version doesn't start
off too well — no screen
page, and the inlay says
nothing about joystick
options although once
loaded it informs you that
it's Kempston compatible
(sigh — unplug computer,
fit interface and reload). A
demo autoruns after
seconds. Screen 1 looks
like screen 2 of the arcade
original except there are no
conveyor belts, Screen 2 is
very much like screen 1 but
with more ladders leading
up to the next plattorm.
here are lifts on the third
screen, but only the fourth
screen looks like the

‘original, where you must

pull biacks out of the floor
and watch Kong fall. The
demo had nice smooth
graphics, but the game
didn't. | found the jump
disappointing — you must
jump when a fireball is right



against you, or you'll tand
on fop of it. The colour and
Sound is well used, and
fair game can be played on
this version, although |
think Anirog have overdone
f:‘ ﬁn the ladders.

KILLER KNIGHT

Apart from Krazy Kong, this
is the.only version with a
loading screen picture. The
game itself is a variation on
the Kong theme — rescue
your girl from the clutches
of the evil black knight.
There's the usual barrels
and holes to jump and
ladders to climb: Also a
handy umbrella to break
and accidental fall {once).
The game is very fast,
robably the fastest of the
of, but the graphics are
rather small and colourless.
Jumping is sudden and
control generally is difficult
due to speed and poor
keyboard layout. Ladder
climbing is automatic, so
there's no going back! This
Is a difficult game to play
inet a bad thing), but with
ts uni‘nsl:uiring graphics and
lack of playability, | didn't
‘r:egliy enjoy it

I found Killer Knight very
difficult to play because
jump control s very
difficult. | know I'vé said the
same gbout the Anirog
Kong and Killer Kong, but
here there seems to be no
‘feel’ to the jump, perhaps
because it happens so
quickly. Poar scund and
even worse colour drops
this game's value. | also get
the feeling this is compiled
mic — the poor block
graphics with uninteresting
UDGs make it not worth
considering if you are after
fnl .Ejea! Kong game.

KRAZY KONG (P.S.S.

This is quite a close copy of
the arcade Krazy Kong and
includes barrels, fireballs,
conveyor belts and lifts. The
barrels drop through the
platforms randomly as well
as descending the ladders
on top of you. The man is
well animated and jumps
very generously (which
doesn’t mean it's easy)! |
didn't like the key positions
— all on the top row. There
is a time limit for a bonus
and water buckets for
bonuses. Nice loading
scregn which matches the
cassette inlay, Four screens
in this version with well
cc;mbinaﬂ hazards.

P.5.5.'s version, which has
only just come out, is very
like the arcade original,
Your man is well animated
and walks smoothly on his
way to rescue the girl. Alf
the characters are a bit
small but nothing to
complain about, and the
man jumps very well. The
game is colourful, tuneful
and very playable — second
to Ocean's Kong in fact. All
the keys are well positioned
— could be used with
Sinclair Interface 2 but not
stated anywhere (Kempston
compafible). Ocean's
version comes out with
flying colours, closely
ﬁ-ﬂow&d by this ene.

Next Month: Missile Command
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SINCLAIR TALKS TO
CRASH

Details have just been arranged
for Alison Maguire, Software
Manager for lair, to be in-
terviewed by three CRASH

ABACUS ARCADE PACK

The multi-digited gamesters,
us, have just released a
four-game pack under the
name Space Odyssey, The four
games are Senfinel, Fireflash,
Avenger and Proteus, and they
all form a continuing arcade
story. Avenger sold 40,000
copies; while Sentinel
remainded in Smith's top ten
far months, Fireffash received

h
T R——

The Quill Drips Gold

Gilsoft, whose adventure
writing utllity The Quilf has
been responsible for helping
many authors produce
Adventure Games across a
range of software houses in
recent months, have
announced a series of
Adventure Games for the 48K
Spectrum.

The series is called The Gold
Coliection and contains eight
titles. One is yet to be
announced, but the others are
Magic Castle and Diamond
Teail, which have been out for
some time, (and were the first
to be written with The Quill).

22 A Newsfield Publication

reviewers and readers. By the
time you read this, the inter-
view will have taken place on
the 8th February at Sinclair's
London Offices. The interview:
will be published in next
month's CRASH.

a rave CRASH review in last
month's issue. Author Kevin
Flynn has recently completed
Proteus, which unfartunately
we gan't review until next
month due to pressures of
space. Abacus are still selling
the game separately at £5.95
each but you can buy all four
games in the ‘arcade pack’ for
only E14.95 — a saving of
almost £9.

Africa Gardens, The
Adventires of Barsak the
Dwarf, Spganane. Devil's Island
and Mindbender.

Africa Gardens by Tom
Davies takes its name from the
hotel featured in.the game and
is set at the turn of the century.
it has graphics and displays
The Quill's versatility with

DG's and block graphics,

rsak the Dwarf is written By

P &V Mapolitano. You must
heip Barsak collect nine
treasures of his forefathers and
“It" is set in a mythologigal
underworld. Spy Pfane has by
D. Brammer, has an unusual
setling fer an adventure in as
much as the game takes place

in the plang and over the
locations. You're flying over
locations set in the Arzelan
sea, gaining military
intelligence. It should be
realistic as the author is a pilot
and used to be in the RAF,
Devil's Island by Colin Smith
poses you the problem of
ascaping from the infamous
French island prison. You must
face the prison guards, tha
}un{?le and unfriendly natives,
find & boat and escape to the
maintand. Mindbender by B.
Jenkinson has you suddenly
transported by alisns using
some mysterious ray to their
underground base. You have
the mental power to resist and
escaps, and your task is to
locate the source of the ray
and destroy it. This game starts
off, apparently, with a
description which includes a
desk with a Quill sitting on it!
All-titles in the Gold
Collection will be avaitable
individually, priced £5.95 each
and Gilsoft hope to haye tham
ready for release sometime in
February this month in their
own distinctive packaging.

MICROMEGA SCREENS IN
BOOTS

Shops are nermally tao busy {o
be able to demonstrate games
to their customers, but
software house, Micromega,
are making attempts to alter
that. They have recenlly set up
demonstration stands in two of
the larger Boots stores where
there are large computer
sections.

The demonstrations have
taken place at Boots' branches
in Portsmouth and Slough, and
involved two members of staff
with six Spectrums and
scraens. A spokesperson for

Micromega toid us that the
idea had proved popular, and
that in discussions with Boots
there had been an informal
agreement to expand the
sarvice to other stores across
the country.

Boots carry all four
Micromega products, Haunted
Hedges, Luna Crabs, Starclash
and, of course, the fabulous
Deathchase. Micromega see
the demonstration stands as a
part of company support for
their games as they do no mail
order, only supplying retail
cutlets directly and through
distributors like Websters. The
call for games has been
enormous. Only the Thursday
before Christmas Websters
asked for several thousand
copies of Deathchase and
Micromega made a super
human effort and was able to
deliver them before lunch the
next day.

The next game from the
company, as we reported in
last month's issue, is another
Derek Brewster titls, which he
gave a working title of invasion
2000. At the moment,
Micromega haven't decided
what to call it, but they told us
that it is going to be a big
seiler,

JET SET FROLICS

After a visit to deepest Woolton
(Liverpool) we can rep: t that
the errant Jet Set Willy is alive
and well, if a trifle late in
emerging from that Surbiton
Mine of his. Author Matthew
Smith told us that the main
reason for the delay was due to
tha builders who have not

©

Reclusive programmer Ma

Smith mekes a rare appearancs for
belwesn

the CRASH camera
manically mining.




finishad work on decoration of
Willy's- enarmous new mansion.
Tha size of the house is a
rather daunting, as it contains
84 rooms, and is therefore
some three times bigger than
the mines below! Each room is
in an indescribable mess
because when Willy's new
found fair-weather friends have
a party, do they have a party!
Alan Maton of Software
Projects had hoped the game
would be released before
Christmas and planned
accordingly. But the sheer size
of the game. the amount of
animation in it, and the fact
that it is intended to be a big
improvement on Manic Miner
has caused Matthew the kind
of headaches that Willy himself

called The Games Lords
Megazine. It's eight pages of
game hints, news on the
company's products, a chart
and competitions. There's also
a report on the Faluvian
Empire, which someone at
Quicksilva had threatened to
write a novel about. | hope this
isn't & cheapskate way out of
writing the real thing — don’t
they know how miany Spectrum
owners are saving up to buy
the Chronicles of the Faluvian
Empire when the trilogy of
novels are released? Whether
you're an Xxkraan Raider or a
mere earth-bound alien-zapper,
details on the club are
available from Quicksilva, The
Games Lords Club, 13
Palmerston Road,

would appreciate. Another Southampton.

week should see the program

work finished, we were told.

The inserts are already printed e

and waiting — so, comEe on

Matthew, get off your Eugene's -

Lair and back to the surface! ROLAND MOVES HIS
WARREN

I | < {tware house Rabbit have
recently moved from thejr

Fﬁl“m REPORT premises in Harrow to a new

Quicksilva have just launched a
club members only magazine

home in Wealdstone — in fact
it's called ‘The Warren' and isa
suitable name as Roland

Rabbit appears to be breeding
ames faster than a hamster
ed on oysters. At the same

time 18 year old Terry Grant

has been promoted to the post
of Software Director. Terry has
worked at Rabbit for some
time, and has been responsible
for the production of 15 games
now. Rabbit consider the

concepl of a seftware directer
to be a new one, and they feel
there is & need for such a job.
Terry, who studied computer
science before joining Rabbit,
feels that a detached view of a
game will often produce more
realistic results and that it's
very easy for a programmer o
get too far inside the game. His
role is to ensure that Rabbit
garnes have consistently high
levels of playability and will
rmaintain the interest of players
for longer periods,

OMNICALC (4BK Spectrum)
The best Spectrum spreadsheest
you can buy, Written in machine
code to be faster, to give you
more space for data, and to
allow more features to be
included, it is guaranteed
uncrashable.

* 89 columns or 250 rows.

% Fully prompted input.

* Extensive repeat facilities.

* Supports ALL Spectrum
functions,

#* Unique iterative facility.

* Totals/Sub-totals:
+ many more.

“If more programs shared the
quality of OMNICALC then we
might see more Spectrums in
offices™

Home Computing Weekly
3/6/83

“it s ideal for someone who
has just foundthe spreadsheet
concept, but it is also a very
powerful tool for anyone who
has used one previously"
Sinclair User June 1983

Complete with comprehensive
manual. £9.95,

SIS 7 ROSLBLRY R
' -".'\’- TELERT

Al - - ;
E x{g" WHEELIE (48K Spectrum) Take the motorbike
M in your Spectium for a burm-up: Survive humps,
d #¥  bumps and jumps as you seek the elusive ghostrider
F# — and then your problems really star, Crash helmeis
£5.95
sdsl” EVOLUTION (4BK Spectrum) Tyrannosaurus Rex. Stegosaurus,
i Podopteryx, Brontosaurus are some of the creatures on the
fascinating journey from the starl of life to man. Educational
° and fun, this adventure, took 3500 million years the first ime it was
o piayed ... Can you do it guicker? . — jusi £8.95
* CREVASSE/HOTFOOT |Any Spectrum) Canyou makeitacrosstheice-cap
whilst chasms open and close all around you ., . ar help-a hungry rabbit n a
hostile world . . 2 original games on one cassetle — only £4.95
THE TRAIN GAME (Any Spectrum) The game that stans where mode| rallways lefl
.. ofi Full graphics fealuring passenger. goods-& express iraing; unnels, stations, turmtable
tonus games, irale passengers; collisions, derallments, and everylning else you' expacl
from a mager [milway! — Superh value £5.95
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In last month's joystick article,
we reported on a
programmable tick
interface ca Comcon and
made by Frel Ltd. CRASH is
always interested in any small
company making a debut with
an item of interest to Famaa
piayers, and it's doubly
pleasant when the company
turns eut o be a close
neighbour in little old Ludiow
itseil. A Frel spokesperson has
now informed us that
production models of the
interface will soon be available.
It features a matrix board
representing the Spectrum
keyboard, and is said to be the
simplest method of
programming & universal
Joystick so far. Anyone
interested in further details
shiould write to Frel Ltd. 1
Hockey's Mill, Temeside,
Ludiow, Shropshire SY8 1PD.
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Known colloguially as the ‘Glass
Tower' in micro-software
consclous Liverpool, Imagine’s
new headquarters office in Sir.
Thomas Street is actually a
beautifully renovated four-
storey building of red brick.
Appropriately enough, it is
situated only a short distance
from the site of where .,
Liverpool's famous Cavemn
Club used to be. Appropriate
because there are some
uncanny parallels between
Imagine-ation and
Beatlemania.

When Brian Epstein
discovered the Beatles playing
in the Cavern they were
unknowns. Epstein was an
accountant running a record
business. Imagine's Director of
Operations is eriss. In
the late 70s Bruce Everiss
started up a unigue shop called
Micro Digital, one of the first
shops in the UK to sell home
computers over the counter to
an unsuspecting populace. The
shop was a great success, S0
much so that Mr. Everiss
attracted the attention of the
high street giants, and
eventually the business was
sold to Laskys. Like Brian Eps
tein's record shop in the early
60s, Micro Digital was a hot bed
of young talent — in this case
not musicians but software
enthusiasts. Among the
employees were names later to
emerge like David Lawson and
Mark Butler. After Micro Digital
went to Laskys the various
enthusiasts merged their
energies into what bacame
Bug- , but with so many
young, go-ahead talents
invalved it was not surprising
that they should want to go
their separate ways. Lawson

IMAGINE-ATION

Arcadians Mark Butler & David Lawson.

and Butler founded Imagine
and released Lawson's
program Arcadia.

The intant company was a
phenomenal success and
within months had earned its
first six million pounds selli
Spectrum games. With growt
had to come glannl 80
Lawson and Butler did the
obvious and asked Bruce
Everiss to come and run the
company.

==y

A

lan Weatherbumn (Alchemist) back at work.

Taoday, just a year after it
started Imagine is a company
with over 100 employees, a
head office block, two
warehouses and a Contract
Programming Building. The
founders are worth an
estimated £30 millien and the
management live and work in &
fine style.

Bruce Everiss showed us
around the main office block.
The company's affairs are run

CRASH Editor, Roger Kean, Imagine’s Director of Oparations, Bruce Everiss,
and PA, Janny - 8 ;

from here and it also includes
the sales team and games
pragramming department. An
area for six programmers s set
out on a lavish scale, backed
up by a computing power
which is quite staggering, and
a Technical Support Area
which can provide the
programmers with whatever
resources they require. As we
walked about lan Weatherbum,
authot of Imagine's latest
game Alchemist, was already
at wark at one of the desks on
another project. A lot of the
other programmers have been

continued on page.92
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WHEELIE

Producer: Microsphere
Memory required: 48K
Retail price: £5.95
Language: Machine code

Microsphere seem to have
done it again, following up
their excellent Train Game
with another wholly original,
beautifully put together
ame in Wheelie. You have
ust taken delivery of the
uitimate two-wheeled
machine — the four cylinder
tuel-injected turbo-charged
Zedexaki 600. While you're
out on the road trying it out,
you see this sign saying
‘Private road — no speed
limit to brave riders’. All ex-
cited, you enter the driveway,
the gates slam shut behind

u, and you are trapped in

ightmare Park. Your only
way out now is to find the
ghostrider, who's dozing
somewhere off to the right,
wake him up and then race
him back. The park is full of
wildlife, all trained in karate,
s0bumping into any is notso
good for the health.

The screen display takes
the form of four ‘roads’
stacked one on another,
almost like a cross section
through caves. There are not
-always four visible, and any
road travelled may well go
steeply up or downhill to
another level. There are thin
‘upfdownhill’ lines across
some, and the bike will travel
down a level if the down key
is pressed, and the same for
uphill.

Apart from the vicious
wildlife (includes leaping
kangaroos and giant
hedgehogs getting their own
back for truckers) there are
ather problems to be en-
countered. Humps in the
road can only be got over by
accelerating rapidly at the
last second and doing a
‘wheelie' — front wheel
riding up and over.
Sometimes you have to jump
over a bus! There's also ice
on some roads, which must
be taken with caution. Runn-
ing into a dead end will kill
you off if you don't brake in
time, and going downhill too
fast can also be rather fatal!
Gas stations are few and far
between, so it's worth
backtracking for them. To be
promoted to a new level re-
quires completing the one
you're on, when you'll be

iven a code to let you enter

the next one up. Good riding!

ol =l

Becoma Eddie Kidd for the day — Microsphere's wonderful Whaelie.

TRARGET -2Q0@36

CRITICISM

‘When | first saw another
reviewer playing ‘Wheelie', |
thought that it was totally
different and looked good.
Then | got round to reviewing
it and my impression that i
was a sort of ‘Scramble’
game faded! It's much, much
more! Revs are important
when jumpin? cars and
buses — too tast and the
bike cartwheels, flinging the
rider off, too slow and you
won't make it. Onee you get
tothe end of the complex you
meet the ghost rider, a tune
is played, and the race back
begins. You must beat him,
but he has a distinct advan-
tage — he can travel in a
straight line across the
screen, but only at about a
third of your top speed. All
that | can say is that | spent

about three hours playing
before | remembered | was
supposed to write
something about it! A

dangerously addictive game.
Great, Brill, Fantastic —
super words fail. Just buy it!’

‘The makers boast that
Wheelie has some of the
best graphics you're ever
likely to see on a Spectrum.

I'd like to think that there’s

still room for improvement
as time goes by, but certainly
these are exceptionally
good. Smooth, very detailed,
with loads of animation. The
spills the biker takes are all
quite varied, depending on
the type of mischance he
hits. it's all quite realistic. At
first you might assume that
you can memorise the layout
of the ceverns, but I'm afraid
nhot, each game they change:
All in all, this is one of the
most enjoyable games [ have
played for a long while, and
l'm sure it's going to keep
players entertained for
hours.’

‘If you're playing with the
keyboard, it has a very sensi-
ble layout, but there's a
menu for selecting Kemp-
ston or cursor type: joystick
as well as a routine for set-
ting up other joysticks via

user-defined keys. Ver
good, As for the game, well it
is pretty good. Lovely
gra::‘;:hi-:':s_T very, very difficult
and challenging. Excellent
value.'

COMMENTS

Control keys: left = bottom
row left, right = bottom row
right (these act as
accelerate and brake),
second row = down, third
row = up and top row =
freeze

Joystick: Kempston, AGF,
Protek and user-definable
keys

Keyboard play: very
responsive

Colour: good

Graphics: excellent
Sound: good (excellent on
bike effects)

Skill leveis: several

Lives: 4

Screens: new regenerated,
and scrolling

General rating: addictive,
generally excellent, good
value.

Useofcomputer  89%
Graphics 86%
Playability 90%
Getting started 95%
Addictive qualities 99%
Value formoney 99%
Overall 93%
[ s e

The Pyramid

Producer: Fantasy
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: Bob Hamilton

In essence The Pyramid is a
simple game, as all good
games should be. Your hero

“is Zigagy, who sits in a little

bubble capsule’ equipped
with a 'hi?hly effective phas-
ed plasmic laser’ with which

‘he can atomise any of the 60

weird aliens that live inside

the Pyramid. This structure
consists of 120 chambers on
18 levels, 1 chamber on the
top level, 2 on the second,
three on the third — and so
on. The object of the game is
toreach the exiton level 15in
as short a time as possible.

Each time the capsule
touches an alien its shield
power is depleted. When the
shield has evaporated, Ziggy
is vulnerable and will dieif he
runs into an alien. Thera are
two exits from each
chamber, protected by a
force field. These are
neutralised by crystals
which drop from the top of
the chamber after a certain
number of aliens have been
atomised. The crystals have
three states — whits, they
destroy anything touched
and' deplete the capsule
shield — yellow, they
become vulnerable to
destruction by aliens but are
still too hot to pick up — and
when blue they can be col-
lected and used to neutralise
the exit force field, although
if the capsule is hit an
alien a crystal will still be
destroyed. With each ievel
the force fields require an ex-
tra crystal to neutralise
them, 8o on level 3 it takes 3
crystals, level 4 needs 4
crystals — and so on.

And basically, that's it.
Scoring is done by giving you
9999 points when you entera
chamber and awarding
what's left when you exit.
Points over 30,000 are coded
and may be sent to Fantasy
for publishing in their top
1000 scores every 6 months.

CRITICISM

‘At first | thought this was
going to be an adventure, but
no, it's a very unigue arcade
game and well worth buying
with 120 screens, each one
more difficult than the last. It
will take a long time to
master. Another bonus isthe
graphics which are very good
— like Ultimate's style,
smooth, action-packed and
detailed. Good keyboard
positions too. A Very addic-
tive game.’

‘This ugame is nicely
packaged and presented
with excellent instructions.
In playing it's enjoyable
because all the colours are
used, the graphics are
smooth and very detailed,
each character having its
own movement and anima-
tion — there’s even a recoil
effect on the laser. The game
is great fun to play,
25
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frustrating when you start to
get down a few levels, die,
and have to go back to the
start. Very challenging. [ lik-
ed it!’
‘Presentation and
gr‘:'phies-,-are excellent and
range of control key posi-
tions and joysticks that may
be used all add up to ver
d value for money.
ighly addictive game.’

COMMENTS

Control keys: 3 options —
Q/A up/down, O/P leftiright,
bottom row fire; or — top
row up, 2nd row down, A-G
left, H-L right, bottom row
fire; or — ZISYMBOL SHIFT
Itemr’rght, X/M upldown, C N
re

e,
Joystick: Fuller, AGF,

Protek, Kempston,
Mikrogen :
Keyboard play: very
resposive

Use of colour: very good
Graphics: excellent
Sound; good

Lives: 1

Screens: 120

General rating: addictive,
playable and excellent
value for money.

Use of computer 85%
Graphics 82%
Playability 81%
Getting started 78%
Addictive qualities 83%
Value for money 91%
Overall 83%

Doomsday
Castle

Producer: Fantasy
Memory required: 48K
Retail price; £5.50
Language: Machine code
Author: Bob Hamilton

| Doomsday Castle is the se-
quel to The Pyramid. Often
follow-ups lack the flair of
the original, but in this case
the same excellent graphics
have been used and added
to, The scenaric has also
| been enormously expanded,
and the cassetie is accom-
panied by a long, highly
amusing and informative in-
lay of Instructions which
clearly explain the various

creatures you will encounter,
the layout of the castle halls
and passageways.

It's a long scenario, but in
brief, it seems that the Elves,
ever hopeless at keeping
their magic rings and
crystals, have allowed the in-
finitely evil Scarthax to

26
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roles of the 5 different alien

house 6 large elfin stones in
Doomsday Castle, where
their dangerous power can
be harnessed for his own
nastgeends. Super hero Z.fgﬁy
has been sent in to find the
stones and escape with
them. Some hope! Each
chamber is filled with Urks,
Garthrogs, a Googly Bird,
Nucleoids and rrp_hacs.
Ziggy, in his by now familiar
defence capsule, has to
laser Urks to death to keep
up his laser power, which he
needs to blast away one of
the four red exit doors. Most
of the time these doors are
protected by the Garthrogs,
who sail up and down on
lifts, shooting blindly at
anything. Only when a Gar-
throg is ‘up’ can Ziggy get in
a shot at a door. When the
door is suftficiently
destroyed, Ziggy will be
sucked through. Each
chamber has an anteroom
which may contain a erystal
or one of the 6 ancient
stones. Only these 8 give you
scoring points, which are be-
ing eaten away the longer
you remain in the castle.
High scores are coded and
may be sent to Fantasy for

SRiviess

publishing in their list of top
1000 scores every 6 months.

CRITICISM

‘What makes this game
fun to play, is the complex
relationship between all the
creatures. Googly Birds only
want to sleep, for instance,
but Urks keep trying to wake
them up and make them fly
about, so it becomes as im-
portant to shoot Urks to pre-
vent this happening as it
does to shoot them for laser
replenishment. Added to
that, there are numerous
routes through the castle but
not all are as useful as
others, so there is an adven-
ture and strategy element
thrown in. Mind you, coping
with. the furiously fast ar-
cade element is quite
enough for me!’

- - i
el ——

All [ can say is BUY ITF

‘Fanfasy certainly seem
determined to drive people
nuts with immensely long
games at jmpossible odds.
Mot that this is unplayable,
quite the oppaosite, it's great
fun, with good graphics and
good sound. To offer any real
criticism one would have to
play for menths! Excelient
value.’

COMMENTS

Control keys: 3 options —
see review for The Pyramid
Joystick: Fuller, Kempston,
AGF, Protek, Mikrogen
Keyboard play: very
responsive — Ziggy floats
downwards under his own
steam, so you have to work
hard at this one.

Use of colour: excellent
Graphics: excellent

Y Vo o
Beset by alien enemies, Super Hero Zigay battles against overwhelimi
odds,

‘The graphics are ex-
cellent, smooth, defailed,
animated and amusing. Not
only must you survive in a
hall, shoot out the door, get
the crysial and move on, but
you get shut in a passage
with a tHme-locked daoor,
where you must survive for
as long as possible against
the Orphacs before being
released into another hall to
do battle again. A great
follow up to The Pyramid,
and another challenge fo
Ultimate’s great game name.

Sound: good
Lives: 1
Screens: 25 halls, 49
assages
eneral rating: addictive,
playable, very good value.

Use of computer 85%
Graphics 90%
Playability 88%
Getting started 78%
Addictive qualities B86%
Value for money 92%
Overall 87%
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. competition, which offers you the
- chance to drive yourself mad with

3

. Htyou enjoy a hard and fast action
. ?tme that also has masses of
~levels to play through, then
- Fantasy's The Pyramid and
- Doomsday Castle are probably for
you! Now's your chance to win a
copy of the |atest release,
 Doomsday Castie — a highly rated
- mind . In association with
i CRASH, Fantasy are offering 100
' copies of Doomsday Castle to the
- first 100 correct entries to the
questions below. Easy? Well,
_perhaps, but playing Doomsday
Castle I8 no easy task!
Fantasy was formed early in 1983
Bob Hamliton and Paul Dyer.
b, it seems, gets his games ideas
when running over the Welsh hills,
which might explain why he thinks
-ﬁam pi_grers should have to work
vard toc! They are both software
fesslonals from the defence
©  industry with experience In real-
. time assembly language
ey ?mgramrﬁlng. and a real-time
ascination with sci-fl. This puts,
them in a strong position to write
. games software.
. The company's original name
__wasn't Fantasy to begin with, and
~ 'before it was changed, they brought
out two-vary_pogular games with a
~ ‘space’ theme. But Bob and Paul
 were keen to develop a ‘space’
M&ﬂnme which was new. "It's
} impossible to come up with
stely new concept," says
ut we think with The
id and Doomsday Castle we
come up with two games
‘are very different from all the

e

CRASH/IFANTASY COMPETITION

1 What was the company’s griginal nama
before thay changed it to Fantasy?

2 Intast month's issus of CHASH, what was
the name of the dying ﬂgﬂca ship in THE
TERMINAL MAN comic

3 Name the super-hero of The Pyramid and
Doomsday Caslle.

4 How many chambers are there in The
Pyramid?

& Namethe two 'space’ thame gamas
previously released by Fantasy (which
were also undar the original company
name}.

6 MName any two monatars you might
encountar in Doomaday Castle.

7 Nama the artiat who painted the CRASH
cover lllustration fot the last Issus and
this issue,

B8 Count up the program entries in this
month's Spactrum Guide Section
{excluding the Game of tha Month on page
45} divide the result by 3 and give us the
answer,

: Name, address and answers in a letter or on a postcard
 CRASHIFANTASY COMPETITION, PO BOX 10, LUDLOW, SHRO

Thie firat 100 correct entries drawnoul of
the bag wiil each receive a copy of
Doomaday Castle. Gompstition closing
data |s last post an 16th. March 1984.

 Fantasy do extensive market

‘research amongst schools to find
‘6ut the essential ingredients of a

good game, and the results point to
thesa being: fast action, exciting
graphics and as much colour and
sound as possible. The other
important factor is complexity — a
feature very evident in Doomsda
Castle. "It's vital that as the skil
level of the player increases, so the
depth of the game increases with
them,” says Paul.

Difficult high — score games
naturally lead to a senss of
competition amcmq‘si players,
which Fantasy are keen to promote
on a nationwide basis. This adds an
extra dimension when any player
can compare his score against the
very best scores nationally. To
achieve this the games have
embedded in them a score
validifier, so that a-12 letter code
will appear whenever a new high
score |s achleved. Fantasy
publishes the top 1000 best scores
avery 6 months in their Fantasy
Micro Club newsletter. Top scores
will also appear in alternate issues
of CRASH.

Now all you have to do is get these
ludicrously simple questions right,
whip them into us as fast as
ssible and you, too, could join

he throng of people driven to utter
distraction by the awsome
prablems of surviving the action-
packed Doomsday Castle!
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So many games now use the cursor keys
anything to make life easier is a welcome
In our last issue we took a look at joystick
closely at the joysticks themselves ina fu-
neat attachments which will take some

The serious problem with
cursor keys for playing is
that they are just not
ergonomic. It is guite
natural for the brain to interpret dir-
ection quite physically — in other
words, for up and down control to
be in that configuration, and left and
right similarly.
This is why key positions like Q/A and
N/M are sensible. Q/A and ZIX are not
s0 good because the two sets of keys,
one for each hand, are too ciose.
Directional keys that come in a
straight line are poor in comparison
because in the heat of play, the brain
can become confused as to which set
is which. Now if, on top of that, you
add thefactor of the peculiar layout of
Spectrum cursor keys, which is left-
down — up-right, you can see that
you have what might be called split
hand control.

A fairly new idea has been to
develop joysticks which simply clip
over the top of the Spectrum
keyboard and mechanically depress
the cursor keys. The maovement is
transmitted by means of levers ac-
tivaled by a joystick. This means the
joystick can be moved left to create
lett movement, right for right move-
ment, and so on, just as you would if
you used a programmed joystick.

The obvious advantage to this
system is its cost. There are no elec-
tronics involved, no wires, no edge
connectors and no hardware pro-

ramming. The obvious disadvantage
is that the joystick will only control
the cursor keys, and by no means all
aamea on the market opt for them.

evertheless, a great many games
do, or have user definable keys, or
make provision increasingly for cur-
sor type joysticks. Obviously if a
ame does offer user-definable ka¥s,
then its no problem at all to set up for
a clip-over joystick.

E.E.C. Ltd. have brought out such a
clip-on cursor joystick called Spec-
trum Mechanical Joystick. This
comes as a one-piece clip-over unit
which press fits over the shoulder of
the Spectrum. Slightly off-centre (to
take into account the position of the

28 A Newstisld Publication
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cursors) is the raised box containinﬁ

thelevers. From this rises the joystic
itself. Below the box surface the
joystick, which can rock In all direc-
tions, is fixed to a shaped cam which
in turn activates the four levers.

A disadvantage of this system is
that the pressure on the key pads is
uneven, so that in play it requires dif-
ferent pressures for different direc-
tions, and the transmission of
pressure seems quite uneven when it
is used for irectional control,
Overall the construction is strong —
almost too strong, which means you
have to hoid the unit in place when
playing fast and furious games. Its
main advantage is that it clips on
quite quickly and without any fuss,

Another contender for the clip-on
cursor joystick is the Spectrum-Stick
from Grant Design Lid. This one
comes in three pleces, and so packs
inta an amazingly small box for
ggsung. The central unit is a closed

X a mere three inches by one
and three-quarters and an
inch high. Two
Z-shaped arms
are attach-
edto

this by
means of
white plastic
bolts. The ad-
vantage of this
systemis that the
bolts can be well tightened onto the
shoulder of the Spectrum, and when
in place the unit has no tendency to
slide or wobble in play. A useful touch
is that the hidden cursor key symbols
are all reproduced on top of the unit
80 that you can still use them.

The joystick itself is extreme}g
positive in action — in fact so muc
so that I'm sure it's the best “feel”

m:ib—n?—?‘;or dlront'iu-nal com:iul that
a ta the game player’s equipment
controllers, and we will R lo:iﬂ

ture issuse. In the meantime, here are two
of the sting out of the cursar curse.

ng more

L)

joystick I've used, and comp
ares on equal terms with any

of the more famousnames. .
It reproduces B-directional ;
movement with perfect accuracy,
andis so light to handle that there
is no risk of computer movement
or even of joystick damage through
over-ardent playing!

These clip-on cursor joysticks are a
worthwhile investment, | think, even if
you have another type (unless of
course its already a cursor interface
joystick). And both makes mentioned
here, do leave the rest of the keys free
for use. Of course you don’t get a fire
button with them, but then, quite a lot
of fast games use twe or even three
effects keys and you can't cope with
that on any joystick at the momaent,
So, from now on, it's not only plug in
and turn on but alse clip on.

Gt Dasiins's ivast ity Spectrum Sck

The § rum Mechanical Joystick is
Eﬂcu at £9.95 (incl. p + p) from E.E.C.
td., 1 Whitehouse Close, Chalfont

St. Peter, Bucks SL9 0DA.

The Spectrum-Stick is priced at £9.95
incl. p+p) from Grant Design Lid.
ank House, Repham, Norwich, Nor-

folk NR10 4JJ.

Both joysticks should be availabile
from good computer retall outlets.
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_The battle could be yours.....

,.+.....but it won't be easy!

This Is ‘ZIGGY ', shown above, in his exploratory capsule
and is a true representation of the on-screen graphics.

THE PYRAMID

THE PYRAMID is anv arcade style gamewhich has a very adverturoos
fee| it

The Pyramid contains 120 chambers on 15 levels, In order to get from
one chamber 1o another you must fight off the indigenous aliens 1o
coliect an-energised crystal which will neutralize the force field guarding
thie two exits.

The Pyramid is inhabited by a total of 60 weird and exatic alien types,
all of which are beautifully animated. You will meet a whole vanety of
demons, droids, insects and monsters, with a sprinkling of the more
unusual, the extra-terrestrial tweezers, galactic strawbermy, cosmic clavy
mutant eye, plus a whole host of entities that defy rational description.
You'll no deubt invent your giwn nicknames.

You proceed to explore the pyramid from top to bottorm with the
difficulty generally increasing with the depth of level. Depending on the
choice of exit from each chamber you are likely to have a-different garme
every time you play.

Apart from the challerige of trying to achieve the highest score
passible the pyramid contains a number puzzle to solve. The more
chambers you successfully visit the mare information is gathered to
enable you to discover the secret numbers of the pyramid. The puzzie
won't take you days to solve, it will probably take you a feyw months.

DOOMSDAY CASTLE

DOOMSDAY CASTLE consists of a labyrinth of 74 complexly inter-
connected Halls and Passages where you will meet a whole host of
adversaries serving the infinitely evil Scarthiax, the Garthrags, the
Orphacs, the phenomenally nasty Googly Bird and the Urks which
manifest themselves in over fifty unbelievably weird and wonderful
guises.

Scarthax has scoured the Universe to bring together the six ancient
stones of lifeforce; United in Doomsday Castle they are being used to
wield an irresistable power aver the cosmos, emanating wavesof
corruption through every galaxy.

1o save the Universe, you must battle your way through the Castle
Lo find and callect the six stones and use their force against Scarthax to
destroy Doomsday Castle, hopefully escaping yourself befare the final
cataclysmic explosion.

The task is not easy {saving the Universe never is!] and it will take
oL many games to unfald the structure of Doomsday Castle and
discover the locations of the ancient stones,

The acdictive arcade style action will keep you coming back to play
but the overall challenge should still keep you occupied far months,

FANTASY SOF TWARE is available from W.H.SMITHS, JOHN MENZIES, BOOTS, LASKYS, GREENS,
RUMBELOWS, SPECTRUM GROUP, COMPUTERS FOR ALL and all other good software retailers.

The Pyramid at £5.50 and Doomsday Castle at £6.50 from

FAINTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 30T
despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club.
Trade Enguiries welcome — telephone 0242-583661.




of the game

5 Sir Thomas Street
Liverpool, Merseyside L1 6BW

Dealer Enquiries Contact:
Colin Stokes on (51-236 8100 (20 lines)




“THE WRATH OF MAGRA”’
A THIRD CONTINENT
SERIES ADVENTURE

st biorn - has been destroyed
Black Crystal of Beroth has been Banished,
e all ance of Evil has been defeated by the
irmies of Lord Fendal. ‘So ends the Third
A Now we invile you to write your name
| e nistary of the Fourih Age of the Third
Continent

You will meet friends and enemies, old andg
new, in the long awaited sequel to Volcanic
Dungeon. Using high resolution  gr
and combining the best qualities of
Crystal and "Voleanic Dungeon’

/ you to become part of this |

Mg

12 Wrath of Magra® cornes as thre
IHOGIAIMITes oOn
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: WHAT IT IS
Whether you are a beginner

_ or an experienced
N . _ programmer it will make no
YNAIMIC PACKAGES G-
T o . DYNAMIC GRAPHICS
package from Procom. You
> d;.;f?. e = _ _ will be able to program

professional looking
graphics on your Spectrum.
DYNAMIC GRAPHICS

| ﬁw’hetar designer with a difference # Full screen
: ‘of sprites * 27 functions including sprite
hﬂ:ﬂng 96 characters Wtéleh canbe sav;}d ir?cn tape to use
in your own programs # Easy methods luding
ei’mmmaﬁgnsinwwmbmpmgmm +* No
knowledge of machine code needed  Screen saving #
Sprites may be treated as super large characters (4x4). The
list is endiess. You will be able to design literally thousands
of different characters from Pac Men to space men or space
-smpa ta« battleships.

ultimate utility for composing hi-res graphics on
. As well as essential hand draw cursor

i joystick) there are many advanced features;

: aeh as fast fill and rescale.

over 50 commands. A constantly updated

prompts are fully TOORDER
; Now you can design Telephone orders
mm;umd as the software (01) 508 1216
Credit Card Holdars (Access Barciagcard |
arlylcan purchase by telephone. Plrase
B card no. name, address and items
rirqulred %d st order will be despatohed

E'I'POST

Simply write yout retlirements in the

: Epupon provided, enclose ywoor chaguelP o
; ; - wmwwﬁtmwBac%g Pleass
SOETUARE aost Lohcss sbose B,
309 HIGH HBAD :;'waa, fo Al emy
T‘D PERSON
Y LGUGH N ‘-'lslﬁuu! _prumuses,aune ackleess Below for
. Essﬁx o8 salection — wgwulitnu;hghtﬁﬂlﬁ

Tal. (mlm‘lZIB Dwerhuuwm toPrism (01253 2277

comes in two cassettes at
the price you would
normally pay for one. But do
not let the low price put you
off. DYNAMIC GRAPHICS
is by far the most unique
and much needed software
aid on the market today.

MET OOk

ONY AT WHAT WE
£14-95 /g W 5727££

R wll

1 DYNAMIC PHOGRAMMING
2 DYNAMIC ANIMATION
3 DYNAMIC SOUNDS
4 DYNAMIC FILING
5 DYNAMIC EDITOR

& ASSEMBLER
ITEMS ABOVE WILL SHORTLY
BE AVAILABLE FOR MOST
HOME COMPUTERS

EASY TO USE

DYNAMIC GRAPHICS is the one
that everybody will understand, The
instruction manual is simplicity itself.
Mo more strained eyes — the manual
has large 10 x 8 pages with plenty of
diagrams to make it easy for you.

YOUR TICKET TO RICHES?

Usa DYNAMIC GRAPHICS to make
up your own program, and if it'’s good
we will market it for you and maybe
make you rich.

DYNAMIC
__GRAPHICS

— ——p— — —— b s St
Post 1o: PROCOM SOFTWARE, 309 HIGH ROAD,
LOUGHTON, ESSEX,
Prease seod, e the: follawing
— BYNAMIC
| GRAPHICS for the ZX Spectrum

I

I enclose my cheque/P.O._for £ I
| prefer to pay with r\m,- nCCESSIBAHCLAYCARD l
I

Alerer wiichever not o

: Card No.

Signature
MNamea
l Address
l Tel: (Day) Tel: (Evel
Crodit cards valid if slgned by card holder CM2 I
I = Address above mast be tha seme a5 card holder,
l—-p———_-—-_-——__—A
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‘The most fantastic range -
of games from the creators of Avenger, Sentlnal
Protector and many other superb programs.

v

\ S, _"--—-.._,,__"__:_--. -

=— r., | o= —

= # -
=

~RIGHT ACROSS THE SPECTRUM

INFINFTELY:,
ENJOYABLE
PUAYABLE
VARIABLE

EXCITING -
INTERESTING
AMAZING...

Games available at selected Branches of
W.H. Smith, John Menzies Rumbelows,
Greens and all good computer stores.
LR Ay AR A f R BY 0§ B0 NT@ 1)

Please send me cassette/s ticked below:.
[ I have enciosed cheque/P.O. fork .............

=

LI Fireflash for ZX Spectrum £5.95

] Gatactic Warriors for Z¥ Spectrumn £5.95
O Proteus for ZX Spectrum £€5.95

[ Sentinel for ZX Spectrum £5.95

L Munnery's Mergatroids for ZX Spectrum 48K £5.95
U Avenger for ZX Spectrum and ZXB1 £4.95
U Super Digger for ZX Spectrum £4.95

LI Moon Lander for X Spectrum £4.95
ClProtector for ZX81 £4.95

U Bug Battle for VIC 20 £4.95

~ Prices include p&p
¢
‘. rame
' address.

g msea SAS FEL.
Telephnne { 0?92 ) 799193 = Cassettes despatched within 24 hours
DEALERS ENQUIRIES WELCOME B 5 s ¢ s 5 o 5 s 1T 1T T -I-IJ




Atic Atac

Producer: Ultimate
Memory required: 48K
Retail price: £5.50
Language: Machine code

In last month's issue we pro-
mised a fuller review of Atic
Atac as our review copies ar-
rived too late to do it full
sustice. It turns out to be dif-
icult to do full justice to this
program anyway! There's
such a lot of it. You're stuck
In this castle which contains
five floors with lots of rooms
on each floor. The total
number of rcoms, staircases
and passageways is a sub-
ject of argument, although
the best estimate we've
heard about from one
reviewer (who's been busy
mapping the place) is 40
rooms per floor, making a
total of 200.

The rooms are seen in a
sort of splayed perspective
from above so that all four
walls as well as the floor are
visible. Put simply, the ob-
ect of the game is to find the

. which comes in three
pieces, open the main door
and escape. You ¢an do this
as three different characters
— knight, wizard or serf,
each having different
weapons and knowing dif-
ferent secret passages.

Very like Lunar Jetman,
Uitimate have provided little
or no instruction as to how
the game s played to your
best advantage — the entire
thing is a learning ex-
perience, like life!

CRITICISM

‘There's really nothing
much to be sald about
Ultimate’s graphics that
hasn't already been said.
Just marvellous. But the
detalls of events is also fan-
tastic, like when you lose a
life, a cross marks the spot,
but it stays there until the
end of the game, From this
you learn that if you pick u
an object, and then put [t
down somewhere you'll be
able to recognise which was
the room from rediscovering
that object. This becomes
the best way to map out the
rooms. If you aren’t nuts
already. Atic Atac is likely to
be the turning point.'

‘Atic Atac is in no way a
true adventure, but neitheris
it a shoot the baddies game.

Tic Tac, who's there?

But it is one thing — FAN-
TASTIC! There are .many
types of baddies, ghosts,
spiders, ghouls, pumpkins
and guest appearances from
Frankenstein's monster,
Dracula, Devil Witch and
Mummy. You cerfainly get
you money's worth from con-
tent alone! It's fast moving,
fun te play and its originality,
graphics and addictiveness
make it excellent value for
money. This is one of the
best arcade games | have
seen In a long time.

‘A drawback with complex
Eams is that the control
eys can get difficult to
manage. Atic Atac uses
Ultimate's favourite layout,
but the keys are a handful
and it's not possible to get
full value from the game’s
otential if you use a
oystick, Definitely a game
for those with nimble
fingers! Otherwise — just
excellent. Ultimate have
done it again.'

Earth Defence

Producer: Artic

Memory required: 16K
Retall price: £4.95
Language: Machine code
Author: Donald Campbell

‘Missile Command' games
for the Spectrum must rapid-
ly be coming up for a com-
parison article — almost
every major software house
has now had a go at a ver-
sion, one of the most recent
being Artic. In Earth Defence
you are given the usual 6
cities to defend with your
three missile bases. In this
version only the middle one
actually fires, the other two
supplying missiles. It also
features a moving cross hair
sight like other versions, but
when thefire keyis presseda
cross is left until the missile

COMMENTS
Control keys: Q = left,
W = right, E = down, R=up,

T = fire, Z or SYMBOL
SHIFT = pick up and dro
Joystick: Kernpston, AGF,
Protek

Keyboard play: highly
responsive, 8-directional but
needs practice!

Colour: very good
Graphics: excellent with
masses of detail

Sound: gooad

Skill levels: just generally
impossible!

Lives: 3

General rating: excellent

Use of computer 90%
Graphics 95%
Playability 95%
Getting started 85%
Addictive qualities 93%
Value for money 95%
Overall 92%

arrives, leaving your main
sight free to dash off to the
next incoming enemy
missile trail: Since the game
is well known there's little
point in describing it further.

CRITICISM

‘The graphics are fairly
simple with nice explosions,

but with only one of the three
bases firing It's difficult to
cope, especially with the
poor control key layout pro-
vided. The original used a
tracker ball for controlling
missiles, and unless you
have a compatible joystick, |
would not personally recom:-
mend this game.’

‘I thought the use of colour
was good, the graphics are
smooth and the sound |s
also good. A very addictive
game.’

‘It has simpler looking
graphics than some of the
other versions, but the explo-
sions are about the best I've
seen. Allthree levels are fast,
the highest being virtually
impossible without a great
deal of practice. Pity about
tha silly control keys though
— it's not an arrangement
for what is a very difficult
game to play.’'

COMMENTS

Control 1 poor, 8/7
leftiright, upidown, zero
to fire. These are keys for
the Sinclair interface 2, and
an alternative should have
been provided

Joystick: Sinclair,
Kempston

Keyboard play: responsive
but difficuit to control well
Colour: average to good,
changes with screens
Grarﬂ!ca: simple with good
explosion effects

Sound: reasonable

Skill levels: 3

Lives: 6 cities

General rating: above
average to good.

Useofcomputer  62%
Graphics 64%
Playability 60%
Getting started 68%
Addictive qualities 62%
Value formoney 64%
Overall 63%

All seems lost as Earth’s defences
arumble.




The House of
the Living
Dead

Producer: Phipps
Associates

Memory required: 48K
Retail price: £5.95
Language: Machine code

With another title sounding
like an adventure game,
Phipps offer The House of
the Living Dead. This is a
simple maze arcade game, a
post-Pac Man variant. It
seems your travel agent has
booked you into a rather odd
kind of hostelry, where you
wake up in the night with a
bat flitting above your head.
This noisome happening
alerts you to the fact that
yourotherroom mates are all
ghouls and monsters and
creeping severed hands. Not
a pleasant sight! ;

Fortunately, having seen
many cheap Dracula movies,
you are aware that if only you
can collect the four pieces of
the cross from the room’'s
corners and bring them all to
the centre, the life force
which will emanate from it
will kill the nasties off and let
you progress to the next level
where there will be even
more horrors awaiting you.
Serves you right foropting to
take a cheap holiday
package.

CRITICISM

‘it's an extremely simple
game to play, just move your
man around the un-
complicated maze and col
lect the four L-shaped bits of
across, In the centre is a red
square. If you are carrying a
piece of the cross when you
touch it, the piece is
automatically located and
you can go after the next
piece. There are four dif
ferent tfypes of monster, star-
ting off with one on screen
one, two on screen two and
s0 on. With each level you
just get more monsters to
cope with. On that basis it
does get to be quite difficult.

‘This is quite a good game,
with reasonable graphics
and it is fun to play, but not
very addictive. An original
version of what is now an
unoriginal game. For what
ft's waorth, your little man

| resembles Morph off the TV
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Wet, clammy bat wings — House of the Living Dead.

— at least my cousin thinks
so.’

‘The animation of your
man is good, but there's not
much to the game really. It
works on the attrition princi:
ple of just wearing you down
by numbers. A better ar-
rangement of keys would
have helped too, the cursors
never function well with
fingers. Quite good sound: |
would think a good, tough
game for younger a?e
groups in preparation for
alien-zapping.'

COMMENTS

Control keys: cursors
Joystick: Kempston
Keyboard play: average
Colour: reasonable
Graphics: good

Sound: average

Skill levels: gets harder
Lives: 4

General rating: average with
more appeal to younger
players.

Use of computer 56%
Graphics 66%
Playability 70%
Getting started 60%
Addictive qualities 47%
Value for money 54%
Overall 59%

The Birds

Producer: Rabbit
Memory required: 16K
Retail price: £5.99
Language: Machine code

The Birds is a simple and
straightforward shoot em up
more in the tradition of
‘Galaxians' than ‘Phoenix’.
Your laser base can move
left and right while three
types of bird hover, flap and
sweep down on you. Points
scored relate to the bird hit.
Each of them drops bombs,
and you can score points for
hitting those. Additionally, a

duck flies across the top of
the screen from time fo time,
and you get most points for
hitting that, Most of the birds
have a habit of turning into a
falling bomb when hit, which
makes it necessary to have a
good ‘getaway' technigue.

CRITICISM

‘The colour is reasonable
and graphics guite good, if a
bit jerky. The bird characters
are animated by two frames
and might have looked
smoother with three. There's

‘| plenty of sound too. the chat-

tering of birds, but it is all a
bit clicky. There's not
enough to it to be really ad-
dictive.'

I wouldn't recommend
this game to anyone who has
a decent collection of shoot
em up games, because |t is
only average. This sort of
game has been done to
death and done much better.

———

Only the trick of dead birds
turning ifto bombs makes it
even playable. The program
itself is quite adequate, but
the game and its detalls are
50 out of date now,'

‘I didn't think this was par-
ticularly challenging. You've
got to be much mare original
with the plot twists today if
you want to put out a ‘Galax-
ian’ type game, and this one
just doesn’t have any new
angles at all. It's fun to play
tor about four minutes.

COMMENTS

Control keys: 8/7 left/right,
zero for fire

Joystick: Sinclair 2
Keyboard play: reasonably
fast

Colour: reasonable
Graphies: just average, bit
jerky

Sound: reasonable

Skill levels: 1

Lives: 3

General rating: not enough
going on to make it really
worth the money

Use of computer 56 %
Graphics 50%
Playability 45%
Getting started 60%
Addictive qulities 40%
Value for money 40%
Overall 49%

Still sheoting em up in The Birds,




The Guardian

Producer: P.S.5.

Memory required: 48K
Retail piice: £5.85
Language: Machine code

The scene I1s set: you are at
the gateway to the anti-
matter world of Migon. Do
you dare enter, will you sur-
vive? Well of course you dare
enter, but whether you will
survive in this mega-
lightspeed game is quite
another matter, or anti-
matter in this case.

The simple object of the
game is to speed your shipin
gither direction around a
square which is superimpos-
ed on a space background. A
smaller square s offset
within the big?en and lines
_radiating out from it create
segments. Your ship is asort
of picture hook shaped thing
that runs on the outer
square. From the central
square four enemy ships fly
outward in three successive
waves. You can centre
yourself on an occupied seg-
ment and shoot the enemy
with 'vour laser, zipping
around to get the next, and
so on. If an enemy reaches
the outer square while you
are stationary on that seg-
ment — you're dead. The se-
cond screen has no
segments, but meteor
showers radiate out at a high
speed. The third screen
returns to the radial grid and
the enemy are back with
another danger, a V shaped
energy thingie that zaps
around the edges trying to

1 you.

Your only other weapon is
aStar Smasherthat destroys
everything in the square. But

ou only have two of them.
he more screens you get

through, the more enemy
there are. As you can see,

holiday package tours keep
well clear of Migen.
CRITICISM- :

‘| liked this game, one of
the best yet from P.S.5., but |
can imagine that it has a
specialist appeal. 1t Is. In-
sanely fast! The ship zooms
round the grid at astonishing
speed, so avoiding an enemy
can take you uncontroliably
into another. Definately a
game which develops split-
second timing skills.’

‘The graphics are very sim-
ple, bam? mostly grid lines
and small sprites, but there
is a good use of colour even
so and everything movés
very smoothly. The graphics
on the Star Smasher look
quite exciting. | found play-
ing the game was too fast for
my taste, but it should ap-
peal to those arcade addicts
that like hand and eye co-
ordination games.’

‘A good, hard, fast game. |
thought the asteroid sheets
were a little of a let down,
since you can get through by
just sitting still, but
everything else is madness. |
wonder whether these space
shoot em ups have had their
day — there's something a
bit ‘quaint’ about The Guar-
dian — but it is an improve-
ment on the earlier asteroid
games. |f you want
something simple to play but
exceptionally fast, then this
will probably go down well.'

COMMENTS

Control keys: an ample
selection — Y/UIIO/P =
fire, AISIDIFIG = leit,
HIJKILIENTER = right,
B-SPACE = Star Smasher
Joystick: Kempston
Keyboard play: iightning
fast responses

Colour: simple but well
used .

Graphics: very simple but
veryfast '

Sound: good

Skill levels: gets tougher by .
the screen

Lives: 3

General rating: specialist
arcade appeal, fast and
medium addictive.

Use of computer 75%
{Graphics 59%
Playability 68%
Getting started 66%
Addictive qualities 72%
Value for money 67%
Overall 68%

Thrusta

Producer: Software
Projects

Memery required: 16K
Retail price; £5.50
Language: Machine code
Author: Patrick
Richmond
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Thrusta 1 drops a boulder on a hatching alien — but the othersare
cracking open. . . .

The screen has nine red
brick bins atthe base. In the
four on either side sit the
yallow alien eggs and from
the centre one the alien
guards issue forth to do bat-
tle. These resembie cross
wlng fighters, although they
don't fire at you. Above the
bins, or nests, are a series of
four piatforms with holes in
them at staggered intervals
— actually, more holes with
platforms inthem. Onthe top
oneyour ship appears — and
a boulder. The ship can move
in four directions and fire at
the guards with its laser
{though not at the hatched
out aliens). The cobject is to
push the boulder along until
it drops through a hole to the
next level, drop down and
push it again, until, finally it
drops right down on the
aliens and crushes them. All
three sorts may be crushed.

If you get through this
screan, in the next the aliens
hatched out much more
vicious and eager to get you.

CRITICISM

‘| must say, that Thrustals
a unique type of game, and a

~
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Your picture hook zips round the base of the grid in The Guardian.

You would think that it is get-
ting difficult to come up with
an original idea for an alien
shoot em up game, but with
Thrusta, Software Projects
seems tohave done it. Thisis
not only a shoot em up, it's
also a crush em down!

Your mission takes place
on the planet Spectra (where
else?) where you and your
space ship Thrusta 1 must
destroy alien nests, whose
eggs are rapidly and con-
tinuously hatching. Not only
are there the hatching aliens
to contend with, but there are
also guards which keep
watch over the eggs.

very good one. It takes quite
awhileto complete ascreen,
nudging you boulders this
way and Jg’hat while dodging
the damned aliens. As you
progress to higher levels of
play, the screen begins to get
very crowded. There's plenty
of colour, all well used on the
large and smooth graphics.
Definately above average
and very playable, good for
16K users as well.'

‘| thought the graphics
were very neat with all those
loathsome eggs wobbling,
cracking, to reveal an ugly
alien in each, and Thrusta 1
looks good too — a real
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space ship at last! This turns
out to be a difficult game and
playable with it, each level
harder than the one before.’

‘Thrusta has an excellent
keyboard layout, which
makes playing very easy,
while the game makes win-
ing very hard! It looks simple
when you first start, but get-
ting those boulders down is
complicated by the available
routes and the aliens buzz-
ing all over you. | found it
hard to judge its addictivity,
but it's very playable.’

COMMENTS

Control keys: Z/X leftiright,
SPAGE = up, ENTER =
fire. The ship sinks by itself
Joystick: Kempston
Keyboard play: very
responsive, takes time to
get used to the ‘gravity’
effect on the ship!

lour: very good
Graphics: very good, nice
and big
Sound: continuous, above
average
Skill levels: harder by
screen
Lives: 3
General rating: playable, fun
and generally good

Use of computer 75%
Grapnics 70%
Playability 76%
Getting started 75%
Addictive qualities 72%
Value formoney 69%
Overall 73%
B e G T e St

The Birds and

Boris Bee from Birkenhead hehaves badly, buzzing back and forth
between bunches of flowers,

number of problems. For a
start off the birds aren’t too
happy about the bee's intru-
sion, and the more nectar
Boris collects, the more they
chase him. Centipedes also
appear, and a bear, which
tries to steal the nectar from
the, orrather the honey being
made in there. Towards the
end some wasps make an
appearance. Boris's life is
hard!

The screen display shows
the blue sky and green
ground. The sky is full of
clouds, some rainin?, and
the sun. IW's also full of
various birds which fly back
and forth. On the ground
ducks waddle about, cen-
tipedes and caterpillars
crawl up and down, and of
course there are the flowers.
If Boris manages to land pro-
perly on a flower, it opens up
and releases its nectar.
Below the main display is a

Use of computer 88%

Graphics 90%

Playability 80%

CRITICISM Getting started 75%

‘With a micro speech unit | Addictive qualities 80%

on, the sound is very good, | Value for money 83%

but | tried it without, and it's | Qyerall 83%
still very good. The title tune,

‘Flight of the Bumble Bee’ | I ——

COMMENTS
Control keys: sensible, Q/Z
drops nectar to speed Boris

up on you.’

up/down, /P left/right, B

up in an emergency -
Jrg&tick: Kempston, Protek,
A

F
Keyboard play: responsive
when used to it
Colour: very good
Graphics: excelient
Sound: very good
Skill levels: 1 gets harder
Lives: 5
Features: Currah
Microspeech compatible
General rating: Very good,
addictive, recommended,

of course, sounds mary-
elious. At first | thought
the controls were soggy, but
it becomes apparent that
this is done on purpose, and
simulates real life better.
Boris has to slow before he
can turn, and before he can
change height. The more
nectar he has on board the
more sluggish ha gets, so
flight tactics and radar wat-
ching become very impor-
tant to honey production! Ifit
looks a little simple at first,

don't be misled, it turns out price: £14.95

to be very difficult to play 3 i

and satisfyingly fn.:stratmgl Language. machine
too ' code

‘The graphics, as one
might expect of Manic

Quicksilva/software

Author: John Hollis

Games
Designer

Producer:

Studios
Memory required: 48K
Recommended retail

bar code which shows how
much nectar Boris has col-
lected on his trip. There
comes a point when he is ful-
ly loaded and must return to
the hive to deposit it. The
more flowers he visits, the
slower he flies, and the more
birds home in on him. There
is also a 'Scramble’ style
radar screen which shows
Boris’s position and that of
other creatures. The playing
area is totally shown on this
screen with the' landscape

Miner's author, are very
good. The bee is nicely
animated, legs and wings on
the go, so are the ducks and
other birds, and the flowers
when they snap open, Every
character is big, and drawn
with lots of detail. The game
is a fot of fun to play,
because of the graphics, and
because the basic idea is
quite original. | think it will
?Omvs to be quite addictive
D r

If you're tired of actually
playing games perhaps you
might like to have a go at
designing one yourself? Of
course a lot of Spectrum
owners are not programming
geniuses, so Quicksilva have
now brought out a package
which at least offers control
over the various features of
some standard arcade
games. In a way it's the
computer equivalent of the
chemistry kit.

Games Designer comes

The Bees

Producer: Bug-Byte
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Adrian Sherwin
(Graphics: Matthew
Smith)

As a game type, The Birds ‘This isn't one of those

and The Bees is a sort of | scrolling back and forth as massively complex gamesto | packed in a neat betamax-
Scramble’ cum ‘Defender’ | Boyis flies about. play, but the problems are | sized video cassette box, and
with Gentipede’ connec- The game is compatible | sufficient to make It in- | contains a detailed booklet
tions. It's all about Boris Bee | with the Currah Microspeech teresting and the graphics | on the program. On loading

from Birkenhead, who has
discovered a fabulous field
full of flowers, and dragged
his hive into the field ready to
start collecting nectar. Un-
fortunately there are a

40

unit, which enhances the
sound enormously, as well
as providing spoken com-
ments like ‘Nectar’ when a
flower is touched, or '‘Oh
dear' when a bird is run into.

are powerful. It takes a bit of
getting used to the way Boris
is controlled, but once you
can fly him about, you can
get to be clever at avoiding
the birds until they all gang

the program the first thing
you are offered is a main
menu with a list of eight
options: Plfay Game, Select
New Game, Alter Sprites,
Configuration, Movement, r




Attack Waves,
Tape, Save to Tape.

Load from

At any time, pressing
ENTER returns you to the
main menu. Selecting Play
Game allows you fo play
whichever is the ‘current’ of

| the eight different games

included in the program.
Control keys may be altered
to suit the users own
preferred layout. The second
option, Select New Gams,
lets you choose betweenany
of the other seven games.
The eight titles are: Attack of
the Mutant Hamburgers,
Cyborg, Reflecttron, Turbo-
Spider, Tanks a Lot
Halloween, Splat and Qbix.

Having played these as
they exist, you may fancy
redesigning them. Option
three allows the sprites to be
altered and a menu tells you
what can be done. This in-
cludes the shapes of the
aliens, ships or laser bases,
missiles and bombs, shjelds
and explosion sequences.
Their colours can be
changed as well. Having sel-
ecied the sprite type to be
altered a sprite editor fills the
screen, showing all the pix-
gls that make up the sprite.
These can then be manipul-
ated from the keyboard with-
out difficulty.

Configuration, the fourth
option, allows you to alter
the way the game takes
place. You can change the
game format, control keys
and joystick. options; the
background and foreground
colours may be altered;
special effects can be
changed: and there are four
classes of ‘sound effect
which can be played with,
missile sounds, bomb
sounds, ship explosions and
alien explosions. Selecting
one of these keys brings the
sound editor into. play, a
visual display of faders
centrolling the overall
frequency or pitch -of the
sound; the speed at which
pitch increases; or decreases,
length of sound.

Option five is Movement.
This controls the patterns
and pattern movement of
aliens/ objects/ships etc.
Again an editor is used with
visual display sothat youcan
create aimost any pattern or
movement you like:

Option six allows you to
alter the attack waves of the
aliens, including the
animation, points awarded
for each destroyed, pattern
under which they start a
game, numbers of aliens in
each attack wave, whetheror

not they drop bombs, and
also what pattern of attack
wave follows the ‘current’
one.

The last two options allow
you to save your redesigned
game or reload it.

Obvicusly this is a very
complex program, which
allows great flexibility and
offers enjoyment on iwo
levels, both playing and
designing. The instruction
bookiet is well designed,
very clear, and includes a
technical appendix which
may be of interest, as well as
various tables to aid games
design. They have also been
thoughtful enough to
provide blank pages at the
end for the player's own
notes.

Any combination of
control keys or joysticks may
be accommodated as
dasired.

CRITICISM

‘Excellent packaging and
instructions. The eight pre-
programmed games are
quite simple butthe graphics
are of good guality, and
anything can be redesigned.
The variations and experi-
ments are endless.’

‘| was disappointed by the
actual gameas pre-program-
med, which were all very
simple. But then, half the fun
is redesigning everything,
and it's possible to make
some very bloody-minded
and hard to play games from
this little package.'

‘The graphics are excel-
lent, and I'm not talking
about the game graphics but
those on the various
menues. The little ‘fader’
type visuals are wonderful,'

‘The program (s user-
friendly 50 you don't have to
be an expert in machine
code programming. Even at
£15 Games Designer
represents good value for
money.’

COMMENTS

Keyboard positions: up to
you!

Joystick options: up to you!
Keyboard play: positive

Use of colour: up to you!
Graphics: excellentand

then up to you!

Sound: up to you!

Skill levels: up to you!

Lives: uo to you!

General rating: Highly
recommended

Since the ratings hardly
apply to this program we
asked the reviewers to give
an overall percentage. It was
92%.

LASERWARP

Producer: Mikrogen
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: C. Hinsley

Mikrogen claim that this
game has it all. It certainly
has quite a lot anyway! ltisa
very simple shoot em up
which has you in control of a
laser base while every known
electronic alien in the
universe is falling on you,
swooping at you and hurling
indestructible missiles of all
shapes and sizes at you.
‘Paranoia’ might be a more
apt title!

The various aliens
{depends on the level of play
chosen) each have different
movement characteristics
and drop different types of
missiles, including very
mean, red-coloured heat
seeking missiles which veer
towards the laser base as
they get lower, following
slightly as it moves away.

urviving ten attack waves
leaves you facing 'The
Master’ who sounds like a
nasty piece of work. Should
you destroy him, he returns
stronger than ever. The
universe was never an easy
place. ..

CRITICISM

‘The game works quite
well as a shoot em up, and |
like the idea of many aliens
on screen at one time. The
downward scrolling star
background works nicely
too, and in general the
graphics aregood. |t has well
used colours although |
thought they seemed a little

dull (dark).’

‘A very busy screen, which
keeps you constantly on
your toes. Strong graphics
and plenty of them,
reasonable sound and a ve
lively shoot em up. Two
dities though, the inlay says
user-definable keys, but |
couldn’t find any, and the
game hardly requires them
anyway. Also the instruc-
tions on screen say NIL =
Fire, when actually it's
ENTER. Still, @ very good
game with a straightforward
appeal.’

‘Laserwarpis the latest
and greatest shoot em up
game. It's highly addictive
and fun to play. This may
even challenge Imagine's Ar-
cadia as the best ever Spec-
trum shoot em up. Extremely
good value for money if you
like arcade games. Only one
niggle — the laser base fires
rather slowly.'

COMMENTS

Control keys: S/D leftiright,
ENTER = fire

Joystick: none

Keyboard play: resgonsive,
but laser can only have one
shot on screen at a time
Colour: varied and
reasonable

Graphics: very good
Sound: good

Skill levels: 5

Lives: 3

ves:

Screens: 10 waves plus
master

General rating: very good

Use of computer 88%
Graphics B5%
Playability 78%
Getting started 50%
Addictive qualities 80%
Value formoney B0%
Overall 7%

Laserwarp — such a fast game the camera fails to capture the spead of
the alien hordes.
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FRANCO FREY
takes a NOI$SSY listen to the

'ICIURIRIAH] [pISIPIEIEICIH]

Ever had your mother con-
stantly nagging at you while
playing something in-
teresting? Well, now you can
improve the situation by hav-
ing the Spectrum do the
same. Impossible? Not any
moré with the Microspeech
unit. The only ditference is
that the voice will sound like
a Dalek rather than a Siren
(your mother) and that you
can switch it off whenever
you feel like it (Try that with
your mother)!

Considering the power of
voice, the unit is very com-
pact and installing it is kid’s
stuff. You also gain a beep
amplifier, because the sound’
is directed through your TV
speaker. The detailed Pro-

ramming Manual and
monstration Tape display
the whole ‘voice' Spectrum
at your disposal and if you
can't get to grips with it, try
listening to your mother now
and again.

Technically the unit is an
allophone system, which
means that like you and | it
doesn’t care about the
writing or spelling of the
words, but simply speaks b
concatenating speec
sounds (allophones). To this
purpose the string variable
5% has been reserved, which
can be assigned by a LET

statement:

LET s$ = ‘“ssaavEE":
PAUSE 1 and on pressing
ENTER the unit will detect
with the PAUSE period the s$
and the inbuilt allophone in-
terpreter will convert the
allophone symbols within
the string into speech code
and place this into a FIFO
{first in first out) buffer. The
code in the buffer will
automatically be output to
the speech chip, while the
BASIC program continues.

The FIFO buffer resides
near the top of memory bet-
ween RAMTOP and UDG
area and depending on the
length of the buffer RAMTOP
will have to be lowered with a
CLEAR statement. The
speech unit initialises RAM-
TOP on start-up to allow for a
256 byte buffer (RAMTOP =
65111 on a 48K machine) but
this can be increased to the
detriment of the BASIC
memory area. There are 64
allophone codes and
therefore 64 allophone sym-
bols to choose from.

A one step intonation
facility is provided (Daleks
also get excited and raise
their voices!) by using upper
case letters(adds decimal 64
io the allophone code). You
can create a word or phrase
library by assigning string

variables consecutively to
the reserved s$ string
(always with PAUSE 1 in bet-
ween), or you ecan con-
catenate individual string
variables to form s3. A more
compact solution is to use a
string array and concatenate
and even slice the individual
array elements.

If ou don't mind
operating with allophone
codes directly, you can
bypass the interpreter and
operate directly on the FIFO
buffer by POKEing the codes
directly into the buffer
memory area. Once loaded
you set the stack pointer to
one below the lastitemin the
buffer to be voiced by POKE-
ing the stack pointer and —
bedlam! Your Spectrum
becomes an instant party
killer! Loading the buffer can 10 1LET o= 65361
be executed with a small ol o St BERLL S RATY
BASIC loader program either el

GO.TD &0

via INPUT command or via - gﬁg: |
DATA statements: S 0T 20
10 FOR e = 85361 TO (a + 1) STEP =1
110 FRINT ¢, FEEK o
120 MEXT &
130 PRINT a, 65361 - ar PRINT:
10 1ET & = 6536) PRINT “PRESS s TO Riw"
20 READ bt LET % = b 140 IF THKEYS = "a" TN GO0 200
3 PR n=1T (x= 1)1 READ B 150 60 TO 140
G0 POKE a.b 200 POKE 63365, 255
50 LET 8w a=1 210 PONE 65364, (65361 - a3
& NEXT n
T POKE 65365, 255
ﬁv}u ey gf:tf].,aassm 2k 7.1.08
DATA 21,41 ,39,26,26,24,37,1,18,70,
41,39,53,3019,55.3,3, 1, Jo.13,55°  Whatever way you choose,

always make sure your stack
area doesn't drop below




RAMTOP or your BASIC pro-
gram will crash... In a
similar way the machine
code afficionado can (man)
handle the FIFQO and stack
pointer directly from
assembler or native code
and so incorporate voice into
" his silent Dalek game. Mind
you, in space nobody can
hear even the Spectrum
cream! .

If all this is softwearing
you down and you are ‘first
and foremaost’ agame glayar,
have no fear: The Currah
Microspeech is rapidly
becoming an industry stan-
dard add-on and the list
below gives a hint of the
games which already in-
clude voice facility. But
beware of using the speech
unit in combination with non
compatible programs.
BASIC and m/c programs will
undoubtedly crash or
develop unwanted and
potentially dangercus side
effects due to the clashing of
the FIFO buffer area with the
program'’s own stack or pro-

ram area (Pla

EATHCHASE or ATI
ATAC and you'll know what |
mean).

if you're wondering where
to plug in yaurioyslick inter-
face, be ready for a surprise:
Neither Kempston nor Pro-

tek, or most of the other
joystickinterfaces make pro-
vision for an extension edge
gonnector except AGF Cam-
bridge and Sinclair {Interface
Il). It would appear that most
of these companies rely on
the fact that they are the last
link in the add-on chain and
can price their products
more competitively due to
the cost reduction. And
since Currah would appear
to have bsen thinking along
the same lines, it will be up to
you the games player to sort
out the bottleneck: The only
sensible solution is a 56 way
fiat cable loom which plugs
via a 28 position doublesided
0.1 IDC edge connector
socket to the Spectrum with
two or three IDC edge con-
nector plugs along the
fength of the Joom, so that
the various add-ons may be
connected up together - (A
motherboard with several
edge connectars ports witl
also do). Certainly not a
cheap solution. Considering
the fact that a games player
will almost certainly require
a joystick and the speech
unit, this is definitely a huge
drawback.

Throughout the usage of
the Gurrah Microspeech you
will become increasingly
neurotic and paranoid,

believing to hear each and
every word or thought
repeated by an inhuman
voice. Before consulting
your psychiatrist, try enter-
ing LET keys = O and you
will find immediate remedy
and absolute tranguility

while you key in your latest

software creation: This com-
mand will disable the voicing
of all the BASIC keywords
and printable characters and
you will instantly be able to
hear yourself think again. ..

CRITICISM

Simple and small unit. Also
acts as only a sound
amplifier by diverting BEEP
sound to TV loudspeaker.
Easy programming from
BASIC and mic as the unit is
totally independent. It only
requires feeding of a stack
and setting of a stack
pointer. But, as stack
pointer and flagbytes reside
in top of Spectrum memory.
A) in BASIC, RAMTOP has to
be moved down to protect
this area; B) in m/c games,
this area may already be us-
ed and system will crash or
go funny. Fortunately more
and more software houses
take this into acount,
Allophone set is limited, but

works well {for English
language). Intonation limited
to one step only. Various buf-
fers may be used, switching
between them by changing
the stack pointers.

Price: High for a Spectrum
add-on, but considering the
compiexit?( of the unit
{speech chip controlled by
allophone symbol inter-
preter/microprocessor} a
small miracie. The unit
comes packaged in an at-
tractive card box with
transparent window, com-
plete with demonstration
cassette, programming
manual and all necessary
connections. May be used
with either 16K or 48K Spec-
trum. Price £29.90.

LR JETMAN  Uitimate
HASTERMIND  Martach
BIRDS & AEES Brag-fyre
COLORELASH Feoxihe
SHARE ATTACK.  Rosik
30 MISTER CHASE Romik
VOICE CHESH Artlc
THE GOLDEN BATUN
THE TIME MACHINE
ARRIM OF DEATH T
ARAEW CF DEATH LT
FIRESBIHDS Lywerankt

LATWAR RESCUE  Lywersoft
HINED-CLT Guickallva

GRAND PRIE DRIVER Britannla
GolF Hr. Micro

Digtcal Fankasls
Digival Fantasia
Digital Fanrasia
Dlgital Fentasia
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Kempston-type joystick or
keyboard

100%, machine code. Special
animated cartoon graphics.
Unigque change screens
features. Avoid the vicious
dogs, find the hidden exit and
escape. (5 star review),

SHOOT EM UP

Eggs fall on parachutes, watch
them hatch Mutant Birds.
Fiendish Hawlks, Laser, Missiles.
100% machine code. Progres
sive levels.

owls
B .

Graphics simulation of the
popular game of bowls, Watch
the ball swerve towards the
jack. But have you chisen the
weight and angle correctly?

Fun-time educational game.
Full feature arithmetic. Do your
sums quickly or the bull will
escape. Also—Nine Lives
Candyman.

ALL CASSETTES AT ONLY £5.50 EACH, INCLUDING FIRST CLASS POST & PACKING

[ —— ———————— - —— N ———— —— - q
I Send cheque/postal order to. i See our games and much more at
E LOTUS-SOFT, 43 MAES ROAD, LLANGENNECH, LLANELLI, DYFED SA148UH | | pOSI.TRON COMPUTING

i
T e AR o A S e LORD HARRY [ resse 1| | 3 STEPNEY ARCADE
: HAWKS Tick - LLANELLI (05542) 59624
R A e s e A R e n A o = P BOWLS i And at REGAL SOFTWARE. GILLINGHAM
i -
R e e e g ¢k s ; GAMES CENTRE, LONDON
' ; and other good retail outlets
e L S .. Total Enclosed E:’ i
1 |BLOCK CAPITALS PLEASE) raiY] : TRADE ENQUIRIES WELCOME
T s o s e o o B S o

G4




. Our reviewer Matthew

Uffindell delves into his
software library for this
month’'s reagpra!sal as ha
hops onto FROGGY, the
most engaging Frogger for
the Spectrum, a game by
D.J.L. Software.

As long as you can go
along with the fact that
frogs drown if they fall in
the river, then asa game
type ‘Froggers’ have a ot
" going for them. The object

of the game is fo guide
your frog across a busy
road without getting
. squashed under the
vehicles, and then across
the river on logs and turtle
backs without falling off,

. getting eaten by crocodiles
orrun off the screen edge,

and so into a frog home on
the far bank.

On the road in this
. varsion, there are trucks
and much faster hot rods
. toleap between. The river
¢ has four lanes alternating
between logs and rows of
¢ turtles, each moving in tha

| opposite direction to the
other. You must hop from
. one to the other without

.. falling into the river. The

turtles have a nasty habit

. of submerging, and if this

. happens while you are
riding on one, you will lose
| alife if you don't jump
across to a log in time.
Once onto the last lane

v
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(logs) you must jump neatly
into one of the five frog
homes. A miss-jump loses
a life — a successful one
results in a targe smiling.
fmg in his home. Every now
and then a baby frog
appears, floating down the
river on a log and crying
out foryou to rescue it. To
de this you must jump ento
the log carrying him and let
it leap ug onto your back. If
ou get him safely home a

onus of 200 points is
awarded.

As the game goes on
more hazards appear, such
as aligators in the river and
snakes on the bank of the
river. The game will also

(re e e(eiD
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‘speed up as each screen is

cleared, until'the maximum
speed is reached on screen
7. Turtles also get scarcer
and the logs get smaller in
size. The entire game s
played against the clock —
about 25 seconds Is

‘allowed to get a frog

across and home on screen
one, but this reduces with
each screen. There is also.
a demo mode and a hall of
fame.

This game Is a very good
copy of the arcade originai
and is very well produced.
When | first saw it | though
the character block
movement would spoil the
game, but | was proved
wrong. It is very addictive
and enjoyable to play. This
must be the best ‘Frogger’
around and | would
recommend it to anyone.
The game plays witha
.Kampstan{‘oystick (load
one side of tape) or cursor
keys (load other side of
tape) and so cursor key
joge‘ticks like Protek and
AGF. Use of colour and
sound is excellent as are
the instructions and
general presentation.

Matthew Uffindeil.
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This is the heart of the
updated guide to Spectrum software. itisintendedas a
brief but comprehensive listing for ready reference and
not as a detailed criticism of the games (although we
will always reflect the original reviewers' comments in
the entry). You will find detailed reviews of newer pro-

grams in previous

magazine! A perpetually

izsues, the number of the issue

being indicated in brackets after the retail price.

The mammoth task of ensuring that every program
for the Spectrum gets reviewed in brief for this section
still goes on as we go to 1grm, so certainly for the next

two or three issues
thoroughly complete.

he Living Guide won't be

Programs are listed under convenient headings (a
list of the headings is given below). Under each head-
ing, programs are listed alphabetically by title, we then
show the software producer's name, memory required
to run the program, its recommended retail price and,
where known, the author of the program.

Reviews indicate what joystick option has been pro-
vided bzvthe producer, if any. Programmable interfaces

may o

iously be used with almost all programs

regardless of joystick options. Please note that the use
of the word joystick invariably refers to the type of joy-
stick interface that can be used.

INVADER/ GALAXIAN/

PHOENIX

Space Inveders began It 2ll and the
more sophisticaied Galaxian  and
Phoenix gsmes continued N, The
games lisled under this heading are
m‘l the oldest avallable for the
Spectrum. Conseguently soms
versions have not siood the test of time
as well as others. In Invadars serisd
ranks of variad allens [iggle acress the
screen geiling lower and lower.
Galaxlans stack in lesser numbers
but make up for it by swooping all over
ihe piace in an unsporismaniike
manner. Phoenix games are similar,
but the aliens are bird-like, there are
8008 1o hit, often metsors as well, and
finally a mothership to desiroy. In the
main most versions are very.alike and
it ht;zems down i a matter of persenal
G L

Arcade:
Invader/Galaxian/Phoenix )
sleroids and Spaca Bames 2
Scrambls/Defender/Missile Defence
Cockpit Games
]
Platform Games
Crespis-crawlies

Gl Banes

Paiptars
Trakkies
Miscellansous

grarh Simulation

st:'M.lllﬁll!:
atfu

Advenlurs Bames
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ARCADIA

Producer: iatagine, 16K £5.50
Generally considered to be the best
shoot 'em up game around. Aliens
come in droves from the right, aach
waye more suicidal than the last.
Continuous fire and thrust (to hall
the screen height Dnli‘:yi with good
keyboard positiona. Excellent hi-res
smooth graphics. Joystick:
Kempston (and softlink 11) or Fuller.
Addictive and difficuit 1o master,

ASTRO BLASTER

Proguger: Quicksiiva, 16K £4.85
Author: John Edwards

Quicksilva's go at galaxian/phoenix
is creditably fast and difficull to
master, featuring five attack waves in
three phases — Cybird, Meteor and
Piasma, edach of which have their
own characieristics, Oddly erlough
the firsl wave is the most ditficult.
You're given tive shields. Graphics
and sound are neat. Joystick:
Kempston,

COSMIC GUERILLA

Producer. Crystal, 16K £5.50

This game isa copy ol an arcadse
shoot 'em up and almost makesa
category of its own. Aliens stand in
several vertical columns on either
side gf the screen, The centra block
isastack of humans and your three
space ships (and lives). Your shipis
at the base, firing up. Aliens zip
BLTOSs o the cenire, graba human
and abduect him to the side.
Eventually they can get at the three
ships and sieal those. Faor each one
they gat to the side you lose a life.
Too fapid fire shoriens the range so
it's better to be aceurate than fast.
Features fast mothérships that zip
along the base just above your head
and fire at you, repid mutants and six
difficully lavels. Joystick: Kempston,
Recommended.

FIREBIRDS :
Producer: Softak, 16K £5.95
Author Gragme Devine

A classic phoenix. Fire rate and
left/right movement are the best
we've seen. Baautilul graphics
featuring red Firebirds, blue

Bombers, and white Weavers in an
intricate dance of death. 100 percant
machine code, Very difficult to get to
s2e the mothership, but worth it
Highly recommended.

FIRERAWKS
Producar: Postern, 16K £6.85(1)
Author D Hoskins & € Daviss
Firehawks is literally a Phosnix
game’but practically it's an Invader
mulation. Your mission is to defend
your planet from the deadly
Firahawks of the title. They coma in
search of Bﬂmgy. and should one be
allowed to tand it turnsintoa giant
Phoenix and fiaps away — end of
me; The birds line up at the top of
@ screen and you fire up with your
laser beam. In the way are plasma

~screens which resembte decorative

breeze blocks, The birds have to get
round them and you must shoot
them away to get at the birds.
Graphics are quite large but thera's
no animation, and despite the 15
skill levels and 156 speads it doesn't
add up to much and is gverpriced,
No joystick option, peor control key
response, good sound, generally
fair. Overall CRASH rating 51%.
BASIC +some code,

GALACTIC ABDUCTORS

Produger; Anirog, 18K £5,85

This version fealures large animated
graphics. The aliens weave fanciful
patterns when attacking and have
the cute habit of eating your
population when you're not looking,
only throwing back their skulls. 1
percent machine coda, Hi-score.
Joystick option.

GALACTIC TROOPER

Praducer: Romik. 16K £5.99

Author: lan Morrison

Halfway between an invader and
galaxian typs, this three skill level
gama oilers regsonably attractive
graphics and plenty of them. You're
at the basa firing up at ten bomb
racks containing five aliens per rack.
Above them amothership floats
fazily from left to right and back
again. To hit it you must blast out all
five aliens from a rack so you can fire
through the gap. Allens reproducs
tastl For more points there are a faw
saucers thal venture out, but they're
easy to hil. The aflens drop bombs
on you but the screen is so full that
the dropping distance s small and
they are hard to dodge. Skill doesn't
appear to be a factor, rather luck. Hi-
score. Joystick: Kempston or
Sinclair, machine code, only average
value for money.

GALAKZIONS

Producer: Mikrogen, 16K £5.05

One of the weaker games with thres
skill levels amd attackers more
resembling invader aliens than
anything else. The rate of
continuous fire is wrong for the siow
attack patterns, robbing the game of
any excitement. Works with
Mikrogen Il joystick. Maching code,
One of two player games. |

GALAXIANS

Froducar: Artic, 16K £4.95

A good copy and & classic varsion
with nine levels of piay, hi-acore,
personalised scoring, one or two
players games. Features swooping
Galaxians and hi-res explosions.
Joystick: Kempston. Machine code.
Very good value for monay.

HAWKS

Praducer: Lotus-Soft, 16K £5.80 (1)
Author: Derak Jones

This is & pretty hefty shoot am up
where you're pitted against waves of
hawks which drop eggs. Thess eggs
hateh out in the ground and becoma
mutant hawks which form up for
Iater attacks. You are in control of an
old Asteroid Mining Vehicle which
can fire missiles at the birds and
falling egas, a lasar and also lay
mines ovar the downed eggs, These

also blow up the vahicle if they go off
under it. There are a large numbaer of
control keys so speed and reflexes
are of the essence; Good colours
and graphics, plenty lo do and
exciting to play. Good control key
positions and reasonabile sound,
multiple skill lavels, General rating, *
good & addictive, overall CRASH
rating 75%. 100% M/C.

HEADBANGER

Producer: Liamasoft, 48K £4.95
Liamasolt is one of thosa companies
that got famous fast, though looking
althis game one wonderawhy, The
sky is raining hammers (makes a
change from ravening aliens |
suppose} and Chice must carry bags
of maney from one side of the
screen to the'other under the partial
shelter of four blocks which ara
being eroded by the falling
hammears. in between the shelters
Chica can nut the hammars for
points, but aiter ten he gets a
headacheand must then nut a red
aspirin hammer. Hammers hitting
his body instead of his head lose a
lite. Getting a money bag across
salely restores one shaller, Badly
put together and rather pointiess,

INVADERS

Producer: Artic, 16K £4.85
Althoughthisis a standard and close
copy of the griginal, the hi-res
graphics stand up quite well 1o the
test of time. Nine favels of play and
four variations of alian,

INVASION FORCE

Producer: Artig. 16K £4.95

Artic's engaging and addictive
phoenix game has the mothership
protected by a force fieid hovering
above your base. Should your
misailes hit it they are returned back
as thragl The mothership is only
vulnarable in its cantrol centra.
Thera are loads of bomb-dropping
aliens fiapping around. Three lives,
two skill levels and harder screans.
Neat touch — if your base s hit the
Artic lorry rushes out to repair it~
between lives. Genarally
recommended.

KAMIKAZE

Froducer: A&F, 18K £5.75

Basically a galaxian game. Pit your
wits against wave after wave of
suicidal fighter aircraft which swoop
down on you dropping bombs, Clear
two sereens and you gel a bonus
sgreen against easy-to-hit
helicopters before refurning to the
main feature. Graphics are altractive
if-a bit flickery and the mushroom
shaped explosions are good,
Continuous sound of attacking
aircraft uniess you drown them out
with the sound of your continugus
fire. Hall of fame, no joystick option,

SPACE INTRUDERS

Praducer: Quicksilva, 16K £4.95
Aclose copy of Invaders with rather
small graphics that work in
character blocks. Fast but out of
date,




 SPACE RRIDERS

Producer: Psion, 16K £4.85
Anpther close Invaderss copy with
better graphics than Space
Intruders, but siower and not
particularly addictiva to play

SPACE ZDMBIES

Producer: Mikregen, 16K £5.95

One critic thought this was pathetic,
anither liked it. Cerainly a ‘quaint’
game. You're at the scresn base
firing up at & bunch of highly
coured alien zombies which ehug
sbout the scraen like a train, getting
longer with each screen, The
graphics are big, there's continuous
fira. a nice moving star background,
and ihe main feature is the arratic
and highly unpredictable movement
of the aliens. Three speeds, one of
twao piayer games, plenty of lavels {at
jeast six before | got killed off),
Joystick: Mikrogen I, good value
bul not terribly addictive.

ASTEROIDS/SPACE

With some exceplions, Astereid type
gamas tend to be less colourful than
most arcade programs = - some are
virtually blsck and white, bul the
category is still one of the most
mul&n Also included under this

din&m‘ ce’ games which have
very little to do with asterolds.

CONFUSION

Producar; Blaby, 58K £4.85

There's something of a ‘frogger’ feal
1o this ultra-last game. Alienships
zip along paraliel tracks which you
must traverse, shaoting them tar
points, Impossible without a joystick
and difficult with, goes with
Kempston or AGF or Protek.
Generally l@ss than ong expacts
from tha usually excellent Blaby
people,

contral keys are laid out for the
Sinclair joystick—they're vary
awkward. A popular game far shoot
em up addicts with planty of
playability, but maybe iacking in
great lasting appeal, Joystick:
Sinclair, Kempston. 8 skill levels, 5
tives. CRASH rating: fairly good.
overall 3% M/C.

COSMIC DEBRIS

Producer:-Artic, 48K £4.08

An archetypal ‘asteroids’ game with
hardiy any colour at all. Hollow
outlines for the asteroids which
shatter into smaller fragments when
hit. Rotate, thrust and hyperspace
and typically nasty flying saucers
that appear when you don't need
them. Two speeds (fasl and suicidal
— and they mean it!) with bonus
ships for points. A game this fast
should have continuous fire facility,
but doesn't. No popular joystick
facility, Good value for asteroid
addicts who like a fast game,

TERROR DAKTIL 30
Producer: Melbourne Houss, 48K
£t

Not, you might think by the title, a
galaxian/invader type game, bul itis
rezlly. There's a 30 landscape and
20 massed Daktils in the distance
moving jeut like space invaders, To
it them you must gel the
dimansional frajectory of your
‘batterad’ cannon correct.
Frequently ong will swoop down on
youin very gogd animated line
drawing. Y ou get mors points lor
hitting the swooping ones, but it’s
saler fo dodoe them. Not up to
Meibourne House's usual standard
ard;d the sound — what happened 1o
it

THE DETECTIVE

Producer: Arcads, 48K £5.50
Another game which sounds
unlikely as a galasian type
contender, but then, we.couldn't
quite figure what tha title had to do
with the game. But itisa good game
anyway, Nice packaging as usual
from Arcade and reflected in the
graphics, Avoid the falling objetcts
which change charactanstic by level
orshoot them for points. Tyres (71)
form up like thunderclouds and fall
on you, 8 wrelched dog keeps
siealing your points. Avoid him by
using the wrap-around screen. 25
levniz. Joystick: Kempston and AGF
or Protek. Good value

WINGED AVENGER

Producer: Workfarce, 16K £5.00
Something of & cult among galaxian
fans, with two options (2-part |bad)
for the'brave’ and also-rans’. Six
skill levels, laser, {orcetietd barrier
and simple but gfiective/graphics.
This isa fast game tor theexperis —
navices might not even realise
they've iostall their lives.
Disappointing graphics and
ultirately not of lasting appeal,

BLACK HOLE

Producer: Fantasy, 18K £5.50
Cantre scraen is the Black Hole,
from which emergs three types of
alisncrafl, Tweo of your weapons are
deltected by the force of the Black
Hole, which makes aiming difficult,
and the third weapon has a Hmited
range. Indiscriminate shooting leads
to loss of power, and the allens fire
back. To make matters worsethere
|5 space debris 1o avoid on the left of
screen, the area to which you're

but too many keys make this game
hard toenjoy, &nd there are (oo
many for & joyatick to handie.

BLOCKADE RUNNER

Producear: Thorn EMI, 16K £6.95(7)
Author: Graham Johns

Jusi when you thought they had run
oul of reagsonably original deep
space zappowham games, along
comes Blockade Runner. You're in
this supply shig, running the
blockade of earth by some nasty
aliens and thera are 5 layers of
defences to get through. Firsta
densa shower of meteors which gan
e dodged or shot, then a layer of
vertical laser barriers which you
mustdodge, then tractor besm units
try o pull you off course, finally a
fleat of alien ships try to blast yvou to
kingdem come, Should you survive
this frenetic gauntiet, you must then
transter your cargo pods to an earth
ship. Control response is frightenly

fast and violent—it has to be to
dodge the laser beams. Pity the

confined. Control in eight directions,

DEEF SPACE
Producer: PSS, 48K £5.95

A standard version of asteroids wih
rotate left and rght, thrust,
hyperspace and fire, wrap around
soresn-and alien ships. Can't
comment on the game's quaiity
since none-of our three reviaw
coples would load.

JETPAC

Producer, Uitimate, 16K £5.50
There's nol much can be sald abgut
Ultimate that hasn't already been
sald. Graphics and presentation are
of the highest standard. In Jetpac
you must gat your spaceman fo
assemble a rocket and fuel it, steal
85 many gems as you can and avoid
thveirate aliens or kill thiem with the
laser. When assembled the rocket
takes off tor gnother planet o
plunder. Re-assembie the ship afier
five planets. Five levels of different
aliens. Joystick: Kempiston. One-or
Twe player games, confinuous fire
and movement In elght directions.

Highly recommended.

KOSMIC PIRATE
Producer: Blaby, 46K £4.85
There's a factory below on the planset
which you must plunder, guiding
your ship through the heavy alien
space traffic. deceptively simply
looking game with good graphics
and spund and really a 'frogger’
variant. M/C. Joystick: Kempston.

METERODIDS

DK Tronics, 16K £4.95

In & way it's as well this game isin
the cheaper Bracket because itisn't
avery good program. The

graphics are jerky in movemant and
the relative speed of cralt to
asteroids is too slow. Worst of all
you can enly use onafunctionata
time so you can't fire whila rotating
or thrusting. There is & useful
‘radefing’ function which allows you
to change keyboard optionsand
alter the way in which the game
plays, No joystick facifity, unfess
redefined 10 cursor keys lo use AGF
or Protak.

METEOR STORM

Quicksilva, 18K £4.95 .
Mereiiylly, Quicksiiva have proved
thair originality in the games lieid by
gaing onto games which make this
anelook as shly as it is, If you like
asterold gamas thin this is pretly
{ast. Simple autlines hover in a blank
ptack space. Ship orientationis In
aight directions using all the numbar
kays which means you can't
concentrate on the game

MISSION IMPOSSIBLE

Producer: Silversolt, 16K £5.25(1)
Author Jeramy Brown

This is-& Lander lype game whera
you must guide your cralt down toa
planet’s surtace and rescue strandad
astronauls or miners orsomething
and return them ta the mothership
above. To gel down 10 the planet you
must dodga your way through the
masses of astergids, and then refurm
through layers of enemy shipping.
Caontrofs provide & retro rocket {or
braking, important when landing as
an inaccurate or fast landing results
in death. On the return journay the
retro becomes a gun to shoot al tha
aliens. On higher lavels there isalsg
aforee field as a added hazard.
Throughout, the graphics are very
good and move smogthly, Thusisa
very difficult game and bound to be
addictive. Takes time (o ge! good at
it. Sensible control keys, joystick:
AGF, Protek or Kempston, 3 playing
speeds, over 50 screens, generally
racommendad. Overall CRASH

rating BO% M/C.
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PLANETOIDS
Producer: Psion, 16K £4.95

Avery good copy and & classio
wersion with the bast graphica of the
lot. Nice bright yellow asteroids
which shatler satisfyingly, A bit
slow, although the shatterad
fragments change direction and
move faster. Alien ships are wall
defined grephically. Using 2/X for
rotation and SPACEFENTER for
fira/thrust is quite good, but H for
hyperspace takes some getling to.in
an smeargenay, Noskill javels, which
means the addictivity rating is low,
but good value at the price. No
joystick option,

SCHIZDIDS

Producer: Imagine; 16K £5.50
Imagine come up with soma of the
best games — mis i=n't oneiof them,
You're supposed to clear the space
lanas of civilisation’s debris by
bulidozing it intea biack hole inthe
centre of the screen. The graphics:
are black and white, thaugh nicely
drawn but the pame is confusing.
Joystick: Fuller.

SENTINEL

Producer: Abacus, 16K £5.00
Prevent the enemy from attacking
e five Sentinal space stations with
your four ships, Careful though —
your hres remaining ships {livas)
are docked with the station so if your
protective screeh isn't affective you
can lose lives before you've even had
g chance lo use them! Enemy comes
in'various forms and meteroids make
life impossiblo at times. Your
weapons are laser and aguided
missile 50 you have to contend with
lefi/oight rotation, thrust, laser fire,
missiie fire and wo controls for
gutding it, which makes Sentinel a
_%ﬂ me for the lour-handed player!

h, god thera's a force fisld for the
station — five=handed playar! A
good fastand furlous game. Good
vilue. No joystick option,

SHUTTLE

Producer: Blaby, 48K £5.95

Take your shuttie craft fram the
mathership and descend to two
spacially cregted landing spaces an
thie planet's hilly surface to rescue
the sirandedasironauts, which
stand on the hilisides waving their
armsfranticalty: You can only take
ane al atimeand landing results in
the nearest dashing to your craft and
partial safety. Unfortunately the sky
Is crowded with bi-diractional
metears. The graphics are cute and
the sound very good, but theiniay
card suggests yvou can fire at
someathing whan you can't. Avoiding
the metegrs s simply done by
dadging them (4 sort of frogger),
Nat the most addictive of Blaby's
games. but stil very playable.
Jogstick: Kempston. AGF or Protek.

SPECTROID STOAM

Producer: Abersoll, 46K £4.95

A very new asteroid game and one of
the most eolourful with a pretty
packed screen, Wrap around action
and multi-shaped objects. Good
#cceleration and braking but
requires a fender 1ouch as theaction
isquite viglent. Hyperspace, no
difficulty fevels: It looks good but it
needs more playability fo putitin tha
top rank, Joystick: Kempston, AGF
of Prolek

3 DEEP SPACE

Producer: Postarr, 16K £7.85(1)
Thiz iz the, by now, Tamous real 3D
gamewhich uses rad and blue
spectacles to create a three
dimensional feeling. Sadly the aftect
dogsn't come off at all, with faw
people raparting any success with
the effact On tap of thal, the game
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itself is not sufticiently exciting
enoughiobe worth'the very high
prica asked. Basically youship
movesvertically-at the left of acraen,
confronting the alien ships which
move from right to left You can
‘zoom' in and out of tha strean to
match the depth of the attackin
vessels, 6 control keys, no joystick
optian, smooth movement but not
colpurdul and only average sound.
Overall CRASH rating M/C:

VIOLENT UMIVERSE

Producer: Fantasy, 16K £5.50

This game has an essential
diffarence — instead of firing ahead,
you lay gas clouds hehind you to
destroy the aliers, The aliens are
made of anti-matter, so as they rush
headling intg your vapour clouds
they're anihifated. Y ou mus! score
1000 points within 40 seconds to gat
toithe naxf level, anidea which
makes this gama extremely addictive
toplay. Wrap around screen, 8-
dirgctional movement in & vary
crowded sorean. Hiding insidaone
of your vapour clouds is a sneaky
way of aveiding death. Joystick:
nemmn.-ag?-. Protek, Fuller or
Mikrogen 1. Good value

SCRAMBLE/ DEFENDER/
MISSILE DEFENCE

For many arcade enthusiasts defender
and scramble games are the kings of
Hy{:f. shool ‘sm ups. They reguire
quick reflexes and excellent hand/eys
control. Of the heme computer thay
demand programs with sensible
control key layouls or Ijuysﬁsks for
ﬁuuﬂ results. In scrambie games you

y @ misslon against a hidden enemy
base. whereas as in defender gamas
you must rescue humanity at the same
time. In either case the game Is played
in profile, showing the Inpngrnflrr ol
the ground over which you are fying,
Missile defence is simpler, showing
missile traces ﬁewm]lnq' on yoaur
cities. You must iuﬁds the antl-migsile

defence by sighting cross hairs at the
Lgflﬂl!g poinds af enemy missile
ces.

ARMAGEDDON

Producer: Ocean, 16K £5.90

This version is 3 clagsic missile
defence game with excellen
graphics, aspacially the sunburst
explosions. The missile traces split
into several traces, coming thicker
and faster with each wave. Tha
avallable number of migsiles in your
armoury for each waveis shown at
the base of the screen and above
thatare yoursixcities which you are
protecting. After each attack wave
the program updates your s¢ore and
citiealeft Nice title graphics and
‘end’ card. Recommended.

ARMAGEDDON

Progucer: Silversoft, 16K £5.85(1)
Author C Knight

Silversoft's versionaf the much-
copied 'Missile Command' arcade
original is well up to scratch with
gooad use of colour, and average
sound. The graphics are simple but
eftective with very nige explosions
and a suitably disgusting Irying
sound toaccompany them. Features

Six cities, three missile bases,

airgraft and bomb-dropping
satgilites,a nd heat sensitive missiles
which hover above & detonation until
i¥s sale to descend further. Gets
ingcreasingly fasi, medium addictive,
sensible controlkeys and Kempston
joystick (via a 2-part [pad), Overall
CHASH rating B8% M/G,

COSMIC RAIDERS

Producer: Mikrogen, 18K £5,55 ~

'One of the faw imes an arcade

game has Been improved upon,' satd
ersonal Computing Today. That

might big a bil exaggerated, but the
graphics and control responee are
very good indeed. You must race
across the planet and destroy the
alien master ships in thelair. The
cityscape beneath is dengely
populated and green grabbers keep
abdusting the humans, Knock out
the aliens with smart bombs, but
then you must cateh the falling
humars bafore they splat. Hosts of
other alsin fighters threaten you.
Features long range scan, raverse.
Long range shows the whole
distance to travel. Keyboard
positioning is sensible, which is as
well, a5 this game'does not have a
joystick facility.

DEFENDAR ,

Producar, Mikrogen, 48K £5.95
Author: C Hinslgy

Thie title say=it ail, and it turns out 1o
ba a pretty classic looking ‘Defender’
game with tho familiar zig-fag
sutiine landscape, wavin_? humans,
and assoried alien graft. Thereis the
radar screen at the top as well
Control is quite good with sensible
keys allowing for thrust, reverse,
laser and smarl bombs as wellasa
hy perspace faciliity. Butthere is
something lacking in the teel and
pigy. Parhapsil's the speed which
seems siow compared o other
varsions compined with the fact that
it seems quite easy to play. Inlay
states user-definable keys, but there
aren’t any, Good, bright graphics
and reasonable sound, Cverall
CRASH rating 63% M/ C.

FIREFLASH

Producar: Abacus, T6K.£5,85 (1)
Author K Flyan

This'is a very superior ‘Missile
Command'’ slyle game and a games
designesin one — another from the
specialisis in games Tor eight-
lingered players. Your base has 4
missile launch pads supplied by
underground tunneis, and 2 laser
bases at either end of the screen.
Incoming alien missiles splitinto 4
small and hard 10 hit warheads i not
destroyad quickly Youmust seicet

the faunch pad required, fire thé
missile, guide it toits largel and
detonate it at the correct moment. if
that's not enough, low flying alien
craft bomb your instaliations. If you
like & fast, difficult to master game,
then this is for you. Bul many factors
can be modified by the clever PFOKE
faaility which allows you 1o redesign
the game to sull your own taste. On
the ravarse side is a free game called
‘Dastroyer’ Uses B control keys, no
Joystick éption, excellent graphics,
recommanded. CRASH overall
rating 78% M/C.

GROUND ATTACK

Producer: Silversoll, 16K £5.95
This‘is simiar to 'Penstrator’ by
Melbourne House, but is nowhera as
geod a program. |t's the sister game
to'Orbiter, Here you must attack the
aliens in their underground caverns
Weapons are bombs and laser and
thare are fuel dumps for points,
Thrust and decelerate and nine skill
Ievels (different speeds of play) with
thecursor keys and 8and 0 for
dirgction and fire, which is not the
best arrangement. No joystick
facility. There are batler value games
around of this type.

HARRIER ATTACK

Producer: Martech Durrell, 16K
£6.95

This game seemed to Upseta lotof
magazine reviewers bedagss of jts
unstated reference to the Falklands
Warl Bad taste perhaps? inany
event.acompletely daft reason to
give an excellent game a poor
review. Y ou mus! take off Irom-an
airgraft carrier, dodge guided
misgiles fired at you from an enamy
ship, then fiy over 8 heavily
defendedisiand, bombing the anti-
aircraft.guns, aveiding the enemy
fighters and shooting them down.
Keep your spesd up or you'll ronaut
of fuel befere reaching the climactic
bombing rumon the own (Port
Staniey perhaps?) Then it's back to
the aircraltcarrier to fand: Fast
responses and first rate graphics
(the sun on the sea Is particularly
goody, Five skill levels. Keysare
cursor (pily) with zera to flre, ning to
bomb and SPACE taefect, Joystick:
Protek or AGF on the cursors.
Highly recemmendad.




—"TT

e e S——

et e e e

HIDDEN CITY
Producer; Bylewsil, 16K £6.85

Good, smoath graphics and threa
differant frames make this @ very
playable game. No bombs hera, only
alasar and @ guickly used up fuel
‘supply, The first part makes you fly
scross 8 plain towards 2 vertical chiff.
Eneemy missiles attack feom the floor

| “and from the.cliff. If you enter the

cave at the base of the ciiff the
second frame scrolls across,
presenting & maze containing fuel
dumps: On surviving this there @
‘scramble’ cavern with missiles and
fioating mines, and then the city 1o
gestroy. Sixdifficulty levels, invisible
barrlers and time warp, Joystick:
Kempston.

|NVASION DF THE BODY SNATCHAS
Producer: Crystal, 48K £6.50(1)
A word of warning — this game
{indeed all new Grystal programs)
has a special |gader which makes
you think itisnl loading properly. it
is A classic copy of the famous
arcade original and ieaturas
Landers, Bombers, Mutants,
Swarmers and Pods, Thereis an
excellent radar screen, Oneyaucan
really use for fining up shots, and
spectacular explosion graphics;
Sadly unless you own a Fuller Box,
the game is totaily silent. As usual
with ‘Defender’ games, thereis not
mugh colour, but the graphics are
fast gnd smooth. All in all profzably
the best varsion for thie Spectrum
yet. Rather awkward control keys,
Z/% leftiright and N/M up/down, Ato
G fire lazer, H1o ENTER smart
bombs. Joystick: AGF, Protek,
Kempston, Fulier. CRASH rating,
playable and addictive, ovarall T 0%
MG,

ORBITER

Producer: Silversoft, 16K £5.95
This iz a much bettar game than
Silversoit's 'Ground Altack and isa
good version of the classic
‘Defonder of arcade fame. The
animated graphics are neat and the
sound amusing. Control keys are
much better piaced thanin GA as.
well. Climb, dive, thrust, reverse;
hyperspace, smart bombs and laser
all help you protect the humanoids
from the marauding atien craft.
Features an excellant long range
soan. Mo joystick facility, M/C.

PENETRATOR
gé'oducﬂr: Melbourne House, 48K
Hel

.35
Probably the definitive ‘scramble’
game for the Spectrum. Fourrings of
defence surround the afien base,
sach with its own problems of
landscale Missiles take off
continuousiy guided by radar unils
{excellent animation) which get
more accurate if you fail to destroy
snough of them. Special featurs
allows you lo reprogram the game to
make your own landscape and alter
the enemy’s defences. Highly
recommended, Joystick: Kempsoft]

REPULSAR

Producer: Softek, 16K £5.85
Authar: Andrew Beale

Thiz Iz Softak’s version of missie
defenceand it 15 a close copy of the
original. IY's graphics are nowehre
near as good as Dcean's
‘Armageddan’. On the other hand il
does have the extra feature of plenty
of enemy planes buzzing around to
destroy as well as the missiles
themselves and the explosions ara
satistactory. It is also faster to play
than Ocean's version, but somehow
lass fun. One side of this tape is for
the keyboard (with a dreadful
layout) and the other sigeis for the
Kempston joystick; The infay card

doesn't 18]l you that key
Misforfire. Eight

directional movement,
genarally okay, but not as
playable as Armageddon.

RDCKET RAIDER

Producer: C-Tach, 16K £5.95
This is the poor mdn's 'Penatrator’
and no mistake. Theinlay blurb
promises 8 long range scan — but
nothing appears on it exc epl the
extremely limited idndscape
available to Ny over, Fly Is hardly the
word — you only move if tha thrust
button is held down, and when you
do that nothing gise in the gama :
moves excapt the lowering fuel
gauge. Hitting the fusl tanks
replenishas your tank and anyane
can knock them off without difficulty
because the missiles are easily
avoided and the flying saucers don't
do anything. There's no danger, oo
thrills and no skill needad. Keyboard
positions are fing and 1he and of life
axplosion is the:most imeginative
graphic in the game. One or two
players, poorly compiled machine
code, na joystick option, Theinlay
card states thatpressing key '2' gives
you'up’ and ‘reversa’. They mean 'L
QIVES YOU reverse.

SCRAMBLE

Producer; Mikiogen, 16K £5.50
This is an 2njoyable copy of the
arpade original and a flexibla
prograim as you're given a 4-0 glian
menu (1 =missiles, 2 =UFQs, 3=
Meteors, 4 = Forteess) which means
yau can leap from part to part as you
choose, or fight your way through
the correct sequence if you're a
showotl. Three spesds with the
graphics & bit shakyon fast. Uslal
{agers, bombs, fusl dumps, missiles
with a neat Z-option on returning to
the next life where you left off, or
changing landscaps sach time. The
meteors are toa difficult to be

NOW

SPECTRUM

CONFUSION

You am totlly confused and 4o
baing atiacked from both sides by
1he mest nastiest Aliens kingwrin the
Liniverse. Agk; M/C E4.88

GOLD DIGGER

g your way through the Mine and,

find the Gold Nupgets, but keep

mway from the ‘Nugget Cnashars’
48K MG 14,95

CHOPPER RESCUE

Scientisis g baing entomied under
Radio AGthw Waste, cBn you @5 a
Helicopter Pilot, reacue them all in
Tinaa! ABK M€ £5 50

KOSMIC PIRATE
Guise yout Pirate Yossel through the
massive fleet of Space Craft that has
encirciad the plenet Verox gnd try 1o
steal your essential nesds

A8 M/C£550

DRAGON 32

PLANET CONQUEST
Land your Freghtar Ship safely and
then you may raturn 10 your naxt
Solar System. (5kill levels otlc.)

2

DoDo

Sigrring Dodo and the Snow Bees —
¥ou are the Wst surviving besd of
Dodos  slone in the Aniarchic,
sumpunded by lce Blocks and Snow
Been. Shde the lce Blocks onto the
Snow Boos or aleckrify. the walls 10
Kill them. 555

DEFT CM ' BLABY COMPUTER GAMES CROSSWAYS H
TEL: 0533 77364 TELEX 342629 JRHHG
DEALERS PLEASE ASK ABOUT OUR VIDED TAFE WHICH CONTAINS OUR FULL RANGE OF GAMES

BARMY BURGERS
SPECTRUM 48K

BLABY COMPUTER GAMES

BARMY BURGERS

Baps, Birgers, Cheesa and Lettuce
— they ara all there, sl you have fo
do is put tharm together, 11 sounds
sany doesn’t it, bul nol wioh vou Bre
peing chased by a fried Egg and
Sausagest 48K ML ES.50

HIGHRISE HARRY
Feanining Midry  Highrisa and tha
Funt Bugs — Guide Himy tho Painter
nlong the Girders, op the tadders;
onto thee Lifis, but mend the Slides.
Five Whacky acieans,

485 M/ C £5.50
PLUGGIT
Young Purcy Pluggit must gat hack
o s Cwcant Board in e, pleass

w{BLABY COMPUTER GAMES| "

FOR SPECTRUM AND DRAGON SOFTWARE

NOW

"GOTCHA’

SPECTRUM ABK

HLARY COMPUTER GAMES

haip him ta (ind tha riﬁi:ﬂ.ﬁ-l.
K M/ C B0

GOTCHA
Sfter gscaping from tha local Mick,
Erniis i soon back up 1o hia oid tricks
agan! 45K M/ C £5.50
3 ]ulsle]
Staring Dodo and the Snow Bees -
You are e a5l surviving breed of
Dodo’s alene in tha antarcoo
surrouhided by Ice Blocks and Snow
Bees. Shde the lce Biocks onto the
Snow Bees or electily the wall to
il them., 48K W CEB G

LASER AUN

Fly. the tranch 1o destroy the T.1E
fighiers, This garhe 18- Showm M an
perspactiva {556

OUSE - LUTTERWORTH ROAD * BLABY ' LEICESTER

KILLER KONG

MILLER KONG
Featuiing five scroens of aicads
action — Elevators — Kong —~ Mano

- Hamburgen — and gven
Maric's Girl. £8K M/CESS0

SHUTTLE

Guide yout Shuttecratt down 1o the
surgee of Plang! Naxon, roscue the
strandad Space Fatrdl and m@ium
inem ona by one 1o the safery of tha

Mothership. AEK MIC £4.55
DISTRIBUTORS. PCS South West
Cantr Saft Exetar
Birmingham 02 S48
021-620, 7581 RETAIL OUTLETS
WH Smiths
Crash Micros
Lighting Regoids and all
Lindon rriajier gatiwane
01 965 5255 oullets
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enjoyable, and the sound isn't
amazing. No joystick option and the
keys are a bit of a handful (2 = down,
4% up, 8= brake, 7 = thrusl, 0 = laser)
and all lower roware bombs, Allin
all fun to play and good value.

ZAXXAN

Producier: Starzone, 48K £5.50 (1)
Author: N Mardon

With a change of one letter, tha
game averyone has wanted lo get
their hands on has reached the
Spectrum at last and caused a stir at
the 9th ZX Microtair whare it was to
be seen on the Crash Micro stand for
the first time, The compilad machine
tode graphics are surprisingly
smooth, Considering howmuch
detail has 1o keep scrolling
disgonally across the screan. The
objact is to take your attack fighter
through the increasingly dense
dafences and destroy the Zaxxan
forl-Festures gun emplacements,
fuel dumps, enemy aircraft, laser
peams @nd walls with force fields —
andof course the shadow of your
tighter onthe floor. Colour is well
used and the soundis fairly good.
Good conlrol keys and Kempsaton
joystick, Good value for money,
addictive 10 pigy and a must for
‘Zaxxon' fans. Ovarall CRASH rating
4% M/IC

There are now a number of
programs ~ which give you  forward
view through the space ship's screen,
enough 1o make 8 category of their
own. We've decided 1o eall (hese
‘cockpit’ games. This section does not
include any of the “Trek’ games, which
often have a viewsereen simulation, as
they come under their own heading.

THE BLACK PLANET
Producer: Phipps Associates, 48K
£5.85

| Authar B G Carnhill

A mammoth game lor wet Sundays.
You'll need a printer or a.note pad
oF 8 goad memary, for the complex
of instructions are on one side and
ihe game on the other, Your task is
1o rid the space lanes of pitates
whose home is on the Black Planat,
which is invisible until you find the
Key, which has been braken into
sevan parts and distributed on
seven diffterent planets, which each
have a different arcade adventure,
which sach has different key
instructions, which means you've
gol ta know it all backwards! That
said, IU's tons of fun. The cockpil
view with moving stara Is very
goed, Aninstrumant panel telis you
‘where you are in spaca, whera the
star base is or the planels on which
yau must land. Navigating i3 quite
difficult, but if you'get it right the
sight of a planet looming up is very
cimenatle. You can land manually
or use the aulo-docking featurs.
Between planels you may wall be
attacked by the pirates who know
you are-after ihem, in which case
You are into a furious dog fight. it's
not a game for a few momaeints.
Excellent value and highly
recommended,

Cosmos

Froducer: Abbex, 16K £5.95

The keyboard layout looks simple
but is confusing to play with. Tha
Vigw screen shows vaour convay,
which you must protect. Enemy
ships infes! space and so do
asterpigds, You have two lasers with
continuaus fire, Movement adjusts
the fisld of view to quite an extent
bul without a long range scan it's
difficult 1o anticipate proparly. The
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but nevartheless; a game with good
prayability. Joystick: Kemptson,

GALAXY ATTACK

Producer: Sunshing Books, 48K
£5.95

This is a real raparoony of a game
with loads of playability, but be
warned, you nead to ba an alien
with three hands or a 15-digit
Liruggian for kevboard control, The
Programme comes in three parts; in
space 35 you approach the
Uruggian's planet, you must
destroy their waves of fighlers by
centering the sight crass hairs;
then on the planet's surlace, where
your ianded ship is surrounded by
walkers and fightérs; and then the
finale attack on the orbiting mother
ship. Control response is goad,
colour and sound excellent. and
the simiple response is good, colour
and sound excellent, and the
simple 3-dimensional aliens wark
well, Recommended. Mo joystick.

TIMEBATE

Quicksilva, 48K £6,95

Excellent moving star backgrounds,
in 30 give a real space fesling to
this 5-skill level game Long range
scan shows you where the enemy
are and you jump through space to
the correct sector, Movement
cantrol is instant and keeping the
enemy in your sights is a tough
lask hefped by a joystick
{Kempston), If voo're successtul at
Clearing the entire galaxy you can
land on the atiens’ planet to refuel
before jumping the-limegate to
another infested galaxy. Full
damage status readouts. Highly
recommended

30 SPACE WARS

Froducer: Hewson Consultants. 16K
£5.85¢1)

Intraducing a new race of aliens —
the Seiddab (baddies spelt
backwards), this game js a
straightforward zap em which does
not boast the complaxities of a Star
Trek game, but is at leasl io the
point. Tha minute |t slarts the baddy
Seiddies are there, etchad atainst a
realistic moving star background.
Below, your instrumetns are easy 1o
read, bar codes for fue! and speed.
Twin fasers fire from the visible nose
cone of your eraftand area
satisfying effect Ling up the cross

colours ara fing, sound rather poor,

hairs on the enemy and fire away!
The Seiddab craft are wall drawn
and move neatly in 3 dimensions,
firing back when they want. There
arerefueliing points in space which
you must reach in lime befare your
power runs oul. Positive movement
and smooth graphics, quite good
seund. joystick: AGF, Protek and
Kempslon, Overall CRASH rating
68%, recommended as good value,
MIC

30 SPAWN OF EVIL

Producer: DK Tronics, 16K £4.95
IVs@ bit of 8 cheat—1o kesp the
pragramma in 16K this very long-
winded instructions are on one side
of the easaette and the game on the
ather, which is irritating at first. The
viewscrean works well with stars
defining movement, but centrol is
exceptionally slugaish and hitting
the alian swarm is 2 bit like trying to
kill ants with a pogo stick. In theend
aslow and confusing geme with no

MAZE GAMES

Maze games come in all shapes and
sizes (this section excludes Pacman
slyle games however). Some of those
included here might nol even seem fo
fit the categary, bul on reflection you
will sea that in fact they are really
maze games (at least, you might if you
Iry hard),

joystick option,

Z00m

Producer: Imagine, 48K £5.50

W waited long enough—probably
the most famous and wanted non-
available game. pfobably a clever
ploy on Imagine's part. Bul it was
worth the wait. Viewscreen shows
you a road over which you are flying
with fittle humans on the horizon
whom you must save from the
enemy bombers, These comain
waves from the left; some just
content to wipe out humanity, others
which turn and fire al you, wearing
down your shield. If you survive two
waves without getting destroyed or
crashing into the ground, there's a
deserl infested with lanks, and the
seawith'submarines and ... Serolling
graphics for the titles all help 1o
make this a very memarable game
and excellant value for money.
Jaystick: Fuller & Kampston.
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ANDROIDS
Produgser. Sunshine Books, 48K
£5.95

Androlds boasts a vast maze
pepulated with homicidal robots and
is Sunshine’s version of
‘Frenzy/Panic’. Armed with-a laser
{fires in the direction you're
pointing) and-five lives, you must
find the hiddan exit 1o the next leval,
Special panels replenish yvour force
field and laser power. It's a 'no win'
game for points, The.graphics are
good, nice animation and maching
code makes for high speed
movement. Good value tor monay
and very plavable,
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ANDROID 1

Produoer: Variex, 16K £5.95

Wiiat we hiave hvére is a well thought
put and addictive rape of the robots
CFranzy/Berserk’ gama with five skill
devels and copious screens. Android
A Is 3 superior robotand he has io
Tast his way through thewalls of the
cgmpilax towards, whal? (A reactor
‘agtuatly, but who cares, it's the
getting there that's 1un). HiS gnamies
areseveral types of unattractive

; nis (attractive graphics)

[l ding Groupies (in groups),
Wanderers {luny lonies), Skaters
{slifBering around and hard te hit)
-and Bouncers who land on your

head when you'ra least expacting it.
Joystick! Kempston. Recommended.

BEDLAM :
P_;jqdy@ar_' MC Lothlorien, 18K £5.95
[7}

Averytast shoot emup gamein

which the maze is not a central

prablem;, but the infestation of
beautifully animated creatures are.
[¥'s supposed to be an asylum planet
-and you'ra theconly sane inmate (so
you think)! Equipped with your twin-
firing photon boll, 's quite a task ta
keap the révening monsters al bay.
They move faster and faster as they
dashiat you and there are alsa

savcerous guards' nipping about,

firing &t your. The one drawback,
perhaps, is that the creatures taked
very predictable path towards you,
but it's st all extemely fast. Could

have had more variation 1o heighten

addictivity. User-defined cantrol

keys, 8o AGF or Protek joysticks are
usgble, pretty good valua for money
ml:éal‘l overall CRASH rating'of 78%

BRAIN DAMAGE
Producer: Silversolt, T6K £5.95(1)
| Morrison & D Anderson,
You'rein charge of a tank deep
inside a boredand dangerous
computer which sees your presance
&35 8 bit-af fun 1o eniiven its dreary
liteof computing. Hot on your tail
are Elegtron Panzers, Marauders,
Centurions and Rogue Programs,
each smarter than the last The
objact, quite simply, is 1o hit one of
these and promeote o the next lavel.
But jt isn'l as easy-as it sounds. 105 a
measure of how fast the game can
bathateven with-anly ong hit to
concentrala on it ramains a-very
difficult zap game Lo play, Only ong
blasi ata time but the iaser beam
ricochets (beautifully). A complex
array of control keys allow for 4-
directional movement and furret
rotation, Meat, smooth graphics,
gagd sound, joystick: Kemptson,
GF or Protek, 3 control key
ophons: 3 skill levels, multiple
soreens. pretly addictive ona'y ou get
the hang. Dyerall CRASH rating 69%
WC.

CORRIOORS OF GENON

Producer. New Generation, 48K
£5:93511)

A JD Maze game which demands
‘Masfer Code’ akils and numaric
‘sequance recagnition from the
player. Deceptive in that it seems
yery erdinary at lirstbut rapidly
hecomes unsioppable, Basically you
must thread your way through the
goncantric ciruelar maze to find ihe
gentral control room foar tha avil
computer of Genon and dastroy it
Dpors cul the corridors into
segments and connect between
adjacentcorridors, These are
gpened and shut by the computer
and you.can open them by punching
iniha correct code (each set of
doars has ils own numanc
sequance), With your ESP-at high
level the serean displays the next
door's code, bul there's a nasly
monetercalled Bogul chasing you.
Each time he bogulises you, your
E5F goes down and more doors
have blanks which you must work
oul befare 1he door opens orshuts
for you, The Ingerious tlouch liesin

e eagellent sound track of Boguls

Ly I, I

thudding footsteps as he chases up
behind you — turnaround and you'll
see fim. Meat solid graphics an'd
unusually playable. Cursor keys for
movement in conjunction with-3
keys (used with an averlay) for code
breaking. Joystick: Kempston, AGF
or Protek. Overall GRASH rating
T2%, excallenl value for money if
you enjoy:a bit of Higuring, M/C.

CRAZY BALLOONS

Producar; ABF, 16K £5.75

A simple maze made up from
Grasses is only [ust bigenoughto et
your waggling balloon through in
places. Elsewhere you'must use
precision and timing 1o squeeze
through without touching the sides.
Exira points for using the narrowast
pagsages. Perhaps too simplistic for
mast, but still not as easy asit first
looks. There is a timelimit,

CYBERTANKS !
Producer: Star Dreams, 16K £5.95
(1)
Here the maze actuzlly represenis
the streets and buildings of a city.
You'rein command of a tank,
surrounded by the eybertanks which
ou must shiool out of existence
Eafo re they gel you. You can blast
your way through the maze walls to
get at yourenemy. If you clear the
first sereen the second sheet has
mines littered around which destroy
anything thal touches tham: Al inall
it becomaes very repetitive and our
reviewers thought it reasonable but
only average funto play. The
graphics are quite small, althiough
nicely designed and move smoothly
anough — the title card s brilliant.
Two sets of control Keys, well
placed, joystick: Kemston, Overall
CRASH rating 58% M/C.

oo oo

Producer: Blaby, 48K £5.50

Notat first sight 8 maze game, but
this is one where you make y ourow
maze for protection from the
dreadead Snow Bees which intest the
Arctic ice wastes where you, the last
lving Do Do, tind yourself stranded
(beal that for a scenariot] This
innovative game from Blaby has
charming graptics and good sound
Basically you must shunt the ice
blocks around to escape thabpas or
crush them. If you're clever you can
efactrocute them against the walis,
Joystick: Kempston. Recommended.

EMBASSY ASSAULT

Producer, 1CL/Sinclair, 16K £4.85
As the nation’s top secret agent your
mission i fo acquire top-searal
cgdes from the code room ol a
foreign embassy, Actually all you
have to do in ths dreary game is
wend your way through a 3D maze,
upand down stairsand lind the
room, therget out, il timed against
ine clock. Mo thrilis no spills and
very tew frills. Each move means
waiting interminably for the
corridors to siowly build up. Ning
Ievels with the simplest taking
SECONS,

ESCAPE
Producer:New Generalion, 16K
£4.895
Perhaps the most beautiful leoking
game yel lor the Spactrum. Escape
pils you agalnsta 30 maze seen
from slightly above so the horizontal
‘pathways are abscured by the
hedges. Somewhere in there is the
key tothe axit. As you enter a
manster shoots inand homes in on
you inexorably, Get the key and he
Spoeds Lp: Gt out and you're back
witha maze and two monsters. Five
levaels and & ‘nowin' situation. It's
depressing! One of the most panicky
ames we vaseen. Joystick:
empsoit 1. Recommended.

ESCAPE-MCP

Producer: Rabbit, 16K £5.99

The Z80 proceasor bites bach. Yes
your Speetrum hias gone berserk
and you haye baen da-atomised.
¥ou must escape through nine jevaels
while the MCP homesin on you and
tries fo destroy you. Escape-MCP
{eaturesa series of simple but (as
becomaes claar whan you play)
fiendishiy laid oul mazes,
|'epresentin$ the logic paths of the
processar, You starli {op left and
must first reach a key and then an
exil toihe next lavel Slowly and
inexorably the MCP gsighthomes in
on you and the trick is to move along
the paths in such a way that you
teave yourselt enough time 1o make
the key and exit. Not at alleasy.
Cursor keys and user-defined. so
almostany joystick can be used. An
addictively infuriating game and
excellant valusg.

ETX

Producer: Abbex, 16/48K £5.55

In 48K ETX speaks, thaugh mostly
what hie says after the lbequaciaus
intra is 'Duch? ET is stranded on
Earthsearching Torodd bits with
which to construct a phonehome.
The bits are hidden 1n numerous
wells. He's'pursued by a mad
profassorand & nasty from M15 [or @
or something). Only Young Ernieis
nice. The game is charming o ook
at but alittle puzzling to play singe it
seams Impossible to excape the
wrelchid professor. Program
conlained on both sides of the
cassette. Joystick; Kempston.

FRENZY

Producer: Quicksilva, 16K £4.95
Almost every software house has its
version of the arGade favourita,
‘Berserk, which pits yvou-against evil
robots in 8 complex of ssmple mazes,
reprasanting the différent rooms ol
some ghen MO Lifein these places
must be hiel] because all the walls are
electritied, killing you and the paor
old robota. Quicksiiva’s version is
very good of its type, with simple but
smooth graphics: You |ose d ife it
you collide with wall, robot or
axploding missile. Avoiding the
missiles can be done by Il2aping
through an axit into anather roam,
but as you.do hordes more robots
appear The keyboard positions ara

rather odd, direction and fire baing
cantralled by keys 8-0 which makes
it difficult to use a joystick.
Maderately addictive but not bad for
the price.

LAST SUNSET FOR LATTICA
Producer: Argade, 48K £5.50

Arcade seem tospecialise in
obscure titles. Lattica is a complex
maze with over 100 Iocations and
threa levels populated witn androids:
The walls are eleciritied soyou must
avoid them or lose one of your four
lives. Theaim is to discover the
logation of a bomb which will
destroy the entire planet when it
explodes. and defuse il, murdering
the andraids on vour way, The
araphics.are very good and richly
coloured (you're ason of 'Horace'-
like creature). Joyshick:
Kempston/AGF or Protek and cursor
keys: Eightdirectional movemant.
Good valus,

LORD HARRY & LADY HARRIET
Producer; Lotus-Soft, 16K £4.85(1)
Author: Derek Jores

The titie indicates thal i you want a
lady hero you can logd side 2 instead
of side 1 for Lord Harry. The
inabriated Lord is festin his friend’s
ornste garden the morning after the
night before. Ha must wandar raund,
eating mushrooms o keap alive.
whils! trying 1o find the secrel axi,
There ara fgur interlinked gardens
all tullof puddlasand treesin
addition to'mushrooms, The irees
bar Fis way, the puddias lose a life —
and o make matters worse thete are
two guard dogs chasing around after
him, In oneof the gardens thete isa
poisonous mushroom which, i Lord
Harry-eatsit, is theend of him uniass
hie finds the exit within 88 seoonds.
Reasonably well lzid out control
kays, attractive use of colour. but
perhaps more 2imed at the younger
player rather than the arcade freak,
Joystick: Kempston. Good valve fior
m?ﬂn gy. overall CRASH rating 63%

MAZE DEATH RACE

Producer: PSS, 48K £4:95

You're in'your car, Jost inthis
endiess maze. avoiding the hazards
likerock falls: ioe. oil slicks and the
maniacs in their evil cars, Collegt the
fizgs for points and watch out for
fuel dumps — the thirsty carneeds
them frequently, Control is fast and
positive, good graphics and
serolling from screen to Screen is
effective. A good, fast game.
Uniorfunately you can't alter
natween the three skill lsvels once
saipoted, and the instructions dion't
tall you that it's the cursor keys
which operate. No Joystick oplion
But it will work with AGF or Protek:
Machine code, modarately addictive.

MAZIACS

Froducar: DK Tronics, 48K £5.85 (1}
Author, Dan Priestlay

This pure find-your-way-through-a-
maze-angd-escape game s among
the best ever from DK, Simplain
concapt, its piayability liesin the
lowaly araphics and its speed of play
The aim is toenter ihe maze and
digcover the gold, which will be at
least 200 moves away. Embedded in
the walls are many useful items lika
food and swords. Kesp your
strength up by esling ang use the
‘swords against the dreaded Maziacs,
There are prisoners also embadded
in the maze wallsand they wili 181l
you the shorlest route to the gold by
marking the pathn yeliow. Thisonly
|asts tor a tew seconds nowever The
swords only last for one attack, and
without one an awlul Magziac will
surely kill you ofl. Once you've
found the gold your prabiems really
start as youcan 'cairy both gold
and & sword, so it makes sensa to kill
83 many Maziacs as you can on
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the way in. The playing ares shows
one fiftiath of the tofal maze, but the
VIEW facility shows you a twelfth,
Excelient graphics-and animation
with plenty of detail, User-defined
control keys, joystick: Kempston
and cursor joysticks via user-detine.
4 skill levels, randomly generated
maze aach game. CRASH rating:
hi?r‘ih,r recommended, overall B2% ¢
M/C

PLUBBIT

Proguycer: Blaby, 48K £5.50

Author RobJongs

The haro, Percy, is & littie|C chip
who has become unplugged from
his sackat. You must guide him
through the maze of circuitry inside
'Uncle Clive's” camputer and plug
hifm in again. There are two keys to
find which, when used in the correct
door, will uniock them, but they
must be done in the righl order. The
maze is Tull of resistore, diodes and
capacitors which are chasing Percy,
and his enargy, which starts at 1200
units, runs down very guickly, To
add to his problems. the walls of the
maze are elactrified, The anly
Weapon 15 an energy beam which
firas in the direction of movement.
Only a small part of the total playing
area |8 visibie an screen. Good
grephics and smosth compiled
movament. Auto start and cursor
conigrol keys are a slight drawback.
CRASH rating: a worthy mazs game
ii not quile up to Blaby's addictive
s!,agdards_ Owerall 63% compiled
ME.

QUETZALCOATL
Producer: Virgin Games, 48K £5.95
i1

Author Garath Briggs

Quetz is one of lour Aztec Gods
you'll meat in this 30 maze which
represents the interior of an Aztec
temple with four floors. Quetz is the
nicast and provides glass beads for
you lo colfect and gives you a map of
the fioors when you Bumpinto him,
The map disintegrates with use, so
use'it sparingly. The other gods all
present different problemsto :
overcome on their particular floors
Thelloors are connacted by shalls,
mostly black and a few blue anes. If
You use a black shaft, it destroys the
beads you have collecled The
longar you take to find a biue shaft
tha more black ones will appear.
Should you find the exit salely, then
the beads you have found canbe
used 1o barter with the natives for
yaurlife. it is a playbale game, with
quite good 3D graphics ard B skill
leveis, but not much sanse of real
danger. Average, CRASH rating 56%
MIC.

RAIDER OF THE CURSED MINE
Producer: Arcade, 48K £5.50
Thisis only a maze game ina very
general sense, The gama was
recently upgraded to have 30 levels
io play through. Each level shows a
orosssection through @ mine with
several Hioors visible and thres |ifts,
Your miner [nice animation) must
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walk through the mine, using the
lifts, and collect all the diamands
littered about whilst avoiding the
spidars, ghost and boulder-throwing
troll. When all the gems have besn
collected a lamp appears at bottom
left which must becollected before
progréssing to the next level. Noia
fast game, and at first it doesn't seem
addictive either, but the ease with
which you progress is matched by
the sase with which you seem 10 lose
lives. Getling to the 30th level
rewards you with a picture of the
surface. Mice graphicsand sound,
;he clever player lines up ail his lifts
irst.

ROBBER

P,roducer: Virgin Games, 48K £5.95
(5]

Author Keith Mitc hell

This i§ a 3-part game. In the first
section you must Cross a room 1o 2
cupbnards and collect a doorkey
and-a stethoscops, A guard moves
aboul with a torch and you are
caught if you appearin his beam.
There is also a safe key hidden in the
room. Getting through this dumps
you oo a collapsing bridge with
spikss beneath. The third partisa
maze where you must swim under
watar, avolding fish and get out
belare your oxygen runs out, then
crossan invisible maze avaiding
man-gsting birds, get through
narrow passages avoiding the
bounging bialls, and lastly a maze
which disappesars-as soon as you've
seen i, Sounds exciling but it ism't,
This is a good sketch for 8 much
betler game. The inlay instructions
are incorract and the game has a
tendency 1o freeze terminally at odd
tirmes. Frimitive graphios and
unrespongive control don't help,
Poor. CRASH rating overall 46%;
Compiled M/C.

ROBON

Progucer: Soflex, 16K £5.95
Author: Andrew Beale

This ‘Franzy/Bersark’ game, uniike
mostof Softek’s other programs, is
not viery good. AL the slowest of the
nine skill levels it's.a bit boring, and
at the fastestit's quite meaningless.
The usual format is followed,
electrified walis, robots, unkillabla
‘Raboks' which leave exploding
mings behind, Four directional
movemeant with unanimated
charactars, 100% machine code,
three lives, hi-scare, no joystick
option. Oddly the conltrol keys are
cursor with nineto fire, so you could
use AGF or Protek joysticks for tha
movement but not for firng.

ABBOTICS

Producer: Ocaan, 16K £5.90

The name was changed from
‘Frenzy’ to avoid confusion with
Quicksilva's game of the same name
As usual the walls are electrified. But
the graphics are much better than
anyoneelse’s version, bigger and
better animated. Only the robots'
heads are vulnerable, and their
fioating leader is invulnerable. You

can only ascape him by jumping into
another sector: The game speeds up
85 you clear seclors, and more robot
patrols appear. Move and firein
eight directions. Joystick:
Kempston, Good value,

ROBOT PANIC

Producer: Soft Mill, 16K

You're'the robot sent inlo the space
ship hold to kill off the escaped
nasties, A time limitimposed by the
cargo hold walls moving in to erush
you doas not give this game enough
Impetus fo be exciting. The graphics
are limited and not smooth and the
nastias remain static. Five different
sals of creature. Only ane life makes
itirritating as you must wade
through the setting up aach time.
Low playability. Cursor keys, so you
could use AGF or Protek joysticks,

SPLAT
Producer; Incentive, 48K £5.50(1)

Author: lan Andrew & lan Morgan

Put simply, Splat is dangerously
addictive! The hero, called Zippy,
must move round a farge mage,
ealing ciumps of grass, invisible
grass, and plums, whilst avoiding the

Spikas, water and the edges of the

maze. This would be child's play if it
weren't for the fact that the maze
scolis ali by itsell, in any direction it
fancies, If Zippy gets trapped
between a wall of the maze and the
wall surrounding the edge, then it's
SPLAT! Escape 15 on level 7 bul with
each level cleared the next becomes
more difficuli and the maze scolis
faster. Panic setsin at a moment's
notice. When you get through a
soreen the computer yells out
Yippee!' Simple, éffeclive graphics,
smooth movement, user-defined
conirol keys, joystick: Kempston,
AGFand Protek. Highly
recommended. ovarall CRASH
rating 82% M/C.

8TYX

Producer: Bug-Byte, 16K

You must move your man through
threa horizgontal areas; top, a simple
maze infested with spiders to gettoa
doorinto the middie seetian, which
is the river full of prahnas, and then
o the beach, to pass through the
lower arza where the dead spirits
lurk. If you make it through, the exit
i& guarded by a shrouded figure
whose touch is death. 1t's a simple
set upand would not bedinteresting if
it weren't for tha fact that it's not
easy. The screens are always the
sarme but with more denizens as you
goalong. Keyboard positions are
good, the graphics neat and
axcelient sight directional
movement. No joystick option,

TOBOR

Producer: Elfin, 48K £7.95

The title frame promises axcitement,
bul the game doesn't deliver. Poor
graphios and movement make you
waondar why il needed 48K inthe first
place Basically you must take on
some robots in a simple outline
maza, Keyboard pasitions are
irritating and there's'a poor
response. No joystick oplion. Mot
really worth the very high price, and
certainly not as much fun as even
'Jawz’ which they did and handed
overto DK Tronics,

30 MONSTER GHASE

Producar: Romik, 16K £6.99

Author. Dave Noonan

This is a 30 'corridor’ type game.
The maze Is'on three flogrs and your
migsion is to find the missing kays
and return them to the starl position.
Then you must find a bormb-and
defuse it before it detonates (against
the ciock). To make the task harder
there are mansters maoving about the
maze that can be killed by one of
your limited supply of grenades. To
help you the monsters can be saen
onaradar screen. The 3D graphic
representation is very good and sasy
to visualise, The keyboard positions

are well thought oot and a joystick
may be used. The monsters appear
very suddenly in frant of you for a
second before you lose your life —
like a scane from Alen! Five skill
levels and an absorbing gamse. Good
value for money,

30 MAZE OF BOLD

Producer: Gilsoft, 16K £5.95
Authoe: T Gllberts

This |5 8 maze without monstersior
robots. The maze is seen from eye
levelin 3D blocks, 50 it's a gameiof
origntation and geography, Thaaim
is 1o wander the maze, collecting
gold bars which lie an the floor and
get 1o the level’s exit quickly before
the value of gold you are carrying
falls lo 2era! Thisis no easy lask, &
pencil and pad would help. There
are ten levals of play from 0
{impossible) down to'8 (villags
idiots). | tried village idiots — and
believe me, they have (o be
university graduates anyway! Ta
help, for levals 4-8 you can select an
overhead plan view whanaver you
wan which shows you your position
and heading, the exit and positions
of all gold bars left to collect. It
doesn't show you the walls of the
maze — that would be tao easy,
When you return to the maze tseli a
display telis you the value of the gald
youhave collectad (falling all the
while of course), moves made 5o far,
level of play and a compass with a
moving narth, For the
contemplative. an excelient game
with loads of playabilty. Cursor keys,
joystick: AGF or Protek.

TUTANKHAMUN
Producer: Micromania, 48K £5.85(1)
Author; Dominic Wood

Tutwas an Egyptian despat who
stored his worldly goods in & large
tomb. Yaur joh ag archaeologist or
grave robber, is to wandar the five
tombs and collect a8 much treasura
as you can. You may start at tomb 1
oratalatar sia%s ifyou wish, The
maze scrolls left and right and
vertical tunnets wrap around top to
bottam. What makes this game
difficultis the ferocious speed of the
beasts that inhabit the tombs,
Monsters include mummias; cobras,
spiders and skulls. You are provided
with a continuoustiring laser, but it
only works horizontally, which
makes you vulnarable in the vertical
tunnels: There is also asmart bomb
o be used once per tomb or life, but
its affects are very short-lived
indeed. Al the top is a map of the
enlire complax. Doors block the
tombis from each other. Lively
graphics, speed and good key
positions all combine to make this
very playable and addictive, Overall
CRASH rating 72% M/C — &
mazelzap game with a different fesl,




VOLCANIC PLANET

Produger: Thaorn EMI, 16K £6.95(1)
Author: Nick Burroughs

Itis your task 1o dastroy the evil race
ol Zerans, whi live on a voleanic
planal; To.do this you must make
your way through an underground
complex to the depths of the city and
place a bomb on the volcanic plug
and then make your escape before it
goes ofl. 5 skilllevels provide a city
with between 3 and 15 floors. The
streen only shows a tiny part of the
whiole with & small map of the entire
foor wou are on. Floors are
connectad by lifts which only travel
betwaen 2 lloors. The Zeransare
equippediwth blasters and Huge
crushing staves. Dotted abaut are
tool repair Kits and spare oxygen
botthes, but the Zerans will take them
firstif you're not quick. Yourarmour
and life support is eroded by Zeran
attack, The graphicsare very good,
espacially fhe wonderiul blaster
effect, and all inall this isan
axcellent maze game with plenty of
potential. Lots of control keys,
joystick Sinclair and Kempston, One
grawback — poor sound. Apart Trom
thal, a very good gama, overall
CRASH rating 68% M/C.

THE WARLOCK OF FIRETOP
MOUNTAIN
Producer: Pulfin Books, 48K £6.85
(1)

Author: N Mottershead & S Brallel
Put together by Crystal for Putfin,
this is & simpler and more playabie
varsion of Hallof the Things, and
adapled fram a successiul book.
Youmust enter the labyrinth

beneath the orags of Firetop
Mountain to gat the Warlock's
treasura, Thisis guarded by Orcs,
Spiders, SHme Mould and other
horrors, Your weapans are a sword
and a bow, To get o the treasure

you musteollect 15 keys. Most doors
open and shut ar command and the
maze scrolis smoothly as you move.
Asin HOTT there are alot of control
keys — 18in all, and practice is
essential to stay alive. Good looking
monsters, which home inon you as
so0on as they spot you, leads of
speed in the fights, and for the price
youget a copy of the book as weil,
Pttin have-a winner with this one.
Overall CRASH rating 73% M/C.

THE WIZARD'S WARRIDRS
Producer; Abersoft, 48K £4.85
Thisis a robot/maze game, but a
considerable improvement on the
‘Bersark type The complex is
haunted by robots which fire away
blindly at anything, and which you
must destroy. Tha earlier Ones ars
prety-dumb. but later additions get
harder 10 hil and are betterat hitiing
you; some are even invisible (use the
radar (o spot them). Machine cods
Joystick: Kempston. Addictive and
gqod valug

HOST GOBBLING

Singe ite introduction Pacman has
probably been the mos! enduring of
the arcada games. ecirum
soltware companies it has also been
the most imitated, with just about
every producer having a go. As 2
rasull there are mumerous versions
available with very littie to
distinguish one fram the other. Same
of them will bie the subject of a CRASH
Cemparison In the near [future.
Meanwhile we list them here very
briefly, only making points where
there fs any point (il you’see what |
maan). For anyone who has never seen
@ pacman type game [can there be
anyone?] you are presented with &
simpie maze, often connected left fo
right by a wrap-around funnel, the
passageways of which are littered
with regular dots. 'fuur“?umrlar must
wend his way round eating up svery
dot like a pood boy before he can
gmumss to the next level of difficulty.

o make life hell there ara several
ghosts which zoom around trying 1o
gobbile your gobbler. Four pawer pills
per level may be ealen which then
allow you to gobble ghosts for a shorl
while, It's all terribly anthralling and a
joystick can be uselul.

EGG FARM

Producer: Lasersound, 16K £5.50
I'm a real mean chicken,’ says the
cover in this game where the dots
ara 8gas and two enraged hensare
after youtforeating them. The hens's
advaniage is that they can mova
diagonally when you can't, so if you
delay one nanosecond after the start
you've had il. However, once you get
the hang of it the Hens are s6 easy to
outwit that the game becomes
boring and silly.

GHOST HUNT

Producer: PSS, 16K £4.95

Good, classicversion with three skill
levels-and clear graphics. A pity,
though, that the makers don't tall
yoid which keys to use aither on the
inlay or the sereen. In fact thay are
the cursor keys — not the best
arrangement torfingers but useful
betause you can use aFrotek or
AGF joystick.

GHOST'S REVENGE

Producer: Micremaris, 16K £5.85
Unfairly written off by a review ina
wall known magazine, this program
rales as one of the most flexible and
playable of its kind. Lar%e. bright
graphics with tha usual leatures and
a smoath action Only four ghasts,
but at the higher skill levels they are
irighteningly inteligent at getting
you, 10 akill levels, tunnel and an
unusual featura in theinvisbie maze
made, which starts off gasily enaugh
with all the dats outlining the paths,
bul bacames difficult as youaal 1he
dols. Good sound loe, and-all round
good vaiue Overall CRASH rating
72%. 100% MG,

GMASHER

Producer: R & A, 16K £4.95

Auther: Jonathan Nixon

The mazéin R & s verson is
simpler than many bul the reward is
sxceptionally clear and detalled

graphics with very smooth
mouvement. Varipus fruitappear 1o
bé eaten for extra poinis and this
version doesn'l suffer with virtually
invisible edible ghosts. Powar pills,
tunnel and increasingly 1ast screans
Very positive keyboard action,
joystick option; Kempston but most
importantly user-defined keys if you
don't like (hecursors. One of the
best gobblers around.

GOBBLE A GHOST

Praducar: CDS, 16K £5.95

All the usual features with machine
code smooth graphics. No joystick
aplion.

GOBBLEMAN

Produger: Arflc, 16K £4.95

Anather standard version, pity
though that Artic.couldn’t have
made the ghosts a little slower after
galing a power pilfsince it makes
them impossible to catch,

GULPMAN
Producer; Gampbell Systems, 16K
£4.95

This iz slightly differant in that
there's oniy one ghost 1o chase you
bt the mare dots you =al, the faster
he gets. Five screens, riine speeds,
no pills or tunnels, but prefty
addictive,

HAUNTED HEDGES

Praducer: Micromega, 16K £6.95
Author Derek Brawsfer

Derek Brawster is Neplune
Computing, but this 30 pacman is
markated by Micromega, Theprice
probably reflects the faci the 3D ina
title oF game salls batter than mere
wwo dimensions. Ineffact, thouah,
this Is very much theordinary ghost
garme with a running figure instead
of the usual toothy oranga.

HUNGRY HORACE

Producer: Psion, 16K £5.95

Many critics regard this as the
definitive pacman game for the
Spectrum, and of course Horace Fas
begat a number of sequels in other
categorias. Highly altractive
graphics and smoothly animated
make it & joy to play, There.ara
several mazes of increasing
complexity to get through, No power
pilis — just wits, Hhighly
recommeanded _

MAZECHASE

Producer: Hewson, 16K £4.95
Considering the guality of mast
Hewson programmes. thisonaisa
complete mystery, Putit down 10
history: it's probably tha simplest
one available, with matchstick
figures, white ghosts and some feuit
as power pills; Four sCreans, Cursor
Keys so works with AGF or Proteg
joysticks. Mot very good

MAZEMAN

Producer; Abersoll, 16K £4.95
Atersoll's maze i5 8'bit mare
complex than most and the graphics
are clear and bright.

MONSTER MUNCHER

Produger: Ocean, 16K £5,90
Ccean's graphicsare always
pleasing, and this version works as
well as any olher

MUNCHER

Producer: Silvarsoll, 16K £5.95
Agood ciassic version, but the inlay
card |sall ovar the place telling us N
= down, when it's M. and 5 staris a
new game when it's 5. In factine
keys used are quite sensible. No
joystick opton.
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L e e

‘man at the end of the film
'up.; television is said to have

4

PLATFORM GAMES

Ok no, it wasn't the lanes - it
was Beauty killed the gl%',nis’tm
et

i

arcade games are said to

" dﬂ'm: 5
be killing off ielevision, but Irgsmj
210

Ideas cross all the barriars, so
surprige to see the famous Ape still
going strong in the srcades

Kang 88 are perhaps the best
known of the platform games, bui
there are quite a few other t&m. all
characterised by iha need o climb
ever highar either by jumgm or
climbing ladders and usually As
with most arcade games joysticks are
usually 8 help to higher scores.

BARMY BURGERS
Producer: Blaby, 48K £5.50

| Adthor: G Capswall

Sound and graphics are strong
points of Blaby games and this
maddening sesame seed bun of a
ﬂ:‘ne is mo axcaption fron ifs

ightiul titlecard onwards. You're
presented with four platforms with
the various elements of three
hamburgers suspended from them.
Thetask is to walk your chel over the
ingredients which drops them levsl
by ievel until thay make up complete
burgers; burger, cheese, lettuce and
top-half of the bunin that order. This
would all bevery simple were it not
tor the fried eggand two sausages
which dog your footstaps. A blast of
Pepper will hold them up but thera
are only five blasts par life. The chef
can move up and down the platiorms
using the ladders, but so can the
pursuers. Each screen provides you
with mare sg?a-nnd sausaPaﬁ o
chase. Thrae lives with paints scored

by refeasing segments of the
ingradients or squashing eggs and
sausages between the falling burger
bits, Addictive. Joystick: AGF or
Protek and Kempston,
Recommended.

BONKERS
Producer: Pracom, 16K £5.50 (1,
Author: David James

A bunch of five sarthlings are
trapped on & space station by loads
of aliens. You must get them safely
down through the floors 1o five
airfocksat the bottom. At first you
have only ong monster to contend
with, bul as you ge along, mors and
more appear, Each floorhasa
maving 'lift' through which you
descand. The animation and detail
arg very good and the game gets
extramely difficull, Our reviewers
thought this was a winner, Cursor
keysor E.5,0.X {which isa silly
arrangemant). Joystick; Kempston,
Fuller, AGF & Protek. 5 lives, well
over 10 scraens, good saund.
CRASH rating: T8% M/C.
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BUGABOO [THE FLEA]

Producer: Quicksilva, 48K £65,95 (1)
Author Indescomp

One of the most colourfuland
maddeningly addictive games of the
pre-Christmas period, ‘Bugaboo'
boasts featura film titles and an
engaging haro in the fles. Bugaboo
has falien into a deep gnorFa and
must hop his way out, by feapi

from ledge to ledge. The strength of
leap is determined by ryaleamrg tha
kay when the bar indicator al the
Bottom of the scresn reaches the
desired level, As it moves extramely
fast, this is not an easy task. The
gorge is swamped with vegetation
which getsin the way, and there's an
appaliing yellow dragon which pops
up and aats Bugaboo. 2 keys control
left/right heps and the cursors scroll
the screen. Excellent, colourful
graphics with very smoath
maovemeant, gocd sound and highly
recommended. No joystick option.
CRASH rating: addictive qualities
90%, ovarall 31% M/C,

DIGGER DAN

Producer: Ooean, 16K £5.80

Digger Dan is armed only with a
spade. Ha mustdig holes in the four
levels of platforms, using the ladders
to gel up and down. Four monsters
Ghase him around, hopetully
upending in the hales, which he
pramptiy fills in 16 kill them. Thare
are safe spots at the end of each
platfarm but ha can'l linger because
the axygen's running out. An oxygen
bottle appears from time to time but
getting at it can be difficult. Il the
screen is cleared it returns with frash
and slightly more clever beasts, Only
one screen and speed, but the
graphics ara smooth and nicely
animated. Dan can jump down
thraughi the holes too, uselul ina
light spot. The control ke positions
ara sgnsible, bul with six of them. a
bitof & handful. Reasonable value
for moniay.

GODZILLA & THE MARTIANS
Producer: Tamplation, 16K £5.95
Author Neil Strestar

Despite the title this is a Kong game
— the only 'one in 16K for the
Spectrum, but sadly it shows. The
animation is very poorand
limited.the characters are small and
the mavemnt is jerky and ill-definad,
There isa falling Gxygen level fora
time imit, but it appears to reach
Zaroand stay there withiput ending
the game. Control keys are badly
placed with 1/zero far jump
Ieft/right, 5/8 walk left/rightand 7 for
up. Anotherirritation is that therg is
only one life and one skilllavel.
Joystick: none. CRASH rating: 35%

BOTCHAI

FProducer: Blaby, 48K £5.50(1)
You're Ernie;an old lag just broken
oul of prison. In the first screen you
must escape from the prison
compound, avoiding the guards and
their torches, get through the
opening and closing gates.and into &
lite of crime in the second screen,
This is a nightmare of platforms,
litterad with Hitachi stereos and
other valuable goodies to be
collecled, but the screen is dissected
vertically by 6 gates which ride up
and down the screen, all out of time
with each other. Once committed,

Ernig cannot stop untii ha gats to the
ather sida and climbs up a leval.
There'salso a mean copper on the
loase wha, it he calches Ernie, sends
him to the bottom of the screan after
beating him up! Timing is the
essenca in this very difficult and
attractive looking game. Not ans for
beginners! s;uniﬂ:-le controd keys,
joystick: Kempston, reasonabl
smooth.compiled machine cocre.
CHASH rating: overall 77%
rmeommended. ©

HOME RUNNER

Producer: Britannia, 48K £5.95

This |5 a lively game with-attractive
graphics and is really & variation on
the Jumping Jack theme, Here tha
platiarms are more selid looking and
the holes open and closaal random,
Unlike Jumping Jack you can use
the hold key to make your man hover
over the holes, The various monsters
jump down through the holes which
makes timing an important feature of
the game. On level three the Graen
Grinner appears, bouncing up and
down, happily oblivisus of the
platforms or heles. Britannia is a
relatively new company, so it's nica
to be abile to say that bioth their
games (Stopming Stan in this
section is the othar) are very
playableand good value.

JUMPING JACK

Producer: Imagine, 16K £5.50
Author: Albert Ball

At first sight the extremely simple
graphics might be adisappointment
—but this is a classic game. Jack's
stick figure is beautifully animated,
The platformsare merely thin black
linas. At first thera are only two
holes, one moving down level by
level, and one moving up simitarly;
Each successful jump creates
another hiola, 501t gets frustratingly
difficuit to progress: Should Jack fall
down a hole he lies stunned, if he
falis through two he's out for even
longer. If he falis all the way to the
bottom he loses alife, Gatting right
to the top sesuitsina line from a
poam — you have to collect the rest
ol the lines, but the poem isn't the
real reward in this game — it's
playing the pame, Subsequant levels
add more monsters which must be
avoided by using the wrap around
screen. By the time you're dealing
with twenty holes and six monsters
it's & nut house. Qluite simply one of
the most addictive games around
and axcellent value for money.
Joystick: Fuller, Kempston,

KILLER KONG

Producer: Biaby, 48K £5.50

This is a very fine version with
excallent graphics and plenty of
screen variation. The detail is first
class as well with neat animation,
Maric's girlfriend shouting for help
but rewarding the succesful climb
with big kisses. Features lifts,
trampolines, long narrow passages
requiring expert timing to get
through, a fairly butch looking Kong
and probably the best sound an any
program available. Joystick:
Kempston ar AGF & Protek.
Recommendad.

KONG
Producsr: Ocean, 48K £5.90
AuthorPaul Owens
Ocean’'s Kong is a pleasing versian
too, with chunky graphics starting
with Kong stomping up the screen
and thumping the girders into
oaition. The animation is good with
t and positive mavement. Hera,
the objacts tend o come tumbling
down the ladders, wheraas in the
Blaby version the platforms are more
broken up and barrels atc drop off

the ends of the platiorms. Soit'sa

litthe unfair to make lining up the
man on the fadders such a critical
businass, Features a hammer which
CEn knock out a few barrels.
Kayboard positions are okay.
Joystick: Kempston. Generally good
valug, butdid we detect a tandency

for the barrels to anticipate death?
Five screens.

MANIC MINER

Producer: Bug-Byte, 48K £5.85

This is the best platform game
around, in fact it's probably the best
arcade gama for the Spectrum, Fram
the mament the full colour title
blasts onta the screen accompanied
by what sounds like the massed
Coldstream Guards band, it 'sall
wenderiul. An amazing deme mode
takes you through endless levals to
whet the appetite. Control keysare
simple, left/rightjump, and it seems
incradible that Bug-Byte managed
1o pack 5o much animated detall inte
one 48K program. You must take
Willie the Miner through the warréns
of & long abandoned robot-worked
mine beneath Surbiton, callecting
keys at each level in arder to
proceed to the next Jumping up the
platforms s easy — avoiding the
slime, poisonous pansies and manic
mining robots is not, Some
platforms collapse when you tread
on them, but forward planning let's
¥ou uge these om yoLur way back
down to the portal, Exgellent quality
all round and top noteh value, Highly
recommended,

MONSTERS IN HELL

Producer: Boftek, 16K £5.95
Authar Martin Lewls

Above the flickering fires of hall arg
six platforms connected by eight
ladders. Your man has a hammer
with which ha can knotk holes in the
platiorms for monsters to fall
through, or he can bang them an the
head with it, All the while the power
draln is enormeus — visiting the
fickering crosses replanishes it, but
they move once used, 50 you can'l
just hammer holes and Isofate
yourself from the monsters. Kill off
25 of the lesser idiots and the
cleverer ghouls appear, ten of those
despatched and the Mad Moni's
clones appear. Ghouls must fall
three levels 1o die. clones four, but
the-next lot canonly die in the fires
of hell itself. While the graphics are
attractive, the lack of screan
changes could make the game
boring to play after a while and if's
reallya no-win game. Nine lives la
help, machinecode, nojoystick
option.

MORRIS MEETS THE BIKERS
Producer: Automals, 16K £6.00 (1)
Author 8 Curtis

Automata aren’t noted for bringing
out arcade games, but true to the
company's mad hatter image, Maorris
is loopy and original. [t's:also a very
gaood arcade game. Morris (acar) is
shutin & nightmarish concrete mutti-
starey car park with several ramps
connected by two creaky lifts. The
carpark is fullof hazards like tyre
clamps. tin tacks, parking fees and
earbon monoxide fumes. all of which
make Marris feel very sick. Waorst of
alt are the kamikaze bikers of the
title, wha roar around the place,
Morris hats a weapon — a magic
harn. You must make him travel the
car park 1o collect enough coins to
be able to get through the exit
barriar. Unpaid-tor axits rezult in
sutiden death. Should you sucoeed
there are sight more car parks, each
worsa than the other. A dubious
bonus is the hit single 'Leadarof the
Pac’ on the reverse side of the tape
by Lady Sinclive and Pimen, User-
defined control keys, joystick:
Kempston or AGF & Protek via user-
defined cursars. A good game with
an overall CRASH rating of 74%.

PANIC

Producer Mikrogan, 18K £5.85
Panic is a standard digger-filler
game, where you rove saveral flloors
With your spade trying 10 clean up
the monsters by digging holes for
them 1o fall into. A neaf touch is thas
you must reach them quickly and
batter them to death or they change
Golourand get out of the hole, which




means j!'ﬂj.l must mash em up
through lwo holes before they die.
The going gets tougher as you
progress. Not bad and reasonably
addictive.

STOMPING STAN

Producer: Britannia, 48K £5.95

This isathree-part game, which
sarts off wilth moving platforms
through which you must jump up
when a hole-appears above you,
-avolding the monsters, some of
whom araon thair way down: Whan
you reach the top platform collect
the four kays to reach the next
screen. Thisis astatic maze
populated by robots who are out to
get vou the moment you entar,
Cotiact another four keys, which
promptly takes you 8 more complex
platiarm game with bigger monsters
and holes that openand close when
you're not expecting them top. Good
graphics, positive controls and fun
to play with a fairly high-addiction
rating. Joystick: Kempston,

SUPER DIGBER

Produter: Abacus, T6K £5.95
Author: Andrew Blackburn

As its name suggests, this is a Panic
style dig-dug game, where you roam
tha platforms with your pick-axa,
digging holés for the monsters fo fall
in. When they do, you dash upand
bonk them on the head, Killing tham.
Iyou fail to reagh them in time they
gel out. Ladders conneot the various
levels and as well a3 going up you
can jump the monsters: Our
reviewers thought it was 100 simple a
varsion to interast axperts,
especiglly as the § screens privide
litthe Increase in difficulty and there
Bra only three monsters to contend
with, but it is afiractivelyainmated
and probably very good for younger
players. Coming from Ababous, its
simplicity is surprising as their
games are usually fleandishly hard o
play, Cursor keys, joystick: AGF or
Protek, average sound, bul good
valua with a free game on the
raverss, CRASH rating 82% M/C.

CREEPIE-CRAWLIES

There are two types of game which
comg under this "E& both wery
similar in appearance. The first s the
sort where you are pitted against 2
centipede creature which descends
from the top of the screen by moving
lalt and right, line by line through a
forest of mushrooms. - the ather is the
sort where you are the centipede
creature, travelling through a fenced
garden. ealing snails and whatnot
sl:ohwhllst avoiding Mowers, fences
eic. Both types tend fo be very fastand
siores are improved with a joystick.
Mas! versions are very similar - so
i's 3 guestion of personal choice ..

HOZY BOA

Progucer; GDS, 16K £5.95

Author

Guide Bozy round the garden,
eating siails. beeties and ladybirds,
at tha same time avoiding the fence,
fiowers and your own lengthening
body, Each time you eat a beetle
another segmant is-added tc-gnu
and another llower appaars, Eatall
ten beetles and you enter another
'garden with-a higher fence at a
higher spead, Five levels, the fastest
béing quite demented Automatic
joystick selection if connacled —
Kampsion. A nice louch is the tune,
‘It &n English Country Garden, set
off by bright and reasenably smooth
graphics. Frobably a imited appeal
ovarall.

CATERPILLA

Producar-Qcean, 16K £5.90

Like Quicksilva, Ogean are moving
‘on to batter games than the basic

-

aroads copies, however, thair
standard creapie hasall the usual
features and plays perfectly well.

CATERPILLAR

“Producar. CDS, 16K £5.95

CDS have praduced a pretty classic
version of the centipede game, with
afasl moving caterpillar which
reverses diraction on contact with

‘soreen edge or mushroom, an

irritating spider. an innovative
mushroom-laying flea, and a
poisonous seorpion which turns:
mushrooms red. If the catarpiliar hits
ared fungus, a.segment drops off
like-a bomb. The man can move
left/right and up/down ['within four
linas). Cursor keys so Protek, AGF
joystick can be used. Lack of skill
levels results (na limited playing
appaal. Average valug. Machine
Code.

CENTIPEDE

Producer: DJ Tromies, 16K £4.85
This is another pretty standard
version, complete with spider. but
for its priceit’s probably bietter value
than Caterpillar,

CENTROPODS

Producer: Rabbit, 16K £5.99
Authar: J F Cain

With its simple bul charming
graphics and machine code spead,
Rabbit's Centropods is probably the
best of the |ot, There's a spider. a
flea and a battom line snail 1o avoid.
The control keys are the most
sensible |'ve come across — O'for
feft, P for, right and O/F 1agether tor
up. You saii sedately down
sutomatically. A fires. Continuous
sound effects add 1o the thrills, I
you clear the screen the wretched
crealure gels longer and faster. Mo
reed lora joystick here, excellent
valus.

CREEPY CRAWLER

Producer: Mikrogen, 16K £5.95
Authion & Townsend

This is a very ordinary "Centipede’
game, surprising that anyone would
be offering something like this
today. Apart from the creepy itselt
{and the mushrooms of caurse]
thera is only a spider and a simple
flea ta worry about. The colours are
bright and the graphice smooth,
sound continuousand the game
very fastto play. But poor control
keys (3/4/8/8) and thafact that it's 12
monthsout of date arg againstil.
Alsn the inlay stales that there are
usar-deflinable keys — there aren't.
COwverall CHASH rating (forits speed
mostly) 58%: Joystick option;
Mikrogen.

CYBER RATS

Praducer Silversoll, 16K £5.95
Author I Hayward

Cespite its tille this is 5 centipeda
game, Instead of one fragmenting
creatiire, you are presented with
individual ratgwhich work their way
down from the 1op of the screen and
there are even fagter purple ones.
Thay hide behind clumps ol grass,
and-onca they reach the [ower levels
of the screen yau are hard put to
avaid them, Cursor keys for
miovementand Himited upward
motion, noanstivetion on inlay card
for firing (it's 0), but Kempstan,
Pratek or AGF joystick option
Because the game s simpler in
layout than must centipede games., it
i also much faster. One or two
players. Average value for monay.

GALACTIC WARRIDRS
Prodicar: Abacus, 16K £5895(1)
Authar Mhas! Leg

Ditficult to decide whather this
should be under the Galaxian
‘heading or the one we've put it
under, bulat the end of the-day
Galactic Warriors is more of &
‘Gentipede’ game than a ‘Galaxian',
Your mission isto save Earth by
manning the last missile basa. An
allen mother ship (can be shot if
you're quick) spews out & row of
smatlerattagk craft which: than
descand the screen in zig zaglines
ustlike a8 centipede. Abouthyour
ead the sky is littered with small
asieroids. When the train of glign
craft hit one, they revarse direction,
and theline is split info segments

whanyar you hiit one of their number,

The asteroids can be blastéd out of
the way by your laser — magenta

==

ones take Zshots, rad ones only one.
When hit_ alien craft turninto
magneta debris. As they traverse left
and right, the aliens drop bombs on
4 ina continuous shower. Apart
rom dodging them, there is a force
figld which is effactiva against
contact with aliensand missiigs, but
blows you up if you use your lager.
Excellent 'attract mode', good
keyboard positons, joystick: none,
Overall CRASH rating 67% M/C.

GRIDAUNNER

Producer: Quicsilva, T6K £6.95(1)
Author: Jelf MinteriSalamander
Thisis not a TRON syle grid game as
thetilie suggests but actually a
'Centipede” with ‘Grid’ pretensions.
Lowking a bit like a series of blips on
an oscilloscope the blue centipede
dashes left and right down the
screen following the red grid. To the
left ot the grid an alien ship fires
objects into the grid which impede
the centipede, causing It to revarse
direction, At tha base of the grid,
another afien craft moves from leff to
right firing a laser blast upwards,
causing the creatura to split inta the
fraditional segmentaif hit. You're
just inside the grid. able to move
aioﬁ? the base and upwarda for a
few lings. Your laser too destroys
sggments-of the centipedes, but
watch our for the laser craft and the
side ship, and aveid contact with the
centipede, It's designed to be fast
and addictive, but none of Gur
reviewersfound it ey inspiring. /P
left/right and zero to fire, Joystick:
AGF or Protek. Small graphics,
average sound and an overall
CRASH rating of only 47% M/ G

MEGAPEDE

Froducer; Softek, 16K £5.85
Author Andrew Beola

Soffek's version of the noble creepy-
crawlie game is just about as good
as.any. Here the scorpion tends 1o
drop fieas rather asthough thiey
were bombs, which makes an
Interesting variation. Machine Code,
mce_grap higs, ning skill [svels,
Good,

MILLIMON

Producer: Arfic, 16K £4.85

Author: D Campbell & G Portar
Mitlimon is a 'Centipede’ game with
the usual features, a descanding
centipede; darting spider and snaiis
{snails?). Artic have chosen to place
the status report down the left of the
sereen rather thanat the top or
bottem, which makes the playing
area unusually square. The graphits

are avarags, nol atall
smocth end the gameis
slow and pretly easy lo play
on the lower levels. 6/7/8/9and
zero make for poor control keys, 3
skill levels; 3 lives, 1 or 2 player
games, Na joystick option. There are
better versions available, Overall
CRASH rating 55% M/C

SLIPPERY SI1D

Producer: Silvarsoft, 16K £5.95

Authaor: § Godwin

Slippery Sidisa 1sz?asnak; Ina
arden whose task In life isto eat
rogs. Every timehedoessa a

poisonous toad appears which he

can’l eat until having consumed a

magic mushroom. Death otcurs
instantly if he touches the brick walls
ar himsell. Silversoft have given
enough elements 1o this fast gameto
make it quite addictive: The
kayboard positions, however, are a
bit daft, but you can use a Kempston
Joystick. Five gkill levels with an
extra lite for getting to the taurth
garden. Sound oould have been
better, otherwise good value for
monay,

SNAKE

Producer: Artie, 16K £4.95

Author. P Baker

Snakeis, of course, 'Snake’, whera
you guide your pet reptile round the'
scresn eating the files and avoiding
the walls, peiscnous mushrooms
and his own tall. Every time he eats &
fly his tail grows longer. The
graphics are very lightwaight with all
the drawbakes of BASIC, Thesound
is confinuous although
unimaginative, but the game does
have a nice ‘attract | '. The
conirol keys ara another drawback:
— B/7/8/9. Awkwerd to use, They
seem as though intended for use "
with Sinclair Interface 2, butifso, it
dossn'l say s0. May please younger
kids but there are much better :
versions avaitable. Overall CRASH
rating 45%. :

SPECTICEDE

Producer: R&R, 16K £550

A diet of scorpions, Heas, spiders.
and worms in gddition to the
ubiguitous centipede. Thrae skiil
levels and hi score, A well rounded
VErsian,

SPECTRAPEDE

PMUG_OJ’-' Protek, 48K £5.95

MNow everyone has had their fill of
basic arcade copies, many
companies are-getting down 1o
producing better gamesiand Protek
have become noted for their
simulation games like Airliner, which
| suspect makes them far happier.
Their creepie versian is pretty
respectable, however. Afl the usual
features like scorpions. worms. fleas
and the inevitable multi-legged
monster itselt Three skilllevelsand
hi-scere, Can, of Course, beplayad
with a Protek joystick (and theretons
AGF a5 well),




FROGGERS

Having become fed up with decimating
aliens, the arcade coplers turned to
more domestic ehores |ike squashing
frogs under lorries. The game
requires you te hop a lmgﬁmm a
i"ﬂ, hway, avoiding cerlain death
un wheels. Sit on a river bank
avoiding the odd snake or Iwo andtake
& chance of crossing the river on the
back of lurlies and logs, then leap to
the safety of a frog home. No one’s evar
explained wly“{m: should drown in
the river — still ... On the whole the
game provides more Interest, better
graphics and a more addictivity than
most arcade copies. Joysticks are
mare fhan useful. As w gamn
games and centipede games there is
usually wvery (itle between any
version.

FROGEER

Producsr ARF, 48K £5.75

This company always produce
charming graphics and their Frogger
iz no exception, as 48K would
suggest. All the standard features.

FROGGER

Producer: Rabbil, 16K £5.89

Rabbit provide a four fane highway
t0 Gross, a barrier gnd a river full of
logs and grocediles. Hera you may
use the crocs for jumping on. butif
you iand 100 near the mouth you will
lose a life, Three lives, but you must
get five safelyacross before
moving to the nextacrean for faster
{raffic and more croos. Cursor keys
and user-defined, 5o you can get
practically any joystick to wark.
Good valua,

FROGGER/SPEC MAN

Producer: C-Tach, 16K £5.50

As this has two games for the price
‘{uaf one, it should be good value for
monay, butit isn't. Sorry.

FROBRUN -

Rroducer. Anirog, 16K £4.95
‘Machine code and altractive

graphics and good sound. Featuras
“srakes on the bank, logs, turtles,

crocodiles and lady frogs to rescue
for exira points: Atiis price, pretty
good value,

FROGGY

Aroducar: DJL, 16K £5.95

A highly rated version with very busy
3-lane highway, lurties that sink
under your weight, crocodiles in the
frog'homes and five lives. There'sa
time limit too which can be very
cruel. For exra points there's a
stranded frogling 1o rescue, Four
skill levels and seven spaeds.
Joystick: Kempston, 'or AGF and
Protek on the cursor Keys.
Recommended.

JOGGER

Producer: Savern, 48K, £4.95
Unfortunately, none of our reviewers
have seen this game yet, so we'll try
and catch up with the joggars
another time,

LEAPFROEG

Producer: CDS, 16K £5.95 .
Thisis & standard version which
offers the usual hazards but adds a
snake on the bank if you linger too
lang: and dragonfliasin the frog
homes lor exira points: Attractive
graphica.but it's a bore waiting for
that damned {ung between each
game. Lises cursor keys, so Protek
a:addAGF joystick interfaces may be
used.
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ROAD FROG :
Producer:Ogean, 16K £5:90
Ocaan's version doesn’l have turtles
(probably went on strike) but some
of the logs sink; and there are snakes
onthe bank. Six frogs o get safely
home for a sacond screen and the
traftic moving faster. Unlike.some
VErsions you can only go forward.
Na joystick oplion,

ROAD TOAD

Producer: DK Tronlcs, 16K £4.95
Marketed by DK and made by Elfin,
Road Toad is a frogger by any other
name. The graphics are akay but the
hazards aren't that keen, and the
sound is poor. Thiere are better and
more addictive versions availabla.

YOmp

Producer Virgin Games, 16K £5.85
Author: Tarry Murray/Roy Poole

In the main, Virgin's first bateh of
games ware pretty poor and madly
overpriced (£7.95). Now they've
brought the price down, but frankly
this still isn't good value. You are
supﬁuaad to 'yomp’ your Paras over
the highway and then get them
through a minefield There's no
disguising the fact that thizis a
frogger game with 'mined-out’
pretensions. The basic programme
makes controlling movement vary
difficuit and the way tha traffic
maoved along the highway makes it
almost unplayable. Only one
mament in the repeating cycle gan
get your men through sately, In the
minefieid movement sensors mean
sudden death through mistakes, but
I wonder how many people will even
bother getting there? Fourskill
levels, nojoystick option,

GRID RUNNERS

Ever s[:'u ﬂ;:l HM:HI TnOf, |‘|trld
ames have been ar, almost a
- because mer m';ﬁmr the

com -8l ty. hi
ﬁﬂ“&.ﬂ':n mnn 3 wsh’kﬂ ;rld :2
ned by the computer.

BLIND ALLEY

Froducer: Sunshing Books, 16K
£4,85

Author: Simon Lane

Blind Allay is what passediorsport’
intheyear 3017, you are told on the
Intay. in tact the game looks
confusing at first, but that's because
it isfast and there's no time:to think.
This reaily is a game where those
with quick and sure instincts win,
You must steer your ship round tha
grid in sucha way that you block oft
other ships, forging them into a blind
alley where they are forced a&ain‘at
your trail, their own trails, or the
edge of tha soreen. Of coursa it
usually happens the other way
round ... Youstart off against two
ships, then four, then 8 and o on. it
gets very hard! Warkd with
Kempston joystick. Avoid hitting
reverse of the direction in which
you're travalling — it's instant death,
Recommended.

CRUISING ON BROADWAY
Prodiucer: Sunshine Baoks, 16K
£4.85

Author: Jeff Naylor

The graphics don't parttay the
farmous streets around Times Square
in Mew York as the title suggests,
thisy could beany straets that tha
grid représents. You're in your car
whena cop pullsin behind, you
decide to make a getaway; If he
catches you then the game staris
from scratch. You score points by
thelength of line travelled before
capturs. Your only weapon is the
facility to create atemporary block
in the road and hiold up the cop.
Glear the frame and more chasers
joinin oryou get a more complex
grid to traverse. A simple, affective

and highly addictive no win game.
Joystick: Kempston (and Softlink H).

GRIDRUN

Producer: Arcade, 48K £5.50.

Robot security picks up your trail
just when you thought you had givan
them the slip (lrust robots to be
bloody minded), Now they're
catching up with you — and no one's
evar survived the grid before.
Actually the grid resembles a pac
man type maze in this fast game.
You drive arcund tha ractangular,
concentric rings, switching lanes at
the compass point junctions. Driving
in the opposile direction is the robot
sacurity car. Never the twain should
mast! You need good reactions, but
it might have been a more skilful
game if there were more crossaver
polnts. No joystick option,

GRIDRUNNER

Producer; Quicksilva, 16K £5.95(1)
Mare of an electronic grid meets
centipedethan a true grid game. See
main review section,

LIGHT CYCLE
Producer: PSS, 16K £5.95
Light crsla ig simiiar in concept to
Blind Alley where you fight it outon
the grid with an opponent. In this
cage only two trails howevar, either
against the computer or a second
player. The graphics are simpler but
maore effactive, representing the
lazar light trajls left behind your
crafl. Geven speed levels, no joystick
gption. A very fast oama to play for
ours,

TRANSVERSION

Producer: Ceean, 16K £5.90 (1)
Author: @ Urquhart & N Plerpoint
Undoubtedly Ocean's best and mast
addictive'gams to date. It combines
simplicity of idea with speed and
kiiter frustration, You are caplain of
the Elimax. Your task: to clear the
galactic grid of alien spawn. There's
nocheooting since the Elimax simply
destroys the spawn by moving over
it. But there are 4 alien ships situated
oneach edge of the grid firing at
you. Each one, operating and firing
indepandently, moves along its
edge, homing in on you, and aims its
missiles along a line of the grid. You
can be facing up to four missiles at
one tima and it's death io remain
stationary, or operaie on a single
ling, for mora than a second. With
each screen cleared you are faced
with a different and more difficult
arrangement of spawn 1o clear.
There is also a 'betwesn frame
screen’ of spiral shaped spawn for
bonus points. Only one life 5o
frustration levels can be dangerous.
Excelient packaging, well used
sound, very smooth graphics.and
good control keys. Joystick:
Kempston, AGF and Protek. CRASH
rating: Highly recommended, ovarall
3% M/C.

Another of the earller arcade type
l:m which proved ar was
inter, and the idea has spawned
many versiong, several of which are
available for the Specirum. The
pringiple behind a painier gama Is to
make your character traverse a maze
or grid, colouring the siructure as he
. Inevitably lnn Is some nasty
nifuence al work which Iries to
prevent this harmless activity ..,

COLOUR CLASH

Producer: Romik, 16K £7.99
Author: | Morrison/B Anderson
Colour clash contains four phases in
a paint-the-squares game which
demands strategy as well as skill. in
phase one you fill the numergus

squares by "painting’ round them,
and it you succeed, you have a
chance to eat the pursuing paint
pots pacman style. Phase two ls a
bonus points section whera you
must press ihe fire button at the right
mament o guide it to the flashing |
arrow. Stage three is thesame as
stage one only you are forced to
paint each square oneal a time
rather than dodging along any line,
The tourth and most demanding, has
you attempting to surround the paint
pols. Threa keyboard layouts, |
joystick; Kempston or Sinclair.

hree skill levels, excellent graphics
and good value for money. .

HIGH RISE HARRY

Producer; Blaby, 48K £5.50

Oneof the mast origiinal painter
games. Harry must rustproof loads
and loads of girders but he's being

chased by the rustbugs. As ina

Kong-type game, Harry's only way
of avoiding the bugs is 19 jJump over
them, but ha must paint every inch of
the border before he can paint
another o the same screen. Mean!
Three screens Including slides and
lifts. Uiseis cursor F_uiys.fgz%ﬂck.‘
Kempston, AGF or Protek. Highly
addictive and good value;

OH MUM MY

Producer: Gem Softwars, 16K £4.95
(1

You are in charge of a party of
archasclogists exploring Egyptian
tombs. Each tomb has 5 levels, and
oneach you will find treasure
houses, & scroll, a key, 8 mummy of
the royal family, and two guardians,
As soon as you enter a tomb, ane of
the guardians will be awakened and
starl chasing you. The olher remains
dormant unless you are unlucky
enough to uncover it. You may only
exit 8 tomb pnce the key has bean
uncovered, and you can kill off a
‘guardianonly afier the scroll has

been found. This may not sound ike | gl

& 'painter’ but in realtiy it is: The
tomb is dividad inlo squares with
pathways between them. As you zip
along a trail of dots shows your
route and when all four sides ol a
sguare have been uncovered the
contents of the square are revealed,
It seerns guite easy at first but at
higher speeds and skill lavels it
becomes more addiotive as the
Eunrdmns become more intelligent,

xealient user-defined keys,
Jjoystick: AGF or Protek via cursors,
Qood colour and graphics, 15
skill/speed levels, overall CRASH
reting 68% — more fun than
addictive perhaps, M/C.

PAINTER _

Producer: ALF, 48K £5.75

A classic version, simpie, beautiful
graphics, good sound and utterly
addictive. You must aerosol the
spaces between the paintpots and
datfy paint rollers chase you round,
whuckling gleefully when they catch
you and roll you flat, You start off
ageinst one rolter, then two, three
and so on. While it's not difficult to
begin with, it gets pretty fast when
thers are several rollers up against
you. Good keyboard lpooitiena. no
joystick aption.

TRAXX
Producer! Quicksilva, 48K £6.95(1)
Author: Jelf Minter/Salamandar
Producer by Salamander for
Quicksilva, Traxx isbasically a
‘printer game with an ingenious
difference. You have a grid of boxes,
30 in all, and the base of the bottom
tentre box Is already painted purpie.
You'rea littie green cursor, and as
you move onto unpainted track it
turns purple behind you. The object
is to paintall the track, but the
freranca is that the paint is elastic
— it won't-stretch further than 3
sides of a box, so each box must be
compleied before maving onta the
naxt, There's a chaser, of course, as
many as 9 depending on the skill




level, and @ playing speeds. Sensible
control keys, joystick: Protek or
AGF. Mixed views with the main
criticism being that it was difficuit to
sonirol in a silly rather than exciting
way, it belng too aasy toovarshoot &
turning. if you do so tha alastic paint
zips back and you have to start
again, Fair value for money, CRASH
rating 61% M/C.

From m: earlier da's.a.tlar Tnki:;
spewned @ number
versions, all biasically alike. %
usually have several skill levels a
work on option menus which allow
to use Warp En&!:u. Impulse
Rullnu. Phasers, Photon Torpedoes:
view the short or long range scan,
yuy map or the late sactor.
alus reports show weaponry left,
ower, damage etc. Some give you 2
2 plan view, pthers 3 cockpit view
with a more arcade element as you aim
Pw phasers at the darting enemy.
he enemy Is usually the Kiingon
Empire, though there may be same
Remulans around. All the games have
B Skl ver U o oAy
el the more anemy
and bases there are, and ihe less
Federation slar bages. Among the

better programs, i's very muth a
watter of personal choice.
the features of each briefly.

w list

STARFIRE

Producer: Virgin, 48K £5.95

Author M C Davis

Virgin always have good, clear |
instructions; and this was one of the
bettar first issue games. Fealures:
Galactic war report, detailing
mission, alians left, starbases and
stardates laft: Compuler call — main
menu; Long range scan, well laid oul
with the sight adjacent seclars
shown: Navigation, menu for maving
from sector 10 sector: Batllestations,
arcade style viewscraan with four-
directional movement and fireat
visible enemy. Docking with a
starbase istricky, and there are also
timie portals in space as well as
astarsid storms to contend with. On
balance a reasonable game with ten
sRiltlevels.

STARSHIP ENTERPRISE
Producer: Sliversoff, 48K £5.95
This comes with a aood instruction
manual, Two players can always
play a star trek game, one reading,
the other punching buttons. The
alaxy map shows the 64 quadrants
8 x 8), each quadrant is sub-divided
into 64 sectors. Commands are!
Mavigate which provides 2 grids, ons
for navigating within the sectors of a
quadrant, the cther for moving to &
new quadrant: Short range scan,
shows the contents of the guadrant
in which tha Enterprize sits: long
range scan shows the eight adjacent
quadrants: Phasors, swittnes you 1o
arcade style view screen with four-
directional movemant and fire al the
vigibhe aliens: Torpedoes, allows you
toengage the enemy froma
distance, avoiding thair weapons:
Damage report, speaks for itseif:

Shields, allows you to set the lavel of
daefence: Computer offers you the
main menu and also contrals the
status reporl, galaxy map, damage
repairs and auto docking. The action
is Tast and furious if you maove intoa
sector or quadrant occupied by the
enemy, and it's ditficult'to break into
your command computer if it's
fighting, so have everything ready
before engaging the'enemy. Good

valug for money. Kempston joystick

option for arcade sequences.

STAR TREK
Producer: Naptung, 48K £5.50
Author: Derek Brewster This version
offers good value for money since
the tape also contains MUNCHMAN,
which happensio be a very good
g:c man version indeed. Neptune's
ar Trek offers ail the options as
listed in the above review, the major
differance being that it hasbattie
plan visws rather than arcade style
fights with the aliens, In using the
weaponry, you must enter the
direction ofattack (0 degraes o 260
degrees), and its strangth, then sit
back with bated braath as the phaser
or missiie trail moves across the
sereen towards the enemy. Instant
action is required on angaging the
Klingen rotters as they fire the
instant you are spotted. Excallent
graphics make this an ergaging
version to play at speads which
certainly require mora than one
Captain Kirk per game.

STAR TREK

Froducer: Impact, 16K £5.00
Anyore thinking to themsealves that
hera is a 16K version jolly good,
should keep'well away. I'm afraid
this program isn't even good enough
tor the £X81 from which it must have
originated. Apait from the fact that it
finishes loading with an OK repan
and niothing else, no instructions, no
suggestion of skill levels {though
thera are supposed 10 be levels) nol
athing to help: youthen hava tolist
the BASIC and tell it to runi There
are 'no graphics beyond words and
figures. This s totally unplayable
andnot acceptable by today’s
standards.

STAR TREK

Producer: R&R Software, 48K £5.50
This isa very playable varsion evan
though it pre-dates guite a few of the
othiers. There is the familiar gataxy
map with its 64 sectors, one of which
s always displayed at the-top of the
scraen, showing in graphic form the
Enterprise, Kingan ships, Starbases
and siars present, Youaratold the
sector you are in, gnargy leval,
shield level, torpedoes left, the
stardate, Klingons ieftand the status
condition. Command options.
inciude manoeuvring, shields,
phasers, photon lorps, scan, galactic
map and compulsr. The computer,
when selected, allows you to
navigate, use hyper-drive, use smart
bomb, send outa probe, self-
destruct and check status.In
additon to the fiendish Klingons
Aomulan vessals with invisibility
cloaks may attack you, Good value
for meney although the graphics
could have been more colourful.

ZX TREK

Producer: impact, 48K £8.50

After siating their eariier attempt. it
would be nicato say something
good abieut this version from the
same company, but 'm afraid not.
One reviewer points oufthatasit is
written in BASIC it makes the game
slow. Well Starship Enlerprise is
written in basic and that is pretty
fast. Hari the keyboard response is
slow and arratic, there is optional
sound, but sound siows it down
turthar eiill, and the graphics ara
simply not good encugh. It is also
highly priced. Software produtcers
should do themsalves the favour of
deleting out of date games fike this
one and spend some tima producing
batter material,

ARCADE

MISCELLANEQUS

AH DIDDUMS

Producer: Imagine, 16K £5.50
Althor D H Lawson

Don't be fooled by thetitle — this is
no game for cissies! When it first
appeared iChad all the reviewers tied
inconfused knots. You are a teddy
bear, shut in the toy box with the
ather toys for the night, but your
Baby's Trying S0 you must get out
and go and comfort him. The only
way out is by usingall the colourad
building bricks and assembling them
corractly, whilst avoiding all the
nasty toys whe want to stopyou,
When you escape the box you
realise it Is Ipside another, bigger
biox, and that ona's inside anather,
and spon ... What confused
averyoneal the time was the method
used to assemble the bricks, and
Imagine's cassette inlay Is of no
help, nor are the game's nstructions
on soreen: this is the oulline idea —
pick up the brick and take to topof
screen slightly to right of correct
colour block, than drap it. The brick
should slida into place as if by
magic. Considering the packed
screen, the graphics are excellent,
Copfusion of keys, butthisisn’tan
arcade speed game. Walch out for
clockwork soidiers, play people and
the aggressive train — and tha
baby’s crying — there, thera, there .

AHGLER

Producer: Vicgin Gamas, 48K £5.85
Author Dirk Qlivier

Aquist day on the river fishing
sounds likea load of fun, but this
game manages to be aboulas

“thrilling a2 a real day onthe river

tishing! Beneath your boat pass 18
layers of various fish. With each
game you're given 100 casts ol the
lirie to hook as many @s you can.
Same fish arafine to calch, some
can be quite dangerous; and caught
crabis eal away your cateh. There are
five levels of play which determing.
how olose 16 your haok a fish must
be to get caught. The language is
BASIC, so are the graphics and the
idea. May be okay or'\'enf YOUNg
children, but there's niothing herefor
the seripus player, Makes you
waonder why 48K of memory was
required, Virtually nil addictivenass
and an overall CRASH rating of 38%.

AQUAPLANE

Producer: Quicksiiva, 48K £8.85
Auther: John Hollis

Many of the games in this section,
almost by delinition, are quite
original and Aquaplane is ong of
them. 1t5a nice day and you fancy &
spot/af water skiing, Aftera moment
you're auddanly gurrounded by
rocks, but they're fairly easy to get
through. Fellawing on though, the
water's instantly lull of row boals,
and il you get through again the so-
called G and T rich-kids arrive
incompetently flapping their yachis
all over the place. Should you
survive the hee-haws, there's the
sharks ... Skiier and boat are seen in
profile, controds (up/down/thrust)
mowva both boat and skiler; bul not
strictly in refation lo each other, like
the real think, the skiler
inconvanlantly foliows 8 slightly
different path to the boat. This.
makes it difficull to gel both sately
through the gaps, It'sa very
enjoyable game to play, but the
lasting appeal is slight. A clever
touch is thal the border colours are
spiit horizontally 10 match exactly
the cotour of sea and sky In the
game, thus giving the impression
that the entire tv Screan isin use, Try
it firstand buy if you like it.

BARRELDROP

Producer; Games Maghine, 48K
£5.95(1)

Author: Russell Vincent

Starring Gordon and
Flagh, Barreldropis &
pames compendium. Gordoen
suffers from blocked
drainpipes—al ieast his house does,
Hecures this afiliction by the
curious method of rolling large
barrels down the sloping roof and
Ietting them fall through the blocked
pipes. He anly has five barrels and
it's important they fall exactly down
the centre of esch pipe. If they don't
he loses the barrel for good.
Fortunately his faithful dog Flash is
onhand sometimes and if called in
time, the dog will recover the barrel
and return if for another go. ' Clearing
all Five plpas successfully resultsin
another screen which may be
anything from & riddle lo guassitoan
arcade shool em up sequence. It's
quite an original idea, in which
rothing is too difficult, andyét
thare's so mugh thal it becomes very
difficult to.get through. Playable and
fun, good value, no joystick options:
Overall CRASH rating 85% M/C.

CHOPPER RESCUE
Produder; Blaby, 48K £5.50
Author: G Capewall

The gama starts with a hellcopter
dashing in 10 rascusa the title from a
dreadful spelling error, CHOPPER
RISCUE it =ays, but the chopper
comes back to insertan Ean
ramove the . As s their want,
scientists are being entombed by
racipactive waste dropped from
overflying planes. You must rescua
them in your (micely animated)
helicoptar by shooting away the
waste and making tunnels in it 1o
raach them. Each ane must be
returned to the salety of the helipad
hafore getting the next, The gun
firas in the direction of travel and
there's not much time. If you get hit
by the falling waste you're dead.
This is a very {ast game, almost
impossible with the cursor keys, and
difficult enough with a Kemipston
AGF arProtek joystick. Addictive
and good value. Recommended.

GOOKIE
Producer: Liltimate; 16K £5.50

Also available in ROM cartridge form
at £14,85. Ultimate's graphics are
famous. In Cookie you are Chariie
the Chef, with mixing bow| balow
and dustbins to the side, On the right
is the pantry containing the
ingredients which-must bagot into
the bowl. Unfortunately, the
Ingradients are pretty wild and
they're accompanied by assorted
objacts that shouldn't bein the
pantry and would upset the Ministry
of Haalth officials if they knew about
them. Us’in? flour bombs to
momentartly stun, you must knock
the ingredients into the mixing bowl,
and the rotters into the bin. Should
you get it the wrong way round you
|lose points, time enargy and
everything. Each scresn provides
different and more difficult
ingradients. Another game that
needs a joystick, Kemptston or
Frotek. Hi-score, ona of two player
games, B-directional movement and
the smoothest of graphics around.
Addigtive and highly recommended.

CYBERTANKS

Producer:Star Dreams, 16K £5.50
A complax maza of green biocks is
the home of the enemy cybartanks,
Take your tank round and shoot 'am
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up. You can blast away the Blocks 1o
get at them, but they ara fast, Three
lives, hall-of fame, joystick!
Kempston AGF or Protek. Nice
graphics and playable, but perhaps
not very-addictive.

DOOMBUGS

Froducer: Workiaree, 16K £5.50 (1)
This is an original type of creapla
crawlie game but it isnota
‘centipade’ game. There are
basically two screans: In the first cur
hera, Tarant Tula, finds himself in
the Grubbers' Lair. There's a trap-
door leading 1o the next screen
which only opans after repeated
hammaerings of Tarant Tula's head.
There'salso a pile of honey for the
bugs to eat, but Tarant {to use his
first name) must take a mouthful of
the honey between each attempt on
the door, The Grubbers, little round
things. wander aboul and when they
meet a green, sguirmy
Bubbergrubber is farmed, These sat
honey tes, and should two of them
meela Red Backed Grubber results,
These are the ones that kill off old
Tarant it they catch him. 'Aim isto
get through the trap door before any

-amount of Red Backs are bred.

Tarantcan, however, eal the
Grubbers and Bubbergrubbers,
Once through and Tarant is
presanted with a simpie maze
guarded by three Red Backs, |1 ha
should get through safely he arrives
inanather lzir whare fhe bugs breed
faster, Neat graphics and & pretty

maddeningly addictive game to piay.

Only one life makes for terminal
frustration un nearing ah-score,
Continuous movement makes
Tarant Tula a bit difficult to control
aithough the control keys are

sensibly placed. No joystick option.
Overall CRASH rating 67% M/C.

EXTERMINATOR

Producey: Silversolt, 16K £5.95(1)
Author. | Morrison & B2 Anderson
This is.a vary good 'Berserk’ type
game in which you are pitted against

‘savan types of rabot with varying

characleristics and one thing in
comman-—they're out to gel you!
Level pramation occurs
automatically on reaching the
required number of paints, A novel
fedtura is the provision of two sets of
conirol kays which allow either 8-
directional movament or rotational
movement, both with directional fire.
Strategy demands that you shoot up
thé miore dangerous types of robots
first to stay alive for longer. Sensible
keyboard posilions, joystick:
Kempston, AGF and Frotek. Good
value for money, overall CHASH
rating 83% M/ C.

GOLD DIGGER =
Produger: Blaby, 48K £4.95

IYe allunderground and you'rs
tunnelling mines looking for the gold
nuggets, Purple gnuggets griashers
are hot on yourtrall, howeaver, soil is
important to dig strategically round
the red rocks so you can dislodge
them toblock off the tunnels or even
drop them down and souash the
gnashers. Wine speed levels.
Joystick! AGF or Protek, Kempston.
Cursorkeys. Not as addictive as
mostother Blaby games, but a goad
beginners game anyway,

GOLD MINE

FPraducer: DK Tronies, 16K £4.85
They say thisis a siralegy gamea, but
that's hardly true, You doneed some
stratagy ta ga for the gold in'the
quickest way, but [t's not the main
ingredient Use the lift togo up or
down fram the surfage and then dig

towards the goid sites. Not
evarything that glitters is gold
though. Tunnels can collapse and
thers are undaerground sireams,
Energy rurs out fast underground,
especially if you are carrying gald. In
addition, the lift may collapse if vou
are carrying too much weight.
Raplenish energy by raturning 1o the
surface and depasiting gold in the
bank. In any avent, a rather siow
game with limited appeal, but
probably good value for younger
children.

GOLD RUSH
Producer: THORN EMI, 16K £5.95
(n

Author: Martin Harris
Thegold mines of Oron are
bottemiess caverns where gold
nuggets rain down from the root.
The Oronian miners place girders
across the caverns io catch the
nuggets and direct them into
buckets, Life would be pléasant were
it netfar the skulls that float about
eating Oronians and moving the
?irasrs around—and of course the
alling nuggets can ba very painful to
an unprotected Oronian head! The
screanis split into three equal
segments, 8 safe home to the right fo
which an Oranlan cannot return, a
store for the girders to be used on
the left, and in the-cantre tha cavarn
itself. Directional keys move the
Cronian about and the firing key
positions the girder. Nuggets may
roll'{g the left or the right when
hitting agirder, so some strategy s
required 1o keep the structure
waorking to your advanfage. Points
are scored for a nugget hittinga
girdar, and more for getting oneinto
g bucket at the bhase of the screen. At
the higher skill levels the skulls will
#at the nuggets as they fail.
Wnfortunately, thera's no sound, but
the graphics are smooth and
Colourful, an unusual and mediam

addictive game, two keyboard
Egggitom. Overall CRASH rating
MG,

GRAND PRIX DRIVER

Producer: Britannia, 48K £5.95 (1)
Authar: Chris Weber

Along with Thiorn EMI's Road Racer
and DK Tronics' Spead Duel, a
centender for the 30 Spectrum '‘Pole
Poile Position’ game, Theeffect af
the road winding about and the
maowing landscape in the
background Is quite good In this
varsion, and the hollow graphics of
the racing cars aiso works quite wall,
but the main drawback is that your
car |s quite hard to control. When
overtaking, an indicator at the
bottom tells you which way the car
0 ba ovartaken will veer, but to get
past safely it is assential to come
atmost to & halt. If youmanage to
pass the 30 cars on the track thena
little man appears and wavers a fla
1o tell you that you've won. Good, i
overlong, explasions on crashing.
General fealing was that this game
can become repetitive quite quickly.
Good keyboard positions, joystick:
Kempsion and Sinclair {Interface 21,
Fair to average, overall CRASH
rating 55%. Compiled M/C.

GROUND FORCE ZERD

FProduger: Titan, 16K £5.00

Atfirst glance itlooks like a simple
game, but in fact it is quite hard,
Very similar to Romik's ‘Spectra
Smash’, which has more aptions
than this version. Your plans keeps
crossing the towsring skyscrapers of
New York, looking for a place to
land.There ism't anywhere, so with a
genocidal brainwave you decideto
bembithe city flat to make a landing
strip. With sach pass over the city
your plane gets lower, so it's
essantial to knock out the biggest
towers before they knock you out.

WILD

i = By THE SILICON KID

WEST HERO

- The Game
Being alone inthe West was never particularly safe, even at the best oftimes, so when
the Wild West Hero took up the challenge of ridding the rackies of bandits he found 2
few slight problems. Being outnumbered sixty to one can be irritating especially
when some annaying person has planted ‘Killer Cacti'. ‘Treacherous Trees’ or some
other lethal abjects around the battie area. Combined with the fact that the killing of

one gang simply brings yet another bigger, nastier and tasl%r'[gaﬁ' of bandits made
life, well, somewhat awkward, but then again he was 'The Wild West Hero'.

Only £5.90 inc VAT p&p

Wild West Hero uses full colour graphics, hi-res, smooth movement, dramatic
sound effects, 100% machine codg, high score, two play aption, compatible with
Kempston or Downsway joystick interface,

AllTimescape productsare quaranteedforlife ifour softwareeveriailstoload return
the cassette for an instant replacement.

All orders despatched within 24 hours of receipt of order.

MESL

SOFTWARE : '

1 VIRGINIA GARDENS, Fﬂlaléwéﬁl‘fcs. MILNGAVIE, GLASGOW
2
Telephone: 041-956 5058

| Pleasesendme Wid WestHeroNow! 1| |
| T L
LA e
|
|
|

b

[ ®Okmaane ¢

041-956 5058 Iancimchaquw?.orh_z.,.........................r.{.. ............... e e T e e
> Copying, lending or hiring ‘Wild West Hero” is prohibited.
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. Several skill favels with tabler

buildings. Simple to play with only a

bomb control. Despite its simplicity,
reasonably addictive,
GUN LAW

Producer; Vorfex, 16K £5.85

In real life the famous James Gang
ware raputed to be lousy shots,
unable to hit a man six feet from
tham when all five triad to gun him
down. However, Vortex have put the
whaols thing right with this well made
programme-where, asMarshall, you
can stalk them down the dusty
streets of town, firing at figures as
thay appear in doorways and
windows. ¥our reflexes must be fast
as you won't get a second chance
from these baddies. Bullets ara
restricted, g0 it's important not to
shaot innocent people. D tehing
a baddie earns you dollarsa. The
graphics are generally good,
aithough the gunsight could have
been better. Reasonably interesting
and indecently addictive.

JAWS REVENGE

Producer: Workforee, 16K £5.85
This is a game for hungry péopie.
You're a shark on a jaws-agape-
feeding-franzy. Fish, swimmaers
[mioving at Olympic speeds) and
boatmen &ll go down your throat.
Some fizh have a habit of turning red
and poisonous, 50 don't eal those,
and the fishermen In their boats
throw harpoans or drop depth
charges to stun you. You can catch
tha depth charges and defuse them
betore they reach the sea bed. And
thia'sea bed itself isn't flat so don't
run into it It's a sort of Penetrator
meets Galaxians under water. An
amusing game with good graphics.

+ No joystick option.

JAWZ

Producar: DK Tranles, 16K £4.95
On the same theme, Jawz is the
other way round. You must use your
underwaiar gun sights 10 shoot up
the maruding sharks, whilst avoiding
the gunge dropping from poisonous
jely Tish on the surface. The game
‘was ariginally made by Elfin — it's:
being marketed by DK Tronics.
probably hasn't made all that much
ditferance becausa unfartunately it
hasa very limited appeal for serious
arcadae addiels: Good for younger
children.

JUNGLE FEVER

Producer: ARF, 16K £6.80

Get your man to jJump over the traps.
dug by Pigmies and then swing
across a pit using a ropetisdtoa
frea. What comes after that is hard to
say because this game with its
effective graphics is not sasy. The
damned rope got me every time:
Good fun to play and reasonably
‘addictive but perhaps a little
overpriced. No joystick option.

JUNGLE TROUBLE

Producer Martech, 16K £6.85
Agame with a similar theme to
Jungle Fever. Collect anaxe and
leap across stepping stones salina
crocodiie infested river. On the othar
sida you climb & ladder to getto the
trees, which irou must chop down,
The trees will fall on you (if you're
netquick to jump out of the way

and they blunt the axe — so back for
another. Monkeys tive in tha trees
and steal your axe but you can chap
them with it — il it's not already
Blunt, It they steal it — it's back for

. | @nother. With the forest laid waste all

youhave to do is swing across a fire
pit using a rope, jUmp a chasm and
then home for tea. A busy game with
plenty ot opportunities for failure
-and so pretty addiotiva,

KNOT IN3D
Producer; New Generation, 48K
£5.95

Extremaly hard to seshow this
-extraordinary gama works at first. it
could really ba thought of as a grid

gamea or a bozy boa game but with
you as tha anake actually in the
screen but in a 3 dimensional space.
Confused? Well you will be. Steer
yourself through the white void
avoiding yourown brightly coloured
trail and that of the chasers, twisting
and u_.umtn? to find space to move in
before it all gets filled up. Uses
cursor Keys so AGF or Protek
joystick would heip. Tramendous
value for monay, and addictive too.

LUNA CRABS

Produter: Micramags, 16K £5.95(1)

Author: Mervyn Escourt

You must know the feeling—there
'ou-are, on a Saturnian moon, away
om the safety of your explorar's

ship, taking samples of moon rocks,

when suddenly there are all these

nasty redcrabs surrounding you and

obbing green spit all over the place. '

ortunately, you have your guided
missite cannon, Descriptive 30
graphics are affective in this simple
shoot-back-at-em game, as you
whirland turn to avoid the green goo
and to aim at the fiendish crabs.
Good animation and colourful
graphics, bot in the end 6 game with
limitad playng appeal. Sensible
control keys, no joystick option and
anly one skill level. Overall CRASH
rating 62% M/C,

LUNAR JETMAN

Producer: Ultimare, 48K £5.50 (1)
The foliow-up to Jetpac is, as
expected, afabulous game. Ifithasa
drawback it's that it is too difficult to
play, but asis usual with this sort of
game, experts can get a long wa
and prove that you can scorel After
failing to construct his space shop in
‘detpac’ properly, Jetman has
crashed on the moon with only &
Moongiider for company, plus g
clutchof assorted and unexpiained
aquipment, alien missile bases and
hordes of horrible alian creaturas,
Half the fun of the game is
discavering what makes what tick,
since Jetman can pick up objects
and transpart them himself, or drop
them on tha Moonglider for
transport. He can get Inside a5 well,
where he's safe from the aliens, and
drive the Moenglider along. But it
won't cross holes in tha ground.
These must ba filled with bridging
units carried on the side of the
vehicle. Whenevar an alien hits
Jelman, it creates anather crater,
The basic aim of the game ig'to
dastroy the allen bases—but this
task cerlainty must rank among the
most heroically difficult of ali thmet
Superb graphics and sound
{improved with talking aliens if {ou
have a Currgh Micraspeech uni
attached), a lot of well planned keys.
which make the joysiick options
{Keampston, AGF, Protek)a bit
redundant, One or two player
gamas. Overall CRASH rating
95%—highly recommended. M/C.

MINED-OUT

Pragucer: Quicksilva, 48K £4.95
Author: lan Andrew

Forget the inlay card, which was
probably writien by & stoned
Quicksilva copy writer, and play the
gamel You are presented with a
blank field, densaly sown with mines
and you must get to the other side
without blowing up. Tekeastep ata
time and watch the warning which
telis you whether thara iz a mine in
an adjacant square — |5 it laft, right
or ahead? What happens whan there
aratwe or even three mines? The
ension mounts and aiever, logical
thinking is your only safeguard.
Level two offers maidens in distress
io be rescued and later levels still
confront you with things that chass
and make you move guickly. Nine
lavals In this most nail-biting game,
And it hasn't dated a bit, still worth
the'money if you havan'l tried it.
Recommended, .

MOLAR MAUL

Producer: imagine, 16K £5.50

With a wicked glint in their teeth,
Imaging invite you to take part in the
tight against the DK {Tronics)
menace, Your Weapons area
toothbrush and some tmagico
toothpaste. The screen opens
{fiterally) with a gaping mouth and
lively clean white teeth. Toffees and
othar gunk appear at the cantre,
exciting the-interest of the horrid DK
bugs, and in seconds the testh are
beginning 10 yellow, purple and
black out all over ihe mouth: The
trick with this game is mmuuurir;?
tha wratched toothbrish into exactly
the correct position for the
toothpaste to be squeezed from the
tube. An excellent game with
wonderful graphics but so
depressing tewatch! I'm atraid It left
an unpleasant taste in my mouth, but
| have fo'say it's good value,
Jaystick: Fuller.

MHAS MOPP
F;rfduﬂw.' Computasoive, 48K £5.50

Author: Tina Biltet

Thegame which sets out to prove
that it's better to create a mass than
have to clean it up, Mrs Mopp's
family must be the messiast in the
world, They litter cups, clothes, dust
and just aboul everythng else all
over the floor. Moppsia has five
utansils to-help her in the task, but
only the correct utensil will pick up
thie appropriate rubbish. There's also
akitchen sink, washing machine and
dustbin she must use when the
utansil carried becomes full, Picking
up a utensil is done simply by
moving up against it and it can be
deposited by reversing tha
sequence, Like amy hard working
housewife, Moppsie likes atippia
now and then 1o keep up up her
gpirits, but if you let hier spirit level
get too high she becomes drunk and
disorderly. If the work load becomes
teo much, she'll give up and leave
home! The only extra aids are
magical gpalls, but all too often
ttiese seem to be out of stock. Wall
placed control keys, Joystick:
Kempston. Cute graphics, smooth
movement and an original game to
play, Reasonably addictive, overall
CRASH rating 82% M/C.

NAANAS

Producer: Mikrogen, 16K £5.85 ;
Thie cassette inlay says ‘Naanas', the
tithe scraen, ‘Nanas', obviously a bit
confused! Another of Mikrogen's.
maw games which insists that there:
are user-definable keys when there
aren’t—obviously a bit confused|
The alm of Naanas (or whatever) is
to dash around catching bananas
which a monkey is throwing down. If
they hit the fioor and you tread on
one, youslip over and lose alifa. In
addition thera are coconuts
dropping with painiul
consequences. And that's it,
Graphics era reasonable but pretty
simple and the monkey dossn't
maove al all. The cursor conirol keys
work-guite well in this game, no
joystick option. Pretty and fun to
play for a short while. Overail
CRASH rating 52% M/C.

PARADROIDS

FProducer: Mikrogan, 46K £5.95
Author C Hinsiay

If Paradrolds scores, itson its
‘differentness’. Theidea is to move
up and down yourengrgy beam,
firing laft and right at the paradrolds,
The jump off the various ledges all
the way up the sides of the nuclear
reactor you are defending. Shouid
sg{sucmjnﬁullv arachife to the
battom thay resch the reactor and
mufata into much maore vicious
drolds. The graphics are quite good,
brightly coloured, move smoothiy
and react guickly to the control keys
(well laid out). the reasuit s a
reasonable game, but somewhere
the idea has faltered—Iit's too sasy to

play and so becomes
boring, The inlay stales
that there are user- definable
keys, but there aren't.

Overall CRASH rating 54% M/C.

ODYSSEY 1 ,
Producer: Parfection, T6K.£5.50(1)
Author T Williams

Firgt prize winner of tha games
section of Computech B3, Odyssey 1
I8 & three-part mixtune of arcade
games, designed o test the skills
and reflexes of shoot em up freaks.
Screen 1is a 'Barserk’ type with your
man at the cross roads of four rooms
filled with firing robots. He'can move
in any direction with rotational
controls, go forward and fire up ar
down at will. Gatting through this
screen lands you up Inan 'Arcadia’
type situalion whare wrap around
wedges of alien ships fly overhead
drapping missiles on youas you
shoot up at them. Mean trick here i
that once dropped, the missiles wrap
around verticalily, gradually filling
the screen with weaponry, Sereen 3
pits you against ptarodactyl-like
creaturas which swoop down in a
wholly original and alarming.
manner. The ganaral feeling ot our
reviewers was that this was a
surprisingly difficult and addictive
game 1o play. The graphics are falrly
small but tha 100% machine coda
program makes everything work
extremaly well and smoothly. Ne
joystick pption, overall CRASH
rating 72%, recommended.

OSTRON

Producer: Softek, 16K £5.95
Formerly named Joust, Sottek for
some reason, changed its name.
There's a lot of the "You're the sole
surviving White Knight, Guardian, of
‘the Lore, ete’ on tha inlay blurb, but
basically ?(nu'ra' on this Ostron thing
{glectronic ostrich) and tha enemy
are varigusly-coloured buzzard

thingies, Thera are several floating
platforms on which you can land
beforerising tothe oocasion by
fiapping your wings and attacking
the-enamy. When you mest, face 1o
face, the one's whao's highest wins,
First buzzards are pretty datt and
easy, but iater ones become flandish
in thedr attempts to gel you. All inall
avery enjoyable game, with good
graphics and sound. Don't hit the
waler-— you drown. 100 percent
machine code, joystick: Kempston.
Good value.

P8ST
Producer: Uitimata, 16K £5.50
It sgunds a bit rude but it'sa
wonderful game with Ultimate's
'usual magnificent graphics: Robbig
the robot must keep the swarming
insect lite from eating his plant. To'
do this there ara various spray cans
lining the brick walls of the garden.
Each level adds a different insect to
the collection and the trick is that
you must use the correct spray on
tha right Insect or it only serves to.
stun for a moment. The insectsalss =
kill oft Aebble as well as the plant,
which shrinks away if it's aater for
too long. Letting it grow results in &
bloom and a new level. Amazing
raphics, 100 percent machine cods,
Irectional movemant, one or two
player gama, sensible rontrol keys
and Kempston joystick.
Recommendad, Also availabls in
ROM cartridge form for £14.85.

PUSH OFF
Producer: Softwars Projects, 16K
(85(1)

\wthor: Andrew Giles
There are now sevaral Spacirum
varsions of the arcade original,
‘Pengy’ available—Blaby's 'Dodo’
was oné of the first. Software
Projects’ version iz excellent. Bertha
the iadybird is-in a garden being
pursued by four nasty insects aut for
her ichor (blood ta your), The garden
Is Tull of graen bricks which she can
burn out of her way, orsend
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shooting off in the direction in which
she's travalling. By this method sha
can crush her enamies 1o death. The
insects can alse burn up the bricks
to reach her. Four bells in aach
quarter of the screen, if rung by
touching them, cause the insacts to
go into a temporary tizzy and make
them vulnerable. The colours are
bright, graphics fast and smooth,
good sound, rather poor controf key
layout, joystick: AGF, Protek or
Kampstan, eight skill leveis. CRASH
rating, very good to excellent,
overall 85% M/C.

QUACKERS

Producer: Rabbit, 16K £5.99
Quackers is dasigned mare for
children than shool 'em up addicts,
but its cheerful graphics should
make it popular, [t's et ina
feirground duck shaoting gailery,
whigre four rows of repeatad chjects,
ducks, cats, rabbils, faces anda
gian! turtie, move alternatsly in
opposite directions before your gun
barrel. User-defined keys or cursor,
which means you can use AGF or
Protek joysticks.

RACE FUN

Prodicer: Babbit, 48K £5.99

The Spectrum hardly has the sort of
graphics capability. of the big road
tacing gamesin the arcades, but as
faras Spectrum racers go, this isa
pretly good one, An overhead view
shows the track which vartes from
wide 1o very narrow, straight and
curved. Off you go with several
others cars. Bumping another car or
running off the road, sloiws you
down and costs fuel heavily. The
object is mjel as many points as
possible before running out of
petrol. The graphics ére very good
with the cars being quite large. User-
detined control keys (accalerate,
brake, left, right) or cursor so you
can use a Protek-or AGF joystick.

RIDER
Producer: Producer: Virgin Games,
48K £5.95(7)
Authors: Roy poole & Terry Murray
The writers of 'Yomp' have come up
with another quasi-military themae
gamein two parts. First screen you
leap from a plane on a parachute
andtry toland ononeota stream of
rideriess motorbikes below. These
have been supplied by the resistance
mavament of the occupied country
you are spying on. If you Succeed in
landing on one it cuts instantly to the
second scraen, This is a 3D view ofa
country road, heavily sowed with
visible mines, down which you must
guide your careering bike. Although’
the details and large graphicsare
quite good 1he game ends up being
unpiayable You gan't brake andturn
at the same time for Instance, It all
palls very guickly and ends up being
much slower than it should,
‘Reasonable control keys, seven skill
levels, no joystick option; only a fair
game. Overall CRASH rating 50%.
Mixture of BASIC and M/C.

RIVER RESCUE

Producer: Thorn EMI, 48K £6,55 (1)
Authar: Phil Snell

You're in control of a river speed
boat. The screen shows the north
and south banks above'and below,
evarything scrolling fram right to
laft. You can hoid the'boat's position
10 the laft {safer) side; middieor
right (dangerous) side. The object is
1o rescus explarers from the north
bank jetty and tand them at the south
bank jetty. As the two jetties are
opposite, you can't just commute
between them. The boat can fake up
io six explorersata time belore
landing them, but if you lose the
Boal, vou lose your explorers tag.
Thariver is infested with cracodiles,
sand banks and logs, which you
must avald, If you'ra very good, a
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rival firm overflies the river dropping
mines on you. More points scored
for travelling at the right of the
screen where your reflexes have to
be very fast. A fast, addictive'agd
original game with neat graphics.
Geod control Key positions, joystick:
Kempston, Sinclair, 1 or 2 playar

ames, Recommended. Overall
gF!JuBH rating 4% M/ C.

ROAD RACER :
Produger: Thorn EMI, 168K £6.95 (1
Author, Graham Wisdom

Asits name implies, this is anather
contender for the Spectrum 'Pole
Position'. The 3D Road/Landscape
eftect is pretty good, and unlike
Britannia’s Grand Prix Driver, the
graphics are solid. However the road
in this version does not actually
bend as you goround corners,
although the background does
move. Controls are very good; in
addition to brake/accelerale and
left/right, keys 1 and 2 select lo.or hi
gear. If you use the gears ingorrectly
You will blow your engifne. There aré
several other cars to overtake befare
reaching the finishing line. Perhaps
one problem with the otherwise
excellent inlay card, is that thay
don't explain how to get going.
which is a little confusing at first {see
review in {ssue 1). Bright and large
graphics, rather poor sound,
iﬂgSﬁCk: Kempslon, Sinclair, Overall
CRASH rating 70%—good M/C.

SANTA

Producer; Artic, 16K £5.95
Produced for a rush Chrigtmas
markaet, this tape contairs sever
differant gamas in a compendium.
All the games are short and anl
ons, ‘Rudolph Goes Racing' is fair.
Judging by the names and games
Quality, the lape is aimed at younger
children and grandmas and
probably won't bein circulation far
very ton% Owverall GRASH rating
28%. BASIC. :

SHADOWFAX

Froducer: Postern, 16K £5.95
Shadowlax came out with a lot of
ballyhoo at £7.85, which was grossly
overpriced, 50 it's nice to ses
Postern have dropped it now. No
one can complain about the
graphics which are quite excellent.
Unfortunately the game has vary
little else to offer. You're maunted on
your white charger (the inlay blurb
might lead to supposa this was some
Hobbit-like adventure) and riding
against the black horses that gallop
on from the left at random heights.
Youcan fire 2 bolt at the
approaching enemy but you must
than explode the bolt at exactly the
right moment. And that's the game
— You are up against the points.
Mind you, it is mesmerising, so you
do make mistakes, Definitaly a game
to get a logk at first —if you like the
idea, you won't regret the graphics.
No jovstick option.

SHARK ATTACK

Producer. Romik, 16K £5.99
Author. fan Anderson

The theme from ‘Jaws’ works nigely
but the rest of the continuous sound
will eventually drive you'mad. You
must save octopusses (or octopi)
from the sharks by waaving a
protective net around the octopus:
Should a shark eal the-octopus
betare you screeniit, then the shark
cen eal your net. Having either
succeeded orfailed in this task, the
rest of the game is to fill up as much
of the screen with net without
getting saten yourseif. Three levels -
One or two piag‘er ?amus. Joystick:
Kempston or Sinclair. A gama with
very limited appeal and no addictive
qualities, but it might well appeal to
younger children, a sort of Painter
meets Jaws.

SIEGE

Producsr: Postern, T6K £5.69
Author Mike Singleton

Thraw rocks down from a high
castie wall orito the massed
attackers trying to climb up, As the
rocks fall they knock thi attackers
off, often several at a time as one
fallin? man catches another. The
stick figure enimation is cute and the
game should appeal to youngar
children, butitis very limited as far
as the serious addicted arcade
playeris concerned. Simple contral
keys.

SNAKE PIT
Producer; Postern, 16K £5.95
Author: Mike Singleton
This Is pacman variant, butitis toa
ariginal to ump in with the rest of
the yellow gobblers. The ‘maze (s a
live, wriggling one, Seven different
coloured snakes are trapped in their
nests, surrounded by a screenful of
green eggs. Your job is to sat all the
eggs. Only the red snake can eat
8008, 86 it instantly frees itself and
bagins eating round the screen,
freeing the other snakes as it goas.
When you meet a snake head on
thare iz a nasty little gulping sound
and that's it until you press S for
another game. Should you cleéar the
sCreen Keu then get a chanca to eat
the snakes (tail first) as well as the
9% 5. | naver got there; this is very
difficult, The graphics are superh,
guﬂe encugh to turn the stomach!
ity the control keys are so
awkward, and no joystick opticn.
Addictive and good value.

SPECTRA SMASH

Praduger: Romik, 16K £5.99
Author: John Beli

This Is similar to Titan's Ground
Force Zerg, but rather more
complex, in that you have limited
height control over the plane, and
thera are %un turrets an some
buildings firlng at you, none on the
edsiast [@vel, more and more on the
harderonss. Bombing tha guns first
crl:wiuu's:y helps. Should yeu land
successtully, having bombed the lot
flat, the-angry nativas reward you by
S.pndin? out a fuel tanker so you can
take off and do the thing over again
atahigher level. Of course they win
intheend! Three lives, hi-score,
eighl levels, joystick: Kempston,
AGF, Protek, Sinclair. mic.
Recommended.

SPECTRON
Producer: Virgin Games, 48K £5.05
(1]

Author Mark Kirkby

Probably Virgin's best shoot em up,
probably their best gamein fact.
This is a no-win ‘Berserk’ type garme
that demands fast reflexes and a
sixth sense loget very far. One
reviewer was able to.count as many
&5 216 enemy robots on the screen
al onetime. Enemies inglude
Swarmers, Speeders, Launchers and
Blectrons (which feave
indestructible electronic fences
behind them). Your robod fires
automatically when on the maove and
contral is B-diractional. Well thought
out, with detailed graphics, very.
good sound, no joystick option but
well placed control keys. Overall
aHASH rating 77%. Aecommended,

CHASE
Producer; Gem, 16K £4.05 (1}
Youare in control of a ship equippad
with depth charges which can be set
10 explode at nine differant depths
depanding on which numarie key
you selact, Beneath you, submarines
cross the screen In one direction,
cccasionally firing missiles up at you
which must be dodged. The artis 1o
select the correct depth at which to
explode the charge to kill the sub, At
higher skill levals the subs change
depth randomly. On the whole a
game more intended to appeal to
younger children. 4 skill levels,
reasonable graphics, goor sound,

simple control keys: CRASH rating
49%—poor for addicts, good for
children. M/C.

TRANZ AM
Praducar: Ultinrate, 16K £5.50
It's post-holocaust America and the
country's a barren desert witha few
citles hereand there where you can
g‘ut fusl. Otherwise a clutch of Mad
axalikes indeadly Black Turbos
are out to kill you while you hunt the
waztes jooking foreight gold cups.
The playing screen is only a 600th of
the-available area, Instruments on
the left show; time taken, miles
travelled, a map of the States
showing cities and your location,
local radar showing cups (if any}
and enemies, speedo, fuel gauge,
angine temperatura and lives laft, 8-
diwectional movement, excellent
graphics, highly playable. Joystick:
Kempston. Highly recommended.
Also available in AOM cartridge form
for £14.95,

TURBO DRIVER

Producer; Boss (UK), 16K.£5.95
Another for the racing car addicts.
Turbo Driver features very large
vehicle graphics and an attempt (not
entirely successtul) at 30 through
perspeciive. Six other cars lsap
away fram the starting line when you
stall. You must catch them up. The
cars and several other hazards make
lite ditficult. and if you go toa
carefully you'll run out of fual. The
track is quite straight, and there
aren’t thase wonderful explosions of
the original arcade version, but this
is & popular programme and doas as
well as the Bpectrum will allow, m/c,
Joyslick: Kempston.

30 ANT ATTACK

Producer: Quinksilva, 48K £5.85(1)
Author: Sandy White

Soma of the best ever 3D graphics
for the Spectrum which work
excellently not only an the
numerous bulldings but also on the
softer forms of the hero, hergine,
and dreaded anis which swarm
through the walled city of Antascher,
The objact of the game is to jump
over the one spot low enough in the
outerwall, find your girlfriend (or
boyfriend—you can select which),
and gscape befare the ants get you.
Youcan run and jump in four
directions, throw grenades tg kill the
anls over varying distances, or stun
them by jumping up and down on
them. The scene can be viewed from
any one of four angles. Itisn't easy!
There are 12 control keys required
and it takes a lot of time to get used
ta them, but the graphics make it all
worthwhile. One criticism aimed at
the game is that there's more,
technical virtuosity in the pragram
than game play and it can become
repetitive after a while. Navertheless,
an amagzing game. No joystick
option really possibla. Very highly
recommanded, overall CRASH
rating B5% M/C.

30 GOMBAT ZONE

Producer: Artic, 48K £5.95
Accarding 1o Artic, this is their best-
selling programme to date. and na
wondar. The first real 3D effect in the
Spectrum. Travel across tha flat
plain and battle with enemy tanks,
flying saucers and super tanks — a
kill or be killed battle of wits among
the pyramids in real time, The game
gives a tremendous sense of maving
about in & space and can be guite
hpynotic. Battle radar to spot the
enemy and calculate distance,
daystick: Kempston. A first rate
game and highly recommended.

30 DEATHCHASE
Producer: Micremaga, 16K 06,95 {1
Author; Marvyn Escourt

Selected as Game Of The Month in
issue 1, this is |ust a fabulous game.
Theidea is simple; at the basa of the
screen is the front of your motorbike
with two gloved hands gripping the
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handiebars. Ahead is a flat
landscape with a few traes and two
otherbikers circling around. As
E00N A% you Bccelerate lo give chase
they ride hell tor leather. When
you're in range you can start firing,
Whan thay're both blown away the
scene changes to right time and
repeats, than back to day 2 and so
on. Occasionally a helicoplter and &
tank oross tha horizon and gain
more points for you if hit. Bu what
makes thisgame one of the maost
compelling to play are the trees you
must weava through in pursuit of the
enemy bikers. With each scraen they
get more numerguys, and the effect of
whipping through them ia truly
atarming! Return of The Jedi has
nothing on thisl Excelient graphics
{marvellous explosions), superb
sound, sensible control keys;
joystick: Kemptson, Excellent,
Ovarall CRASH rating 92% M/C.

3D DESERT PATROL
sroducer: Computer Aentals, 16K
£5.95
This simpty isn’l a vary good
prgramme. The 3D is primitive and
the graphics uninteresting. You
must take your tank in betwaen
mingfields to the eventual safety afa
road, whilst avoiding fire of anemy
tanks. For g start off you cannot
maove and fire &t the same time; if an
enemy tank gets into position and
fires everything stops and you're
dead — no evading; to avoid the
enemy you marely turn until they
disappear from the scraen; if you
creep round the edge of minefields
then they won'tfire on you anyway.
So-all it adds up to isa dull and

boring game, Cursor keys and O.to
fire — allows use of AGF or Protek
joysticks.
IDTANX

Praducer; DK Tronics, 16K £4.95
3D hera refers to the distant bridge
where rows of tanks pass bafore
your gunsight and the realistic
trajectory of your shells which must
be aimed right to stradie the
thickness of the bridge. The
graphics are very good and 50 is the
gound. Skill and timing are essential
to good scores — and staying alive,
because the tanks fire back.
Mowhere near as easy as it looks,
andat the price, excellent value,
Joystick: Kempston with Softlink 1.

30 TUNNEL
Producer; New Generalion, 16/48K
£5.85

You're rushing headlong down a
tunnel and difierent ebjects flash
past you, which yeu must sheot,
There's bats, spiders, ratsand finally
adetightful Underground train, ;
complate with twinkling headlights
and passengers inside. Tha latter
must be dodged rather than shol,
Furnning into the sides of the tunneal
cause 054 of a life (five inall), and
you chn undertake this subterranean
madness at three speeds. In 16K it
loads in iwo partsand there is no
Undergfound train. Mixed opinions,
some liked i1, some dign't.

30 VORTEX

Producer: J K Greye, 16K £5.35

This is vary simitar to 30 Tunnel,
excapt (hat the tunnel {or vortex) is
detingd in multitudes of colounad
dots rather than solid Blocks, which
glves mora of a tunnel-like feel. The
turinel alsotwists and squirms like a
mad thing so it's quite a trick to stay
safaly in the centra of it. Oh the other
hand, the 30 animation of the
objects isn't quite so good and there
are no skill levels which means it
quickly loses interest. Thereisa
Ieng but very amusing introin the 2-
part load. User-defined contral keys,
50 it works with aimost any joystick.
Good valug but limited playability.

TRAIN BAME
Producar: Microsphers, 16K £5.85

(1)
This iz anothar game simple in

concept and marvellous to play. In
factit's dangearously addictive and
should probably be put on tha
government proscribed drugs listt A
complex railway layout with 24 sats
of letterad points, allows you o drive
up to three trains around, plci:ln%up
passengers from three stations, On
the higher skill levelsrunaway goods
trains also enfter the systemand
must be redirected o get rid of them.
Passenagers arrive on the platforms
in the colour of the train thay want to
catch, and get angry if kepl waiting
too long, turning white with ragsl
Great sound, nice graphics,
maddenly Trustrating to play and
simply wonderfull Get one today!
Baven skill levels with various sub-
levels; rating, very good. Overall
CRASH rating 76% M/C.

WILD WEST HERD

Producer: Timescaps, 48K £5.90(17)
Auther; Silicon Kid {{?)

Step out into the cacti-strewn deser
and fight it out with rampagin:

gangs of banditos in this go
‘Berserk' lypa game. Instead of maze
wails there are the cacti and
treachercus irees, which kill on
contact. You'rearmad with a

continuous rapeat firing Colt 45—
and just as well, the bandits are
numerous: One of the best 'Bersark’
games yet with large graphics,
smooth movement, sansible control
keys, joystick: Kempsaton, Good
sound, increasingly difficult screens.
Overall CRASH rating 83% M/C.
Recommended.

UPIAP
Producer: Imagine, 48K £5.50
Author fan Weatherburn
In Zip Zap you are a sevarely
damaged robot with a motor that
wan't turn off and only limited
braking power, 30 you tend to travel
in circies. A telaport delivers you
{nice graphic) into a swirling mass of
misarable aliens from whose deadly
touch'vou are partly protected by a
failing shield, The idea is to buzz
chaotically around in confusin
circles to collect four power units.
When you touch one it automatically
attaches ilself to the teleportal,
When all four are in position you can
‘back to the teleportal intime. By
maging's standards, not their best
game, but stilt better than mos!
amas around, Joystick: Kempston,
GF, Protek, Fuller.

SPORTS SIMULATION

s D

Athietics on the computer seréen may
seem conirary 1o the vigorous nalure
of sporl, but a numbar ﬂfl:; rammers
have lurned their hands 1o simulati
varlous sports with mixed success.
least playing them on your Specirum
{s somewhal more active than
walching the real thing on telly.

BOWLS
Producer: Lotus-Soft, 48K £4.50 (1)
Auther: Dersk Jones: :
It you're fed up with zapping aliens
ar roaring round the race track, why
not retire to the peaces and guist of
an English bowling green? This
game offers theservices of the
compuler as & mediator rather than
player between two opponants. The
computer throws the jack’ and then
pach player has 4 alternative turfs lo
wi, the object being to gel your
bowl as closs tothe ‘jack™as
possible, Cursor keys 5 and B are
usad to determineg direction of
throw, and the strengti s
determinad by choosing the weight
of ball, & heavier ball going further.
There is a feature which
diagramatically shows how close the
bowls are ta the fack after each
throw. The game is neatly executed

-
ittty

but suffers the common fault of
sports simulations — the lack of
ultimate reafity undermines theskills
required to play it. Howevear, itis
good value for money and will
doubtless appeal to many. Ovarall
CHASH rating 57%, good if you like
the Idea. BASIC,

CHAMPIONSHIP DARTS

Producer: Shadow, 16K

Author D Lockstt

You might think a game of throwing
skill would be difficult to transiate
into & computer game, but Shadow
Software fave managed very nicaly
In this cute and gentle game. Afters
fine title card, & large, traditional
darts' board appedrs. By prassing
any Ica{ viou freeze afast moving
swaep line, which determines the
segment your dart has hit, At the
base is aoross saction through the
board showing tha rings — doubls,
single, treble, single, cuter bull, bull,
s slegant, simple and very
aeffective. A sensible
demo/instruction mode shows you
Fiow todo it. You can select the
number of points required for a
game, antar the twa players' names,
and the program guides you through

three shots in each turn. You must

Parhaps not exactly exciting, buta
fing game and worth the money.

FODTBALL MANAGER
Producer: Addictive Games, $8K
£8,

Author Kevin Toms

Universally agreed as one of the best
of Specttum games of any type. This
is as much strategy as simulation &3
you choose a team from B4 on offer,
and try to work your! up from
Diviston four to win the FA Cup. The
background to the game is quite
realistic, with players losing strength
value and gaining it by restinga
match, morale worsening with lost
matches, declining crowds and
resulting loss of gate money, and all
thie technical and strategic problems
of a club manager. Having selected
your team, studied the opponent's
dassier, you can sit back and watch
the fully animated, edited highlights
af the match! An amazingly
eﬂgrcssing game with seven levals
of play and highly recommended.

F
j Producer: Abrasco, 16K £8 85

For 16K users this is a very good
program with quickly assembled
graphics that clearly show paositions
cf tes, green, falrways, bunkers, tree
nazards and rough. Thera's no 2
animated goliar as in the Virgin
game, butit's made up for with
clearly visitle balls that follow a path
of your shot. You can input
commands to use a 1 or 3 wood of
given strengths, or 1-8 Irons which
ask wehther you want a soft or hard
strike: If you pick batween 7 and 9
iron, yeu are realistically asked
whather it should beachipshotora
pitch. When both players are on the
green the screen scrolis to 2 close
up which uses a 20 foot scale for
judging thie distance of the putt. The
only drawback might be a lendancy
to-grash if an incorrect variable is
enterad, An attractive and
raspansively fastgame. Ona/two
piayers and choose how many holes
1o play.

GOLF

Producer: Virgin Games, 48K £5.95
Author: David Thomson

In this version of the noble game,
one (o four plavers may take part
and play between ona and gightesan
holes, choosing handicaps up 1o 28,
The higher (worse} your handicap
the more erratically random your
shots become. Thewa's an option on
five clubs with & choice of strength
between D and 10. When your
selection has been made and you
have gstimated the compass point
direction in which to swing, an
animated gelfer appears and hits the
ball. Onca on the grean a putter is
sutomatically selected. While funio
ﬂa}ay thers are several drawbacks.

@ graphics ara very slow, 8sch
hole being built up character line by
character line. The random guality
of the handicap system undermines
its valug — everyone should choose
a zero handicap! And the compass
points are neediassly difficult as
North keeps shifting direction with
every hole. Warst of all Virgin have
been selling the game with a glaring
bug — when asked if you would like
anothier game, there's an incorrect
sommand in tha BASIC which stops
the program dead. It's easily
corracted bul anndying.

GOLF
Producer: Artic, 49K £5.96
Sub-titlied St Anidrews, this game is
based onan accurate reproguction
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| ofthe world famous golf course.

Each hole is drawn out showing the
well known details and a brief
description and hislory is given. One
or twd players may take part, playing
a8 proper game or single holesof .
Iheir choice, You are asked whether
you wish 1o use a wood or iron,
strength of shot, expressedas a
percentage, whether you want the
‘shot to'go straight, fade or hook, and
whal angle. Arnving on megraera the
‘sereen culs toa close upfor the
pu'ﬂing The graphl-ca are black on
areen and very simply drawn. The
program is in BASIC so aftar typing
in figtres you ENTEFI but words are
‘accepted autgmatically. The
temptation to enter W for wood will
resull in & break info program — the
main drawback of an otherwise
interesting game.

FooL
Producer: Abrasco, 48K £6.85
Author K Eaves
A sudden flurry of interest in Pool
‘makes for some interesting
comparisons, One of the newer ones
s this version from Abrasco for two
o eight players. with the aption of
playing a league. As usual, thecue
‘ball is controlled by a small cursar
idot — in this case thecoe ball travels
towards the cursor, which is
‘controlled by use of the cursor kays
[slowand fine tuning) or the zero
key tor fast positioning, A very clear
strength bar indicator is used to
determine tha distance the cue bail
will travel, and is pogitioned with
keys Sor 8 {min/max). Considering
the limitations of the Spectrum and
TV screens generally, the graphics
are quite good and the movement of

the balls is convingi Iy accurate
though terribly busy. Game rules are
aclose copy of the real game; the
baﬂs are marked ass or stripes

and you lose a turn for a foul shot.
B-wd

POOL
APraducer; Bug-Byte, 18K £5.95
This versionis unusual in that the
cue ball cursor may be placed
-anywhera on tha table, which allows
for-greater contral over the shot, On
thia ofher hand this isnota very
chose copy of the real game. In
addition to the cue ball, there ara six
sihar numbered balls (you score the
value of the potted ball) and eachof
the two players takes it turn, playing
Ihrough until all the balls have been
potted or he has missed threa
monsecutive pots, or potled the cue
ball. In this sense the game (3 a bit
limited. The graphlcs are elear
although mone use of colour Gould
have been made — all the balls are
red, but much bigger than in the
Abrasca version, Practice probably
makes parfect, foritisn'l aseasy ta
play az it looks,

PaOL

Froducer CODS, 16K £5.95

Author. Mike Lamb

CDS have dona very well with this
version.Itisn'ta classic stripe or
spot-game, There aresix balls, three
red, three blue, The cursor moves
round the adge of the table with key
8, picking up spéed as itgoes. A 4-
block bar indicator is used for
strangth of shot, a sensible
arrangement where each key stroke
‘adds a block. The graphics are vary
Good, with neat movement and
perhaps the best stopping effect of
any olthegoo#nnmker games
#vailable. One or two playar games,
scoring and hi-score. Good value.
Machine code.

SNODKER

Producer: Artic, 16K £5.95

With the minimum space devoted to
‘gcore lines or embellishments, Artic
have produced about the biggest
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playing table tor their game, which is
a classic six colour, nine red balk
Instead of & moving cursor, the cue
ball radiateés a direction indicator
line controlied by the cursor keys,
and the strength of shot is given by
using keys A to Z. The tableis
correctly marked with D and spots.
Balls pocketed appearin a green
band at the base of scresen-and the
score s automatically kept and
displayedat the base of the lable.
The ball colours work guite well and
the movement is reasonably smaoth,
althoughthe balis do stop very
suddenly. Machine code.

STAR S0CCER -

Produgar: Watson, 16K £5.95

This is a quite different football
game from Football Manager by
Addictive, and is really a computer
version of those old football games
where ?ﬂu_enn:rouad Your men with
rods and handles. It's designed for
two ”Jm but since’ you need
much

avers areqas,enhau After loading
you are presented with a Super
League of eight well known teams
and a league. zcoring table: Having
decided which team each is to piay,
thae two opponents may selecta
playing formation; 3-2-5; 4-2-4; 4-3-
3&; or 4-4-2. The playing field now
appears with !l the numberad
players of pach side set up ready for

the keyboard, quick ghange -

the kick off, The players’ are-not
animated figures, but numbearerd
squares, unlike the well-known Atari
version, Passing the ballis done by
selecting the player's number to
whom you wanl to pass, and the
game rattles along with both sides
aﬂalﬂﬂtln? te tackle, intercept and
scoregoals. Goal kKicks and carners
are featured but not side throws,
This is-highly addictive to ph

could even be the'end of footbail as
we know it

TEST MATCH

Producer: CAL, 48K £6.95

This game should bowl over all
ericke! fans {non-fans will find it-all
double-dutch), Fast action with no
wail times makes it a speedad up
versian of the real thing.
Participation is very limited,
howevar; you're allowed to select the
bowlersin your teamand order the
batsmen, but from then on the game
runs itseil automaticaily. Only in the.
event of a'good midiieid shot dio you
have to sit up and decide whether
the bastrmen should risk a run or not.
In fact the odds seem pratty good
since the fielders ara nol vary
accurate longshots at wickel.
Features howzzats of bowled,
cauaht, run out, tbw, and follows real
cricket very closely with the
exception of Australian beer canson
the pitch.

SIMULATIONS

Under our headings a Simulation
Gama s one which t:anums 1o the
definition that it attempts to simulate
real situations of 8 mechanical nature,

ani!hat”garlﬂﬂulgmismnﬁ.

instrument displays to control
game as well a8 usual visual gulam.

ADMIRAL GRAF SPEE

Producer: Temptation, 48K £5.95(1)
Author: Simon Manskiel

Sat in the South Atlantic during the
Second World War, this game
recreates the actions of the German
puckat battleship Graf Spae. The
aim i tosink athed marchan
shipping and sutvive attacks by
ajlied battlaships. 2 scrqsns.provida.
you, as Caplain, with a sea map of
the Atlantic and indicate your
position and that of enemy shipping.
You can direct your ship towards the
engmy, and when close enpugh,
change to a sea level view ready to
engage with either guns ar
torpedoes. Instruments show you
your speed, heading, enemy
position anddistance in yards, On
sighting the enemy, his ship appears
gradually above the horizon. H
armed, it begins firing back, A
serious drawback is that to keep the
enemy in your gun sights you
actually have to come loa slop —
nat very realistic. The option menu
lar contralling your shipis also
extremely finicky. Average block
charagtar graphics; good sound and
use of colour. 7 skill levals. Okay for
itstype, Overall CRASH rating 54%.
BASIC.

AIRLINER

Producer: Protek, 16K £5.95

Take command of a modern BAC 1-
11 jet airliner and fand it sately at
Edinburgh airport. Yolican also take
oft and fand at a second airport. The
-controls are necessarily simplified
from the real things, but they are
complicaled encugh and some
knowladge of how big jets actually
fly helps, There is no view through
the cockpit window unless you are
ona correct flight approach path,
when the runway lights will appear.
Extensive instructions look
daunting, but ara worth digesting so
that you don't have (o panic al the
last minute. Operates in réal time,
but things happean gquickly when the

airportis approached! Sensible,
ciear graphics. reasonable control
responses, all inall an absorbing
game.

FLIGHT  SIMULATION eProducer:
Psion, 48K £7.85

Anearly Spectrum program, and
always popular, this simulates tha
effects of flying a single seater light
aircraft, including landing and

taking off. There ere-2 airfislds {one
very difficult and surrounded by
hilis), lakes, beacons and avery
good map of the whole area, [t takes
many minutes to fly over the whois
map. Instrument flying is essential to
success-and, asusual, théra is a lot
of accompanying instruction to
digast. The cockpit view Is simple
but oddly realistic. If you enjoy
contemplative games, then thisis
still one of the-best, although watch
out for some oddities if you try
Iooping the loop — the program
doesnt seam o cope with that!

THE FOREST
Producer: Phipps Associates, 48K
Leas(1)
Authar: Graham T. Relgh
An amazing program which
simulates the sport of urienteering
— yet manages o be much more
than a spont simulation. An
enormous area of gecgraph
enclosedin the program, on{y & tiny
bit of it already mapped for you.
Included iz a 12 point arientsering
coursa far you to complete in the
shoriest possibla time, checking
fach pointin the cnrrect SeqUEnCe.
Thedisplay shows you the terrain
six metres in front and uges Symbols
for the different terrain, trees,
shrubs, lakes, lowns eto. Spegial
point fealures are displayed as
messages and an eye level indicator
tells you whether tha ground is
falling or rising. 50 youcan easily
follow the contours. In addition you
cango off and chan the unmapped
areas; The program will draw
contgurand terrgin maps for youor
make up 30 views. A massive
program, excellent value,
recommended. Overall CRASH
rating 88%. M/C and BASIC.

HEATHROW - ATC

Producer Hawson Consultants, 16K

Author- Mike Mals °
I you get a littie gueasy flying, you
could always have a go-onthe

ground as-an air traftic controller —
ir this case at the busy Heathrow
airport, You must direct incoming
flights from the holding stacks safely
onto tha runway. Your instruments
include radar, showing the aircraft
cali signs, hllps and trails; displays: !
giving the allitude and ba&nzg, ]
heading and speed and=size of the '
aircralt. There are 7 levels of play
including a demo mode, and you can
progress to handling mixed traffic):
restricted airspace and outhound
tlights, as wall as cope with
emergencies like unknown aircratt
intruding. radio tailure, loss of
runiay and on board instrument
failure. After this you'll never fly
again! Recommended.

HUNTER-KILLER

Producer; Protek, 48K £7.95 (1)
Author Rod Hopking

This is a submarine simulation game
set off the coast of Garmean
Helagoland (North Sea) during the
Second World War, You are
commander of an 'S’ type submarine
and your mission is to find an enemy
subin the same area and hunt it
down. Sailing too close to the coast
may resull in your hitting a mine or
running aground. 3 screens show
you the contrel room, the chart room
and the pariscope view of the
surface. The instrumentation is quite
complex, including baflast indicator,
hydroplanes, battery charge, engine
speed. rudder angle, heading, asdic,
acho sounder and much more. In the
PEFISCOPE YOou Mmay see enemy
shippingand enemy aircraft which
will hiunt you If you stay on the
surface too long, Under water yol
use electric.engines and recharge
the batterias on the surface, when
you use a diesel engine. The
accompanying booklat is very
detailed and essential reading. Good
graphics and realistic sound, real
time oparation. Overall CRASH
rating 61%. BASIC and M/C.

NIGHTFLITE 2

P;ogucar Hewson Consuitants, 16K
L

Authar: Mike Male

Drastically upgraded from their
original "Nightflite’, thisflying
simulation allows you r{‘:;gifol a light
arcraft at night, taking off and
landing or do gerobatios. New
features are a shifting perspective
which allows you to seethe correct
wiaw of the runway lights from L
whatever angle you approach the
airport, many more lights from
surrounding hamilets, and a realistic
changing engine noise depending
onspeed. Instrumentationis
complexand includes variabie flap
controls. 7 modes of aperation
including two auto-pilol modes and
a training mode, and & difficulty
levels. After-flight debrief feature
and certificate print-out. 100% M/C.

STRIKE ATTACK

Producer: Micromart, 48K £6.95

The scenario promisas an excellent
game — your mission asa Phantem
pilct is 1o penelrate enemy lerritory
and bomb a specified target.
Stacked against you are AA artitiary,
SAM missiles and enemy fighters.
Entry pointis at 70 miles, 10,000 feet,
20% rpm, 400 knots and 90 degres
heading. Chances of attack depend -
on the flightpath — below 2,000 feet
there's only a 10% chance of attack,
which isstil very frequent. The
technigue for avalding total oblivion
is to break (hard turn) at 4 or 6 gees
andohange aititude rapidly toavoid
missiles. If you stick fo-the rules in
the 12 page manual you will baabla
toescape every attack. The display
shows & radar’ picture with you in
tha centre, target o be bombed, and
enemy positions, Thera areaiso
details | ke speed, heading, rate of
climb, target distance and extra
messages for enemy attack, The
poor variation of attack and slow
dispiay speed (BASIC) and the not
too exciting graphics are a bit of a let
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down considering the patential; but
if you are an enthusiast of RAF slang
you may appreciate the extra
messages s the program is written
byaFL.LLJTF Dyer.

STRATEGIES

‘Slntlgr‘ says the dictionary, ‘is
Beneralship, the art of war;
management of anarmy or armies ina
campaign - art of moving or dizposing
Iraops or ships so as to impoase upon
the enemy the place and lime and
conditions for lighting preferred by
onesell.” The best sirate aﬂgam
attempt to simulate real o sina

clrum [aheml) of activities,

and lo manage your forces,

whether m be armies n?d and naw,

or an awkward work force. Most

computer versions are Ic?ll;h' games,
LR

80 IU's impariant to b 0 ‘save
them for another convenient tima,

AIRLINE

Producer: CCS, 16/48K, £5/6.00
Start off with £3 million and turnin
into £30 million and take over British
Airways. Hijacks, strikes, crashes
and rising fuel costs all take their
toll. If you enjoy strategy games
revolving around empire bullding,
than CCS are the peapie for you.
Clear text and illustration graphics.
Good value for money,

APOCALYPSE

Producer; Red Shift, 48K £9.95
‘dpocalypse’ isa game of nuciear
devastation. It's a long two-sided
load and a game for 1-4 players, |t
can take between four hours and
four years to play and if you outgrow
the scenaric, Rad Shift have others
to'add on. A jarge selection of maps
allows the action to ke place

anywhere and at almaost any period.
¥ou sat up the empires, their
centres, their armies and weaponry.
This is a very flaxible game of real
war stratagy which should keep the
addict going for s long, long time.
Very good value.

AUTOGHEF

Producer: GGS, 16/48K £5/06.00
You heve a mitlion in capital and
must ingrease this to 25 million in
theshortest possible time. The
problems you must cope with
include wary sharehoiders who are
watching your avery move,
assessing your parformance and
who may even force you 10 resign if
you're not doing weil. Infiation, a
sluggish economy and coplous
strikes are other problems you will
face in this lively strategy from CCS.
It's all vary well eating fast food; but
how fast is the money?

BARON .
Producer: Temptatlion, 48K £5.95
Author: Bimaon Mansfield

Thegame Is for 2 to 4 players and
takes you back to medieval times
(apart from one noted
anachronism). At the start of the
game each player is awarded a
castle, lands, workers and money in
theform of ‘dubloans’. The object is
to plant your acreage, faed your
workers, hire mercenaries (and feed
them), buy them weaponsand raid
your neighbouring barons to take
maney, stavas and land. Slaves are
useful bacause they do as-much
work as your warkars but only eat
half as much foed. The weapons
your mercenarias carry depend on
what you spend-and can include
lasers (7) There are natural disasters
to contend with like plague and rats,
and if you fead your workers
generously they'll give birth to
babigs. Gamesof between 5 and 55
moves may be pre-selected, the

winner being the most poweriul
baron at the end of the slected
rnumbrer of moves. There are na
graphics to speak of and tha
response limes are quite long.
Overall CRASH rating 48% if you're
ina group. BASIC,

BRITISH LOWLAND
Producer: COS, 46K £6 .00

cAuthor-K A Wells

It you've ever thought about putting
the British car industry back on its
feet, here's your chancel You are the
Chairman of a small sporis car
company, and by careful
management you must accumuiate a
bank balance of £1,.500,000. At the
start you are presented with a bar
chart showing the last 8 months
praeduction, histogram showing days
lost over last 6 manths, & status
report, and a bank account and
profit/loss account for each month,
From then ona monthly option
manu allows youto: opena new
preduction line, close one, raise the
prices of cars, lower them, or
continue on with the other problems
in hand. These include annual pay
negotiations, industrial injury, a
wide range of union demands like
longer tea breaks and shorter
warking hours, and discipline
problems like plifering. The game
offers & wide range of strategic
eptions and takesinto account the
morale of your workforce il you are
1o autocratic, Good, clear text
graphics back up the well thought
out program.

CORN CROPPER

Producer: CCS, 48K £6.00

Dk:g cornballs, time:to get your
hands dirty down on your 30 acre
farm! There's the buying of seed
crop to do, ploughing, planting,
irrigating, harvesting, storing, hiring

of hands, spraying the bugs and
keeping an eye on the bank balance,
Weather plays an imporant part,
and as usual with thase games life
just isn't a doddle. Good, clear and
colourful graphics.

DALLAS

Producer: CCS, 48K £6.00

The name of tha city has becomea
synonymous with ol and JA. The
object is 1o take over the Ewing
Emipire or be taken over by them if
you lose. A map of the Dallas areq is
divided inte a grid and you are
offered the option of buying up likely
sites for drilling. Youcan do Surveys
betore or after buylng, move rigs to
the site, drill, set up production and
bulld pipe lines. The more
successiul you are the maore likely
youare to be hit by sabotage and
other disasters. Ol prices fluctuate
all the while, affecting your
revenues. A good strategy game on
the whole, although the random
elements do seem to intrude too
efiectively.

DIGTATOR

Praducer: DK Tromics, 46K £4.95
One of the best early games from
DK. You've just becoms Prasident of
Ritimba. an equaiorial banana
republic. Your reign will be briel and
unenviable. How long can you
Survive your gready and hated secret
police; bullying army, irritating
guerillag, bothersome commies,
snot-nose [andlowners and revolting
peasantis? Maoney may be borrowed
from the Russians or Americans {if
they feel like it). As the game
progresses the options run short.
Can you make it to a wealthy exile ar

will you die atyour post?
F'1er.uc:rrnrm!miez;.0
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EVEREST ASCENT ;
Easuéﬂcur: Richard Shephard, 48K

You have 20 days to reach the
summit of Everest, starting off with
limited funds {money comes in from
sponsors if you seem to badoin

weall, but it isn'l credited to you |
YOou've Iorgouen-tu buy a radio), You
must hire Sherpas with homely
namas and varying strengths and the
habit of deserting you If you're not
fed properly. Their equipment and
supplies are expensive and they eat
like horses. Neat graphics gend the
familiar prompt menu for buying and
maving about, Itiakes some getting
into and early expeditions usually
fast a short lima until you realise
what's needed most. A good
average.

GANGSTERS!

Producer: CCS, 48K £5.00(1)
Author: P Boulton :
The object of this amusing game is
1o becoms top dog of Specisal City. 0
You're gang leader up against 4
other rival gangs trying fo own the
city through operating speakesasies,
distilteries, casinos and brothels,
This can be done by buying up
various joints, raiding those of your
rivals, bribing the appropriate
authorities, assassinaling your rival
gang leaders and generally carrying
an like an utter rotter. The success :
of your gang will rely heavily on their
numbers, equipment and morale, all
of which must be carafully
regulated. The game follows 1he
traditional strategy formula of option
manus and results. The Moral
Majority are unlikely to approva!
Good value, Overall CRASH rating
50% Oifers 9skill levels. BASIC.

GREAT BRITAIN LTD
Froducer:-Simon Hessel, 48K £5.95
¥ou are Prime Minister of Great
Britaln and youraim is tostay in
power asiong asyou can. Having
chosen which pariy you wish to
represent you are presentad with the
-state of the nation, the rate of
inflation, unemployment rate.
exchange rate for the pound and
doflar, your popularity rating,
nation's balance at the bank and so
on. Factors laken info account ara
population figures and refationship
ol OAFs to children, number of
compniesin business, tax income
from various sources, expenditure
for the previcus year, and the prices
of commedities. The general aim is
1o work lowards the General
Election and win it. A'highly
camplex program which takes you
fo the thrills of Election Might — and
bayond (if you're a success).
Recommended.

GENERAL ELECTION

Producer: Buy-Byte, 48K £5.95
Authar: | Wasonand D Wellf

The object is to win more seatsin
pariiament than your opposition (it's
& realistic simulation anyway). There
are 100 constituencies split up into
five-regions. In each region seals are
graded asVary Safe; Safs, Marginal
or Very Marginal, From the title card
of Maggie shouting the game’s title,
it's ail go. Unforlunately so much of
the game is & dice-throwing board
game and it's beset by piles of
confusing instructions as complex
asanaxplanation of Einslein's
rafativity laws. In the end, rather
boring to play.

INHERITANCE

Producer. Simon Hessal, 48K £5.95
This is & two part game. Great Uncle
Arbuthnot s dead and you inherit
his entire estate, but first you must
prove your financial acumen by
turning £10,000 into £100.000 in 26
waeks by investing on (he stock
market and the Metal Exchange, You
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canalso gambile at the casino or at
the races. Only on completing part
one can you load part twa; here you
have got tha manor house plus its
ailing soft drinks factory. The aimis
tofind the secret formula for
Paradise Cola and successiully
market the drink whilst coping with
firgs, strikes and frauds. The game is
all text but it moves al a lively pace
and s playatia trom the stari.

JERICHD 2 :

Producer: Elephant, 48K £5.55

A text sirategy game in which you,
as Joshua, have a go at bringlng
down the walls of Jericho, You are
provided with certain slege
implements like ballistae, battering
rams, towers and carts, plus 300
men. Thearl is to assign men to
particular tasks-whila juggling with
the necessities of building further
siege enginas, gatharing the
material for them, keeping food
supplies up and attacking the weak
points-of the wallad city, Unfed men
desert —it's a tough life.

JIGSAW

Producer; Artic, 48K, £5.95

As the fitle says, this is a computer
ligsaw puzzle. The program contains
2 pictures, an ofd steam train and St
George and the Dragon. Both
graphics are very nicely done and
Can be seen for a flash during the
Ioading, or on prassing the Help key.
During play the pictures are divided
upinto squaras and muddied up.
You use the cursor keys to shuffle
them.into the correct sequences.
Depending on the selacted skill level
there are more or less squares 1o
shuffie, Our reviewers found the
game amusing and difficult at first,
but unable to hold the attention for
long, Overall CRASH rating 47%, A
game with a difference and likely to
appeal to puzziers,

JOHNNY REB

Producear: MC Lothiorien, 48K £5.50
Lothlorienspecialize in battle
Strategy war games which require
hours loplay properly, involving
military units of varying strengths
and related weaponry. Each player
in turn is allowed to move some or all
of his units their pre-ordained
number of squares, and then use
thiem to attack, The game Is set in
the-American Civil War and the idea

-5 lo capture the enemy unit's flag,

The'graphics tend to be small to fit in
everything and it lakes some time to
gel the hang of how to play, but ance
that's done there's hours of fun il
you like war strategy games. It has
proved very popular.

Lodix

Producer. Virgin Games, 48K £5.95
Author: Stephen Wabb

This is & puzzle game where the
object is'to fit 22 irregularly shaped
pieces into a square shaped grid. On
the laft is the blank grid, and to the
right the 22 vari-coloured shapes,
each identified by a letter of of the:
alphabet. Tofita plece you select
theone you want by pressing the
Eppropriate key, whereupon a black
tursor dol appears in the grid which
can be moved by using the cursors
to the centre of whera you want the
shape fitted {this is the grid square
which corrésponds to the sauare in
the shape wheare its identifying letter
is situated). The shape may be
rotated before fitting using key 9 It
may alsa be ramoved from the grid
by usingkey R. Looks simple but s
likely totake a player a fong fime lo
sort out and if you like these puzzies;
offers good value. Overall CRASH
rating 53%. M/C.

LDST

Producer: Vicgin Gamegs, 48K £5.95
Author! John Hunt

Lost iz a graphiics survival adventure.
You are lost ina forest clearing,
surrgunded by mountains with anly

5 days supply of food. There ara
animals and snakes which pop up
now and again and may be killed it
you'ra quick enough off the mark —
or they may get you, A compleéx list
of graphic symbais at the start teils
you what you are seeing, fruft trees,
caves, waler, saftlements etc. You
Gan move dcharacters 2t a time, but
this allowance decreases over poor
terrain. Weather plays an important
role and between each move the
weather forecast is displayed: This is
bullt up so'siowly it renders the
game almost unplayable after g few
minutas. Colour, graphics and
sound are all quite well thiough out,
bul in theand it becomes more
baffling than enjoyable, Keybaard
TESpENSe |s poor, no joystick option
general rating. average. CRASH
averall 57%. BASIC.

PARAS

Producer! MC Lothlorien, 48K £5.50
If you enjoyed ‘Redweed' ar'JoHnny
Reb' then yvouwill find Parasa
Suitable follow up. The objesct is to
bring the war 1o a swift close by
destroying the enemy’s line of
communication — a bridge. To do
this your 15 men are dropped behind
enamy lines. Thay may be equipped
with 5 different weapons and an
unlimited number-of grenades. Asin
the previous war games each man
may be moved according to a strict
table of squares alfowed, and then
allowed to fire before the enemy ggpt
their turn, Unlike the 2 previous
titles, Paras has far more
compiexities bullt inand will provide
endtass fun for war game addicts:
Bright graphics, but many symbois
to digest. Good instructions
enclosed on a leaflet,

PLUNDER
Producer: CCSE, 48K £6.00
Author: D'G Evans
Plunder is a pretty massive strategy
gama where you find yourselfin
command cf a British Galieon with
the object of stopping the Spaniards
fram running gold from the New
Lands to Spain. Thereisa short,
medium and long game aplion with
3 skill tevels for each. The screen
?Fves you a high resolution map of
ha North Atiaritic, divided into
squares by a grid, You move your
ship about with the cursors, Seeking
anemy galieons, troopships and
battleships. If one is encounterad
you may attack or retresl. Attacking
gives the option of firing or boarding
of both, Finng ona galleon may be a
mistake —if it sinks then you lose its
gold. Depending on your battla
suceass the morale factor of yoor
Gréw goes up or down, T hare are
several porns opento you which
must be entered via an arcade styla
sequence for docking: In port =]
may take on extra crew or wWeaponry,
have repairs made, buy food, jswels
or opium, or sall if you already have
any. The display informs you at all
times of the gold stopped, gold
acquired and spent, waathar
conditions (which atfect finding
enemy shippping), number of
viclories, men lost, ships sunk and
sd:on. The length of the gama Js
determined by the number of moves
you make. 8nd these are glso
disptayed. Allinall, an enterntaining
game, but ahe that can become
repetitive with playing.

PRINT SHOP

Producer: CCS, 48K £6.00

Anaother standard from COS in
which you get only 12 weeks to
make the profit which will siop the
bank from ¢losing down your
printing business. Work scheduling,
staffing, purchasing and estimatirig
to clients for their work are aimed to
test your business acumen to the
hilt. Each month you receive s,
balance sheel to see hiow well voi

fl

have done. This is a text game with
option menus,

PRIVATEER
Producer: MC Lothiorian, 48K £4.50
It's 8 good price but reflects the fact
that this s-an updated ZX81 program
and laoks like it. A 3-phase naval war
g‘ame which gives you command of a
oval Navy ship fighting French
Privateers. i is a suitable game for .
anintroduction Into the whole batile
strategy area, but too simple for
hardened veterans.

RED BARON :
Producer: MC Lothlorien, 48K £5.50
This is a real ima simulation af
World War | plane to plane-aerial
combal with you, s the piiot ot a
Sopwith Camel, pitted against air
aces of the Germen airorcs. A main
many offers 6 options; Enemy plane
spotting, which at length shows you
whiat an enemy plane is doin
Franhlcnlly: Training flight; which

amitiarisas you with the controls
and graphic display; Level of play —
thers are 19) Campaign gama, in
which enemy planes are sent up
against you, Design your own game,
‘where you can alter the
spacifications of the planesand
plots; and Quit. The main problem
with what might be a really good
game, is that the cockpit view Is very
disorienting. if an enemy is behind
you, you gela view over the back of
yourplane, which doesn’t seam vary
realigtic — Vs almost as though you
were flying bachwards, or sideways
i yau lapk [eft or right, Cantralling
your aircrafl takes some getting
used to and tha raal time element is
likaly to put off shoot em up addicts.
However, for those whio enjoy
simulatlons, this one represents
tairly good vahue for money,

REDWEED
Prodtcar: MC Lothiorian, 48K £5.50
A scenario borrowed from H G Wells
putsyouin charge of London's
defence against the invading
Martian war machines, whilst semi-
sentient Redwead threatens 1o/ put
Yourunils out ef action as it grows
‘across tre map. You have many ard
varied unils from heavy artillery to
tlamethrowers (used aggrinst the
redweed). Your enemy is three war
machines and your task |s fo out
think them. Small but effective
graphics and @ menudriven game
where you and the Martians take
Eﬂur turns in'a very civilised manner.
iftean skill levals 10488t your
tactical abilities, Good value for this
popular game.
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REFLECTIONS

Producer: Artle, 16K £5.95

Authgr: Brian Nesnan

This is an original strategy/puzzle
game where you must move a tarch
argund the.edges of a 12 by 12 grid
and discover the locations of
Invisibie mirrors by seeing where tha
torch beam is reflected. Youcan
selact between 10 and 39 mirrors. If
the beam is reflected whan fired
you may then efect to gugss the cell
in which the mirror is placed and
then its angle. it you are wrong you
lgse paints and you spand a point for
every firing of the tarch, The
graphics are simple bul effective and
it requires quite a bit of thinking,
Likely 1o pall with much piaying
:agever. Overall CHASH rating 50%.,

ROMAN EMEIRE
Praducer: MC Lothlorlen, 16K £5.50
In this cast of thousands it is the first
century BC and you are the
Emperor. (A warking knowledge of 'l
Claudius’ might be usefulbut isn't
essential)! What you have to do is
simply conquer fen countries which
hate you, and do this wiping out
their troops (under<paid and under-
trained) with your 80,000 men. There
are nine generals on your side,
including yourselt, and 18 legions of
5.000 men each, The ideais to build
up armies from the man, appaint
generals and launch campaigns to
persugde the barbarian hordas how
wonderful life under the yoke can
be: Threa levels of difficulty.

SAMURAI WARRIOR

Producer: MC Lothlorien, 16K £5.50
You are a Samurai warrior living
during tive Kamakura period in
Japan (1185-1333), Theraare ng
bonus points for killing Richard
Chambarlain, but there are for
defeating your opponents and
surviving into old age, You can, of
course, commit Seppuku if you
would rather. Up against you are six
groups of bandits and nine pthar
samurai of differing abilities, any of
whom may besuperior to yourseif,
Challenges and hunis ocour in
simpls graphics and are not very
good. Results are in direct ralation to
the combatants’ strengths. Seems
paintless,

SHEEPWALK
Producer: Virgin Games, 48K £5.95
This can't go under an 'arcade’
heading &nd should probably be
consigned fo the dustbin anyway.
But if anything does comeinto this
game itisa touch of strategy and a
hell of a lot of luck, The object is to
get your electronic ooliie dog 1o herd
aload of shesp into 2 pen and
pravent them drowning or chomping
thecrops. It's all incredibly slow and
tadious to play, and very BASIC.

SHIP OF THE LINE y
Producar: Richard Shepherd, 48K
£6.50
Youan officar in the Royal Mavy or
the 17th Cenlury, in command of a
ship of the line in the Mediterranean,
and the object is to do battle with
other shipsin order ta win favour
with your superiors. The ship in
gquestion is a cuttar with a crew of 50.
Prassing any key glves you a graphic
view of the sea. If a shipis sighted
you may engage harar run, Should
you engage you are told the enamy’s
strength. If youwin the encounier
you may sink the ship or it may
surrender, in which case you win
prize money. Allinall a rather simple
tanf\ﬂ lundemndtnggame with few
s,

SMUGGLER'S COVE

Producar: Quicksilva, 48K £6.95

s 1753 and you are an a hunt for
Blackbeard's lamous treasure, :
hidden in acomplex of caved on the
narth Cornish Coast, The program
burbles away at you in pirateese of
the ‘Argh, Jim lad, me scupper, there
‘g be,' type. The top half of the
screen confains well designed and
instantly appearing location
graphics, but the game gets
nowhere, i seems impossible o get
beyond the first few locations and
then it ceases to be any fun.

SPECTRUM SAFARI

Producer: A J Rushton, 48K £5.95
I've been told that this game s now
marketed by C D-5 Micro Systems,
but they haven't confirmed that yet.
In-any event it is a jolly and original
mixture of arcade bits with
text/graphics adventure which
should keep you on your toes uniess
you're a DAD purist. Thaideals to
take your party of stranded
explorars across anisland infested
with highty Intelligent wildlife with
university degrees, and beset with
ngtives who want to barerawa

their food and men to replace that  *
ealen by the men or the intelligent
wildlife. Once you have visited a
village it disappears forever,
presumably wiped out through lack
of resistance to some vile white
man’s disease, but it teaches you
caution in your bargaining, If you're
gatting short of explorars (lives) in
your party, Losing them all means
death to the player, The main object
is 1o find the only boat, buy Itand
sail away from this Magnus
Magnusson madhouse. Every armimal
encounterad hassome problem for
yau; sometimes its an arcade style
situation, sometimes they want to
know the answar tga difficult
mathematical problem. If you fail a

member-of your party gets aaten.
Mice clear graphics and a veritable
MGM musical score makesthisa
vary anjoyable game.
Recommended.

SUPER SPY

Producer: Richard Shepherd, 48K
£6.50

Cross and recross the world in
search of Dr Death's secret isiand
lair. Full-of coded messages and
puzzias, mysterious packages,
wailresses, hotel managers, taxi cab
drivers and the like. Bewary of
percels and flowers that explode and
watth outfor Dr Death's horrid little
midget, It could be 2 lively and fun
game to play, but in the end it setties
for mera confusion which tends to
wear the player dewn. If you like this
type of game, probably worth it.

TIMEQUEST ;
Producer; Midrogen, 48K £5.95
This is a game in which you must
find the pieces of your craft which
have been scattered throughout time
owing 1o an accident in warp-space.
Thorughout your guest you must
defend yoursell from the inhabitarits
of thal time, such as a bunch of
Roman soldiers in 137 AD. The
screen displays your attackers,
weapons you may pick up, and the
salvagable bits of your craft a5 well
as yourself. To the right is a status
table and below a series of text
options which are activated by
?ressln-g the desired initial letter.
hese options allow you to move
across the screen, choose tha
direction, and attack, pick up,
change weapons gnd 5o on. The
armae has very limited graphics and
5 neither arcade nor really an
adventure. It claims 1o be inreal time
{aclock ticks away with every move
made) but as it's staged across eons
of time this is scarcely possible.
Poor. Overall CRASH rating 33%.
BASIC.

VALHALLA
Producear: Legend, 48K £14.85(1)
Valhalla s much to0 lengthy and
complicated to gointo in a bref
raview. It boasts the best animated
graphics in an adventure yet,
numerous locations, lots and lots of
inter-reactive characters who carry
onwith or without you, and kill gach
other off ail over the place, Interrupi-
operatad text input allows you to
type in commands while other
actions are taking place and the
program accepts quite complicated
sentences. There are six separate
but linked gueasts, although much
fun may be had just living life ag it
comes in Valhalla. Accompanied by
an excellent book which tells you all
you need to know in fo-nonsense
language. Expensive but worth It,
although there were mixed feeiings
about the ultimate value of the
gama's central objectives. OVerall
RASH rating B2%. M/C.

SMUGGLER

Producer: CGS, 48K £6.00

Authar. PA Mainsworth

Theinlay says that skill, inspiretion
and calculated risk are the-main
ingradients of success. Five levels of
play allow you to move and slore
goods, buy goods, sell them, buy a
boat, sail it, and consult the bank. It
is the 19th century and the object is
1o amass a fortune of £250,000 by
smuggling goods in fram the
Mediterranean (avoiding Ships of
the Line). Factors to jugale with
inglude crew costs, commodity
costs, port dues, maintenance costs,
size of vessel and how farit can
salely travel and at what loading.
Randem elements include the
weather, which may sink your vessel
or run it aground, and thars are
always the priates to watch oul for.

TYRANT OF ATHENS
Producer: MC Lothlorian, 16K £5.50
Another text strategy game: from
Lathiorien. |t's the filth century BG
and Athens is besat by hostlla
armies and fieets from other
poweriul Greak stales as well as the
Persians. All you have 1o dois
survive long enough (o turn Athens
into the most fesred state in the
Maditerranean by building warships,
training troops and fighting battles
by sea-and by land. No mention of
demaocracy here, and philosophy's
strictly for the cissies. Mot one of
their best games, bul reasanably
playable.

WARLORD

Producer: MC Lathiorlen, 48K £5.50
This might be seen as a sequel to
‘Samural Warrior as it isset in the
same couniry and the same pariod
of tima, You rule a small coastal
village which supportsitself by slave
labour and by raiding other small
villages. In turn your village may ha
raided by other villages or by the
pirates off the coast. Thisisa
considerably expanded game
compared 1o ‘Samurai Warrior'.
Menu options allow you to train
troops from your villagers, sefsome
aside for iand cultivation, hire
mercenaries, attack pirates; rald.
other vilfages, hire samurai and bulld
ships. Text only game. Average fun.

ADVENTURE GAMES

Adventura games come in all sha
and sizes. They are fext-oriented,
altheugh gnphlu are often added,
somelimes for a pretty effect,
sometimes a¢ an Integral part of the
game with clues not in the text. There
are also an increasing number of
‘lﬁraphlt adventures’ which combine

@ adventure format with arcade style
graphics. They are all linked by the
common theme of a quest, a search for
some object or aim through many
locations.

KBYSS

FProduecer: CCS, 48K £5.00

In & hidden gorge through the
Mountain of the Golden Lion, lies
thaforgotien ABYSS, Bul brave and
foolhardy adventurers like you
sometimes strive to arass it thelr
sole aim to destroy the many avil
maonsters that iurk in the shadows,
wailing for the naxt meal 1o coma
strolling across the many bridgesin
the ABYSS. Scenario over, the gama
beginz, The scréen prasents you
with a yallnw%rid. eachcrossing
point being a lurking' plage.
Movement is done by the cursors
until you encounter a monster.
These tand 1o offer you a range of
problems, like the Ogre who can't
gel his sums righl—can youin 15
seconds? Or the arcade sequance
whers you must hit five falling

- spiders befora thay reach the cave

floor. Added dangersare creaky

brid that may collabpse undar
you, By no means a traditional D&D
adventura, but certainly ona for
quick thinking swots with'O" lavels
to pass! Good value for the price and
mot at all easy.

BLACK CRYSTAL .
Producer: Carnell, 48K £7.50

A mammaoth undertaking and one of
the earliesi ‘big' adventures. It
features ﬂr&phkzﬁ filling mostofthe
screan, showing a map of the
various landscapes. Choose what
character you want to be and then
wade in to fight the monsters. Far
too complex to do jusilce to in this
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space, butif you are to play it sat
asige hours for contemplation of the
book (or novel one might say) which
explaing everything. Indeed, you are
recommended to save the game at
various stages and think over the
day's avenis before plunging in.
Regommendad.

BYTE

Producer: CCS, 48K £5.00(1)
Author: 048 Ben-Ami

This is a text-with-some-graphlics
advantura, where the battle field is
the depths of a 3D maze in which
various computer compenents must
be located Lo bulld your own
computer. They may be lying about,
they may be hidden and generatly
they are defended by all sarts of
elactronic mensters you must defeat
to remfain alive and prograss, The
seven skill levels.are neatly
categorized by the sophistication of
the computer youwant to buiid,
each having 5 own strength
charactaristics. Baltles with the
monsters may take the form of
mental bouts like spelling tasts or
maths questions, or they may be
physical whers, for instanca, you
may have to do semi-arcade battles
with cross bows or swords,
Graphically the taxt is pretty clear,
but the inputting of commands is
rather irritating and there's too much
revarse flashing going on which tires
the eye. Madium last response
times. Overall CRASH rating 58%,
average. BASIC, t

CAMELDT

GCS, 48K

Author: G Chapman & 6 Brooks

Yau are Arthur Pendragen, banished

from-Camelot by the wicked Black
Knight, but an unknown ally has
Iwaned you 50 bags of gold pieces.
You must travel around and collect
saven items that are hidden in
VETIOuS countries. Threabaazars
axist whaere you may buy items 1o
heig you, and there are other ltems
hidden that may halp you overcome
problems. The object is to collect the
seven items and re-enter Camalot to
be growned King. Thisisa graphics
adventure where you maove Arthur
and his band of warriors around a
map by using keys N.S.EW, At sach
&lep the scene culs to a graphic
representing castles, towns and
different types of landscape. In sach
thers is some problem to overcoma,
like a band of brigands whom you
may fight or flee. Battle strength and
heipful objects alrsady collected
help determine the outcome. Should
you win there is a search option for
mare usetul items. The graphics are
bright and clear, résponse times are
fairly good and this unconventinal
adventura might well make an
altractive change from the usual,

COLDSSAL CAVES

Producer: G P Software, 48K £7.85
Author: Abarsol

Alsknown as Adventure 1 by
Abersoft, this is a traditional style
adventure whare vou must find the
treasure faft behind bya Wizard, and
In whith you will meet dragons,
irolls, snakes and other dark
denizens, When the program has
finished loading the gdventura
begins instantly without
instructions;, These are available an
command. The game is strictly text
enly and uses repeat locatians when
travelling along, say, a valley,
Finding the cave in the first place s
already an adventure in itself, and
the whole game may take days, even
weaks L0 complets satisfactorily.
Oneof the classic computer
adventure games. Recommendad.
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DEVILS OF THE DEEP
Producer: Richard Shephierd. 48K
£6.50

A 30 graphic adventure where Yo
move your undersea diver along the
s2e bed avoiding electric seis and
crabs, Coliect usaful items like
harpoon guns and harpoons, knives
and compasses, and try o collect
Ihe treasura hidden somewhers.
There are 100 scraens to be
traversed. The idea is a good one but
the graphios are unifgpiring and
very. very slow. Long load-and
minutes ta wait if you are killed
before another gama may be played,
Below average.

DUNGEDNS OF DOOM

Froducer: Tamptation, 48K £5.95
Thizis meant to contain two games
—aither youenter and progress
down through the dungeons, or you
start al the bottom and try to get out,
I thought that it was generally the
case with any adventure, It's meant
to be a graphic adventure,‘but the
graphicsar restricled to black on
green squares reprasenting the
room you are in and the ones near to
it. Monstars appearin text only and
seem dispiritingly easy to kil off.
Slow respanses and few thrills make
this a baginners-only introduction
gamae,

ESPIDNAGE ISLAND

Producer: Artlc, 48K £5.95

Artic have produced five text onl
adventures to date, Jettered A to E,
Thisis'D’. Despite or because of, tha
lack of pictures, all their adventures
are dripping with verbal atmosphere:
They contain endless locations,
options, puzzies o solve and are
never afraid of the most obhscure or
most obvious of solutions. Always
excallent value. In this game youare
onareconnaisssance flight to spy
on an anemy iskand when you are hit
by fire. The adventure beging in the
plane.as it plunges earthwards.
There are many tangles with the
parachule before you reach the
ground — justgrabbing it and
opening the fusalage doar resultsin
a nasty red mess on the ground!
From there on you must make your
way to the haart of the enemy
stronghold, secure information, and
return to your aircraft carriers in
disguise, avoiding beiry shiot by
your awn side; Biggles (ives again!
Clear writing and fast responses
combined with avariable siement in
replay, make thisa very worthwhile
buy. Save gams festure.

FAUST'S FOLLY

Producer; Abbex, 16K £5.95

Faust's Folly is buried somewhare in
this congenial game with fast
response times and some graphic
additions. Once you have sorted out
the vocaband found the entrance 1o
the underground complex, it's a
matter of the correctimplements
being picked up. The compulter tells
you thatitisn't vary intelligent
(whatevar Sinclair may tefl you) and
it may not know which way is which
without a compass to help. In almost
any location you tan goin eight
directions, so don't getlost. Very
good for 168K,

GHOST TOWN
Producer: Virgln Games, 48K £5.95
Author: John Picklord

Ghost Town isa pretty accurate

copy of Phipps Associates ‘Greedy K

Guieh’, but it's nowhere near as
much fun. There's the same old
-empty town with a sequential map
ghowing the locations of the various
establ
and information may be found to
help you locate the gold mine in the
desert. Oncein the desert there
don't seem to be any graphics worth
Speaking of. Atlesst the text is nicaty
writteriand the response times are
very gocd. Butifl had to choose it
would be ‘Greedy Gulch', Dverall
CRASH rating 43%. BASIC
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GOLDEN APPLE

Producer, Artic, 48K £6.05

Author: Simon Wadsworfh
Advantura'E’is the latest from Artic
and its title card explzins this lex
only adventure very well — a larga
mansion, a ship and a mountainous
island in the distance. Looks easy
untif you start, The object is ta find
13 secret objects, find a safe place to
Btore tham in and do this through
tons of locations. Finding a key.can
be hard encugh, but the key you
nead near the start of this ?ame is
hidden in a very obvious place — so
obvious you would never think of
looking there untll you sheezed afier
sniffing the — no | musn't give any
secrets away. Absorbing!

GREEDY GULCH
Producer: Phipps Associales; 45K
£4.95

The town of tha title is a ghost town
setin the Wild West, deserted now
thie gold workings have run out. But
there ls'a mine out in the
neighbouring desert which still has a
fortune tucked away. The probiem is
to find the right map, get something
10 carry water in and fill it fing a-gun
for protection and then get to the
mire and back. Whilst nota "
massivaly demanding adventure, it's
certainly an absorbing one. Tha
gmphit;s show you the map of

reedy Gulch itsell, or parts of it,
with some location graphicsin the
desert. There are several mysterious
appearances by someone you only
s8@ oul of the corner of vour aye
Same problems are simplerto
avarcome than you might supposs
—confronted by a crevass and
carrying a plank which wouldn't
bridge it, jurnping across solved the
probleml Good value,

GROUCHO

Producer: Automata, 84K £10.60(1)
Author: Piman

The full title of this ditty is, "My Name
Is Uncle Groucho You Win A Fat
Cigar,' but that's much to long lo
ever repeat again! Like their famous
Pimania, the object is to wade
through a drug-induced landsoape
of wairdness and insanity, which is
supposed 1o represant America, in
the company of Groucho Marx and
his companion the Piman, discover
the secret identity of a famous
Hollywood star which is hidden In
the game, and then win the fabuious
prize of & trip to Hollywood to meat
the star in question, fiying cut on
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Concorde and Eoming back on the

E2. A rags to riches story for
someons. Entries befora 1 June.
Naturally, you've got to be sotid
bonkers o gel it right. and a
pimaniac to boot. Good fun despite
the slow response times, Excellont
graphics and sound. Overail CRASH
rating 67%. BASIC.

HOBBIT

Producer: Malbourme House, 48K
£14.95

To date the great adventure, based
on the famous Tolkien novel of the
same name, which is included for
tha price. This gama has a largish
vocabulary and allows santence with
lirk words. Artificial Intelligence of a
kind enlivens the action as the
characters continue thelr lives
regardisss of whiat you do, It's
possible to inter-refate with them 1o
some degree, depending on their
feelings towards you. Some even get
killed without you knowing about it
until you stumble across their
bodies! I've forgotten what the quest
is, but it's hardly important —
playing the game ls. Very long and
totally absorbing. A classic.

HUMMER HOUSE OF HORROR
Producer: Lasersound, 48K £7.00
Clouds obsoure the moon and you
are alone in the dreadful house — or
are you? Mo you are not alone,
there's the mad Chinasa.cook in the
greasy Kitchen fora start off, plus
imps, ghouls and things that go
bump in the night. Evary room is
geething with something or
s0mBone who Wants you to pass
somathing on to someone or
something. Simple 30 graphics try
ta enliven the rather ponderous
pace. Average fun,

INCA CLRSE
Producer: Arfic, 48K £6.95
This Is adventure 'B’, well up 1o
Artic's usual standard of text only
gamas. You are in the South

merican jungle, ne=ar an, as yet,
undisturbed Inca Tempia. Inside
there is & lot of treasure which you
must find and bring safely out. aning
an indiana . Jones may be of some
halp, but pitting your brains against -
the evils therein Is more imporiant.
Recommanded




IKVINCIBLE ISLAND

Fr%.néucqr: Richard Shaphard, 48K
£5

Author: P Cooke

Invincible Island is the home of the
primitive Xaro tribe, Legend has it
(as they often will) that the Xaro
guard unimaginable reasures. Your
only helpis the |ast message of
world famous explorer Dr giumiey
whao said, 'First find the sevan
parchments of Xaro', He was never
heard from again. Now it's your turn,
Programs from this company always
saem (o teke anage to joad. When it
has yf.u are pressnled with & nice
clear et and neat location
graphics. Reasanably fast
responses.

THE ISLAND

Producer; Virgin Games, 45K £5.95
Author: Martyn Davies

Apparently you live in a clutch of
South Sea lslands, ane of which
conteing geld. Find the map, find the
correct fsland and get rich quick. A
mastly text adventure with arcade
sefuances (o add to the fun—that's
the idea—the reality s something
gise. It's had one good review we've
geen, but goodnass knows why! This
isn't & real advanture at all in the
proper sense. You're led by the nose
along the correct guessing path untl]
you end up with an impossibie
arcade sequence which demands
.¥ou sail your ship through & roak-
“infested saa, Daviation from the
author's intended path resultsin
lerminating the game. Excellent
response tiems to nowhere. Sorry,
Its rubbish. Ovarall CRASH rating
below 20%. M/C. ;

KNIBHT'S QUEST
gagt;uusn Phipps Associates, 48K

Which Micro’s reviewers got very
angry about this game, becauss il is
written in BASIC. Lots of adventure
gamas are written in BASIC and are
very good, if a little slow al timeas.
The piot of Knight's Quest isa little
thin and unoriginal however, a
farerunner of their much better

ames. Some focations are simply
ustrated with small graphics and
thers are the usual assortmaent of
spelis, weapons and monsters. Mot
all bad by any roeans.

MAD MARTHA

Producer; Mikrogen: 48K 05,95

To prove how muoch fun a BASIC
writler &dventure can be try'this
little domestic ditty. As hen-pecked
husband, Henry, steal your wifa's
maney, creep out of the housa
without waking baby or tripping over
the wailing moggy, and hava a night
outen the town at the casing an
other similarly Unsavoury Places.
Thiz problem is that your wite, dear
Martha, is an escapes from Friday
the 13th Part Six :E & homicidal
maniae with an axe! Good

vocabulary and an invariable
program that resembiles & word
maze. Getting things in absolutely
the ¢orrect order is the nams of the
game here. But if vou are too claver
there are very tricky littde arcade
sequences included. To purists
thesa man ba upsetting. but they do
liven up the adventure. Il you have
iried Mad Martha and enjoyad it then
iy .

MAD MARTHA Il

Producer: Mikrogen, 48K £6.95
Much tha same mix as belare,
sxcept this time Henry, Martha and
50N are on holiday in Spain, Martha
has a hall-cousin, a waiter called
{wait for it) Manuel. Martha sets out
ona bus tour with her son, leaving
Manuel to keep an eye on Henry,

* | whohasa secret rendezvous with a
| Spanish penpal. Henry leaves their
hotel with Manuel hot on hig trail.

\ | Features a bull fight with Henry as a
- | 1he'star attraction. Not'to be migsed

MAGIC MOUNTAIN
Producer; Phipps Associates, 48K
£4.95

Seek out the Scroll of Wisdam in this
text advantura with location
graphics. There ks the usual
assortment of items and monsters,
batfling puzzles and sudden deaths
through Inexperience, Reasonable
graphics and medium fast responze
times An average effort.

MINES OF SATURN

Producer; Mikrogen, 16K £5.95
Includes part two — Return to Earth.
You're making a routine arbit of
Satumn when a radiation storm
forces you to crash land on ong of
the moons. Luckily you come down
near an abandoned mining base.
Mow you must s&t off in search of Di=
Lithium crystals to refuel your
standard ship. '‘Return to Earth’ gets
you back in space and landing.on an
abandoned and damaged space
station, looking for a means of
communicating with Earth. Both
adventures ara very standard, with
not many lecations and irritating
random elements over which you
have no control. The games lack
atmesphere and will not accept
abbreviations making you type
evarything out. Tedious.

MINES OF MORIA
Producer: Severn, 16K £4.95
The Mines of Moria are tha ancient
home of Durin’s folk from Tolkien's
Lard of tha Rings. Long deserted,
the mines contain old hoards of
jewels and gold, guarded by the
ancient and evil terrors of sarlier
ages. You'rs insida — the problem is
g&ﬂi ng out alive. Monsters include
rolis, Orcs, Balrogs or Wargs,
Doors can beopaned by force,
spalls or bribery of the door wards.
S?:Jrs can be bargained for from
wizards, and tracders sell you wound
ocintment. Control is by the cursor
kays, you can go up and down or use
@ warp which transports 1o other
locations an a randam floor. Watch
out for the two-part load. The game
itself s a mix. The scréen shows you
a plan of the floor with a list which
lets you know the level you are on
and room number occupied,
weaponry and armorial status,
number of wounds, stréngth, goid
collectad, jewels collected and
spelis available. A line at the bottom
informs you of what's going on and
asks whether or not tofight on
meeting monsters, Rooms visited
are plotted on the mag, showing
monsters encountered. It becomes
difficult to manoeuvre after a while.
A reasonable game.

THE ORACLE'S CAVE
Producer; DORIC, 48K £7.85 (1)
Author: Chris Dorreil -
Using the classic DD format, this is
ananimated graphics adventure.
You must seek the entrance to the
caves in which you are trapped,
collecting 40 units of treasure on
your way, You must also collect
treasure guarded by four special
maonsters, The Mummy, The
Centaur, The Fiery Dragonor The
Black Kn l'#ihl. 'With each game the
layout of the caves is randomly
generated to make each play
different from the last. Commands
are entered In résonse 0@ menuof
limited optians which allow you to
mawe, rest, explore, use (a carried
article} or, ITin the presence of &
menster, fight or run. If you elect to
move the menu is replaced by
another offering left/right/ up/down.
When ‘you' move there is an
animation seguence which is very
wall done, expecially the descent of
stairs, The fights are fun, but you
musst watch your combat strength
and that of your opponent very
carafully. Another point is 1o use the
explare facility ail the while. The
game grows on you as you begin'to

realise lts potential, Reasenable

response times, good graphicsand
ood valua for monay. Overall
RASH rating 70%. BASIC.

PHARAOH'S TOMB

Producer: Phipps Associates; 48K
£4.95

Maka yourselt rich by plundering a
luxurious Pharach's tomb. Phipps
have pul together a well plannad and
sometimes amusing adveniure game
here, with text and logation
graphics, which ara simply but
attractive. Responses are very fast
and the atmosphers draws you in
againand again. Good value for
money and well worth playing.

PIMANIA

Prodycer: Automata, 48K £10.00
Thare's niot much to ba said about
Pimania, the gama that launched
overnight the insignificant Pi Man to
fame and fortuna. The game is
wacky, daft, weird and infuriating by
turns and to date the famous prize
worth £6,000 (plus index linking) has
not been won, Although it runs.on
standard adventure game lines it
takas latersl thinking Into the réalms
of higher (or perhaps camp) art.
Slow rasponses but thal hardly
matiers, Pimania iz a disease which
overcomes maost things!

PLAMET OF DEATH
Producer: Artic, 16K £5.05
Adventure ‘A" finds you stranded on
an alish planet and yeu must find
your space ship. That's a pretty
straightforward quest for once, but
the route is far from straightiorward.,
Atmospheric and chilling to play,
you get drawn in by the words.
Prenty of hazards to overcome.
value.

QUEST

Producer: Hewson, 48K £5.95

Find a map hidden ina world
inhabited by grugsome monsters
guarding their territory and various
pigces ol reasure. To undertake the
quest in question you can choosa to
be & wizard, a cleric, rogue, fighter
or simpleton, gach with his own
cheracteristics and abilities, A split
text/graphic game, it has a
reasonably wide rangeof
vocabulary, Generally a very good
game and & traditional format
adventure with plenty of scope. The
only serious drawback is that you
‘can't play another game. Oncea
finished the program quits
permaneantiy,

SAS ASSAULT

Producer: Mikrogen, 48K £5.95
In this text and soma graphics
advanture you areleading an SAS
team who must recover the Russian
Ambasador from kidnappers befpre
the Russians take the matteras an
actof war. The Russian is being held
ina farmhouse and part one is the
assault, Part two, on the reverse side
of the tape, carries the action
forwerd with your ratings dependeant
upon how well you did in part one. it
all moves along at a fair pace, with
text descriptions and prompis as to
the weapons you carry and how
many bursts you can tire. When a
situation develops you are given
lettered choices like 'Go back or

‘Fire'or'Wait', In between there are
line drawings and some maps but
most of the action is reported by tha
computer along the 'You hit one and
killed him.’ lines. Pratty {ast
responsas. a lively story and
ganarni!y notl bad value, Overall
RASH rating 56% M/C.

SHIP OF DOOM

Producer: Arfic, 48K f6.85 °
Adventure 'C takes you into Space
‘and on & reconnalssance trip your
ship is drawn by a Graviton beam
‘onto an alien cruiser, Fred, your pet
android, informs you that the cruiser
igin search of humanold planetsto
caplure slaves whose brains will ba
replaced by microchips. The quest is
to find the computer room and press
tha button to switch it off. You want
to be wary in an Artic advanturas,
however, of switching off too many
computérs should you come across:
them. In'Planet of Death' thera isa
computer which you may be
lempted to disconnect. Deing sowill
dumr you into a Sinclair Ressarch
logo!

VAMPIRE VILLAGE

Producer: Terminal, 48K £6.:95(1)
This graphics adventure isso
graphics-griented there iz hardly
any text to contend with. The village
of Wiasdart lives under the shadow of
the vampire's castle, and as Mayor of
the village you must find voluniears,
provide them with money to buy
equipment and food, and get them to
help you destroy the vampire
menace. Usual vampire rules
&pply—stakes through the heart, no
flying by day, garlic keaps him at
bay. The screen displays a map of
Viasdorfand the surrounding
countryside with hosta of biack
shapes for buildings. You contral
your volunteer by the cursar kays-—
he's 8 small bilack dot—and you can
send him to shops 1o buy things (like
gariic), the boat house for 8 boat fo
cross the river (they drown if they
fall in), the church for haly water,
and soon, The village operates in
real time moving from day to night
with the usual rapidity of all good
horror films| An unusual game with
mary cther features and reasonable
valua for money. Overall CRASH
rating 84%:. M/C.

VELNOR'S LAIR

Producer; Quicksilva, 48K £8.95
Author: Derek Brewsier

No adventure anthology would be
compiete without this one, Text
only, but fluid, copious text with fast
rasponse times and a sense of
humour that takes some of tha sting
from the gruesoma tale of terror
which lurks within the complex of
Vainor's Lair. There's a clever use of
repeal locations which makes you
think you aren't getting anywhers,
whan in fact you must keep antaring
the same command for five or six
sieps. The danizens of this
adveniure are a monstrous lot, and
the goblins are tricky indeed. Chose
your character carsfully, wizard,
warrior or priesl, and walch out for
illusions, which abound, Highly
recommendead.
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The CRASH HOTLINE is your Top 20 chart of Spectrum software —

Somake sure you register your vote now! There's two WEYS you can

do it: either usa the Crash Hotline Phone-in {the number is printed
. below); or use the postal coupon below and send it to us,

_ Each month the results of {our votes will be collated and published
inthe naxt month's issue of CRASH as the Top 20 programs voted on
. By readers.

YOUR VOTE IS EXTREMELY
IMPORTANT — USE IT PLEASE!

Bl HOW TO USE THE CRASH HOTLINE

 Mathod 1

* CRASH HOTLINE PHONE-IN. Rlni the number below. We have had
_ toinstall an answering machine. After the recorded message state
~your name and address very clearly, spelling it out if necessary (if it's
an unusual name![) and then state the five games, with producers'
% pames, starting with number 1 down to number 5, Please do this as
| L quickly as possibie.

THE CRASH HOTLINE PHONE NUMBER Is

»

0584 (Ludiow) 3015

£
Method 2
CRASH HOTLINE WRITE-IN. Use the coupon below, making sure
you fill in all the detalls very clearly, Pop the couponin a stamped
envelepe and send it to us at the address on the coupon,

DEADLINE

Votes for the next issue must be received no later than Wednesday
28th. February. Votes received after that date will goforward to next
manth's issua,

ifyou use the phone-in Hotline, you may have to bear with us — jt's
already proving very popular, which means you may well find it
engaged when you ring. Tryagain later, andif all fails use the write-in
coupen for safety.

I.____._._..__-_.___..__—__-_.__—..___._—-__

CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order
are:

I Please use block capitals and write clearly!

| Name

:Postcode.......... ..... s el e e e e

|

| Send your coupon to: CRASH HOTLINE, PO BOX 10,
[LUDLOW, SHROPSHIRE SY8 1DB

A MNewsfigld Publication

Whether you phone-in or write in, all the names will
go into the bag to be drawn monthly. First out of the
bag receives £10 worth of software of your choice plus
three issues of CRASH for the next three months: and
three runners-up will each receive three free issues of
CRASH for the next three months. (Should you be a
subscriber, then your subscription will be extended for
three months).

Well, here it is, Britain’s first software Hotline Chart com-
piled from your votes! However — a wrod of warning —
due to print schedules this month’s chart has had to be
coempiled after only two weeks and, as yet, the system isn't
in full swing. Next month's chart wiil have had a full 4
weeks of vote collecting and will therefore be more
representative. It means that the lower chart positions as
shown here should be taken only as an indication rather
than as gospel!

CRASH HOTLINE SPECTRUM SOFTWARE CHART —
MARCH

Figure In brackets Indicates last month's pesition

{23} MANIC MINER Software {=) FLIGHT SIMULATION
Projects Psion

(14} ATIC ATAC Ultimate =) THRUSTA Software Pro-

(10/LUNAR JETMAN Ultimats Jects

(37) 3D ANT ATTACK rZ'i SPLAT Incentive
Quicksilva (43) COSMIC RAIDERS

(4] JETPAC Ultimate

{_ 1) ZOOM |magine

{33) THE HOBBIT Melbourne
House

o
{~} CHEQUERED FLAG Psion
(=) HUNCHBACK Ocean
10 (18 VALHALLA Lagend
11 (! 3D DEATHCHASE

Miar a
12 wl:ltE}Nglr'ﬂTOR Melbourne

Mlica%?an

-/ HARRIER ATTACK Durrail
{~} CHUCKIE EGG A+F

(=i STONKERS Imagine

THE PYRAMID Fartasy
(=} PUSH OFF Software Pro-

-/ ORACLE'S CAVE Doric
(=] TEST MATCH C.R.L.
{ 9 TERROR DAKTIL 4D

D0 o WA A

2 SBETS8ERE 82 8§
T

use Melbourne Hse

13 (20) ARCADIA Imagine ~} GAMES DESIGNER

14 [+ SCRABBLE Psion Quicksilva

1§ () BUGABOO Quicksilva 42 (35) PSSST Ultimate

16 [~} METEOR STORM 43 {-) ROMMEL'S REVENGE

Quicksilva ggalal

17 () MAZIACS DK Tronics 44 LC.DS.

18 (46) JUMPING JACK Imagine | 45 () PHARAOGH'S TOMB Phipps
46 (44) GOLF Virgin

18 (-} HOUSE OF SHADOWS
Shadow 47 (=) IT‘$B'ONL ROCK 'N' ROLL

20 (36} TIMEGATE Quicksiiva K=t

21 (=] PHEENIX Megadodo 48 () COLOSSAL ADVENTURE
22 (73] MAD MARTHA Mikrogen Level &

23 {26) GALAXIANS Artic 49 (29) REDWEED Lothlorien

24 (-} CHESS Psion 50 {-j ANDROID 2 Vortex

25 (28] HALL OF THE THINGS
Crystal
26 (-) FOOTBALL MANAGER

ictive
27 [ 6/ TRANZ-AM Ultimate
28 (12) ZIP ZAP Imagine

HOTLINE Winner this month was
Ray Blake; Rayleigh, Essex, The
three runners-up were; K. Warm-
ing, Hants; Scott Vincent, Farn-
b“?gough: Matthew Reid, Londan

TITLE PRODUCER
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I'm sure lots of you will have
spotted the deliberate (ahem!)
error in last month’s quiz on
arcade game inlay cards.
Question 6 referred, of course,
to an adventure game and not
an arcade game. Just Put into
keep you on your toes!

Anyway, carrying on from last
issue’s theme, let's see how
much you know about adventure
games — story lines and inlays.
end your answers on a
posicard or in a letter to this
address: -

CRASH MICRO Quiz, PO
BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

THE
MONTHLY
CRASH
QuIZ

1) If you were seeking the Scroll of
Wisdom,where would you be
looking? ;

2) The ice Giants can be a problem,
but in what gama?

3) It says, ‘Loki arrives. Where are

ou

4) |t you found yourself underneath
Maount Elk and surrounded by
goblins, whose homea would you
have penetrated?

5) Lots of things have been hidden in

‘time and space’, but what did Entries must be received by last -
Automata hide In thera?

8) If you think of yourself asa Super post, Fﬂdw 16th. Ma“.:h' The
Spy, exactly who do you seek? first three correct entries drawn

7) Henry and his son Arbuthnot have from the bag will each receive

ﬂpfﬂ?’ﬂ;w"«‘eﬁ rgut what's the £25 waorth of software of their

name of the waiter? Ik

8) If you found yourself in the Ring of th}i(-:a_. Hesu.lts. and answers will
Fire, what would you be on? apear in-May’s issue.

8) In The Sorceror's Castle, you might
bump into its owner. What's his

e LOOK OUT FOR
10) Tolkien's Lord of the Rings is often

taken as a basis for the adventure

idea. Name two games associated N EXT M ONTH'S
with the story of its heroes.

11} Name the hit pop group who have

turned Automata into a household CR ASH uUIZ |
name. -

-

YOUR PLANET NEEDS YOU!

@® UK: 6 issues £4.80 (post free) 12 issues £9.00 (post free)
® Europe £15 (12 issues postincl) e ——— i

Train to save Civilisation by
Subscribing to

® Get yourcopy
ahead of the crowd

@ Subscribers’ Discount-
50p. off each g
Crash Micro Mail Order i s

software item.

s e e
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‘passersb

 tacks

Producer: Abbex

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Paul Reynolds

First shown at the December
ZX Microfair, Krakatoa grab-
bed the attention of most
because its
wealth of detail is amazing.
There's such a lot going on.
And there’s a lot to do in the
game, most of it neatly

shown in the excellent demo,

which runs automatically
after loading and between

games.

Your task as a chopper
pilot is twofold. A tanker is
sheltering in the bay from at-
V1 missiles and
submarines armed with
torpedoes. Across the bay
the dormant volcano (hence
the title) has come tolife and
is threatening to errupt. You
must try to rescue as many
people from its threat as
pbﬂ?'rglaaa Yq;ﬂ_l hali_copt?‘li is
equip with a machine
gun, depth charges and a
rope fortascuin? people. The
game starts with the chop-
per on the ground on the heli
ﬁad, beside the workman's
ut. When your fuel gets low

and you return to the helipad

to refuel and re-arm, the
workman dashes out and
does it all in a very busy
animated sequence. On tak-
ing off, you pass out over the
bay and reach the massive
tanker, It's crew start to leap
overboard as soon as the
enemy do them damage, and
so pose another problem for
you and your trusty rope!

Beyond the tanker is open
sea, full of enemy, and the
Volcanic Island with its
hapless inhabitants. The
screen shows all this in pro-
file, scrolling as it goes.
‘Scrambie’ style. To the left
and right of the display area
are ammo and fuel bars, and
below are instruments in-
cluding a radar display, and
score.

CRITICISM

‘This has to be one of the
busiest games in a lon
while! There are such a lot o
keys to use that it takes a lot
of practice before you can
even become slightly profi-
cient. The graphics are really
excellent, well drawn and
animated, and there’s also a
lot of detail in the game

70
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Krakatoa — East of Java — thae first disaster game.

ideas too. If Kou accidentally
drop a depth charge on the
tanker there's a very good ex-
plosion with chunks flying
off, and a second later a crew
man a?paarﬂ-and takes a
leap off the stern and begins
swimming around. If you
a'u::c:naissfullg| pick him up on
the end of the lowered rope,
itis very tricky to get him into
. the chopper as he mustbeon
the very end of the rope,
otherwise he geis knocked
off as the rope is pulled
aboard, and falls back into
the sea! This is a com-
plicated and demanding
.game, which | can't see los-
ing its appeal for a long
time.'

Krakatoa is both addictive
and hard to play. But |
thought the keys were poorly

_ITQ A in

The busy workman polishes up the helicopter in Krakatoa.

‘trol keys on the cassette in-

lay? During the attract mode,
the keys are listed for a very
short time and there are too
many to get written down
that quickly, and too many to
remember, +he control keys
are difficult to mar:;?e and
laid out in a rather odd way.
Once over these problems,
the game proves to be very
good to play, with loads of
detall, great graphics and
sound and a lot of imagina-
tion. It should keep players

oing for a Inn% time, if only

ecause it takes ages to
become any good, and the
scope for getting better
scores each time you play is
enormous with so many peo-
pie to rescue.’

TeEIT

faid out and there is no
joystick option. This makes
it even more difficult to play.
And it's a shame that there
isn't much in the way of in-
siructions, because there
are quite a few instruments
which are not explained. But
these are small niggles,
because the game itself Is
marvellous.; Excellent
"graphics (fantastic explo-
sion when you are hit), very
colourful and with plenty of
sound. Watch out for

volcanic explosions!’
‘It's only in some small
details that Krakatoa is less
. Why, for instance,

idn't they print the 10 con-

COMMENTS

Control keys: 5 = up, 3 =
down, 7 = forward, bottom
row = reverse, 9 = fire,
zero = drop depth charge,
W = rope down, R = rope
up, ENTER = pause
Joystick: none

rd play: undeniably a
handful, but very responsive
Colour: very good
Graphics: excellent, very
animated
Sound: excellent
Skill levels: 1 — it's enough
Lives: 1 — it's enough
General rating: very good —
highly recommend

Use of computer 70%
Graphics 92%
Playability 87%
Getting started 70%
Addictive qualities 88%
Value for money 80%
Overall © 83%
s =S = ]

KNOCKOUT

Producer: Mikrogen
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: G. Smallcross

Knockout is a game in which
%ﬂu compete against the
trum or up tothree other
players, and is effectively a
computer version of the
gooputar board game ‘Re-
und’.

The object is to bounce
balls around a board and
leave them within firmly
defined scoring positions.
Each player has four balls to
a frame and opponents take
itin turns to play each ball of
the frame. °

The screen display shows
a plan view of the board with
black walls bentin the shape
of a tight G, the ball bein
shot from the top rightend o
the G, rebounding off the end
walls and ending up in the
tail of the G where there are
two blue areas of scoring
and three green higher scor-
ingb:reas before a yellow out
‘of bounds.

The player's ball {up to
four different colours) is
pasitioned vertically for its
shot, an angle determined,
and a strength of shot by on-
screen prompts and the cur-
sorkeys 6 and 7. The balls all
remain in play until the frame
is completed so there is the
chance of knocking an oppo-
nent’s ball, or your own, into
better or worse positions for
scoring. Players enter their
names at the start of play
and the computer scores for
each and keeps a running
total. If you are on your own
and only enter one name,
then you will be playing
against the computer.

CRITICISM

“You might think from the
title that this is a ‘Breakout’
type of game — but it's not,
more a new breed of com:
puter bowls, the sort they
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Knockout — very successful,

have in pubs. | liked it very
much,. why, | don't really
know! But it is a very simple
game to play and suitable for
all ages and all types. It’s dif-
ficult to say how addictive
people might find it, but at a
guess | would say very. It's
also good that you can play
by yourseif or with others.’

‘The game is played in
frames up to a maximum of
nine, and is a good conver-
sion of a floor or board game
to the screen. The game Is
quite good to play, although
not very addictive because
the true game calls for
physical skifl in plac.‘ng
shots, but the fact that it's
different places it above
average.’

‘There's nothing spec-
tacular about Knockout. The

graphics are essentially sim-
ple, but everything is
elegantly planned and im-
plemented. Of all sports
simulations I've seen recent-
ly, | think this is the most ap-
pealing and a worthy addi-
tion to anyoneé's collection.'

COMMENTS

Control keys: all done with
prompts and keys6 &7, &Y
Colour: effactively plain and
10 the point

Graphics: simple, ball
rebounds are very good
Sound: good

Features: against computer
or up to 3 other players
General rating: an excellent
simulation, difficult to
define addictivity properly,
but good value generally.

Use of computer 70%
Graphics 52%
Playability 65%
Getting started 69%
Addictive qualities 50%
Value for money 68%
Overall 62%

APPLE JAM

Producer: DK Tronics
Memory required: 16K
Retail price: £5.95
Language: Machine code
Author; E. Hickman

DK Tronics have generally
tended in the past to write
good introductions as to the
objectives of their games,
but the recent releases have
sufferad with little or no ex-
planation. Hard Cheese. is a
case in point, where a_ggma
starts without aims being
made clear and where the
scenario is obviously too
con:ls};llicated to sort out easi-
| e-danger with this is
that players can run out of
patience before tapping the
game's potential.

Open wide those pearly gatesand
let tha jam pass in.

Apple Jam is another ex-
ample. In this case there are
noexplanationsat all. Itis, In
concept, a very simple game
and the broad intentions o
the author are immediately
clear, or rapidly sorted out,
but as at least one reviewer
found, points of the game
still baffle.

Basically, the screenhasa
lift at the Ieft, a sauna box at
the right, a jam dispenser in
the middle, overhead, and
above that, a conveyer belt
which produces apples. In a
lower portion is a rat tunnel.
The screen also shows the

me score and the hi-score,
three air_Ple pills and the
words BAIT! A little man
is made to run back and for-
th. He opens his mouth when
correctly positioned under
the dropping point of either
jam or apples. Each time he
gulps down another
mouthful, he grows a bit fat-
ter. To work off the excess
weight he must enter the

. sauna for a few seconds and

when he comes out he's all
slim and wonderful. If he
fails to go to the sauna each
mouthful after a certain
point, it loses him one of the
Eurple pills. When all three
ave gene he dies,

Below in the rat run, the

rats are running. Should the

man miss any apples or jam,
they fall through and the rats
eat the food. Once this has
happened they tend to come
‘L_|1p a floor and eat the man.

@ can escape by getting in-
to the lift, but that means
missing more food. Should
you do really well against
these miserable odds,
there's a giant hornet to
watch out for.

‘Anon-violent game for the
younger gamas-pla-r,er,
that's my impression
There's a fair use of colour
and the character block
raphics are smooth and fair
n quality. It's a nice touch
when an ambulance comes
up to collect the dead hero
after being rat-bitten, but'|
think they cheated by havtng
it back-up — it could have
driven forwards and turned
around.’
‘This game made me feel
quite dense — it looks sim-

ple, it is simple, but [ couldn’t |

out what was going on
at all. | never found out what
the RAT BAIT! was for, if
anything, and someone had
to tell me what the pills were
for. I had figured out what the
sauna did, and became
obsessed with my hero's
figure. Conaequenr& my opi-
nions are somewhat col-
oured. On the wholse, a rather
poor game.”

‘The odds have been
stacked up too high to make
this into an addictive game.
Once the rats emerge you
never have a chance to catch
more food, or sweat It off,
and it all becomes pointless.
Itis, anyway, very repetetive.’

COMMENTS
C}onttmi keys: 5 & 8 left &

right:

Joystick: Protek, AGF

K ard Iphqr: responsive
our: fair

Graphics: reasonable

Sound: poor

Skill levels: 1

Lives: endless, but three

pills

General rating: poor on

instructions, a:game for

\ﬁnunger players with a

mited addictivity.
Use of computer 65%
Graphics 59%
Playability 35%
Getting started 40%
Addictive qualities 40%
Value formoney  50%
Overall 47%

Bubble |
Trouble p

Producer: Arcade -
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: Bruce Rutherford

Like the majority of Arcade’s
othergames, Bubble Trouble
is built on a massive scale,
and consists of 50 screens,
In effect these are all
reascnahi¥ simple mazes
made up from all sorts of
symbels and having a ver-
tical or horizontal wrap
around ‘tunnel’. The story is
that you're a burglar and rouz
aim in life, not unnaturally, is
to steal anyth inqryou can lay
your hands on. This usually
consists on four valuables
per maze, and the more you
steal, the more the points
you receive, Life could be so
simple, but of course there s
a serious problem, and it
comes in the form of over-
friendly bubbles who want to
smother you with love.
Perhaps the author got the
idea from the recent re-
showings of Patrick
McGoohan's 60s TV series
The Prisoner, whera the un-
willing victims of ‘The
Village' were kept incontrol
by vast, whitfe balloons that
bounded after them. ;

There is no start and no
end to this game, since you
may select any of the fift
screens for a beginning.
Once you have collected the
four valuables in a screen,
bonus peints pop up to be
collected by moving over
them. The screen finishes
after an elapsed time limit
and moves you inexorable
onto whatever screen
follows. Your only weapon I8
a dispersal key, but it only
works once every 10 seconds

‘and isn’t terrible effective. |

CRITICISM |

‘Bubble Trouble is a ‘Pac
Man' variant but an im-
aginative mutation on the
theme. Nice graphics, | liked
the burglar, who's called
Basil, really a hat on legs. For
keyboard players, however,
the cursor keys for control
arenotag arrangement;
and | thought the keyistick
responses were a little poar.!

Rather like The Detective,
this game works on the prin-
ciple of wearing you down
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The 'Prisoner ' in the maze — Bubble Trouble.

over a space of time, since in
itself it isn’t all that difficult
to play. The graphics are at-
tractive and move smoothly,
but the game lacks
something to make it really
addictive. It does have three
skill levels (an extra bubble
per level) but each level also
moves slower. In the end |
don't think this is quite up to
tﬂlhe standard of The Detec-
.va‘l
‘Bubble Trouble is fun to
play, reasonably addictive
and very simple. it's single-
mindedness is what makes it
ood to play — no concen-
ration required! So it fits
quite nicely as a pleasant in-
terlude between other
games. Not great, but cer-
tainly a reasonable game.'

COMMENTS
Control keys: cursors with

zero to fir, not the best
arrangement

Joystick: AGF, Protek,
Kempston

Keyboard play: siightjy
hesitant :

Colour: good

Graphics: good

Sound: average

Skill levels: 3

Lives: 3

Screens: 50

General rating: above
average

Use of computer 58%
Graphics 85%
Playability 70%
Getting started 68%
Addictive qualities 57%
Value for money 60%
Overall 63%

Franco Frey takes a look at an
arty utilty.

Painthox

Producer: Print ’n’ Plotter

Memory required: 48K
Retail price: £9.95
Language: Machine code
Author: Joe Gillespie

If you've ever tried to draw a
high resolution picture with
the bare and BASIC facilities
of the Spectrum, you will pro-
bably want to investigate the
appropriate tools and util-
ities which exist for this pur-
pose. You have the choice of
a hardware-based system
using a tht pen or a digital
tracer with the required soft-
ware routine/utility, or you
can go for a less expensive
software solution such as a
graphics handling utility pro-
gram,

Faintbox fits into the se-
cond category and covers all
aspects of the Spectrum

‘| graphics. You may select
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between the cursor keys,
cursor-controlled joystick of
the Kempston joystick touse
as a ‘drawing-pen’. the pro-
gram is menu driven and
splits into two major . func-
tions — the UDG creation
and handling, and the high
resolution screen plotter.

UDG EDITOR

The UDG Editor is excelient;
it allows you to create four
times as many UDG's as
there are in the normal Spec-
trum BASIC hﬁs:uring' infour
banks of 21 UDG sets into
memory, which can then be
called selectively into the
normal UDG area of the
Spectrum.

The Editor allows you to
view the UDG banks and to
recall any of the four banks
for editing. Selecting DRAW-
ING BOARD will display the
UDG bank, the UDG in

magnified form, normally
and inverted, and in actual
size, and the deimal values
foreachline. You may cail up
a -normal Spectrum
character, an existing UDG
character or a blank for
editing purposes. Using the
cursor keys/joystick and fire
button, you can edit or com-
pletely redraw the UDG, and
when finished, allocate it in-
side the UDG bank. In doing
this, the inverse and rotate (4
x 907 and mirror  image
facilities are very helpful.

Having created all the
necessary UDG's you can
save them on tape together
with a machine code routine
for manipulating them from
BASIC, ready to be recalled
in your own programs.

PRECISION PLOTTER

The Precision Plotter is the
drawing toal for your high
resolution pictures, and pro-
vides drawing facilities us-
ing the cursor keysljoystick
with a constant display of
the position co-ordinates.
Two moving speeds may be
selected by use of the SHIFT
key. All the drawing of Spec-
trum BASIC may be used in-
cluding: Plot, Draw, Circle,
Ink, Over, Copy, Save & Load.
Selection of Paper Colour
has been omitted from
within the screen plotter
quite daliberately to avoid
the confusions which can
arise from the low resolution
colour map of the Spactrum
(i.e. use of only 2 colours —
ink & paper within the 8 x 8
character grid).

This user-protection may
be overcome by breaking to
the main menu and recalling
the screen plotter,
whereupon the new paper
colour may be selected and
the permanent memory
screen recalled.

Additionally, there are the
following useful facilities:
Fill enciosed areas, Erase
last operation, Radial Mode
— retains starting point of
the drawing line in the
original plot position, Are,
Cursor Choice — crosswire
or dot, Permanent Memory
— retains the current screen
in memory, Graphics —
recalls screen, Break —
stores screen in memory and
returns to main menu,

IN USE

The UDG Editor and Screen
Plotter may be combined by
selacting Screen Planner
from the Main Menu: all 84
UDG's may be drawn on

screen with the high resolu- -

tion screen as background.
The low resolution print co-
ordinates are displayed in
this mode, and Ink & Paper
colour may be changed. By
constantly switching bet-
ween Screen Planner and

Prescision Plotter you can
build up a picture within the
limits of your own imagina-
tion and the Spectrum’s
limited screen display.

The current UDG's may be
expanded by loading pre-
viously stored UDG banks,
thus increasing the amount
of UDG's on screen.
Throughout Precision Plot-
ter and Screen Planner you
may select to save your ef-
forts to tapes with a
SCREEN$ display file save
or with a normal memory file
save, which includes the
machine code routine for ins-
tant recall from BASIC {using
RANDOMIZE USR 59980).
The memory file, however,
must be protected from the
BASIC area by lowering
RAMTOP to 53559 (with a
CLEAR command). The data
to screen dump routine may
be amended so that multiple
screen files may be stored
and recalled.

The program proves to be
very foolproof in as much
that if the permanent
memory does get corrupted,
there is still the Erase
Memory as a backup facility,
soyou don'trisk losing hours
of work. Nevertheless, it
would be wise to save in-
termediate results to tape for
protection against brown or
blackouts!

A commendable effort by
Print ‘n’ Plotter — now if only

the package iIncluded a:

pinch of artistic talent, |
might be able to draw . ..

COMMENTS

Control keys: Menu driven,
self explanatory —
cursors/joystick for
positioning, SHIFT for slow
movement. Plot = Q,

Draw =W, Fill=F,

Erase = E, Circle=H, Rad
Mode = R, Line Mode = 3,
Arc=A, Ink=X, Over=N,
Permanent Memory = P,
Graphics = 9, Dot
Cursor=M, Crosswire
Cursor=K, i

Break = CAPSHIFT/SPACE,
Copy=COPY, Save=8§,.
Load = J

Sound: none

Features: 24 page booklet
and excellent Demo
Program

General rating: good.
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CRUISE
ATTACK

Producer: Mikrogen
Memory required; 48K
Language: Machine code
Author: C. Hinsley

Mikrogen make little secret
of the fact that this is
another ‘Missile Command'
copy, stating the fact in their
inlay to the game. In maost
respects it turns out to be a
very reasonable version.
There are the six cities, but
only two laser bases rather
that the more usual three,
each one firing independent-
ly. Apart from the incoming
missile trails, there are also
bll.uﬁ torpedoas to contend
with.

CRITICISM

‘Of the ones ['ve seen
recently, this game probably
has the best graphics for a
‘Missile Command® version
on the Spectrum. The
graphics are fairly close to
the original, in fact the
atomic clouds on impact are
an improvement. But control
of the targeting sight is
always a problem. The keys
are not well faid out {it's dif-
ficult to play this type of

ame with keys anyway). But
f you have a Mikrogen
joystick, then definitely buy
this version of the game.’

‘Realistic explosions and
hi-res graphics make Cruise
Attack look good, but the
movement of the cross hair
is fairly slow and spoils the
playability. And the right
gqu controls are badly plac-

‘This Is a very passable
version of ‘Missile Com-
mand' with very fine explo-
sion effects. The major dif-
ficulty is moving the cross
hair because of the control
keys, and your missiles
seem to take an age to do
their job. It seems a shame
that they haven't allowed for
more than one skill level, and
| missed the enemy
satellites, although they

would have been hard to get

without a joystick.’
COMMENTS

Control keys: poorly laid
out; Q/A up/down, LIP left
and right, Z fire left base,
S/8S fire right base
Joystick: Mikrogen

The atomic mushroom clouds are
an improvement on the original.

B

Piman in bar room scandal — Shock Herrorl

Keyboard play: apart from
the ergonomics,
reasonable. The inlay states
user-definable keys, but
there aren't any

Colour: above average
Graphics: good

Sound: average

Skill levels: 1

Lives: G cities

General rating: average,

Use of computer 48%
Graphics 70%
Playability 68%
Getting started 56%
Addictive qualities 70%
Value for money 60%
Overall 62%

Pi-Eyed
Producer: Automata
Memory required: 48K
Retail price: £6.00

Language: Machine code
Author: Andrew Stagg

In a further attempt to under-
mine the integrity, purity and
clean livingness of the noble
arcade tradition, Automata,
the well-known TV pundits
on computerology, have
released Pi-Eyed. This game
is destined to '&o straight to
the top of the Moral Majority
Chart of unfavoured pro-
grams! It stars none other
than the Piman, but a Piman
to whom success has had a
deteriorating effect. He's hit
the bottle and now staggers
bleary-eyed from pub to pub
in search of qului oblivion.
The scene ig the street,
and Piman is trnttingﬁafon@
If he gets hit by a car he loses
points. You can take him into
one of the many pubs lining
the street, but he can't leave
until he has drunk all the
pints on the bar. This in-
volves diving in between the
chatting regulars without
disturbing them (loses
points), slipping up on crisp

packets and things (loses
points) or slipping on slops
(more gone).

And of course there is also
the by now obligatory treat of
bonus hit single on the
reverse of the tape. Pi-Eyed,
described as a heart-rending
message, written by Lurch,
the office parrot.

CRITICISM

‘This is a sort of ‘Frogger’
both out on the street and in
the pubs, dodging the cars
and drinkers. It manages to
be fun, and the things people
say in some of the buildings
is often funny or insulting or
both. | found the Piman a bit
difficult to control when in-
side a pub, as he tends to jig-

gle when drunk. Also, at one-

bar there was a figure with a
dog in the way, and after all
afforts, the final pint remain-
ed unobtainable on the bar. |
would have to be honest and
say that this wasn't one of
my favourite games.

‘The graphics are ver
entertaining and colourful,
and the game amusing to
play for a short while, It cer-
tainly couldn’t be called ad-

dictive though. | would guess

it's the sort of game that ap-

peals to Pimaniacs as light

rellel between rrﬂn to win
(2]

6,000 or a trip to ywood.’
COMMENTS
Control keys: 6/7 up/down

Joystick: Kempston, AGF,

| Protek

Keyboard play: fairl
responsive, but difficult to
control

Colour: well used
Graphics: small, but neatly
drawn, although there Isn't
much actual animation
Sound: continuous and
average

Skill levels: how many pints
can you take?

Lives: never heard of them
General rating: may appeal
to Pimaniacs, playable but

not very addictive

Use of computer 56%
Graphics 57%
Playability 59%
Getting started 67 %
Addictive qualities 45%
Value for money 57%
Overall 57%

HUNCHBACK

Producer: Ocean
Memory required: 48K
Retail price: £5.90
Language: Machine code
Author: C.F. Urquhart

Hunchback seems to have
been guite a while a'coming,
s0 it's pleasing to be able to
report that it seems worth
the waiting. In some sense
it's a platform, hole-leaping
game that takes place on
one platform. The story, as
the title says, is set on a
reat castle and you are the
&T" known) hunchback,
asimodo. Your task Is to
rescue Esmereida from the
stronghold. To do this you
must jump, leap and dodge

your way across no less than
15 screens of sheer torture.
The screen shows a large
wall reaching half way up.
Quasimodo starts on the left
and he must reach the bell
rope on the right. At the base
of the screen is a graphic
representation of the 15 ram-
Earts to be tackled. The pro-
lems encountered include
fire balls which must be
leapt, plts to be swung
across on a rope, and others
which need several ropes,
castellations filled with
spearmen who raise and
lower thelr spears and must
be jumped, and then com-
binations of all these
slements, Additlonallr there
is & red knight climbing the
wall. If he reaches the top
before Quasimodo gets
across, he sticks his sword

into his bottom! If you get
73
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through to the final screen
you are rewarded by the
sight of Esmerelda stuck in
her tower, ready for rescue.

‘CRITICISM

‘The graphics are smooth,
well detailed and nicely
animated, ‘especially
Quasimodo, and the colours
are well used too. Quite what
the tune ‘If you go down to
the woods today. . .’ has got
to do with Quasimodo | don't
know, but it sounds good, |
found this game very
playable, although when you
jump across the pit on a
rope, timing has to be spot
on with no +1 or -1 varia-
tion. | think that could have
been made easier.’

‘At first playfng Hun-
chback is fun and gifficult,
but the screens are made up
of re-using the same
elements in different com-
binations and eventually it

els visually boring. It cer
alnly demands skills of tim-
ing and reaction, especially
when J’um’ping over spears
and dodging two arrows or
firebalis coming from op-
posite directions.’

‘Hunchback looks very
good, bright, cheerful and
with a loud tune. | think it
could have had a bit more
sound during the frame
though. It's also quite dif-
ficult to play well, but in the
end | think it palls as there
isn’t guite encugh variation
in the screens. This game
will probably appeal to

ounger players as an in-
ermediate stage between
very simpla games and the
more complicated ones that
are now appearing. But on
the whole quite good value
for money.'

COMMENTS

Control keys: good, Q/W left

right and%@kggg SHIFT

for]umg

Joystlck: Kempston, Protek,

AGF, Singlair ZX 2 '
rd play: responsive

but jump timing very hard
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Screens: 15
General rating: good value
and reasonably addictive.

Use of computer 72%
Graphics 68%
Playability 65%
Getting started 70%
Addictive qulities 59%
Value for money 62%
Overall 66%

Pat The
Postman

Producer: Mikrogen
Memory required: 48K
Retall price: £5.95
Language: Machine code

Pat has to collect parcels
from the houses and take
them to the post office.
When he has enough, he
must put them on the train.
Sounds easy?

There are twelve houses in
the town, but not every house
has a parce! for coliection.
Fortunately this game is In
no way a simulation of real
life, for if Pat attempts to col-
lect a parcel from a house
that hasn’t got one, the post

Spivies

office promptly, and inex-
giicably, bursts into flames.
at must then dash to the
fire station and get a fire
engine. If he's in time the
conflagration is put out and
work resumes as normal.
Dapendin? on the
selected skill ievel Pat must
collect either three or five
parcels before they go on the
train. To make matters
worse, there are two red cars
driving around the streets
like maniacs, and with a nas-
ty tendency of homing in on
Pat while he's on his rounds.

CRITICISM

‘It takes a few attempts to
work out what to do, since
there are no on-screen in-
structions or advice, and
nothing on the cassette in-
lay, not even the control
keys. These turn out to be the
cursors, always a poor ar-
rangement, but made worse
here by the poor respon-
siveness. Postman Pat is
quite a good game for
younger age groups, but will
probably appeal to all. It
soon becomes easy and this
reduces its addictiveness.’

The graphics are fair and
would be better If smoother
or siightly bigger, but it does
make for a lively screen. The
?ame is & good Idea, can be
unte play, and would be bet-
ter still it it were more
responsive. Sometimes you
press a key and nothing hap-

pens, ex ta carrunning in-
to you. For the younger
player mosty.’

‘This is a little confusing
at first, as there are no in-
structions as to the aim of
the game, but as you get the
hang of it, it turns out to be
fun to play. What spoils it are
the control keys and the pro-

ram's response ta them.
oderately addictive for
some, no doubt, but after a
while it began to lose in
terest for me. Perhaps more
objectives would have

T T T e T

helped, -and different skill
leveis with different pro-
blems to overcome, although
| must admit, | never reall
discovered what the blac
objects that popped up occa-
sionally on the roads were or
what they did.'

COMMENTS

Control keys: cursors
Joystick: AGF, Protek
Keyboard play: poor
responses

Colour: good

Graphics: above average
Sound: not much, but
strong when it does

Skill levels: 2

Lives: 3

Screens: 1

General rating: above
average

Use of computer 45%
Graphics 60%
Playability 68%
Getting started 32%
Addictive qualities 47%
Value formoney 60%
QOverall 52%

Dimension
Destructors

Producer: Artic

Memory required: 48K
Retail price: £5.95
Language: Machine code
Auther: J. Ritman

Suddenly from the outer
reaches of space, a dot ap-
?ears on the scanner of your
i

‘fighter craft. As you tear for-

ward, the dots grow until you
can clearly see them in 3D
form. Prepare for combat!
Your trembling finger
reaches for the firing button,
You pull across to avoid an
enemy fighter as it whistles
past you in its kamikaze at-
tack.

The inlay intro for this
game is quite prosaic in com-
parison with many, and
becomes justified when you
see the graphics. Dimension
Destructors is a sort of ‘Bat-
tle Zone’ game in space, and
employs three dimensional
graphics very reminiscent of

rtic's earlier 30 Combat
Zone. The object is quite sim-
ple, use the directional keys
to line u? the approaching
enemy fighters (hollow
pyramid and diamond
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shapes) in the central cross
hairs and then zap them with
our laser. This fires twin
olts of energy which con-
verge adistance ahead inthe
cross hairs.

The title card is very
bright,well drawn, and the
credit card and points/hi-
score table is very effectively
done in scrolling letters
which run off inio the
distance in perspective,
rather like the titles for Star
War movies,

CRITICISM

‘The graphics are fairly
simple but well animated in
3D and the enemy explode in-
io chunks battle zone style. |
found it quite exciting to play
and | think it's one of Artic's
best releases yet. The titles
and hi-score are very im-
pressive, if a little slow.’

‘At last, a good 3D shoot
em up — shame you move so
slowly! The various enemy
craft have different flight tac-
tics. If you're good enough
you will find out where the
enemy fighters come from.
The graphics are fair to good.
It's difficult to play and in the
end | found it a fittle bit bor-
Ing, probably due to ifs dif-
ficulty.’

'‘Perhaps the lack of a
landscape makes this game
less spectacular than Artic’s
3D Combat Zone, but it is
much faster to play and so
more fun. The graphics are
simple and somewhat col-
ourless as you might expect
with hotlow 3D, but they work
very effectively. The control
response is very good, one of
the easiest cockpit view
games to control I've ever
seen, Very playable, but
perhaps not massively ad-
dictive.

COMMENTS

Control keys: QWERTY up,
ASDFGH down, O = left,
P=right, bottom row fires
Joystick: Sinclair,
Kempstan, Fuller
Keyboard play: very
responsive and easy to
gontrol

Use of colour: simple

Graphics: effective 3D, good
title cards

Sound: reasonable and
continuous

Skill levels: gets harder |
Lives: 4 shields, 5 lives
General rating: above

average to good

Use of computer 73%
Graphics 69%
Playability 64 %
Getting started T0%
Addictive qualities 61%
Value for money 70%
Overall 68%

Triza

Producer: Amba
Software

Memory required: 16K or
48K

Retail price: unknown

Asit's name suggests; thisis
a compendium of three dif-
ferent arcade games on ong

s cassette. The games are
Snackman, Sub Track and
Treasure Hunt.

Snackman is, quite ob-
viously, a ‘Pac Man’ style
game, which features 16
selectable mazes with 10 dif-
ferent playing speeds. Sub
Track, provides you with the
opportunity to lay depth
charges from a surface ship,
to attack numerous sub-
marines at different depths,
while they fire back with
mines. In Treasure Hunt, a
reasonably complicated
maze is used in a very pure
way — that is, you must find
your way through it to collect
valuable items., When one
has been successfully pick-
ed up, another appears
somewhere else in the maze,
and all against the clock.

Side of the cassetie
loads all three games into a
48K Spectrum, and each may
be selected by pressing key
7. Each game comes com-

plete with on-screen Instruc-
tions. Side B of the tape will

Language: Machine code

Triad — Screen 1

Triad — Screen 3

load each game individually
into & 16K Spectrum.

CRITICISM

‘In Snackman, the
graphics are all quite small,

ut they move well and this
isn't a bad version. The
Depthcharge Game is also
reasonable and has quite
large graphics. | didn't think
so much of the Treasure
Hunt, despite its 29 mazes
and 144 game variations —
which must be a record! All
the games are reasonable,
but none are original and
none of them are brilliant.
The idea of putting several
games ontoonecasseiieisa
good one, especially when
they are all ‘old' games. |
won't rate its value for
money that highly because |
would prefer one good game
to three fair/average games.'

‘Anyone wanting a
reasonable '‘Pac Man™ and
the chance of two-other fair
arcade games, will find the
Triad cassetie to be fair
value. Overall, the graphics
are guite good, but there isn't
really anything here to thrill.”

COMMENTS

Control keys: indicated for
each game, but all well

placed

Joystick: none
Kemnrd play: responsive
Colour: reasonable
Sound: varied and
reasonable
Skill levels: depends on
game, but several

eneral rating: fair to

average.

Use of computer 60%

Graphics 57%

Playability 53%

Getting started 60%

Addictive qulities 43%

Value for money 54%

Overall 55%
et N

Rommels
Revenge

Producer: Crystal
Computing

Memory required: 48K
Retail price: £6.50
Language: Machine code
Author: M.S. Horsley

Both of Crystal’s pre-
Christmas arcade releases
werg copies of well known
originals from the arcades,
Invasion of the Body Snat-
chas we reviewed in the last
month's issue. Rommel's
Revenge is probably the best
Spectrum version yet of the
favourite '‘Battle Zone' game.
There’'s a natural com-
parison here with Artic's very
successful 3D Combat Zone,
and it's arguable as to which
is the better since in many
respects they are guite dif-
ferent.

The display is set on a flat
plain surrounded by moun-
tains and even an active
volcano. Numerous
buildings and other objects
like telegraph poles litter the
landscape. In the centre of
the screen is a gun sight, and
above it a radar screen with
sweep arm on which enemy
tanks are seen as dots. You,
of course, are in command of
a tank, and controls allow for
forward and reverse move-
ment with rotation left and
right. Allthe graphics areina
hollow 3D which allows all
sides of an object to be seen
at once. The object of the
game, quite simply, is to
destroy the enemy tanks and
stay alive. The more you
destroy the more they coms
after you.
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CRITICISM

‘This is the best version of
‘Battie Zone' with more ob-
jects like poles, radar towers
and spouting wvolcanoes.
Missiles seem to take about
the right time to reach a
target and the game,
Fenaraliy, is faster. Against
t s the sound, which is poar,
nonoises when an enemy ex-
plodes and only a weak plop
when you fire.'

‘It's a bit weak on colour,
the 3D graphics are very ef-
fective and smooth, but
everything is done in white
lines on blue, The tanks all
move a bit faster than the Ar-
tic version, as does the firing,
but there aren't as many up
aFa.-‘ns? you at one go
although it ’gets prograssive-
ly tougher. Rather thin sound

Strong but silent — the huge landseape of Rommel’s Revengs.

and | was disappointed with
the explosion visuals — the
enemy tanks just seem to
dr’s#:fear when hit." «

‘This is a great game and
very playable. The tanks
aren't as over-intelligent as
the ones In Artic's version.
They always managed to
twiteh out of the way of your
shots, but in Rommel's
Revenge they still mana?eto
be a match. Also the land-

scape is much more detailed
— it's fun at first just fo
wander round looking at the
various bulldings and struc-
tures.’

COMMENTS

Control keys: Z/X left/right,
N/M forward/backwards,
SPACE = fire. In addition
— 1/2 sound enfoff, V =
voleano errupting or not.

Both of these options speed
up the game if not in use.
Joystick: AGF, Protek,
Fuller, Kempston

Colour: poor

Graphics: good

Sound: very poor

Skill levels: 1

Lives: 4

Features: note special
loading program which
miqht make you think it

is? t loading properly when
it Is!

General rating: good

Use of computer 70%
Graphics 75%
Playability 8%
Getting started 50%
Addictive qualities 58%
Value for money 58%
Overall 65%

Mr. Wimpy

Producer: Ocean
Memory required: 48K
Retail price: £5.90
Language: Machine code
Author: Jon Woods

Considering how frequently
Spectrum software houses
crowd each other with ar-
cade coples, it seems sur-
prising that ‘Burger Time'
type games are not common.

laby must take the credit by
quite a long mark for their
Barmy Burgers, which ap-
peared earlier last year, and
is a very good implementa-
tion. Ocean have attempted
to go a stage further in Mr.
Wimpy (which actually uses
Wimpy's famous logo on the
cover) by releasing a version
which has two separate
parts.

The first screen, reminis-
cent of Ultimate’s Pssst, has
Mr. Wimpy attempting to
assemble the ingredients.
He must carry a tray from the
left of screen over to the right
where there are three items
to be collected one at a time,
a lump of cheese and two in-
distinguishable ingredients
but doubtless things that put
the ham in burger. The pro-
blems are three manholes
(lord knows why) which sail
up and down and kHl oild
Wimp off if he touches them,
and Waldo the burger thief
who steals a tray it he runs
into Mr. Wimpy. Waldo is fair-
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ly intelligent and tries to
home in,

If you manage to get all
three ingredients back
across to the left, then you
progress to the second
screen, which is the more
famitiar ‘Burger Time' for
mat. Here the layers of the
four burgers you must make
are kept on separate plat
forms, connected at inter-
vals by ladders. ments of
each layer are made to drop
one platform by walking Mr.
Wimpy over them. Kitchen
nasties chase around deal-
ing death and destruction,
although they can be killed
off by squashing them under

a falling layer of hamburger,
or by a squirt of pepper. It
gets rid of them for 30
seconds. You only have 3
squirts available unless you
pick up the bonus icecream
or coffee cup, which gives
you more chances to shoot.
When all four hamburgers
are fully assembled at the
battom of the screen, you are
promoted to the next level.

CRITICISM

‘This is & very celourful
game with smooth graphics
and good synthesised
sound. It starts off well with
an excellent title screen.
Waldo is an absolute
menace, pinching your tray,
and this part of the game can
be frustrating because the
thief is too intelligent. Good
tunes, a fairly easy game at
first, but it gets more difficult
at hEgher levels. | found it
tended to lose its addic-

A blur of action as four quarter-pounders with cheese encounter

Mr Wimpy.
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tiveness after 2 to 3 hours of
playing though.'
‘The graphics are ex-

good. [ liked the tunes bet-
ween games, although dur-

rather poor. The nasties in:
clude Sid Sos, OEyE g, Sam
Spoon and Pam Pickle, and a
rotten bunch they are, This is
a fun game to play. Very
good!’

‘The graphics are nicely
animated and very well
drawn, which makes Mr.
Wimpy fun to play. Added to
that, | think they've got the
levels of frustration about
ggh't to make it pretty addic-

ve,'

COMMENTS

Control keys: sensible — SiX
up/down, N/IM leftiright,

A = pepper

Joystick: Kempston, AGF,
Protek, Sinclair 2
Keyboard play: responsive
Colour: very good
Graphics: excellent
Sound: good tunes, poorer

in ﬂame

Skill levels: gets harder | ..
each game '
Lives: 5 :

General rating: very good,

Use of computer 76%
Graphics 82%
Playability 76%
Getting started 75%
Addictive qualities 76%
Value for money 78%
Overall 7%

cellent and use.of colourvery |

ing the game the sound is:
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THE EASIEST
WAY
OF
BUYING
SPECTRUM
SOFTWARE
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Telephone Ludlow (0584) 5610.

Please send me the following titles: Biock capitals please!

d include VAT. Cragh Micre
an make n rge for postage
ing, Customers in Europe

b ;
g: Outside Europe, please write first
so that we may advice on postage rates.

Subscriber No,
if applicable

Address

SPECIAL DISCOUNTS

Please make cheques or
postal orders payable to
‘CRASH MICR

Europe we can accept

5 chegues or
Girochegues.

1 OFF ANY ORDER WORTH
MORE THAN £20
50p OFF ANY ORDER WORTH
R ORE THAN £10

Sorry - only ONE voucher perorder!

CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SY8 IBR
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A NEW WORLD OF ADVENTURE

BLACK CRYSTAL

BLACK CRYSTAL
A THIRD CONTINENT SERIES
ADVENTURE

..;pe'ctrurn -mK
v ET. 5
.{}431 i-ﬁK YOK, ¢

£7.50
WHY PAY MOFIE FOR LESS OF AN
ADVENTURE?

THE ADVENTURES OF
5T. BERNARD

Available for 48K Spectrum £5.95

VOLCADIC DUNEGEAGRN 0 CoNTINERT series

L ADVENTURE

| FEor the 48K
@ £5.00

Spectrum or ZX-81 16K

|.|. at YOVe arée avai

i ooy
aiye INFOLary mo

THE CRYPT by Stephen Renton
ter THE CRYPT. 1
s dnd i yoe an

Available for the 48K Spectrum at
£4.95

-

(100% machine code arcade action)

Available for 48K Spectrum £5.95

THE DEVIL RIDES IN

(Fast moving, machine code, all
action, Arcade game)

3

Available lor 48K Spectrum £5.95

good compuier stores or airect frem

CARNELL SOFTWARE LTD.,

North Weylands Ind. Est.,
DEALERS: Contact us

Molesey Road, Hersham, Surrey KT12 3PL.

vour nearest wholesaler




FROM CARNELL SOFTWARE

“THE WRATH OF MAGRA”’
A THIRD CONTINENT
SERIES ADVENTURE

Blac
ea nce -}JI = | -.I,. y e
ries oF Lord: Fendal
2. Moy, we invite
@ histary of the Fourh Age of the
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ombining

and

CARNELL SOFTWARE




SPEECHLESS??

Micro Speech
lets

ZX Spectrum
talk!!

M| JUST PLUG IN AND USE

Micro Speech is easy to use —

simply plug into your Spectrum

and TV and enjoy a new dimension;

instant voicing of all the keys

infinite vocabulary at your command
intonation to add character to

... exciting new range of
sound and speech games ....... !

M 1T's AS EASY AS THIS!

LET S8= “melrr))EE)} krismus”
will say “MERRY CHRISTMAS"™

M QUALITY SOUND NEW SOUND GAMES USING MICRO SPEECH INCLUDE:

Micre Speech talks through your L Attic Attack : Lunar Jetman (Uitimate)
TV's loudspeaker, ensuring top . e
quality sound ] Colour Clash : Shark Attack : 3D Monster Chase (Romik)

|| Fire Birds : Lunar Rescue (Lyversoft)

M WHAT CAN'T IT DO! iM Voice Chess (Artic) U Mined Out (Quicksilva)

Unlimited vocabulary means that e 4 _ -
Micro Snedch. can sey anything M Mysterious Adventures Part 1 - 4 (Digital Fantasia)

it can even be made to yodel! H- The Birds and the Bees (Bug Byte)

ere 15 nothing it cannot say! " .
There is nothing it cannot say M| Blastermind (Martech Games)

Adding a new dimension with
st e CIURIRIAH] [US

Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NEE 1AJ

or talephone: NEWCASTLE |0632) 8245683 ONLY £ 29 95 EACH
Please zend me MICRO SPEECH units. ®

Mame (Prir

INCLUDING
M2 [l FREE SOUND GAME

P ORtEOOR.......oceee i e
I enclose Cheque/Postal Order payable 10 “Micro Speech Offe

or debit my Barclaycard/Access account No.
| understand tha have my money back within 10 days of pur it 1 am not delighted

12 months parts and labour guar 2 l p DEMO CASSETTE

¥ COMPREHENSIVE MANUAL
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UM DOMINOES

STOP PRESS: NEW SPECT

16K/48K £4.98

N,

ZUCKMAN *ﬂZX Spectrum le,
_ ZX81 (16K) NeY  FROGGY 16K or 48K

S i srecTman vEsmon o Arcane s
*FOUR INDEPENDENT 3elena

GHOSTS Tolos s o Gosis
* HIGH-SCORE ‘HALL o o o

OF FAME' T e
« AUTHENTIC ARCADE R e
* TITLE/DISPLAY .

MODE D e bRl e

ONLY £4.95 INC. P&P | [omyesssmc pee

FROGGY
ZX81 (16K)
* MOVING CARS,
LOGS, TURTLES
*ALLIGATORS, .
DIVING TURTLES
*FOUR 'SCREENS’ OF
ACTION
*ALL ARCADE
FEATURES
*ENTIRELY MACHINE
CODE

ONLY £4.95 INC. P&P |

iy ESE. 1EEILES 3T i o r
I

DEPTCM2, 9 TWEED CLOSE, SWINDON,
WILTS SN2 3PU Tel: (0793) 724317
Trade enquiries welcome Export Orders: Please add £1.00 per tape airmail

Dealer enquiries: Tiger Distribution, 4 Victoria Road, Widnes, Cheshire.
051-420 8888,

D
I

— — — ORDER FORM —— — —
PRI IBL o coar i smnaran s oosaibossnsg oknsbes smpsmmaite s et

Please send me ihe following

I'enclose cheque/P.O. No .................
SEND TO: DL Softwars, Dapt CM2,
don, Wilts SN2 3P,

- ——



(CD HEWSON CONSULTANTS

3D SPACE WARS

Fast and furious action. Joystick or Key

broard control, Locate the Seiddab on your

galaxy scanner. Scour the star studded
es3 for your first sight of the anemy.

ck their course and resct rapidiy. as

try to break away. Let them grow in

your sights and punch the fire button s

they come into range.

16K or 4BK Spectrum.

o
Eﬁ-aﬁ

\

&) 30 SHODAB

This gam= incorporates moving 30 graphics
of city bulldings and allen craft. It gets
prograssively  harder with two types of
landseape. 3 fives, high seore, player one
o and player two score.
You are pairoliing the city su !
if the latest Knat Tank with f 4 ¥ : | We are on the lookout for high guatity
; . simulations for all the popular hame
; ] . compaters. Top royalties paid. Send in
tale blips of the Seiddab & they appear on g i your samples todsy for fast evaluation
] er, They break formation and 4 1 :
w5 the city. Sude
catch sight of an slien craft i
over the buildings to your right. He fires
a plasma © o &t your tank.
attempt to dodge but the missile finds its
mark, shaking your tank and leaving a
haote in the armour. |
ou wunleash a missile and guide it y
iely 1o the target. The Seiddsb 1 3 mmmmndﬂ::vmm‘:g':ht:
explodes and crashes from sight, ¥ T HEWSON coﬂs‘u'_'rﬂ"“ LTD.. &OA
hurch over the controls once more, o ST. MARY'S STREET WALLTNG:;:GRI)I
because this is only the beginning , . . ; H OXON. OX10 DEL. 3 :
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GAMES THAT FIGHT BACK?

LAST SUHSET
FOR LATTICA

FOR DIAMONDS, YOU HAVE TAKEN
ON THE MAFIA SINGLE HANDED
AND SAVED A PLANET FROM
EXTINCTION.

NOW IN OUR LATEST GAME
YOU ARE A BURGLAR IN SEARCH
OF LOOT — IN HOT PURSUIT ARE
THE MOST FEARFUL SECURITY
FORCE EVER ASSEMBLED!

EVEN IF YOU SURVIVE ALL THIS —
BEYOND, LIES THE TERROR OF
THE ZONE!!

All these games are available for ZX
m 48K for the incredible price
of only £5.50 each including P&P VAT
etc. Just complete the mail order form
for prompt dispatch by retum of post.

Arcade are committed to original game
concepts so look out for new fitles in the
Arcade range. TRADE ENQUIRIES
WELCOME. Phone Orpington 35639
10 a.m. — B p.m. or write to Arcade
Software Ltd, Technology House, 32
Chislehurst Road, Orpington, Kent
BR6 0DG.

You CAN ALWAYS DHDEH ON THE TELEPHONE

WITH 'I"CIUR CREDIT CARD. TRADE ENQUIRIES WELCOME.
*| enclose a cheque/postal order payable to ARCADE SOFTWARE LTD. for

*Please charge to my Access/Barciaycard account no,

"Please dalste/complete as applicabla

Mame: MriMrs/Miss.
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Below us the Shadow
ahove us the Stars

The Profes-
sional Pro-
grammer

Enter the professional
programmer. Steve Turner and
his assistant, Andrew Braybrook
have recently entered the field of
writing software for home
computers on a full time basis.
Their first program, 3D Space
Wars has reached new heights of
realism in its graphic design and
ingenious construction. Andrew
Hewson writes after his recent
meeting with Steve and Andrew.

Steve lives in Essex with his wife-and little
son, Mark (with another child expected
soon), He was thirty this year, a fact that
made Steve think carefully about his
future and decide to take a radical and
some would say risky step.

Steve began to learn programming
when he was about 15 years old. His
career in computers really started when
he attended one of the early TOPS (Train-
ing Opportunities Scheme) courses six
years ago. After this he entered the Civil
Service as a Clerical Assistant. He quickly
became a programmer despite not having
the necessary two years experiance. He
became dissatisfied with his work
however and left the Civil Service to join
one of the world's largest insurance
brokers.

He worked for four or five years making
financial developments on ICL and IBM
malnframe computers. At first he enjoyed
the atmosphere in a Dig insurance com-
pany. who insure, through Lloyds,
evarything up to Concorde and the Space
Shuttle. He became a specialist, conver-
ting systems from other machines to 1BM,
gtc. He was appointed a team leader,
working on his own systems.

Steve has always been interestad in
home computers, and owned a ZX80 for
some years. He bacame more interested
in the hardware — how the chips and cir-
cuits work and so learned about
assemblers to help him understand more
about it, He also tried writing games on
the ZXB0 but soon decided that that was a
dead loss.

When the ZX81 was introduced into the
market, Steve decided not to buy.
However, when tha spectrum came out, he
must have been one of the first people to
buy the new model and despite working
f,ulTlErne still, he laboured in earnest to get
the most out of this new machine. He
dreamed up some good ideas for games
and soon found that to achieve the effects

he wanted, he needed new technigues.
The games on the market at that time
were, in his opinion, rather amateurish in
many cases. For months, he worked into
the small hours of the night perfecting
new techniques and eventually produced
a game, uniike any that had been writlen
at that time. He submitted it to four sofl-
ware houses and three wanted to market it
for him.

Al this point, Steve was beginning 1o
feel disillusioned with workln? for so-
meane else. He decided thal atter span-
ding over half his life enjoying working on
his home computers In his own time, he
was ready to become self employed and
use his talents for his own benefit. When
Hewson Consultants offered him a con-
tract, he decided to start working full time
on writing software for heme computers.

Steve Turner

The game he'wrote, 3D Space Wars took
about five months to develop. Most of the
time was spent in detailed graphic design
and of course in developing the new
technigues needed for this powerful
game. Since then, Steve has developed 3D
Seiddab Attack. This took three months to
produce, most of which was spent design-
ing it. Using many of the techniques learn-
ed with 30 Space Wars the actual writing
took less time than its predecessor.

Mow Steve Is concentrating on another
new game, called Lunar Atfack. So far it
has taken three months development and
involves a lot more than either of the two
previous games, because Steve is using
the full potential of the 48K Sepctrum for
the first time. Previously, the graphics had
been compromised so that the games
would run on a 16K Spectrum:

Steve has other ideas which at this
stage he is not prepared to divulge. The
market for home computer software,
Steve feels, is going to change, and he
would like to see the whole standard of
software improve. He would like to see
more arcade quality programs, profes-
sionally produced and less amateur —
basic programming which makes up 5o
many at prasent. The public has often in
the past been disappointed by the pro-
grams which have not matched in perfor-
mance the pretty pictures en the boxes.

In the future, Steve thinks that people
will expect more and more from programs.
He expects more powerful programs with
more depth — more like novels than sket-
ches. He sees the welding of the graphical
and word type adventure game, so that
players can continue for hours with the
same program. Al present adventures
games rarely have any graphics —
perhaps just stills. Steve sees no reason
why far better graphics cannot be incor-
porated. In the long term future, Steve
predicts a major revolution in the enter-
fainment industry. This would involve in-
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teractive entertainment; Instead of wat-
ching a film, you'll be able to take part in
the filmand help set the coursa of it. The
film and TV industries will have o work
with the computer industry. Already in the
US they are starting to use later disc
technology for the stora?e of plctures.
This forms a background to the storyline
which Is handled by a computer.

As a force on the market, Steve soon
realised that his impact would be greater
if he could employ others of his own
calibre. He also would find it beneficial to
be able to bounce ideas off someone with
the same technical sxpertise. So he in
vited 23 year old Andrew Braybrook to
wiork with him.

Andrew worked at Marconi in
Chelmsford, where he was a trainee pro-

rammer in the computer centre. Using

M3, CICS and Cebol, but few
assemblers, he worked with a suite of
IBMs. After four years he had become a
trainee analyst and programmer. He had
always written comguler games in his
spare time, using Cobol to throw up
gamas rather than text on the firm's com-
puters.

After two years at this job, his Dad
bought Andrew a ZX81, and he began to
dabblg in Basic. Andrew bought himself a
Dragon 32 which he found preferable with
its better keyboard and colours to play
with. He saw Steve Turner's work and
became interested in it. He began ta try to
collate his ideas on the Dragon to see

Aadrew Brayhrook (left) and Steve Tomar

what could be achieved.

Three months ago Steve offered An-
drew the chance to join up with him in his
business and Andrew took it up without a
second thoaght. Now his computing skills
are more obvious and appreciated than
when he worked In a big company, which
glves Andrew a lot of satisfaction.

Steve and Andrew find that in the first
stages of designing a game, they work
mostly individually, with a strong com-
petitive spirit to produce the best idea. In
the fipal ataﬁas of game design they work
together with plenty of discussion s thay
fine-tune their games. Steve works for the
mast part on the Spectrum, whilst Andrew
works on the Dragon, They are each ex-

perts on their own prefered machines, yat
don't really know each others machine.
On the whale, Steve does most of the
graphical design work and Andrew works
more on the programming techniques. An-
drew feels that the market for Dragon soft:
ware is very undeveloped with plenty of
room for his exciting programs.

Design is problematic. It is not easz to
dream up a good idea. Steve doesn't think
it Is the sort of thing you can teach
anyone. He doesn't think there are any
rules. He wonders if in the long run it
needs a different sort of person 10 come
up with the ideas. He gets some of his
ideas from the pub.on a Sunday!

Steve is quite happy to leave the distribu-
tion and marketing to the experts at
Hewson’s, so that he can concentrate on
the artistic part of producing the games.
He feels that the talent needed to come up
with these brilllant games is perhaps not
the same as that needed by a skilled artist,
but that &}emaps the home computer
game is a difficult medium to use with just
as many chalienges as paint and canvas:
Ultimately we like to see something nice
on the screen. He wonders if one day his
work will be displayed as 20th century an
In art galleries? | wonder what games will
emerge when Steve enters his abstract
period??

Head for
the Star
zone

At the Sth. ZX Microfair in December, Star-
zone's game Zaxxan caused quite a stir
when it appeared on the Crash Micro
Games Action stand. The game on which
it isbasedis, of course, thefamous arcade
3D scramble game Zaxxon. Since it show-
edup In British arcades (and rarely at that)
Zaxxon has become a bit of a cult, Natural-
ly Spectrum owners were eagerly awaiting
the inevitable appearance of a version for
thelr machine. Months went by — nothing,
Was everyone erghtene-d of doing what
would be a very difficult program on the
Spectrum? It seemed so. But then a brand
new name, Starzone, appeared with a
small black and white ad for their Zaxxan.

Starzone is not a big, financially well-
heeled company at all, in fact they are four
young men with an average age of only
17.5, and Starzone, which has operated at
a profit and continues to do so, was
started with hardly any money at all. David
Cowell (the oldest at 19) disarmingly told
us that the basic idea had been to raise in-
surance money for cars, which could be
done cheaper through a company! David
refers to himself as Starzone's Co-
ordinator. Tim Lake (18) is the Advertising
and Promotions manager, which leaves
brothers Tim Mardon and Nial Mardon.
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The Starzane team — top: brothers Tim and Nial Mardon,

bottom: Tim Lake and David Cowell.

Tim, also 18, describes his function as a
sort of accountant, whilst the youngest of
the group, Nial (15) s the senior program-
mer, It was Nial who wrote Zaxxan.

The three older members are between
school and university and intend continu-
ing with their education despite the com-
pany, while Nial s still af Abingdon
school. As they talked, it became ap-
parent that the common link is Abingdon
School (near Oxford), where the other
three were also in attendance. One of their
other games, Dalek Dan, has been written
by another pupil at Abingdon, Malcolm
Salmon2. David added, rather
apologetically, that the third game, River
Ralder, just happens to be by ancther Ab-
ingdonite. We began 16 suspect that Ab-
ingdan is trying to rival Liverpool as
Silicon Chip Hill!

All four members of Starzone have com-
puter programming experience but Nial is
the most experienced in ZBO machine
code. He used to owna TRS B0 and had
developed a "Scrambla’ lype game for it,
but ‘when the Spectrum came oul he
bought one and the first program dene for
It was Zaxxan. As the TRS 80 and Spec-
trum both work on the ZBQ. processor,
there was little problem for Nial In adap-
ting to the needs of the Spectrum.

axxan was in fact ready quite some
time back, but the boys' ‘A’ levels held up
oparations, so that the game was only
ready to market in September. Test ads
proved there was a market for It, and now
they have commissioned full colour arl-

work for the inlay cards.

Meanwhile Nial is working flat out on a
new game with the working title of Super-
charger. it's a 'Pole Position’ type game.
At the ZX Microfalr they had a good
chance to look at all the various com-
petitors in the field and decided that no
one has yet come up with tha definitive
Spectrum version. Nial is 'sub-
contracting’ the title screan and sound ef-
fects, which are Intended to be spec-
tacular, and he Is aiming for a highly
playable gamie incorperating features like
humpback bridges, tunnels with only
headlamps seen, a suspension bridge,
hills, bends, an ambulance to waich out
for, and the best 3D perspective view yet
seen. There will be a hi and lo gear change
with ice on the road as-an extra hazard to
the other cars. He's also looking into the
possibility of rain (gjvaawag mackin-
toshes with every cassette perhaps?)

Meanwhile the Starzone team — a very
calm bunch too — sit {metaphoerically) and
wait for the reaction to Zaxxan. They got a
mixed reception at the ZX Microfair with
paople either loving it or complaining it
wasn’t enough like the original. ‘People
ara very unrealistic in their expectations
of the Spectrum,' said David Coweil
philosophically. But their Zaxxan remains
the only version, and it's a very good one.
Let's hope University doesn't entirely
swamp their programming energies. We
mustn't be complacent, we need new
writing talent all the time.
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Inassociationwith IMAGINE,
we are giving away a free,
full size colour poster which
shows the ‘Arcadia’ landing.
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designed by Imagine’s art
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Scuba Dive

Producer: Durell

Memory required: 48K
Retail price; £5.50
Language: Machine code
Author: Mike Richardson

With their latest release,

I, who brought you Har-
rier Attack and our Establish-
ed Game of the Month in the
last issue, Jungle Trouble,
claim for it that it sets a new
standard for animated
graphics for the Spectrum
computer. A rather high-
handed ciaim, but one that
seems amply justified by
seeing Scu.ga Dive. If you're
one of those people who
squirm with primordial hor-
ror at the sight of Great
White sharks, then stay well
clear of this game! The state
of animated graphics in this
highly original game is every
_bit as good as anything you
will see in the arcades, and
the jaws agape sharks look
pretty real.

A plathora of fishy animation in Scuba Dive.

heruns into it he gets knock-
edout fora few seconds, and
killed if it happens Im-

mediately again. The pearls
can be collected only from
open oysters. To the right of
the display area is a status
section which records how
much axygen s used up. It's
replenished by surfacing and
finding the boat, which
wanders off on its own. Only
by touching the ladder at the
rear of the boat are you safe-
ly aboard and ready to dive
again.

Also on the sea bed, are
hollows, actually openings
to undersea caves. These are
protected by an octopus,
whose waving tentacies
allow a precarious access,
Should you get through, the
bottomof the cave is covered
with- giant clams, whose
pearls are more valuable, but
the clams have a nasty habit
of snapping shut on you!
This cave in turn also has
hollow accesses to deeper
caves protected by an oc-
topus each. The deepest
caves contain treasure
chests and also spare ox-

The basic object of Scuba
Dive is to leap off your boat,
dive down and collect pearis
from oysters on the sea bed.
If you think it sounds aasy
forget it! This is no game for
beginners of the arcade art.
For a start off, thesea is alive
with fish of all shapes and
sizes, from giant sharks and
squids right down to tiny fish
swimming in shoals, and if
you've ever fallen for Jac
ques Cousteau's line that
they are really very cuddly,
)I(_ou can forget that tog!

hese guys are all killers.

When you press the ap-
propriate key, one of your
three divers [eaps out of the
boat and can then be guided
down to the rocky saagbed. If
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ygen botties to keep you go-
ing. And that's it. You score
points for pearls brought to
the boat but if you get knock-
ed out or eaten, you lose the
pearls ¥ou may have col-
lected. The four skill levels
affect your scores, numbers
of sea creatures, oxygen
supply and the speed at
which the octopusses move
as well as other details.

CRITICISM

‘This is an original game
with excellent colour and
graphigcs, although it's a
shame about the aimost non-
existent sound. The fishy
graphics are fantastic (one
tends to get into trouble

while admiring the various
forms’ of marine lifey! The
game isn't very addictive,
and | would have thought
there could have been more
todo like harFoonIn.g sharks,
but anyway, | liked it!"

‘The detajl of the i’raphrcs
Is quite staggering. Not only
are they large, but they're
also realistically very small.
The sharks have a lot of
frames to make the move-
ment work, including a ve
good turning action. The

ame is full of nasty touches
ike the giant jelly fish which
float on the surface and hide
behind the boat walting to
catch a diveras he jumps off.
The diver's movement, too, is
Just wonderfui, both in diving
off and in swimming. A bit of
continous sound, the effect
of breathing bubbles
perfraps, would have been a
help, but to be honest. this
gama doesn't need much

eip. Like Jungle Trouble /
found it to be immensely ad-
dictive — |t should probably
be banned as a health risk
before it has time to take off!
Great!’

‘Despite the simplicity of
the controls (user-defined
keys too) this is not an easy
game to play, and on the
higher skill levels it's
downright maddening. This
really shows what a bit of
dedication can do in turning

Spectrum graphics into
something to be proud of.
The game is also about as
addictive as any around I've
played recentiy.’

COMMENTS

Control keys: rotate
clockwise/anticlockwise,
accelerate and break, As
preprogammed very
sensible, but may be used-
defined to cope with almost
any joystick

Joystick: with user-defined
keys you can set up for
most joysticks

Keyboard play: once you get
the hang, very responsive
Colour: excellent

Grapl;lcs: words fail

: poor
Skill levels; 4
Lives: 3 divers
Features: a neat feature
enables you to save just the
hi-scores and then load
them in to continue
General rating: highly ;
recommended and excellent
value for money

Use of computer 89%
Graphics 98%
Playability 80%
Getting started 89%
Addictive qualities 90%
Value for money 98%
Overall 92%

%ﬁ_

Battle 1917

Producer: C.C.S,
Memory required: 48K
Retail price:; £6.00
Language: Basic
Author: Mark Lucas

The author, Mark Lucas, won
the Cambridge Award for
writing this program. The
competition is run by C.C.S.
in conjuinctiuvon with the
magazine Sinclair User, and
the Award plus £1000 goesto
the winner, and of courss the
winner receives the satisfac.
tion of seeing the program
marketed. Battle 191715 like-
Iy to prove popular with
wargamers and perhaps with
chess players too, as there is
a resemblance in part.

The board, or war zone, is
laid out with the opposing
forces at the top and bottom
of the screen. Each side has
a King in the centre, pro-
tected by artillery and flank-

ed by tanks, cavalry and In-
fantry, Each unit, except the
King, is subdivided into four
characters. The characters
move as a qup, but can
easily Egat split up by the ter-
rain. Each unit also has a
fighting strength and a
movement allowance.

The battiefield, 21 by 32
squares Iar?ce, is dotted with
obstacles like rivers, torests,
barbed wire and minefields.
Tanks aren't bothered by
wire or trees, but cannot go
through water. The rest can't

0 across any obstacle,

inefields have a percen-
tage chance of expleding
when contacted. In addition
fo moving around, the ar-
tillery can fire in any of the 8
compass points desired,
although extreme short
range runs a risk of self
destruction since shots may
not land on the exact square
they are supposed to,

A prompt at the bottom of
the screen tells each player
which piece is to move next
and reminds him or her how
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Chess mests wargame in award-winning Battle 1917.

many squares it can travel
and asks for the direction
wanted. When one player
has moved all his pieces, itis
the second player's turn.
When units of opposing
forces meet, battle ensues
and is won or lost by adding a
random figure for each, from
one to five, to the unit's of-
ficial fi?hting strength. The
higher figure wins. The aim
of the game is to kill off the
oponent's king.

Directions are inputted us-
ing the numeric keys 1108, 1
bei North and 8 being
North-West. There is an on-
screen compass promptasa
quick visual aid.

CRITICISM

‘If chess appeals to you,
ou might like this, although
t hasn't got the same sort of

tactical clarity as chess. |
thought the graphics were
rather average and the
moves and goings on rather
slow. At least it does allow
two people to compete
against each other — really
the computer is only used as
a playing board and score
keeper. It might have been a
good idea to have a single
player versus the computer
option — atter all you have to
have an oponent also ad-
dicted to play properly and
that's not always so easy.'

It does take ty.rite a long
time to play — but then, so
does chess. Whether it's as
good as chess, I'm not so
sure. It has more variety than
chess but also a strong ele-
ment of luck as to who winsa
battle. This does rather
destroy the tactical value
somewhat. It certainly isn't
what you weould call an ad-
dictive game, and | think you
would have to play for some
time in two before deciding
whether it had real lasting
value as a game.

‘Definitely a game for the
strategy, wargamer freaks.
I'm sure it has lots of scope
for them. It left me cold as |
never quite know how to take
this sort of game. The

graphics are pretty good,

although only character
squares which vanish in one
spot to reappear in another,
nothing is really animated. it
does have very amusing in-
structions in the 2-part load

which involve some
graphical shenanigans.’
COMMENTS

Control keys: 1-8

Colour: qu?t?a good
Graphics: fairly small but
recognisable

Sound: very little

General rating: good of its
kind, but a specialised taste
Use of computer 75%
Graphics 54%
Playability 58%
Getting started 65%
Addictive qualities 55%
Value formoney 68%
Overall 63%

OMEGA RUN

Producer: C.R.L:

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: ;Richard
Brisbourne

We're at war again and
fanatical elements have seiz-
ed control of a heavily
defended complex contain-
ing the ultimate nuclear
deterrent, a Doomsday
device constructed to cause
womdwide devastation. The
timer on this bomb has
already started and is set to
explode in twenty-five
minutes. You must pilot your
fighter bomber to the
building and destroy it.
Omega Run hovers bet-
ween being a flight simula-
tion and a straightforward
game, but in the end, due to
the fantasy nature of the

<>48K SPECTRUM <>
1984

THE GAME OF
ECONOMIC SURVIVAL

THE BRITISH ECONOMY WITH YDU
AT THE CONTROLS! WHAT SORT
OF CHANCELLOR WOULD YOU
MAKE WITH SEVERAL BILLION
POUNDS TO SPEND & FIVE
YEARS TO THE NEXT GENERAL
ELECTION? GRAPHIC DISPLAYS,
HISTOGRAMS & AN ANNUAL
PERFORMANCE RATING ARE ALL
INGLUDED TO SHOW HOW YOU
ARE DOING. HDW MANY YEARS
WILL YOU LAST?

FREE INSIDE: Pocket Guide 1o
Running Britain !
KOD3

1984

A GAME OF
MENT MAN

£5.50

MOUNTAINS
OF KET

ADVENTURE

A MONSTER OF AN ADVENTURE
PROGRAM! COMBAT, INTER-
ACTIVE BEINGS, MONETARY
SYSTEM. MAGIC, EDGAR, SAVEI
LOAD FACILITY PLUS MANY
OTHER FEATURES.

As well as being a fast ingenious
compefing adventure in tself-the
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part series that budds imoa
mammoth adventurers chalienge.
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if you achieve 100%!11
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ONE OF THE MOST ORIGINAL
AND COMPELLING ARCADE
GAMES EVER PRODUCED!
STARRING ZIPPY!!
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addictive games | have gver played
on tho 48K SPECTRUM, It is
certainly the most orginal”
Computer & Video Games

NOW AVAILABLE FROM WH SMITH
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48K SPECTAUM CHALLENGE

FROM INCENTIVE SOFTWARE LTD
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l'enclose cheque/P.Q. for £ or debit my Access Account No
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INCENTIVE SOFTWARE LTD., 54 London Street,
Reading RG14SQ. Tel: Reading (0734) 591678




scenario and the fact that
the instrumentation is not
based on anything actual,
we decided to slot this under
a game heading,

The screen displays a
wide cockpit view with in-
struments below. The
enemy's defences are pro-
digious and consist of laser
fields, which shoot beams
up into the sky, and which
must be avoided by dodging
around them; fighter aircraft,
which may be dodged but
should be shot down other-
wise they just keep on your
tail; anti-aircraft fire which
homes in on you if you fly
above 350 feet; and ground-
to-air missiles, which are
more frequent lower down.
Another problem is that your
aircraft carries insufficient
fuel for the run, so you must
rendez-vous with a tanker for
in-tlight refuelling.

Your instrumentation pro-
vides a clock with minutes
and seconds left before the
Doomsday bomb explodes, a
compass with your heading
indicated, an altitude meter,
a tanker/target locator,
which is kept centred for an
accurate heading, a miles-to-
tanker/target indicator, and
three bar codes for fuel level,
ammunition level and
damages status. There is
also a rear view screen warn-
ing of enemy fighters with
message display.

CRITICISM

‘Omega Run' has an ex-
cellent: on-screen introduc-
tion, which not only
describes the object of the
game fully, but
demonstrates the In-
struments, how they work,
and what the cockpit view
looks: like when you are fly-
ing in various aspects. All
the instruction screens
dissolve one from another
like in afilm, and when it's all
through you can then alter
the conditions, like distance
to target, numbers of enemy

|| fighters and laser fields, and

target run up.
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Lining up a shot on an enemy
fighter.

It keeps you on your toes
okay, fighters, lasers, ack-
ack, missiles, all coming
thick and faster as you near
the target, which is a red
block, The instruments
simplify your task and are
very well designed. | liked the
view, a dark biue, flecked
with white, as though you
were flying over the sea at
night. The sky seems fo light
up when the AA guns are fir-
ing at you. Perhaps it's ask-
ing too much, but it would
have been nice to see enemy
aircralt firing back at you! As
itis, the screen flashes when
they are. | found it highly ad-
dictive to play with plenty of
scope for improving skill.
What would be good in one
of these flight games, Is If
they used a perspective grid
to indicate the ground in
lfeu of any realistic land-
scape, that would really in-
crease the feeling of speed.’

COMMENTS

Control keys: cursors and
zero to fire

Joystick: Kermpston, AGF,
Protek

Keyboard play: very
responsive

Colour: very good
Graphics: very good, with
effective 3D

Sound: good effects

Skill levels: 5 selectable,

with additional
customisation

Lives: percentage of
damage allowed
General rating: playabie,
addictive and

recommended.

Use of computer 78%
Graphics 90%
Playability 83%
Getting started 96%
Addictive qualities 82%
Value for money 90%
Overall 87%

MAGIC
MEANIES

Producer: C.D.S,

Memory required: 16K
Retail price: £5.95
Language: Machine code

This game is a good copy of
an old arcade favourite, on
the whole a not much copied
game as yet. Blaby did a ver-
sion, called Gold Digger, and
in most respects this is very
similar, although it boasts a
rather splendid continuous
music sound track.

The object of the game is
to control your little wizard
Meltec through underground
caverns which he himself
creates as he goes. Dotted
about are lumps of lead,
resembling blue diamonds,
which are to be collected for
points. There are also red ap-
ples (underground?) which
can be pushed along an ex-
isting tunnel and made to
squash the meanies by drop-
ping them down a shaft, or
one can be used to block a
tunnel by undermining it.
Meanies can also be killed by
firing one of your five crystal
balls at them. Killing
meanies adds to your points.
There's aiso a cherry on each
screen which must be col-
lected. This goes wandering
about the place in a most
distracted, not to say
distracting manner,

Clearing a screen of lead
and cherry takes you on a
level to more meanies.

CRITICISM

‘Cutting out the story of
wizards good and evil and
dark ages when they spent
their efforts obtaining lead
to transmute into gold,
which sounds like an adven-
ture game, Magic Meanies is
an arcade game. It's only a

reasonable game, but it's fun
to play.' "

‘The graphics are quite
small, one-character size
and they move quite jerkily,
but they are called on to do
very little, since much of the
game’s attraction lies in the
skill and quick thinking re- .
quired. Once on the move
your man can only be stop-
ped by running up against an
apple, or by constantly rever-
sing his direction. It’s a sim-
ple game but manages to be
addictive in playing. Nice,
bright colours; and an insis-
tent and continuous music
track that can be turned off if
it's driving anyone efse
madi"

‘Despite the simplicity of
this type of game, it isn't
easy to plaé'. requiring quick
reflexes. C.D.S. have also
provided nine playin
speeds as well as rising skill
levels. At the siowest speed
the game can become a bit
repetetive, but at medium
fast it is quite demanding.
The highest speed level is
sheer madness. Fairly addic-
tive, and a good version.'

COMMENTS

Control keys: G/Z up down,
I/ leftiright, M fires
Joystick: Kempston
Keyboard play: very
responsive

Colour: average

Graphics: small,
1-characters size, but quite
fast

Sound: good

Skill levels: 9 speeds, rising
difficulty

Lives: 3

General rating: above
average. :
Useofcomputer 60%
Graphics 45%
Playability 68%
Getting started 58%
Addictive qulities ~ 60%
Value for money 55%
Overall 58%

Het on your tail coms the Magic Meanies,
2E 90@SQe SKILL
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| GET,_ LIQUIDATED!

Introducing five great new games from created Abyss - a feast of excitement
. CCS guaranteed to give you plenty of and hidden danger for those who dare
| trouble. defy the evils to be found beyond the

You'll get no peace in the prohibition

Mountain of the Golden Lion.
days of Gangsters - if the cops don't get ‘

So if you want trouble - we've got

you, your rivals will. Try keeping your the games.

head above water in Brewery — a game all

about liquid assets. ‘We'll try our All available for Spectrum 48K at £6

hardest to sink you in Plunder - (Abyss £5). Selected titles available

a world of Elizabethan piracy. And from W.H. Smith, Boots, Rumbelows,

we're sure Battle 1917 is more than a Greens and all good computer shops

match for anyone - it should be - it won . or ‘
the Cambridge Award.

Cases Computer Simulations Ltd.,
As if that's not enough, we've even 14 Langton Way, London SE3 7TL.

GANGSTERS! A
B T3 gl B e

S b

| ? STRATEGY GAMES

i ?mnnrsun’..&um

CC Strategy Games.
S They're no pushover.
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(MAGINE-ATION

-'_-:'b'ntinued from page 24

‘locked away’ to work on
Bandersnatch which should be
‘ready sometime around May.
‘When the game is finished it
%ts ‘play-lested’ by a panel of
local games players which
Imagine uses. Their
recommendations will then be
used to make alterations to the
game before it can be released.
From the guiet, carpeted
| splendour of the main office,
Bruce Everiss explained that
Imagine have had to employ a
lot of top management experts
in recent months to guide the
company as it expands.
Between these new managers
there are a lot of degrees in

ATIC ACRASH

| am writing to you for advice. |
wiould like o know why, when | joad
ATIC ATAC with my Currah
Microspeech unit plugged in, the
game crashes when | press O to

| start, The Currah advertisement
states that ATIC ATAC and LUNAR
JETMAN are usable, LUNAR

| JETMAN works, so-why doasn't
ATIC ATAC? Hope you can help ma.

M. Beynon, Ryton, Tyne & Wear.

| think if you read through the review
on the Currah Microzpeech unit in
this issue, you will be able to see
why ATIC ATAC crashes when
played with the unit in the
Spectrum. I'm on{y 4 key pusher
mysell, and | don't know whal goes
on inside these things at all! What's
mare surprising is that the Gurrah
ad does state thar ATIC ATAC is
compatible 'l check into this, but |
suspect the reason is simply that
agregments were reached between

A r of lmagine’s Technical support.

EETTEHS NPRBRNININ)

sclence, psychology and
business management. They
know an awful lot about
computers and software, but
very little about games. To fill
in this %1? in their experience it
sgems CRASH Magazine is
being used as a "training
manual'!

Just as Epstein and the
Beatles created an awarenass
in Liverpool and then
throughout the world about
popular British music, so the
guiding hand of Bruce Everiss
and Imagine have created an
awareness first in Liverpool
and now throughout the world
about British games software.

continued from page 10

the Currah people and varfous
softwars houses that certain games
would use the facifity, ATIC ATAC
was a lfttle delayed in its release,
and | think there may have been
alterations made &l the last momen!
to fit the program into 48K which
made it impossibie to play with the
Microspeech unit. But of course, by
that time the Currah ads were
alraady In magazines.

L

WHY S0 MUCH?

Why do software houses have (o
charge s0 much for thelr softwane
tapes? Most tapes are priced around
five to six pounds, for that you
usually get a few minutes of tape
with a program recorded once or
twice on each side. For around the
same price you can purchase a
music cassetie with much more
value for money.

. Gongratulations, CRASH is
fantastic, it is just what people need
to'read bafore they spend their
maney on computer lapes.

8. Hall, Blackbrook, Derbyshire.

it isn't really fair 1o compare a music
cassette with a software one. Even a
reasonable music album.is !
expactad to sell about half & milifon
copies in fts life fime — charl
toppers sell several imes that,

Millionaire founder, Mark Butler, thundlers fram his custom-buiit monster bike,

According to unofficial figures
approximately 25 million software
casseties were sold in the last 72
months or something like the
eguivalent of 15 top selling music
albums. As you know, there ware
many more than 15 Spectrium games
fast yasr! What It means, is thatan
individual title, even a popular one,
f=n't selfing in the quantities a
music cassette gells in, and don't
forget, the majority of Speclrum
casselies are sold onfy in the UK.
Now if you took atf how fhe ‘cake'is
sliced up, as thay say, take a 13,
costing £5.95. Knock of the VAT to
leave & price of £5.17. Of course the
software house doesn’t get that —
by the time the retail shog,
wholesaler and digtributor have
taken their cut the software house
receives about 40% of the price, or
E2.07. OF this they must dock the
cost of duplication, cassette and
box and infay printing, say 50p. Then
they are paying the authora raya.l‘ff
on the selling price of ﬁrobab?r 10%s
(52p) which feaves them with £1.05.
Out of this ‘profit’ must coma the
cost of agvertising and the overhead
cosfs associated with running any
business like salaries, rent efc. As
you can imagine, at the end of the
day the software house isn't left
with all that much. Of course, If they
could sell a millian on one tithe
E;:ne. it might be a different picturs!

92
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Fighter Pilot

Producer: Digital
Integration

Memory required: 48K
Retail price: £7.95
Language: Machine code
Author; Dave Marshall

If you have ever hesitated
over buying a flight simula-
tion program on the grounds
that it will be too slow to
make an interesting game,
Fighter Pilot will probabily
change your attitude (or
should that be altitude)? Thig
simulation moves at B02
knots (at sea level, full
reheat) and can create total

nic at a moment’s notice!

e game allows one player
to control a jet fighter plane
in several modes, which in-
clude landing, taking-off and
airto-air combat.

Your machine is a McDon-
nell Douglas F15 Eagle with
2 Pratt & Whitney F
100-PW-100 turbofan power
plants, and the program
writers claim that the simula-
tion is as realistic as limita-
tions of the computer allow.
When loaded you are pre-
santed with a menu; 1) Lan-

Practice 2) Flying Train-
|ng ) Air-toAir Combat prac:
tice 4) Air-to-Air Combat 5)
Blind Landing 8) Cross
Winds & Turbulence 7) Skill
levels 8) Control selection.

Before we take a look at
the options. more closely,
let's examine the alrcrait's
equipment. In the centre of
the instrument panel is the
Artificial Horizon, showing
the roll angle and pitch
angle. An aircraft symbol
rotates to show wing angle
relative to the ground, and a
moving tape In degrees in-
dicates whether the aircraft
Is ﬂy"{ﬁ nose up or nose
down. When:it's blue you're
flying nose up, when It's
rellow, nose down. To the
eft of the AH is the speed in-
dicator in knots. To the right
is the Altitude in feet and
below is the VSL — Vertical
Speed Indicator, which gives
rate of climb or descent in
feet per second. Below the

airspeed instrument are the

Diavievl

flaps, and below the AH is
the angine thrust indicator,a

bar scale running from 0% to
100% with a red section for
reheat, This boosts the

engine but uses up much
more fuel. There is also a
radar and compass with
beacon setection, and an IL-
SiFlight. Computer. The In-
strument Landing System of-
fers runway approach
guidance or it can be switch-
ed to Flight Computer o
show your precise ground
position from any beacon
within a 6 mileradius. It also
indicates the altitude of an
enemy aircraft when in com-
bat mode. The remaining in-
struments are a fuel 'guage

and beneath it, the undercar-

riage indicator, showing up
or down,

To control your aircraft
there are fifteen control
keys, although fortunately
these are not used all at
once! Joystick left, back, for-
ward and right is controlled
by ihe cursors (or by a
joystick!) and CAP SHIFTIZ
moves the rudder left and
right. Q/A increases or
decreases engine thrust,
WHA puts the flaps up or

of the runway and ready to
take off. Airto-Air Combat
Practice positions you two
miles behind an enemy air-
craft and you catch up,
select combat mode and
open fire when he appearsin
your sights. The enemy will
not fire back — at least, not
until you opt for staightfor-
ward Alr-to-Air Combat. In
this scenario you must de-
fend four airfields; you are
scrambled, must locate the
enemy with your radar and
engage. He will lock on to
you when thereis lessthana
mile and 5000 feet altitude
difference between you.
Four strikes from him is
fatal. If you break off the
enemy will pursue his mis-
sion once again, and you
may find the airfield damag-
ed. The remaining option,
Blind Landing, renders your
viewscreen useless, and
forces you to land on in
struments only.

There are ﬂ'II‘BE skill fevels,
Traineel/Sguadron
Leader/Ace to choose from.
Kempston, Sinclair,
AGFIProtek joysticks or
keyboard are selectable.

he display through the

ﬁi'l'l'l'

Wil +

A
r [ Stadel

o
COMPUTER

Air-to-air combat in this 800 knot-fast simulation.

degree on the lo

down, U raises and lowers
the undercarriage, B puts the
brakesonand isindicated on
the instrument panel asared
light. N selects the next
beacon and M switches the
cockpit view to a map. SYM-
BOL SHIFT switches bet
ween ILS and Flight Com-
puter, and finally zero fires
the guns when incombat
mode, which is selected by
pressing G.

Back to the menu. Selec-
ting Landing Practice im-
mediately positions you at
1700 feet and 6 miles from
touch down with the under-
carriage down. In Flying
Training you are on the end

windscreen is fairly simple,
green ground, blue sky. The
other features are the run-
ways of the four air bases
named BASE, TANGO,
DELTA and ZULU. These are
seen in full, correct perspec-
tive with centre lines,
distance markers and end
lights. Additionally, you can
seeenemy aircraft as you ap-
proach, also in full perspec-
tive. The tape is accom-
panied by very clear instruc-
tions and technical details.

CRITICISM

‘A full evaluation of
Fighter Pilot, would take an

age as the‘program has enor-
mous Futential for playing.
Also, flying my F15 was not
an aasy task. The set up for
landing sounds soothingly
simple. But in eight initial at-
tempts we nose-dived with
loss of all aboard! | had a go
at a dog fight. It took some
time to find my enemy — get-
ting the hang of banking and
turninP takes time — but
when | did we had a jolly time
and | went down. in flames
after a few hectic seconds,
I'm going back for more!"
‘The map facility is . ex-
celfent in this game. An ad-
mntage is that you can
switch to map without fosing
your instruments — you can
see where are and keep
ggénf rather important at
nots! The map provides
a scale, locations of the air-
fields and their beacons,
which can be selected by
number to get the correct
heading, and it shows two

ranges of mountains with
their heights. What struck
me about this simulation Is

its overall speed. You can sit
back and relax to some
er training
flig ht but mostly it's hard
wurk and it all happens pret-
ty fast. Very good resolution
on the graphics and instru-
ment diusplays.’
‘Definately the best
simulation for the Spectrum
yet, and one of the most ex-
citingtoplay. Key controlisa
fraction slow, you have to
keep a key pressed for
results, but with so many
keys that's not surprising.
What does work well is that
the instruments respond
very well with quite a lot of

fine tuning possible. I'm no
pilot, but | reckon this is all
very realistic.’

COMMENTS

Control keys: see review
tick: see review

Colour: very good

Graphics: very good

Sound: none

Skill levels: 3

Lives: 1 — how many more

do you want?

General rating: an excellent

simulation and game —

highly recommended,

Use of computer B82%
Graphics 90%
Playability 85%
Getting started 90%
Addictive qualities B5%
Value formoney 85%
Overall 86%
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Bill Rowe, (left] and his successor,
oy Hawker, discuss some display mattersat
the Heathrow computer shap.
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@ COMPUTER SHOP &

The new WH Smith Computer Shop, a1 London’s Heathrow airport —
serving travelweary computer freaks.

A typically busy day at one of the Computer Shops in a larger WH
Smith high street store,
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ONLY THE BEST BECOME A...

A SPECTACULAR FLIGHT
SIMULATION OF THE WORLD'S
MOST EXCITING JET FIGHTER
WITH STUNNING 3D COCKPIT
VIEW AND THE MOST
REALISTIC 3D AIR-TO-AIR
COMBAT EVER SEEN ON

THE SPECTRUM!

The SUPREME SIMULATION. ...
it leaves the rest at the

runway threshold !!

Based upbn the F15 USAS air auperiarity jet fghter. in-
cludes anding, tako-ofl. stasring on the ground, 30 air
o air combal. hully anrobatic parformance, Befield altack

ficial Morizon, Pimder, Flight Computar, ILS. faps, ufe,
sysism fadures, Map |oystich compalids — Kefmpsion
AGF . Sinciair Intertacs 2, Protek & others, 100% machine
cade Complata with full instructions and pdol's noges

Depl.CM, 22 Ash Church Road, Ash, Aldershol, Hants GU12 6LX
All prices include VAT and p&p (overseas add 55p per cassette) Trade & exportenquiries welcome —

League
Analysis

NIGHT GUMMER — the akr batie

FOOTBALL [ eague - Anslysis . Fro-
W scenaro whaere only dges survive!

s fan — The gasy-To-usg Pools Pre
] Eoch mission pushes you 1o the fimit SGtion Prograh S melhods of
g with enamy fighters attacking from \&amm, performanca analyss. Simply
anter tha new loture st load your
sague Table dat) base, pnd el your
Spectrum guide you to your Pools
selection

4Bk Spacirum £7.95

all directions, guns stlazing! — ex-
plosive 30 ground afiack sortis, and
thare's still 1he flight homs
1 Joysticks  — Keampston, AGF
g%l Sinciair, Protak & others
4Bk Speoirum £8.05
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All cassettes carry a lifetime guarantee. Mail order or check vour local computer store.
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With computers now %
abounding in British schools,
there is a growing awareness
that computer games can be
much more than a play toy. The
computer can act, quite
uniqualy, as both teacher,
caleulator, blackboard and
entertainer all at the same
time. To match the swelling
interest in education by
computer, more software
houses are producing more and
more {eaching materials in a
games form. To reflect this
trend CRASH will be doing
regulararticles on educational
games and reviewing programs
as they become available.
These reviews, like all others,
will algo be entered in the
Guide Section as we go along.
One of the first software
houses to specialise in
rams for young children is
t Software. They have just
announced their two newest

titles {on a single tape). The
Humpty Dumpty Mystery and
Who Killed Cock Robin are two
detective stories to develop
skills in logical thinki 4see
the review in this issue), This
Iatast tafpe is only one af
en titles which

it have relemed over the
past six months, Countin g
Adding & Subtracting an
Quickthinking (which is
published by irrorsoft) are for
developing numerical skilis.
Spatial observation and skills
are developed with Shape
Sorter and Pathfinder. A further
titie in this serias will be
released before Easter:

There are plans to release
more titles early in 1984, and
also to convert existing titles to
the Commodore 64, Model
B and Electron. Mike and Tina
Detheridge, who run Widgit,
have increased their
programming workforce to
meet these needs, but they still
maintain a very firm aditorial
control. The programs must
meet the Widgit criterion of

giving the player enjoyment
and motivation but at the same
time having a real educational
content to develo
intellectually. Wi

a child
it programs

Producer: Widgit
Memory required: 48K
Retail price: £6.25
Group: Very early
readers — 10 years

Side A of the tape, Humpty
Dumpty, contains two pro-
rams, and side B contains
'ho Killed Cock Robin. The
programs are aimed at
developing skills in logical
thinking and require the
plaiar to ask guestions and
e guesses based on
answers. The mystery —7
Which of the king's men
pushad Humpty off the wall?

After a graphics sequence of

The HumptyDumpty Mystery

Humpty being pushed off by

a mystery soldier, all twelve
men appear and the player
may either ask a question
prompted by the words, 'Did
he have . ..’, or take a guess,
Each of the twelve men have
a name and some charac-
teristic which distinguishes
them, so that asking

tions immediately elimi-
nates some of the suspects.
- The second game loads
with a program contained in
game 1. Here the player is
given a glimpse of the culprit
and must describe him. Five
distinguishing characteris-
ties must be entered correct-
ly to describe the colour of
the suspect's hat, badge,

LEARNING AT PLAY

are tried out In schools and are
modifled according to the
reactions of teachers and
pupils. Tina says that general
standards in educational
software have risen a ot in the
e

are intending very
definitely 1o keep in the
forefront of developments and
provide programs of high
quality and good value for
money for home and school
use,

MR. T

It's a bit of a mouthful, but The
National Magazine Cu under
the imprint of Ebury SQHmm,
are soon planning to release
titles under the heading of
Good Housekeeping Software.
The series is tied together by a
mascot called Mr. T.

The first six titles are Mr. T's
Alphabet Games, Mr. T's
Number Games, Mr. T Tells The
Time, Mr. T's Money Box, Mr.
T's Measuring Games and Mr.
T's Shape Games. These are
currently available on the BBC
Micro, but Spectrum versions

Money Box are already in the
shops for the Spectfum. The |
games come very nicely
packaged in large white video
style boxes and include a
detailed parent's manual with
comprehensive operating
instructions and a step-by-step
?hem to getﬁng the best out of

Huunakup

Software reckon that the child
should not be left isolated at
tha keyboard, but that the
parent should join in the
games, discussion and
activities promoted b -
games. Mr. T is also Jﬂ*kﬂnﬂd
to act as a friendly guide
enabiing the child to play not
against the cold, inanimate
computer, but in the company:
of a lively and personable
fellow whe reacts with
encouragement or slight
dismay at the child's choice.

Mr. T programs are aimed at
children between the ages of
three and six; The cassettes
retail at £12.85, and are
available at iaading computer.
shops and computer.
departments of major High-

| Street retailers, and run ona

should be ready very soon. Mr,
T Telis The T:me and Mr. T's

eyas. mouth and {acket. Both
rams allow for children
eveloped spelling skills,
and for early readers as in-
puts may be speit out or
selected by using the colour
keys. Two skill levels make
for easier and harder games.
Who Killed Cock Robin
asks the daunting question,
can sparrow’s confession be
believed? The player must
find out who kiilled the robin,
where and when by using
clues and logic. Some
reading ability is required
and there are four skill levels.
The gquality of the graphics
in these games is very good,
lots of large drawings,
brightly coloured and with
some simple animation.
Describing the identity of the
culprit in the second Humpty
Dumpty game, is quite a
skilfull process, and surpris-
ingly difficult to get right,
even for adults!

I think it was “large’’ — but was it?

48K Spectrum.

French Is Fun

Producer: €.D.S.
Microsystems
Memory required; 48K
Retail price: £5.95
Group: Various

This is a French learning
package with considerabie
versatility although it only
teaches some - basics,
phrases and words which
may be helpful to beginners
and tourists. The program is
menu prompted offering; The
House, The Countryside, The
Beach, The Cafe, The Streat,
The School, Numbers and
Time. Whichever topic is
selected you are then
presented with four options;
1) Pictures only — which pro-
vides graphics, slowly
building up, each new item
annotated at the top in
English and French:' 2) Pic-
tures with test — the
graphics are repeated and
Eﬂu may opt to type in the

rench when the computer
prompts with the English, or
vice versa: 3) Phrases only —

nagraphics here, but arange
of useful phrases in English
like, ‘ia ai ossible to go
riding?' ich may be

transiated into French by

pressing key C: 4) Pictures
oF
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Dans le jardin. . . .

and phrases — which runs
thmu?lh the pictures again
and then into the phrases
with your memory refreshed.

Under Numbers, the
screen displays imperial and
metric equivalents whilst
large figures at the top count
up from 1, giving the French
spelling beside them. Under

me, the display gives the
days of the week and the
months in English and
French, displays a clock face
and invites you to ask the

time. You can ks; in a time,
say 12.30, and this is then
drawn on the clock face, and
the French spelling for the
time given.

The program contains a
lot af quite attractive
graphics, some with simple
animation, and it will ob-
viously be valuable foryoung
French beginners as well as
adult starters. It won't,
however, do much for your
pronounciation!

Robot Runner

Producer: Longman
Memory required: 16K
Retail price: £7.95
Software: by Micromega,
Tony Poulton

Robot Runner is a number
game for children aged 6
years and upwards. Pilot
your robot across the
number ways of Andren,
You'll need to know your
tables and be prepared for
unknown dangers of a far off
planet.

When the tape has loaded
the player's name can be
entered, after which a menu
comes up asking which
multiplication table you
wanttousefrom 1 xto9xora
mixture. Having selected the
table the screen cuts to the
coloured number ways, five
in all. The robot runner
stands at the bottom,
waiting to enter the first way.
Down this first way comes a
sum, say 2 x 7. Using the cur-
sor keys 6 {down) and 7 (up) a
figure at the top left can be
made to. increase or

98
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decrease. When it reaches
the right figure (14 in this
case), your robot may cross
safely. Now in the second
way another sum appears
and you continue in this
fashion across the 'ways'.
When he has reached the
fifth way you may guide him
to one of several treasures
on the right of the screen;
when these have all gone,
you progress onto another
and more dangerous screen.

The cursor keys 5(left)and
8 (right) are used to guide the

_robot across the ways. To
make life more exciting there
are de-energising obstacles
that live on the ways and
float down, threatening the
robot unless you can get the
sum right quickly and move
on, but the cursor keys are
also used to aveid them if all
else fails.

The game is accompanied
by parental program notes
and full instructions for us-
ing the game. Loading
screns are very good, and the
use of colour throughout is
excellant.

ABC

Producer: Artic
Memory required: 48K
Retail price: £6.95
group: Ages 5-8

This program is aimed at
primary school children 5-8

LEARNING AT PLAY

AR v

1
{11
BB

Z is for ZYLOPHONE — X isfor X00O,

years old, and is designed to
improve spelling skills. You
are asked to 'press a letter'.
Depending upon which
alphabet key is pressed, the
screen displays a drawing
and a large graphic of the let-
ter chosen, and tells you
what the drawing is. For in-
stance, pressing V results In

avan being drawn. At the top

it says ‘V is for VAN', and at
the bottom, ‘Now spell VAN'.
These details remain for a
few seconds so they may be
digesied, then the word

disappear and the child may
press the keys V-A-N. If the
word is incorrect the com-
puter beeps as soon as the
incorrect ietter is pressed. If
speit correctly the child is

rewarded with flashing
border colours and a tune.
There are several tunesinthe
program. Although most
words incorporated are ve
simple, CAT, DOOR, FISH,
there are longer words like
UMBRELLA and
XYLOPHONE included.

This program is certainly
for younger children and will
undoubtedly prove an enter-
taining way of doing elemen-
tary spelling, A drawback to
its durability mlght prove to
be the tunes, which rapld!el(
become re?etetlve. althoug!
they are all popular nursery
rhymes. It also seems a little

ricey for what it does, but it
S a very easy program to
use.

Special Agent

Producer: Heinemann
Memory required: 48K
Retail price: £9.95
Software: Five Ways

This game is designed to
develop the ability to read,
understand timetables, in-
terpret information quickly
and make logical decisions
based on information in a
situation where there are
many possibilities. It in-
cludes insights into the

relative speeds and costs of
air and rail travel, and lets
children become familiar
with the positions and
names of Europe’s cities and
towns.

The game comesina large
plastic folder with the
cassette tucked in one side
and the large format, colour
book (16 pages) in the other.

The game is played on a
very large scale, and in fact
comes very close to a mix-
ture between adventure and
strategy games that mlgloﬂ
well appeal to much clder
people. Basically you sit in
your control centre of spy-
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ing with a map of Europe.
Below the map all sorts of
reports come in from secret
agents in the various loca-
tions. These may be in clear
or code {which can be
deciphered bit by bit). Infor-

mation may well be from in-

formers (which must be pur-

chased) or it may tell you a

spy has been eliminated.
ore spies can be hired.

If you decide you must go
toacity to make contact with
your agent there, a sheet of
various timetables can be
displayed and journies may
be undertaken by various
modes of transport relative
to speed, cost and conve-
nience.

The graphics are very
detailed and complex, but
the game s fun to play, back-
ad up by a heavily illustrated
book with background to
sples in fact and fiction as
well as information on the
many cities and towns in-
volved in the adventure.
Despite the slightly high
price, this is an undoubtedly
excellent package for the
price.

Pathfinder

Producer: Widgit
Memory required: 16K
Retail price: £5.95
Group: Ages 4-9

This _tag: contains four pro-
grams based on maze struc-
tures and Is designed to help
children develop spatial
skills and forward planning.
In the first you must guide a
rabbit through a maze,
eating carrots on the way.
This is fairly easy, the idea
being tolook ahead, and pick
the shortest route to the exit.
There is only one proper
route through. The second
maze game is much more ad-
vanced. In ‘this one, a
kangaroo must be guided
through, but the plager must
program the moves by selec-
ting the required direction
and then inputting how many
moves are needed. The
scope of the game expands
with the player's growing
skill, since the kangaroo's
route through the entire
maze can be planned and in-
putted before executing. To
begin with a single move ata
time can be executed by the

computer. Incarrect entries
are immediately highlighted
on sound as well as on
screen, while the entries
made are slowly added in &
column to the right of the
display area.

Thethird program is called
Picnic. Guide a hungry
monster through a park and
let him eat his lunch. The
idea is that the monster
should eat four items dotted
randomly in the ‘park’, by
visiting them in apre-set
order, and that this should be
done without crossing his
own trail or reversing on his
trail. There are two levels,
one with the playing squares
clearly marked, and the se-
cond where the park is a
solid area.

The final game is Frogs.
Guide a frog across the pond
and collect frog friends on
the way. The ‘pond’ is a grid
of 7 squares by 10 across. In

some there are water lillies,
and in some there are frogs.
The object is to discover the
best way across that allows
you to collect more frogs on
the way, remembering that
you cannot cross a square
with a water lilly in it. This
becomes a surprisingly sub-
tle game, since not all the
frogs are collectable —
some may be unreachable
because of the positions of
the water lillies.

All four games use the cur-
sor, or arrow keys, which are
easily identifiable by the
child playing. The graphics
throughout are large and
brightly coloured. These
games should ?rﬂve very
entertaining to play as well
as prcviding a very real
challenge. The Kangaroo
game actually leads the
player in the direction of pro-
gramming as well.

Carrots prove better than sticks at forward planning.
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Bull Tables

Producer: Lotus-Soft
Memory required: 16K
Retail price: £5.50

Bull Tables contains three
rograms on one cassette.
ull Tables itself is an

arithmetic game. After

loading a menuoffers the op-
tion of addition, subtraction,
multiplication or division.

“When you have made your

choice you can select bet-
ween 6 levels of skill. At the
highest level questions can
be as difficultas 23 x 35 =7
At the easiest level, as sim-
ple as 1 x 3 =7 The screen
displays the sum to be done
at the top left. At the bottom

b= Y]
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a ‘Table Man’ stands ready
above a table of numbers 0 to
9. On the right is a paddock
with a bull in it. As soon as
the game staris, the bull
charges at the paddock wall,
slowly eating chunks out of
it. The object is to get ten'
sums correct before the bufl
breaks out and destroys the
numbers. The game is per-
sonalised by the child when
he or she is asked to enter
thair name at the start.

After the work comes the
play. The two programs
following are games. Nine
Lives provides the task of
catching twenty mice. You
are a cal, your enemy is a
black dog. The mice are dot-
ted about the screen and the
cat must go round touching
them, avoiding the dog, who
will chase the cat. Three
bones per life are the best
way of slowing the dog down
for a moment. Any mice
touched by the dog are sent
to safa‘t;/.

Candyman is for two
players, who must get their
‘men’ thFOLégh a series of
_Io_Eening and shutting doors,

ey can see how long It
takes them as they are p E-
ing against the clock,
Throughout all three pro-
grams the simple graphics
are very entertaining and
move nicely despite the pro-
%::Iam being written in BASIC,

e package offers good
value for money,

1y ~'—'-'".'.5.'|"|F”““-'—'ﬁfé'!‘!'.'-’":-'(' 1o

Candy coloured stripes — fun after learning your (Bull) Tables, .

Educational Reviews

Due to shoriage of space we have been unable to include
more than a fraction of the review material received, but we
shall be wading through more in future issues of CRASH.
May we take this opportunity to thank all the software houses
who have been sending us gamés, your co-operation is very
much appreciated.
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Mountains of
Ket

Producer: Incentive
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: R.A. MeCormack

Mountains of Ket is the first
part of the Ket Trﬁ'agr. Each
adventure is complete in
itself, although one follows
on from the other. The next
two parts are to be released
later.

Just two weeks ago you
were framed with a murder
and sentenced to death, but
pardoned as long as you
undertook a dangerous mis-
sion. To ensure your loyalty a
magic assassin bug has
been implanted in your neck
which will kill you at the first
g‘En of doing a bunk, it's call-

Edgar (or Spectrum to
you)! Your mission is to
reach the far side of the
mountains alive and to do
this you must locate the
secret entrance at the base
of the Mountains of Ket,
These lie a short horse ride
east of the small village.
‘Naturally, lots have gone
before, but none have ever
returned.

CRITICISM

‘This is a text adventure,
where your constant compa-
nion, the implanted killer bug
Edgar, is none other than
your favourite Spectrum. So
all the descriptions come
couched in terms of ‘we, us'.
If you dally too long, Edgar
will get impatient and tick
you off. The problems are
traditional in as much as the
village and its inhabitants
can provide you with essen-
tial equipment, such as
weapons, food and a harse.
The initial problems are to
discover how to get them to
part with all this gear. |
managed to buy an dxe from
a shopkeeper, but when |
wanted the lamp there was
no money left, so | tried using
the axel Adventure
characters seem to have got
very used to the bloodthirsty
ways of Spectrum users who
wander into their lives — this
shopkeeper was more than
ready for me! The statistics
told me the sad story — my
prowess and energy levels
were all less than his and
whereas my luck level was

100
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high his said ‘not applicable’
which | thought sounded
very ominous! He won.'

‘The text is all nicely laid
out and the program has
what seems to be a
reasonably large vocabulary.
Entries are processed in-
stantly, so there's no waiting
about. If you get into a fight
the statistics appear at the
top telling you your chances
of winning, and the text is
very lively in describing the
blows, offering you fast op-
tions on continuing or runn-
ing. Otherwise It continues
round by round until one of
yourunsor snuffsit. | haven't
got all that far yet, but there
certainly seems fo be a large
number of locations contain-
ed in the program. A map
helps. Thisis certainly one to
ponder over and come back
to. It can be saved fortunate-
ly so you can cogitate in bed

at m?ht. Looks like more
sleepless nights!'

Playability 68%
Getting started 9%
Addictive qualities 65%
Value formoney 80%
Overall 73%

Robot Riot

Producer: Sliversoft
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Patrick
Richmond

Working for the Acme Robot
Manufacturing Co. is not an
easy business when the
robots keep running riot.
You're in the control room
one day when you notice the
robots are out and playing
dangerously. The only
answer is to send out the
Bomber!

Silversoft have taken a
well worn theme, turned it on
its head, and come out with a
new type of game. For want
of a bettercomparison thisis
a backward 'Pac Man’ type
game. Instead of eating dots,
here you lay them.

The screen represents the
factory corridors, a
reasonably complex maze.
When the game starts the
bormmber, 'you', must move
round the corridors laying
mines. To complete the
screen every corridor must
be laid. This tempts the king

0Do0094 1
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The robots are revoiting — but the gama’s okay!

robot out of his central lair,
so that you can get in and
&rogresa to the next level.

hat you're up against is a
handful of ditferent robots
(ghosts backwards?) which
start to materialise in the
four corners, until the screen
Is running with them. For-
tunately there is also a
power mite, which
replenishes your rapidly
fading supply when you run
over it. As soon as you do,
another materialises
somewhere else. Another
unpleasant problem Is that
all round the central
enclosure the corridors are
cut off by several sliding
doors which open and close.
Not only does this hinder
your mine-laying pro?ram, it
also can get you nastily trap-
ped if you're not careful.

CRITICISM

‘An original idea, and a
good one at that. A bit slow
at first, but as the game pro-

resses the action geis

veller. Quite tense, when
having laid the last mine, you
have only 30 seconds to get
into the control room once
the king robot is out.’

It's simifarity to ‘Pac Man'
Is a bit off-putting at first, but
| warmed quite rapidly to this
?ams after 10 minutes play-
ng. Although it isn’t exactly
fasi, It turns out to be quite
demandm% on the player,
Perhaps better sufted ito
younger players than
hardened addicts, but ac
tually quite addictive
anyway. Nice colours and
am us:‘ngw animated
characters,

‘A good use of colour and
nice, smooth graphics com-
bined with the continuous
sound, make this into a
good-average game. An ad-
vance on ‘Pac Man', it is one
of those maze games that
will probably appeal to
many. | didn't find it all that
addictive, although very
;;_iayahie after a few minutes.

he opening and shutting
doors, adds a touch of drama
too, especially as it can put

ou in a tight spot, and
rustratingly cut you off at
the last second from your

power mite! Not bad at all.’
COMMENTS

Control kalzis: very good, Z/X
leftiright, KIM up/down
Joystick: Kempston

K ard play: responsive
Colour: good

Graphics: good

Sound: continuous, average
Skill levels: 1

Lives: 3

Screens: multiple

General rating: above
average, very good for
younger players.

Use of computer 65%
Graphics 68%
Playability 75%
Getting started 8%
Addictive qualities 68%
Value for money 65%
Overall 70%
e

Speed Duel

Producer: DK Trenics
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: K, Larter

Speed Duel is DK Tronics
contribution to the elusive
Spectrum version of the
famous ‘Pole Position’ type
game, where you roar around
a race track in pursuit of, or
pursued by, other racing cars
in an attempt to reach the
finish line first.

This version features solid
3D graphics, complete with
bends, moving horizon and
the road seen in perspective.
There is a choice of five cir-
cuits to choose from and you
can race againsi a choice of
computer cars ranging from
one to five.

CRITICISM

‘Overall, the graphics
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aren't bad, with quite a large
car, though smaller than the
ones, in Grand Prix Driver or
Flnad Racer, a bright blue
road with centre lines,
clouds in the sky and black
mountains in the distance.
The road is in perspective,
but it doesn't narrow down
all that much before hitting
the horizon. There are no
gears to change, which
should make the game
easier to play, but in fact the
car tends to be ver¥ uncon-
‘trollable, wobbling from left
(] rlght much too qmckly

good touch, The graphics are
reagsonable and the 3D works
about as well as any other
spectrum version, but it was
irritating that you kept
crashing when your car
hadn’t even touched the
edge of the road sometimes.
This seems to depend on
your angle to the verge, and |
presume the program is
reading character blocks, so
that sometimes you actually
have collided when it looks
as If you haven't. A
reascnable racing gama but
only an average game.’

suaod Dual — fast hutdrffieun to mnln:l -

‘The graphics are fairly
smooth and there's a good
use of colour too. You must
complete 3 circuits of the
track before the computer's
cars. This is. more difficult
than | first thought because
bends come upon you and
allow no time to think. This
makes the game rather
uarealistic. On top that of
you travel at not mere than
50 m.p.h. or you end up in a
mangled heap of steel and
rubber! An important point
to make is that the cassette
m.‘iy says this is a 16K and

game, but on the
cassarte itself it clearly says
48K only. Which is it?'

‘There's quite a lot of good
detail in this wversion,
although | still think Road
Racer is better. The choice of
circuits and oponents is a

COMMENTS

Control keys: CAPS/Z
left/right, SYM.
SHIFT/ISPACE
brake/accelerate
Jnystlck unstated
Thoard play: difficult
our; good
Gruphics reasonable 3D
Sound: average, continuous
Lives: 5
Screens: 4 with scrolling
General rating: average.

Use of computer 58%
Graphics 70%
Playability 62%
Getting started 35%
Addictive qualities 53%
Value for money 58%
Overall 56%

Freez' Bees

Producer: Silversoft
Memory required: 48K
Retail price: £5.95
Language: Machine code

Freez’ bees adds another
version of ‘Pengo’ or ‘Pengy’

to the Spectrum file. The ob-
ject of the game is to walk
your penguin round the ice
fields, burning away the ice
blocks to create space, or
send them shooting off to try
and crush the nasty snow
bees who are out to get you.

Features in this versionin-
clude the penfgum s ability to
electrify the fence, stunning

One penguin dead as a dodo in Froez'Bees.

the bee that touches if for a
moment, and the illumina-
tion of ice blocks containin
bee eggs at the start of eac
phase. You receive extra
points for clearing these
blocks betore the eggs hatch
out.

CRITICISM

‘The graphics in Freez’
bees are very nice, guite
large and very colourful on a
white cllroun_d. They move
smocthly as well, and at a
fair pace aven on the slower
of the ten speeds. | quite en-
joyed playing it and the game
itself is very addictive when
you get ﬂuent at controlling
the periguin.’

‘Dnce a snow bee is on
your tall you may as well give
up as it's hard to get away,
and extremely difficult to get
round a block, turn and fire at
your tormentor. Apart from
this aspect, which | think
spoils the game's playabili-
ty, this type of game is reall;
very simple and not worl
buying. This version has
good sound though.’

‘This version is frantically
difficult to play — perhaps

too hard to keep your atten-
tion — so it's as well that
there's a range of speeds to
select. The colours and
graphics are good, so's the
sound and tunes. If you're
looking for a ‘Pengo’ game,
then this s a good and hard
version.’'

COMMENTS

Control keys: Z/X left/right,

KIM up/down, L= slide or

crumble an ice block

Joystick: Kempston

Keyboard play: single key

action, but fast

Cdl;:r slrgg;ed but bright
Graphics:

Sound: very good

Skill levels: 10 speeds

Lives: 3

General rating: reasonable

implementation of fair

game.

Use of computer 60%
Graphics 57%
Playability 59%
Getting started 63%
Addictive qualities 68% |
Value for money 57%
Overall 61%

Paratroopers

Producer: Rabbit
Memory required: 16K
Retail price: £5.99
Language: Machine code
Author: J.F. Cain

it gets awtully lonely sittin

on your own in a bunker untii
the enemy decides to drop
in! *Your bunker' is in fact a
field gun which you control,
sitting in the botiom centre
of the screen. Above you, in
the sky, helicopters stream
by in both directions, spew-
ing paratroopers out on top
of you. Their abJeﬂ Is to get
three men safely on the
ground, at which point they
stride off and return in a
large tank against which you

are defenceless (and dead!)
and that's that. Your aimisto
prevent them from landing |
any men and you score for
paratroopers destroyed and
helicopters knocked out.
The game continues on
after loss of life, resetting
the score to zero, quite
automatically.

CRITICISM

Your field gun can be
traversed to cover most of
the screen, but ?{uu must be
accurate as firing reduces
your score. The graphics are
quite goad and the game Is
funtop );

The animation of the gun
is very good. The sense of
perspective is a clever cheat
since both height and rota:
tion of the-gun are only done

with a left and right key, but it ’
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means the drawing of the
gun must go through what
looks like seven different
‘frames’ to create the illu-
sion. The details of
paratroopers and
helicopters are also good,
with some paras opening
their chutes immediately,
other delaying to the last se-
cond, and some poor devils
whose chutes fail te open
and get splatted on the
round. You're dead if three
and successfully, or if one
lands right on top of you.
Fun, but perhaps not very ad-
dictive.’

‘This is quite a neat idea,
which scores with its fine
graphics, but there wasn’t
quite enough depth to the
idea to keep me enthralled,
and | thought the sound
could have been better — no
gunshooting noise for in-
stance. The user-defined

keys are a good idea!
COMMENTS

Control keys: user-defined

for leftiright/fire

Joystick: Protek, AGF

Keyboard play: responsive

gu |i-' reasonable I?\rerage
raphics: good, wel

detailed

Sound: below average

Skill levels: it's main

drawback — only 1

Lives: 1

General rating: good, but
not very addictive.

Use of computer 70%
Graphics B68%
Playability 66%
Getting started 62%
Addictive qualities 49%
Value formoney 55%
Overall

62%

The name of the game is a good aim — Paratroopers.

Stimkers

Producer: Imagine
Memaory required: 48K
Retail price: £5.50
Language: Machine code
Author: John Gibson

In an unusually terse and to
the point scenario introduc-
tion, Imagine inform you that

ou are poised on the very

rink of battle — the enem
have had their port and H
under slege for weeks, and
now is the eve of the battle.
As commander of your
forces, you must out-think,
out-manosuvre and out-fight
your foe.

Stonkers is a graphical
strategy and tactics game
between the player and the
computer. Unlike many
popular war games already
available, in Stonkers you
are not expected to spend
ages setting up the scenario,
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distributing weapons and
moving your forces unit by
unit. Both of you and the
enemy already have tanks,
artillery and infantry posi-
tioned round the coun-
tryside, and the enemy's
forces are on the move as
soon as the game com-
mences. In tact, this turns
out to be a very fast moving
game of an almost arcade
nature.

The war zone is large, and
is shown on screen in two
ways; a large map which
shows total playing area —
two chunks of land, divided
by a river estuary and con-
nected by a bridge; and a
large scale map, which
shows a big close up with
graphical details of the
various units. On this map,
when a unit is being
deployed, you can see it mov-
ing, its speed depends onthe
terrain which is also shown
as contours. On the total
map a cross-hatched cursor
block, indicating the area of

AW AT T I NG

Stonking along with l'magim.

OORIIERS

the large scale map, can be
rapidly moved by directional

‘| keys. Pressing the fire key

switches maps. On the close
up map a X cursor is moved
with directional keys, and if
positioned directly above a
unit, will cause it to starl
moving towards the coast
when the fire key is pressed.
Below the display area, a
ticker tape keeps you inform-
ed as towhat's going on and
how you have been Stonking.
Keeping up the strengths
of your forces is done by
moving supplies from your
Eort (when the supply ship
as docked) to where they
are needed using your 4 sup-
ply units. If a unit fails to
receive supplies in time it
will be lost for good.
The game moves at a fast
pace and holds a number of
undisclosed surprises.

CRITICISM

‘The game Is long and fair-
ly “deep” due to the task of
Jestruylng either the
enemy's Port and HQ or his
forces, and also due to the
scale of the war. You may be
needinginfantry downon the
coast fast, but can it be
spared ir._ar even get there in
time) from the distant
highlands? Stonkers appeal-
ed to me much more than
maost of the other wargames
due to its higher guality of
graphics, large scale and
simple controls. Very addic-
tive — | found myself having
a bash during any spare
hour.'

'The graphics and overall
presentation are excellent. |
like the ticker tape which of-
fers you the selection menu
for keyboard, joysticks and
skill levels. | was surprised
by the speed at which
Stonkers moves once alf the
various units are being
deployed. It gets to the point
where you barely have any
time left to think, and you're
punching keys all the while,
There are 2 skill levels, the
harder only allows you to see
an enemy unit if one of your
ewn units Is in the same

vicinity, and this certainly
stretches the tactical
abilities to the limit. An ex-
cellent game.’

‘if only Imagine can getrid
of the program bug which
causes it to crash on occa-
sion, Stonkers is settobe the
best wargame |'ve seen yet,
It keeps you on the go con-
stantly without havinq to
wait while the enemy “has
his turn”. The simple con-
trols help a lot, too, in mak-
ing this game very playable.’

After checking with Im-
agine, we have been inform-
53 that the first two batches
of tapes they received did
have a problem which

causes the ram to crash
inexplicably. This has now
been corrected. If you have

encountered this problem,
you may return the cassette
to Imagine and they will
replace it. But anyone buying
Stonkers now should en-
counter no problems.

COMMENTS

Control ke{'s: CAPS, X.V,N
left; Z,C,B,M right; 2nd.

row = up, 3rd. row = down,
top row = fire

Joystick: Protek, AGF,
Fuller, Sinclair, Kempston
Keyboard play: responsive
and fast

Colour: very good, lots of it
Graphics: very good

Sound: not much, but what
is-used is high quality

Skill levels:

Screens: 2, with smooth
scrolling

General rating: excellent
battle game which manages
to be very addictive.

Use of computer 80%
Graphics 70%
Playability 70%
Getting started 58%
Addictive qualities 90%
Value for money 87%

Overall 78%
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Producer: SCR
Adventures

Memory required: 48K
Retail price: £8.95
Language: Machine code
Author: Sheppard,
Cummins & Richardson

The task In this text-only
adventure, which is the first
of a planned series of
‘Artemis Quests’, is to enter
Castle Blackstar at the
behest of a beautiful,
mysterious woman glimpsed
in & dream. There you must
recover her power orb from
the vast underground

caverns. To achieve max-

imum points all treasures
found must be cleaned of
their evil, all puzzies solved

‘and the orb returned to our

dear lady, who is, of course,
no less than a Goddess —
Artemis. She ises to
covertly help you during your
quest. The maximum score
is.240 and, if successful, you
ITIH‘Z keep all the loot!

note in the accompany-
ing a-?age booklet says that
the driver software for Castie
Blackstar is based exten-
sively on the Adven-80 pro-
gzm ntl:!evelopad by Peter
Zcargill.

CRITICISM

‘As a text-only adventure
amongst the new wave of
graphic adventures, Castle
Blackstar manages to hold
its own very well. The loca-
tion descriptions are nice,
detailed and manage to
create atmosphere in simple
terms very well. The com-
puter's replies to one’s more
nonsensical commands
have a good touch of
humour, and with fast
machine code response this
works very entertainingly.’

‘| quickly found the castle
atthe beginning of the quest,
but having strayed two
moves away from it into the
forest, | found the compass
directions maq.*caﬂy aded
and | couldn't get back.
Twenty steps later | was still

stumbling blindly through
thick forest. ‘Ciimb Tree" fo

t a betterview only elicited

he response that such a
dangerous undertaking was
useless and | wouldn't find
anything up there anyway!
Starting to think the forest
was intended as a death
trap, | suddenly came upon
Gingerbread House in a
clearing — and that was a
death hole — three moves
later I'd been turned into a
wriggling worm and ended
up inside some bird's tum-
my! Great!"

‘A good text adventure
beats a mixed graphics/text
one anyday, and Castle
Blackstar ranks with Artic's
best. But SCR had better
reconsider their pricing —
£8.95 is way over the top for
what they offer. Otherwise a
great start for a new com-
pany and | look forward to
Artemis Quest 2. Exploring
the inside of the castle was
great fun, and | was impress-
ed that turning a winch in
one room actually operated
something four or five loca-

Dodge City

Producer; Phoenix
Memory required: 48K
Retail price:

Language: Machine code
Author: Fraser Orr

Dodge City comes packaged
in a large video-style plastic
box and contains two
cassettes. The first Is an ac-
tion game, the second an
adventure game, each inex-
tricably tied to the other. The
object is to master twelve
skill levels in the action
cassette, and if you do you
will be given the running
code for the adventure
cassetie. Without this secret
code you will be unable to

iy j \
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tions away without my even
knowing it until later when
my apparently meaningless
activity proved valuable!
Beware of the fierce musical
eagles (neat), and | hope you
have more luck than me in
getting a source of light to
set about exploring the dark
lower regions (sorry,
Artemis, let you down there
.. .) Great game, pity about
the price.’

COMMENTS

Graphics: text only, very
simple, black letters on
white ground, clear and
easy to read

General rating: a good
adventure, but pricey.

Use of computer 80%
Playability 80%
Gatlln? starti 89%
Addictive qualities B83%
Value for money 45%
Overall 75%

P T R et

ptfg the adventure. At the
end of each skill level you
will be given a clue, and all
the clues are vital to solving
the adventure.

The action tape shows you
a Western desert plain with
mountains in the
background, and ‘you' are a
Pony Express rider. The aim
is to collect four mail bags
while avoiding the baddies
on black horses chasing you.
They shoot at you, and you
can shoot back, If you hit
one, he falls off his horse and
dies, only to replaced a se-
cond later by another. The
other problem takes the form
of cactus plants — running
into one results in a prickly
end. On the first screen you
find yourself chased by one
baddy at a time, but en suc-
ceeding screens there are

‘ly, sometimes w

A Mailman’s gotta da what a male man’s gotta g

more baddies to contend
with. These may be rotten
cowboys, bandits, Mexicans
or Indians and mixtures of

all.

You lose a life if hit by a
baddy, if you run inte a cac-
tus or if you fail to collgct
four consecutive mail bags.
Between each skill level the
picture cuts to the office,
where a message has arrived
foryou — a clue to collect for
the adventure.

When the adventure is
loaded, you are asked for the
code, If you get it wrong the
program NEWSs itself. The
scenario for the adventure is
that you must prove your in-
nocence in the murder of
Dodge City’s deputy sheriff,
who has been found dead in
your hotel room with & pearl
handle gun, presumed to
have killed him, lying at your
feet. Now, read on. . .

CRITICISM

‘The graphics of the
horses are very good,
smooth and guite realistic,
and those of the adventure
are all quite detailed, taking
up the top third of the display
area. In the action sequence,
the pursuers fire very quick-
hen they're
not even on the screen. |
thought the adventure was
quite a good one, but i takes
alongtime to gei intoas you |
must master 12 skill lavels in
the arcade tape. This is a
daunting task. (l only manag-
ed five, but the producers
were thoughtful enough to
provide me with the secret
code so | could get to see the
adventure. Frustrated adven-
turers should send a
stamped addressed
envelope and fifty pounds
to...) Seriously though, |
think there is a danger of
becoming bored with the ar-
cade game before you
manage 12 levels. If you want
an adventure buy one, if you
want arcads, buy it. The idea
of Dodge City is debatable
because unless you man&ﬁe
the first you cannot see the
second, and | wonder how
many adventure fans will
wani to wade through hours
on an arcade game. Never-
theless, both games are
above average in quality.’

‘Both games have a nice
sense of humour — the title
page to the adventure Is very

| and so is the first loca-
ion which tells you ‘Dodge
City welcomes careful
drovers’. A warning when

| entering the secret code —
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the characters entered don't
appear written on the screen,
only dashes appear, which
may confuse you into an er
ror. The idea is a good one,
although it probably won't
appeal to serious adventure
fans because of the arcade
game coming first, and it is
difficult to get through the
adventure without those vital
clues.’

‘The action and adventure
graphics are pretty good, but
there's not much sound. The
worst thing is the poor in-
structions which den't tell
you the control keys, which
are numerous in option and
very badly laid out.'

COMMENTS

Control keys: poorly
positioned; left=
2/0IWISISYM SHIFT, right =
1/QIAICAPSIPIENTER,
down = 3J/E/DXKIM, up=
4 RIFICIN/JIU, fire =
SITIGIVIYIHIB
Jurstlck Kampstnn

F responsive,
alt ough con using with the

Cnlour: good

Graphics: good

Sound: fair, none on
adventure tape

Skill levels: 12 essential 24
in all (arcade tape)

Lives: 5 (arcade tape)
General rating: above

average
Use of computer 45%
Graphics 70%
Playability 65%
Getting started 40%
Addictive qualities 57%
Value formoney 64%
Overall 57%
e ]

1984

Producer: Incentive
Memory required: 48K
Retail price; £5.50
Language: Machine code
Author: RMH Carter

When George Orwell finish-
ed his famous novel about
the future in 1948 it seemed
logicaltoreverse the last two
figures and call it 1984. Since
then the date has had a semi-
magical connotation. Well,
now it is 1984, and to mark
the occasion, Incentive (who
brought you Splaf) have
released this governmental

strategy game — a game of
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economic survival. :

The object is t6 prove that
you can do better than our
existing politicians. You, of
course, are to be Prime
Minister. Can you ride out
three terms in power and sur-
vive two General Elections?
At the start you inherit cer
tain figures under the
headings Sources of
Revenue in mlllions of
pounds, and Details of Spen-
de also in millions. These
include (Revenue) Corpora-
tion tax, Value Added Tax, In-
come tax, Customs & Excise,
and Loans: (Spending)
Government contracts,
Grants to industry, Public
Sector spending, Govt.
Department wages, Pen-
sions, Unemployment,
Benefit, Child Allowance,
Foreign Aid, and interast on
barrowing.

This screen is followed b
Maijor Indicators, a chart of
items which chart your pro-
gress, and which can be call-
ad up at any time to see how
you are doing. This is follow-
ed by details on the
Minimum Lending Rate, set
at a given figure, but which
you must adjust to suit you
requirements. There is a bar
code chart which indicates
how well the economy is
balanced between Govern-
ment, Industry, Population,
Banks and the World. If any
one of these sectors gets
dangerously out of balance,
you may be forced to res:?
— a flagging industry, for in-
stance, may be given a boost
by anincrease inthe Grant to
industry.

The game also incor-
porates the major nightmare
of any modern government,
the wages claims. You have
io . deal with those in the
Public:and Private sectors as
well as Civil Servants. You
must decide on the level of
Government Iinvestment in
banks, balance the effects of
raising money through in-
dustrial levies, Keep an eye
on the funding of your own
government departments,
sort out the budget for each
{Bar organise the levels of

oreign aid, subsidise in-
dust thrc.-ugh grants, and
tinally, attend Cabinet
Meetings on a wide variety of
problems.

The game is accompanied
by a detailed 13 page leaflet
called A Pocket agu.‘de To
Running Britain, which ex-

B e ————
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plains the various functions
of the game and the
economy generally.

CRITICISM

‘After an ominous title
screen of the Houses of
Parliament, the nightmare
begins! The game proceeds
along very sensible lines, in-
forming of the next problem
to be faced, and offering
some prompts for beginners.
| was doin? really well, 1
thought, as | added nominal
amounts to my departments
Health, Education, Housing,

efence efc) but then a
notice. informed me that
runaway government spen-
ding had brought me down!
Well of course, I'm honest —
politicians are.

COMMENTS

Colour and graphics: all
very clear, with well used
colaour

Sound: useful entgv beeps

and the sound of Big Ben
chiming

Skill levels: 1 — and that's
enough!

General rating: an excellent
strategy game with tons of
scope.

Use of computer 75%
Graphics 68%
Playability 85%
Getting started 79%
Addictive qualities 63%
Value for money B5%
Overall 76%

Starclash

Producer: Micromega
Memory required: 16K
Retall price: £6.95

. Language: Machine code
Author: Derek Brewster

You are test-flying a new
Starfighter in what was sup-
posed to be empty space,
when you are suddenly
jumped by an Imperial Strike
Force which has jumped
from hyperspace. Tough
luck. You can't outrun them,
so you'll just have to fight it
out alene. The enemy
Mothership is protected by
four waves of fighters. The
object of the game is to
destroy each wave in turn
and figh'tﬁour way through to
the Mothership and then
place a laser balt in

whichaver of her two power
cores is-active. Added dif-
ficulties come in the form of
meteor showers.

CRITICISM

‘This game has been taken
right from the arcades. |
can't remember the arcade
version name, but it's been
around a fair time now. The
?raph cs are smoothly moy-

ng and qulta detailed
characters. A problem you
must watch out foris the am-+
mo supply which runs down,
forcing you to be accurate, A
good, playable game, but it
mE{nt ose its qualities after
a bit.

‘It looks deceptively sim-
ple at first. The waves of at-
tackers don't seem to move
all that fast, as they jig their
way down, but their concen-
trated fire power homesinon
your pasition, so you can't
stay still for a moment, and
it's easy to get trapped bet-
ween fighter fire and the
flaming meteors that also
descend thickly from above,
Beas’anab!y addictive te

lay.

'gfarc.'ash is a shoot em
up ‘invader’ type in which
each attack wave is more dif-
ficult to destroy than the
last. It's not easy to get
through to the Mothership at
all. | would say this is well
above the usual galaxian/in
vader game standard,
almost a scaled down ver
sion of the arcade original
Altair. Quite good.'

COMMENTS

Cantrol keys: simple, well
placed — Z/X leftiright,
?pA?IEk-Kﬂm :

oys empston

ard play: responsive

c ur: average to good
Graphics: good
Sound: continuous, fairly

ggod
ill levels: each wave

harder

Lives: 3

Screens: 4 waves plus
mothership

General rating: above
average type good shoot em
up.

Use of computer 72%
Graphics 69%
Playability 65%
Getting started 72%
Addictive qualities 63%
Value formoney 70%
Overall 69%
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STONKERS




T e SR " BS_S00N AS THE

IT ces T 5 s b RRCAPIA HIT THE
HORRIBLE [ : ] i Py \ RIR; HLIEN LIFE

WHHE;&E\JT 2 | v INVAPEP HER—

WHHT '
HAPPENELD

=THE FORM
15 ONE WE. -
HAVE NEVER

MET
BEFORE v/

— CROSS WHS
BLRERDPY CLINICALLY DERP
WHEN WE WERE ‘INVADED',
| BENSED THE INVADPERS

TO VIRUSES . THERE ARE
COUNTLESS NUMBERS OF
THEM IN THE RIR .,

| AM-WAS —
THE ARCADIA’'S :
COMPUTER —WITH
p : THE SILICON
VIRLIS MATED
N ToME, | BECAME
S0 MLCH
1 MORE THAN
b THAT,.

44 N U

o ; ) ]

TEN ST S e e 0 50 |LOADED ALL. M7 INFORMATION
RGeS o g B Caln e
s il i ."“HTER":'L‘ THE HIR INTO CROSS' BODY,
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m.:lnﬂl:lrww:fld sat unknown D'p’al‘lﬂ .:a}hcrt- hehaviour arouses the suspicions of Jin Kimas, The

answer 1o the purzle i ong that Kimas wished she had

a L-', ship's officer never sought. .

THE VIRUS CAN ENTER HUMAN
CELLS BUT CHOOSES NOT TO
SINCE IT CANNOT COMMUNICATE
WITH THEM. WITH ME IN THE
CIRCUIT IT COULD — 50 | USED
IT T2 STOP THE PECHY IN
CROSS. | RE-BUILT THE

PRRTS OF HiM WHICH

WERE MISSING .,

: ONE OF 'Em
el _!K WON'T .
MR. CROSS ~OVER HERE COME OUT [/ S
WE'VE RESCUEPR THE OTHERS I .
FROM THE ENTERTAINMENTS
SECTION. BUT WENE GOT o
R PROBLEM, ;

COMPLETE mvY

PO — HNE
4 |WILL HELP
YOou.BUuT TELL. &
NO-ONE WHAT |
You HAVE A
JUST ToLD &
ME — &

COME ON, YO
& Tump COLLEC.T|ON
4 OF MAL-PROGRANMMED
BITS . PAY UuP /

LEAVE HERE IMMEDIATELY, | [ oo T
THERE 18 NO TIME To WRSTE - YOLL HAVE

= SURVIVED
_ON FRIVOLOUS GAMBLING., | e ! PISHSTROUS

CRASH ANE ALL.
3 You RARE
| CONCERNER RBOUT
1S GETTING
USEL'E;&S MONEY

M A
MﬂCHlNE7

JOSEF P MANPRELL 15
NEVER CONCERNEDR WITH
OBTRINING MOMNEY
OMNLY WITH WINNING —
WHAT'S YOUR GAME , PAL?

SURVIVAL,
JOSEF P MANDRELL
AN IT 1S NOT A GAME /

LN S0 GET OUT OF HERE

HAND GET TO WORK./
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[GimvE SOmME ODDS on

THIS SURVIVAL SCHM
WHAT CHANCE WE

LONGSHOT, EH?
OH, WELL,
ILL BUY

SOO0ON THEY FOUND A BHRE, :
B DESERTED VILLAGE,
CROSS , KIMAS AND MANDRELL

INVESTIGHTED BLONE 1/

.‘?“,

EMPTY,
NOTHING FOR US
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CROSS DROVE THE SURVIVORS HHARD:
FoOD WAS SALVAGEP FROM WHA
REMRINED OF THE STORES,VEHIC
IMPROVISED FROM SERVIGING

EQUIPMENT UNTIL AT LAST THEY

SET OUTwy

T e

T
LES

1 TREKKING RACROSS
THE HARSH TERRAIN
INSERRCH OF SOE —
THING —ANYTHING —
TO RIP THEIR ESCHPE »

=1 BEX

RSE ¥
ANGER , ANGIENT
. BITTERNESS

FROM THERE —

THAT HUT,
CLASSIFY HOSTILE:
RETURMN

STORY BY KELVIN GOSNELL>»
DRAWN BY OLIVER FREY=




“I'"ll'G "_r-r o WE EEEIF: C"NL"I"I WE NE:EF’ R I""IE'-'-—:'_EEL TD
WHY PO fo WeLL eT) | INFORMATION TO TAKE US OFF YOUR
ON A JE-—T'I_-J 'h.— FROM YOU . WE WORLD, THERE MUSTBE
X NG Witk GIVE You SWIPS O TRAVEL
¢ # e g b B, BRE THERE
il B STARSHIPS TOO 7

.'\r'lE HEP!E } }
TO WALK BNE TOO [
OLD T BEHFRRD

BUT | FEAR THE
PRIESTHOOD EVEM LESS
THAN | FEAR VILGRRRE&;
HORDPES/ IF ¥OU WISH TG

SPERK. BLASPHEMY, THEN
1 WILL 30N YOl [/

: STARGHIP —
4 'TiS H WORD | HAVE
¥ NOT HEARD SINGE MY YOUTH.
WE LUSED TO SAY IT TO 1
ANNGY OUR ELDERS, - -
IT IS5 BLASPHEM ~ L TELL US THL..: BLH&:HHEMH:

A FEW MILES RWAY
THERE WAS OTHER —

You YOL £ | -
SRY oLl CAME i { CASE OF CREATIONST
HERE ON H | & PELUSIONS, EVIL POWERS J
JESSEL OUT OF - '

'SPRAGE' 7 .
YeT You Saw i PURIFIED/
MO GODS 7 4 It

~S'RIGHT 3 3
NS:ﬁP EEE%HED - X W WILL TORTURE
O ouT o ) : THE LAST DROP OF
THERE —JUS’ SFFIDE. } , VERY WELL — 3 £ 1NF0RMHE?I0N,FROM Him
P-PLEASE DON'T HIT PREPHARE THE KNIVES BEFORE | LET YoU
ME AGRIN ./ AND OTHER INSTRUMENTS -

REMOVE HIS INNHRDS FOR
FOR THE CEREMONY. | - ‘PuRIF'.CFlTIDN‘ MR ARCHBISHOP/

More thrills and gruesome
spills next month!
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CDS programs, the
Uultimate experience

This is 'Winged Warlords' a brand new
Arcade Adventure game from CDS.
Just one of a new range of exciting

= programs for 1984...

L Cosmicrosystems _

'_Efcmmrjﬁ

ONLY £5-95 each at W.H.Smiths, John Menzies
“Boots. and other leading Computer Stores, or...

Available direct from CDS Micro Systems e '
Send Cheque or PO. To CDS Dept. YC1, =il

10, Westfield Close, Tickhill, Doncaster s I 1 ew...
- . - PECTRUM 48K /-~
* Selected titles anly DN.I I QLA TEI: (0302:' 7‘44]29 o Specfrum_ﬁdvmfure
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‘Take a giant step closer to reality with
New Generation Software. The 3D
Graphics of New Generation programs

bring the screen alive and makes other

games look as flat as snakes and ladders.

Spectrum owners will find that seeing
is believing when they open the door on
“THE CORRIDORS OF GENON', the latest
creation from New Generation. You will

- be saving the Universe from the evil that
now controls all things. But beware — the

sound of footsteps approaching could be

 Bogul

~ Corridors of Genon for 48K Spectrum

tis @ superb program, and a well
‘conceived plol. Britliant! 'Value for

- money 100% ' Home Comjruting Weekly

Knot in 3D for 48K
ictive,

CLrum

gxiayawq game' CJ&V Games
16K/48K Spectrum !

A masterpriece of programming C&V G

Hurtle into a void leaving a trail for
your unseen pursuers in ‘KNOT IN 31Y,
Weave your way through up to five trails
but be careful, you could get knotted! Or
travel through the depths of a moving
runnel full of bats, rats, spiders and toads in
‘3D TuNNEL, with a special surprise in the
48K version.

Stamina is the vital ingredient of
‘EscaPE', as you'll be venturing into the
maze pursued by walking and flying
dinosaurs,

ZX81 owners must be prepared for the

Escape for 16K Spectrum

‘One of ihe best arnd most oviginal games
we have seen for the Spectrum’ Sinclair User
A0 Monster Maze for 16K ZX81

‘Brilliant, Brilliant, Brilliant . ..’

Popuddar Computing Weekly

£4.95

£495

shock of coming face to face with the

T. Rex that leaps out from 3D MONSTER
Mazg'". ‘3D DEFENDER’ takes you out of this
world and plunges you into space in a fast
moving game to defend your home planet
against alien spacecraft in a blitz of
explosions, plasma blasts and photon
beams.

All these exciting 3D games have been
designed by Malcolm Evans, the 3D
expert. They'll have you leaping out of
your seat because you don't just play New
Generation games, you live them.
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BUGABOO(THE FLEA) RAYMOND BRIGGS' DRAGONS BANE £6.95  FRED £6.95
£7.95 THE SNOWMAN £6.95

STING 64£7.95

ANT ATTACK £6.95

TIME GATE
PURFPLE TURTLES
SKYHAWK
MINED OUT
THE GENERATORS

Quicksiiva pragrams are available from: Boots, W.H. Smiths, J. Menzies, Microdealer,
HMV, Hamieys, John Lewis; Computers for All and all reputabis
specialist compuler stockists.




