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THE DUNGEON MASTER
Let your Spectrum be your guide in a totally new
dimension in adventures in the true spirit of
traditional role playing games where YOU design
the scenario.
"I have been a Dungeons and Dragons fan for
several years_The package provides excellent
entertainment for all fans of the cults and should
prove a good introduction to the game".

-.Sinclair User.
"Highly recommended for its versality, originality
and quality. Definately well worth obtaining".

Computing.
ZX Spectrum 48K E 7 . 5 0

Written by Graham Stafford.

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?. To help you decide, read o n . . . .

A
.
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INVASION OF THE
BODY SNATCHAS!

Al last a  version as fast and furious and as
frustratingly addictive as the arcade original
Landers, Mutants. Bombers, Pods. Swamiers and
much much more combine t o produce t he
ultimate space game'
ZX Spectrum 48K E 8 . 5 0
Written by Simon Brattel and Neil Mottershead.

Please send SAE for our latest catalogue and
details of our forthcoming software
Catalogue FREE with even( order. P&P included.
Please add EID 50 per item for overseas orders
Please make cheques/PO's payable to
CRYSTAL COMPUTING
2 ASHTON WAY
EAST HERRINGTON
SUNDERL AND SR3 3RX

Very rarely have
software titles 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 ISLAND
The ultimate lest of logic and deduction' Can you
solve the hidden mysteries of the South Pacific
Island on which you have been stranded 'and
escape alive' A brilliant classic style adventure
game to facinate and frustrate you for month&
ZX Spectrum 48K E 7 - 8 0

Written by Martin H. Smith.

What the
real critics say.

The Best  or The Rest.

HALLS OF THE THINGS
A stunning multi-level maze 'arcade adventure'
"Excellent and dangerously addictive - could
change t h e  S pe c t r um  g a m e s  s c e n e
overnight" . . . . S i n c l a i r  User
"Spectacular - One of the best games I've seen,
finely bal anced be t w e e n simpl ici ty a n d
addictiveness - superb graphics and colour - I
CAN'T RECOMMEND IT HIGHLY ENOUGH'

Popular Computing Weekly
ZX Spectrum 48K £ 7 . 5 0
Written by Neil Mottershead, Simon Brattel and

Martin Horsley

ROMMEL'S REVENGE
A brilliant interpretation of  the most visually
stunning arcade game of all lime Superb high
resolution 3D graphics with full perspective plus
a host of  new and exciting features make
Pommel's Revenge the most spectacular game
ever produced tor your Spectrum'
ZX Spectrum 48K E 6 . 5 0

Written by Marlin Horsley

DEALERS! For details of our excellent
dealer di scounts (i ncl udi ng export)
ring Chris Clarke on 061.205 6603

PROGRAMMERS' Wr i tten a ny  good
software? send it to us to .valuation and
details of our excellent ccillfally scheme

P T  THE 1FF

ADDRESS.

Please Supply:
Invasion of the Body Snatches 0

Pommel's Revenge E  The  Island E
Halls of the Things E l  The  Dungeon Master

Catalogue (please enclose SAE Sin. x 91n.) I D
I enclose cheque/PO for
NAME
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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
It is a superb pmgram, and a well
conceived plot. Br i l l i a n t .
,
" V a l ue  f o r
money 100% 'Home Computing Weekly
Knot in 3L
, f o r  
4 8 K  
S t p
e c t
r u r
n

Addictive, playable game CI& V Games
3D Tunnel for 16K/48K Spectrum
'A ma p l e a '  of programming' C & VG

Hurtle into a void leaving a trail for
your unseen pursuers in 'KNOT IN 3D'.
Weave your way through up to five trails
but be careful, you could get knotted! Or
travel through the depths of a moving
tunnel full of bats, rats, spiders and toads in
3 D  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.

DE81. owners must be prepared for the

405.95 E s c a pe  for 16K Spectrum L 4 . 9 5
'One of the bmt and most original games
we have seen for the Spectrum • Sinclair User
3D Monster Maze for 16K LX81 £ 4 9 5

£5.95 B r i l l i a n t  Brilliant, Brilliant.. •
Popular Computing Weekly

5595 3 D  Defender for 16K ZX81 L 4 . 9 5
'Another 3D Winiwr• Sinclair I Iser

shock of coming face to face with the
T. Rex that leaps out from '3D MON'S
-
TER
MAZE'. '31) 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.

Products available from
VS' H Smith, Boots,
Menzies, Spectrum
Group, HMV,  and
all leading department
& computer stores

FREEPOST Bath 14A2 4 TD Te l 0 2 2 5
,
3 1 6 9 2 4
Mail order by return



SOFTEK INTERNATIONAL LTD. M A S T E R S  O F  T H E  G A M E
12/13 HENRIETTA STREET, LONDON WC2
TELEPHONE : 01.240 1422
Many of our titles for the Spectrum, Dragon and Oric are available
at selected branches of the following: Boots, W.H.Smith. Menzies,
Lasky's, Spectrum Group, Lightning Dealers. Dixons, Tandy Dealers
& Selfridges as well as through our nationwide dealer network.
Alternatively fill out this coupon and we'll rush you your Softek
game by return of postl
All Softek software comes with a perpetual guarantee. Should it ever fail
to load return it for .1 replacement. If the tape shows signs of physical

h l e a s e  enclose E1.50 to cover costs.

WARNINGU411 programs WO sold according to
Softea's terms of trade and condehons ot sale
Coolies of whew') aro evadable on request
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LEICESTERSHIRE
Profi le on sett houses Rabbit  and Blaby.

BEWARE THE WRATH OF MAGRAI
After a long silence, CARNELL come rampaging
back with the mammoth follow up to Black
Crystal and volcanic Dungeon.

PLAY IT AGAIN, SAM
FRANCO FREY takes a look at joystick
cont rollers  — which suits you
THE INVASION HAS BEGUN
1983 was an amazingly  rich year for Spectrum
software LLOYD MANGRAM takes a look back

EDITORIAL
Welcome to CRASH'

NEWS INPUT
A brief  round-up for the month

RUN IT AGAIN
The first of our regular games comparisons — this
month,  I NVADERS/ GALAXI ANS Whic h is the
best?

CROSS •  ro
Comic  strip excitement in t r s  first rarnpacked
instalment  Forget  all others -  1.
1
e r g . n s  
h e r e l

ASH HOT LINE CHART

REVIEWS I THIS ISSUE -
1 1 1 1 1 . 1 1 1
1 1 F
Include games fresh from the programmers of

• Ultimate. Silverseil Quickshi. Virgin, Thorn EMI,
Britannia:  Automata.  Workforce, Lotus Soft and
many, many others.

ADVERTISERS INDEX
Abacus
Abersott
Arcade Soltware
Blaby Computer Games
Britennie Software
Bytewell
Cambridge Computing 2 4
Camell 3 6 ,  80,111
Cases Combo's
,  
S i m u l a t i
o n s  
1 8

CDS M icro Systems 6
Crash M icro Games Action 6 3

17
53

106
11
59
ss

Crystal Computing

DJI  Software
Doric Sottwart
Gimes Machine
Gem Software
incentive Software
Lotus Soft
MartechiDurrell
Micromania

2 N e w  Generation 3
Penguin Books 7

49 Pe rf e ct io n  Solt AM, e 1 7
96 P r o c o m  1 1 1
17 S e v e r n  8 3
37 Se ve rso n  1 1 2
89 SC4 1 4 4  4
94 T h o r n  EMI 3 2 1 3 3
44 U lt im a t e
49 W a t s o n  Software 6 9

Wessex Soft 6 3

5



Experience CBS programs
for

yourself..
This Is Spectrum Safari'
a brand new Adventure

game from COS.
Just one of a new
range of exciting

programs for1984....Arcade action....
3D Space adventures....

Education and pure
fantasy._

new....
Spectrum
Education

CDS Micm Systems

ONLY C5-95 each at WH.Smiths,•Boots.
John Menzies and other leading
Computer Stores, or... a Selected titles only

Available direct from COS Mkro Systems
- •,• •  - • e  or %O. To CDS 10 Westfield Close,Tickhill,Doncaster DN11 91.A.Tel-.(0302)744129

•

new....
Spectru
Arcade
action



THE KORTH TRILOGY—C4.95 EACH
Dare you take on the awesome might of the Korth Empire?
Your swashbuckling skills will need to be at their sharpest
in this intergalactic fighting fantasy!
Each adventure pack contains:

*On illustrated science fiction adventure story plus...
* a  cassette with three specially created programs

for your Spectrum (16K and 48K).

PUFFIN BRING YOU 4 BOOK tit SOFTWARE PACKAGES
THAT ARE OUT OF THIS WORLD!

THE WARLOCK OF FIRETOP
MOUNTAIN
Book and software pack —C6.95
Software tape only — 0 5 . 5 0
A maze of hideous complexity
riddled with nasty surprises and
fiendish traps lies between you
and the Warlock's treasure and
only the very skilled will survive!
Warlock pack contains: - - - - „ m m i l l V  441

*Warlock of Firetop Mountain story book plus...

*Cassette with specially created programs for j  v•P
yourSpectrum ( 48K.)

Great ideas have never been alien to Puffin. And these stunning fantasy book and software
packs are no exception! A truly exciting and

. C A P E  B E S I E G E D ! .  "  U N T O1RON .  T H E  EMPIRES o r i g i n a l  combination of story and computer
programs from sci-fi to sorcery

THE PUFFIN PERSONAL COMPUTER COLLECTION
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1TH-
Pr o d u c e r  M ic r o r n e g a
M e m o r y  r e q u ir e d  1 6 K
Re c o m m e n d e d  r e t a i l
p r ic e ,  £6 . 95
A u t h o r
Mervyn Estcourt

a new game whic h
!Des deserve the 3 D
! .ons idering that  it s

T Into 160, th is  has to
!Tcst yet road race type
m i the Spec trum
Tory  lines  goes I t  is
cne hundred  y ears
re Great War and the

T!!T Americ an cont inent is
uled by  mighty  warlords  in

constant confl ic t over forest
Territory Yo u  are one of the
mote mercenaries , Riders  of
Me Big  Bik es

And so on.
But wh o  cares about  the

story lind? All our rev iewers
were s tunned by  the game
and that's what counts1What
you get s o  v iew over the Big
Bike's  handlebars ,  wit h  a
pair o f  b lac k  lea t her c la d
hands gripping therm Before
you is  what  appears to be
reasonably  empty landscape
With a c ouple of  s mall trees
in  the dis tance Bu t  at  soon
as you accelerate the pic ture
changes_ The trees suddenly
seem t o  m u lt ip ly  -  a n d
ihey re big!

St e e ro n g  y o u r  b i k e
between the trees, you chase
after t wo Other riders  t ir in g
photon bolts  an them A heli-
c o p t e r  h o v e r s  a r o u n d ,
occas ionally  la n d in g  T h is
too c a n  b e  s hot  ot y ou 're
good,

And that's  about it  Except
for the night  patrol

The F o re st

Emommilhi1111=11111161
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idea for a game, and utterly
c ompelling t o  p lay ,  O n c e
you shoot up two riders  the
game automettealty switches
to n ig h t  pe t ro l l i e  a  lit t le
harder to seethe trees. and it
you get through that, sector
two day patrol adds a tank as
we ll as  the helicopters  The
main problem is  brak ing, nor1

e..
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V a lh a l laBugaboo (the  Fle a)

t hat y ouc an't jus t  that some-
how y o u  f o rge t  t o  I n  t h e
exc itement Great  graphics
,
'

'There is  a range indicator
to le t  you k now how c ies° to
the Other bikes you are. but I
nev er e v e n  n o t ic e d  i t
because the 3 0  effect is  t o
gisibd you can t ire by ins t inc t
as you would in real lit e  The
graphics  o r  the bolt s  t ir ing
eway a re  very good and to
is the explos ion when you)hit
shmathino s o  realis t ic  Mat

1 1 • 1 1 1 1

AN D  M ORE TOP GAM ES R EWEWED
8

i

by
,T
c
o

toe3
the b it s  seem 0  fl y
your shoulders .
into a t we e t  f u ll t ilt  it  gin te
an experiancb M a  game is
dangerous ly  a d d ic t iv e  t o
play , '

'Return o f  t h e  J e d  h a s
nothing on tbs .  The  chase
through the trees is  breath-
taking — quite literalty .  Fan-
tastic graphics ,  ex c ept ion-
ally  smooth mowonent ,  t he

handles really  wa ll (you
Do t h e  r ide r 's  hands

the handlebars). Buy

COMMENTS
Key board p o s ilio n s !  v e ry
good. 1 tor left. ears for right,
819 brake acclerate, and any
bottom row key tor fi re
Joystick a h e m  Kedles ton
K e y b o • r d  p l a y '  v e r y
responsive
Use of s aloon good
Graphics: superb
Sound, very good
Sk ill levels : each sector gets
harder
L ia m  3  G e n e ra l "St in g :
excellent

Use Of computer 9 0 °8
Graphics 9 2 %
Olayability 9 5 %
Getting starte d 8 5
5
/ a
Addictive qualities 98%
Value for money 9 2 %
Overall

LOTUS
((FT

LORD
HARRY

Lord Harry



CRASH, S A P R I E N I
WALLOP
Its diffi cult to know what to
say in the first editorial of a
new magazine. Apart from
the usual formalities like,
'Hi!' and, 'Hope you enjoy it,'
there are tons of other
things to say, but I'll keep it
fairly short!

Perhaps the first item is
the magazine's name. As
editor of CRASH I've been
surprised by how few people
in the software industry
have pointed out that it is a
strange name, or that in
computer terminology a
crash is not a particularly
Good Thing. In fact not a
single person has said it yet,
so perhaps I should keep
quiet, but the name arrived,
like most titles, in a flash and
simply seemed right. I like to
think it symbolises more the
power and strength of the
computer game than
anything else. As a
magazine title CRASH is
short, sharp and to the
point, and anyway it makes
it the only computer
magazine without the word
computer stuck somewhere
in it, and that must be worth
some points!

REVIEWERS AND
REVIEWING
'It is always important to
realise that reviews are only
personal preferences,' Ian
Sinclair of I X  told a
reporter from Home
Computing Weekly last
summer. His statement
reflects the fears most
software houses feel
regarding games reviews.

The spokesman for
another very well known
software house told me at
the PCW show recently that
he had 'heaved' when he

INDEX TO REVIEWS IN
THIS ISSUE
Admiral Graf Bps*  Temptation
Ant Attack Cumulus
Armageddon &Wesson
At A t  L lit imme
Barreldrop Games Machine
Bedlam Lothlonen
Blockade Runner Thom EOM
Bonaire Procom
Brain Damage &Iverson
Bugebee Ourckailva
BO@ C C  S.
Corridors of °a non
New Generation

103
16
79
28
15

102
31

102
74
15
75

28

Cybertanks Star Dreams 1 0 4
Oeathc hose Micrornerga a
Doom Rugs Work lorCe 8 2
EsiersnMator Severson 9 5
Fire R ion Abacus s e
Firellawka Postern 1 9
Forest Phipps Assoc 2 7
Ga laclit Warrior Abacus 7 3
Gangeleta C C  S 7 3
Gold Rush Thorn EMI 3 1
Getchel Bie by .  1 3
Greed Pris O f  We, Britannia  7 4
Gricifunner Ouickailve 1 0 4

saw the details sent him by
CRASH and went on to
explain that his company's
games have 'honest covers'.
It transpired that he
disapproved of trying to con
people with exciting artwork
that h a s
,
l i t t l e  
t o  
d o  
w i
t h  
t
h
e

quality of graphics
contained in the programs
available, and our intention
of having plenty of exciting
artwork in the magazine was
basically dishonest. But
what seemed uppermost in
his mind was the fear that
reviewers didn't understand
his games or play them well
enough to be able to review
them fairly. He told me he
wouldn't be releasing review
copies of new games until
he could write the reviews
himself.

These two opinions are
nothing new, of course. The
battle between reviewer and
reviewed has been going on
since the beginning of time.
But they do underline two
points which we at CRASH
feel strongly about. Firstly:
hardly anyone except a real
first-timer on the Spectrum
expects the game to look
exactly like the art on the
inlay. Whilst I have nothing
at all against the 'honest
cover' approach, I fail to see
why covers should not be as
exciting as possible. We're
all used to LP and book
covers being zappy and
interesting. Why shouldn't
computer games cassettes
look as good? Probably one
fair argument against would
be that books and LPs can
be read in the shop or heard
on the radio, so you have a
pretty good idea of what it is
you're buying; whereas
shop assistants aren't going

MICRO GAMES ACTION/

to waste their time loading
several cassettes for you to
see, so you are very reliant
on the description of the
game and the artwork.

Which brings us to the
second point; Reviews are
all the more vital for the
games software buyer
because of the above.

Are reviewers unfair? Are
they biased and
incompetent? Would it be
better for the programmers
to write their own reviews?
Well the latter is obviously
not on. Artists are awful
liars, and never so bad as
when talking about their
own work. Whatever the
software houses may feel
and say about reviews, they
want them as much as the
public want them. There is
an obvious conflict — the
player wants to be told
whether the game's worth
buying and the producer
wants the player to be told
that it is worth buying.
Happily the conflict isn't
always irreconcilable!

What this underlines is
that from either side
responsibility is placed on
the reviewer to be honest,
but he or she is only human,
so the resulting review is
bound to be a personal
preference h o w  can it be
otherwise? In fact that is the
reviewer's strength h e  is
likely to say what he thinks
no matter how much
pressure he's under from the
advertiser. Pleasing the
software producer is not a
reviewer's task. Besides. if
you listen to software
people they'll all tell you that
such-and-such a game got
terrible and unfair reviews
yet it sold fantastically. thus

Grouch° AutOmMa 4 1
Hawks Lotus Soft 9 1
HIM let•Killor Pr oieh 9 6
Invasion o l the Body SnMchaal
Crystal 9 0
Lord Harry Lotus Son 9 1
Ltma Crabs Micionsega 4 3
Lunar JO iMilln Ultimate 8 8
Meziacs On Tronics 9 5
Mission Impossible Sitre rcroil l a
Mortis Meets the Bikers
A u t o m a t e   4 3
Mrs M opp Compulasuwe 7 9

rovt n G t  M O H  read

Odysse y) Perfection
Oh M ummy Gem
Oracle's Cave Doric
Pluggli Biaby
Push Ott  Sa nwa ,  Pro w ls
Ouetialceen
Rider Virgin
Pryer Rescue Thorn EMI
Road Raced Thorn EMI
Speciron n
Spectrum Boots Lotus Soft
Spill I  ncenhve
Subchase Gem

knew, reviewers don't know
what they're talking about.

At CRASH we have tried
to bear all this in mind. Cur
responsibility seems •
heightened because our
major concern is reviewing
games. That is why all the
major reviews and criticisms
are undertaken by at least
three reviewers, In this way
we hope a fair balance will
be maintained, that the
resulting review will even
out personal preferences.
And the reviews are done by
games players, not
professional reviewers in the
usual sense. So if we say a
game isn't liked, it isn't just
because the reviewer was
tired and bad-tempered
because the cat just peed on
the carpet or the wife walked
out last night. And if a game
is liked, it isn't because the
manufacturer told us it was
good.

Anyway, in the long run
the readers of CRASH — yes
that's you — will be the final
critic. You can write and tell
us what you think, or you
can use the CRASH
HOTLINE and vote on those
games that don't seem to get
the chart placings they
deserve, and if you're really
keen, you can always have a
go at the Reviewers'
Competition in this issue.
ROGER KEAN

ZXMAS MICROFAIR
The 3 and 4 December saw
London's Ally Pally packed with
eager crowds for the ninth ZX

12 3  Deep Space Posiern 9 6
34 T ra in  Game Microaohme 9 2
9 4  I f  I n e ve rvi e n  O c e a n  7 6
93 T r E s  a Ouickstiva 1 0 1
82 Tula nitha niun Micromanla 3 5

101 Va tiva lta  Legend 4 1
42 Va m p ire  VMage Terminal 9 2
30 Vo lca n ic Planet 7hot n EMI 3 4
ao w a ilo ci,  of Firetep Mountain
18 Pe n g u in  1 2
19 W i l d  West Hero Tirriescape 8 3
89 2  o w n  5 f arrme 1 3
35
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Microfair with 130 companies
taking part. Notable absentees
were imagine, Bug-Byte and
Virgin, but among the biggies
Ouleksliva, DK Ironies, Artie,
Mikrogen, Carnell, CCS, CDS
and SiIverson all had stands.
Vortex created great interest
with Androed 2. shown for the
first lime,  as did Fantasy with
their follow up to The Pyramod•
Pole Posit ion fans were treated
to Speed Duel from OK Ironies,
Grand Prig Driver, f rom
Britannia, Road Racer from
Thorn EMI and tantalised by the
non-existent  Chequered Flag
f rom P a l m But the most •
Popular draw was Micromega'sDeathchase

Lots of  Manic Miner fans were
in search of the follow up Jet
Set Willy  f rom Sof tware
Projects, and as many wanted a
glimpse of Imagine's Stonkers
which hadn't  been released in
time Mikrogen and Artie had a
dramat ic  presence with
numerous new games, and at
GlisoIt's stand The Quill had
many adherents: a new product
writ ten with The QUIll made its
first appearance — Dennis
Througp The Drink ing Glasses
by Applications, &Story about
the Prime Minster's  husband.

Diffi cult  and attractive
Wheelie was visible next to The

!Train Game at Mircosphere's
stand, and at Phipps Associates
armchair sportsmen could go
orienteering with The Forest.
One of the bigger stirs was
caused by Digital Integration
with their superb jet fi ghter
s imulat ion game, Fighter Pilot.
More about that in the next
issue Abbex  were showing
their new Krakatoa and Cameli
let us glimp9•,, he  screen of The
Wrath of  Magra, due out soon.
Automata held a noisy lucky dip
where games were to be had for
a pound apiece, and on the

Crash Mic ro stand newcomers
Starzone Software showed their
Zaxxan
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Spect rum version of the famous
arcade original.

Due t o  t he lack of  space it 's
imposs ible t o  c o v e r  e v e n  a
fract ion of  the software on show
at the ZX Mic rofair but you'll be
able to catch up with it in the next
issue of  CRASH.  The tenth ZX
Mic rofair is at the same venue on
the 4 February.
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s pages in magazines are a lways run -  it  s run to ready,
and they're fun to write_ After all, we a ll need a chance to slag
someone off now and again, and it n i c e  to give praise where
it's due, So here is your chance. What do I want to know? Well
for a sta rt  o ff  you can te ll me about the games you like  (o r
hate), co mp la in  about p rog rams that don't do what they're
supposed to do, let other readers know some wrinkles you've
learned o r how to  p lay games (like  h o w to  h it  the subs in
Zzoom with o u t  mu rd e rin g  the  p o o r o ld  refugees), a n d  o f
course you  can ye ll at ou r overworked reviewers fo r sayingthings with  wh ich  you  disagree!

Each mo n t h  b e  ch o o sin g  t h e  b e st  le t t e r f ro m th e
postbag, and, as we ll as publish ing it, 1W send the write r E12
worth of software of his o r her choice (it  can be two cassettes
as long as they come with in  the 1 2 ).  I 've had to grove l on
banded knee to the editor for this, so you'd better be grateful!

Send your letters to Lloyd Mangram, CRASH Forum, PO
Box 10, Ludlow, Shmpahlre SY81DB. I can't promise to print
everything that comes in because space is precious (I 'm told)but d o  my best,
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HOW THE RATINGS WORK
There has been much editorial argument over this fi rst issue on how the
new games should be rated — and indeed, even if they should be O ne
argument is  that  g iv ing games  a  rat ing is  t oo  inaccurate We'v e a ll
become used to computer mags doing something like it, but a rating is 01
little use if it  isn't c lear on what it is based. Some give a score out of live.
some Out o f  eight. Others Out o f  twenty , And we've all seen the bad
reviews that gives fi ve s t ars  and the good rev iew that gives Iwo
, However, due to pre5sure from many  quarters we have given way on
the rat ings  rssue and dec ided to use it .  I n  CRASH you wil l  fi nd two
sections at the end of  each rev iew which can be cross-referenced to the
review its elf .  T h e  fi rs t  i s  headed CO MME NTS  a n d  giv es  fac tual
information regarding the program and a very general rat ing based onthe three indiv idual rev iewers ' opinions

Then come seven ratings. All the fi gures given are percentages. Some
of the headings are used dif ferent ly  than you may have encountered on
other magazines Firs t ly  the heading USE OF COMPUTER. Until fl ow this
has us ua lly  indic ated t he  us e o f  t he Spec trum's  capabilit ies  b y  a
program. but  we do not use il that way. After all a really  excellent game
may Only need 91< of memory  — who's  to say whether that is a good or
poor use of the computer? Some games don't need fabulous graphics to
be great games — who's to say a game with s imple graphics isn't making
full use of the computer? It isn't a relevant heading for the games player
So our USE OF COMPUTER means, how user-friendly  is the game, have
they prov ided sensible keyboard positions, are there plenty  of joystickOptions '

The other heading which differs in meaning from the way it is used in
other magazines is RATABI LI TY ,  which up t ill now has usually defi ned
what w e  m e a n  b y  U S E  O F  CO MP UTE R.  Wh a t  w e  mean  b y
PLAYABILITY vs literally  that — is it a fun game to play from the word go?
After all, a game may be enjoyable but not very addictive in the long run.We think  it 's  fair to point Out the difference.

Use of computer
How good or bad are the control key
positrons, is there a good range of
Joystick Options, is the program
quick to respond to input? In other
words can you use the computer
easily with this program?
Graphics
Speaks for itself
Playability
is the game fun to play right from the
start Or, after a complicated start,
does it become fun lo play?
Getting sterted
Are the instructions c lear both for
control keys and game's objec t ives '
How good Or bad is the packagingand loading')
Addic tive qualit ies
Haw long do you want to keep
playing, and wilt you want to play itagain?
Verfue lor money
Speaks for itself

Overall
The six above percentages are
averages Out to a fi nal fi gure.

All the above percentages are
based on an average of the three
indiv idual reviewers ' fi gures

SCALE OF PERCENTAGERATINGS
Under 30%a waste Of time
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appeal for some
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61-70% g e n e r a l l y  recommended
71-80% h i g h l y  recommended
111-90% K n i g h t  of the British

Empire
Above 90%words fail
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DEALERS PLEASE ASK ABOUT OUR VIDEO TAPE WHICH CONTAINS OUR FULL RANGE OF GAMES

A Newsfi eld Publicat ion 1 1



ODYSSEY 1
Producer: Perfection
Software
Memory required: 16K
Price: E5.50
Game type: Arcade
Author: I  Williams

Use of computer 63%
Graphics 60%
Playability 80%
Getting started 72%
Addictive qualities 83%
Value for money 75%
Overall 72%

Features: 1 0 0 %  mac h ine
code, on-screen scoring, hi
score, freeze frame. This is a
3-part arcade game. Stage
one is  a  berserk variation.
You fi nd y our  man a t  the
c entre o f  t h e  s c r e e n ,
s tanding a t  t h e  o p e n
cross ing b e t w e e n  f o u r
rooms, containing diamond
shaped baffl es and several
purpte robots  o r  'dreaded
blind mutons ' as  the inlay
b lur b  d e s c r i b e s  t h e m .
Despite their blindness they
fire away  in to  the dark  a t
random, k eeping y o u  o n
your toes. Your controls are
asteroidal, ie rotate left and
right, thrus t  and fi re, T he
program allows for continu-
ous fi re/rotation/thrust. The
walls o f  t h e  r ooms  a r e
electrifi ed a n d  m u s t  b e
avoided ar•c! we got the feel-
ing some of  the diamonds
killed us  off too. Otherwise
it's fair ly  easy to k ill off the
mutons, w h ic h  leads  y o u
into stage two.

Now you're faced with an
Arcadia c opy .  Staggered
rows o f  a l ie n  s h ips  s a i l
across the screen from left to
right and your ship can move
across t h e  bot tom o f  t h e
screen or  thrust up to avoid
the wedges of aliens as they
get lower. At first it all seems
pretty easy to hit them, but
every ship h it  turns  into a
falling missile. A clever move
this, s ince i t  forces you to
move the instant after fi ring
— a n d  meaner  s t i l l ,  t h e
missiles don't vanish when
they hit the ground, but wrap
vertically round the screen
So the more ships you hit the
more the screen fi lls  w ith
flying weaponry.

Stage t h r e e  p i t s  y o u
agains t p te r odac ty l- l ik e
creatures with strange habits
— but  we won't spoil your
fun a n d  t e l l  y o u  w h a t
happens w hen  y ou  s hoot
one
12  A  Newslield Publication
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Timothy Williams' prize winning
ODYSSEY 1: First screen Is a
'Berserk' typo.

Critical comments:
Here's a collection of what

our three reviewers had to
say.

"The idea of putting three
types o f  arcade game into
one is  quite good, bu t  o f
course, i t  d e p e n d s  o n
whether you like the type of
games chosen, a n d  mor e
importantly, whether each is
well done, In this case I think
it works quite well."

"The graphics in this game
are a l l  quite small, l e  one
character size."

"Odyssey 1 packs quite a
lot into its 15k, but that does
tend to restrict the quality of
the graphics, which are not
very detailed."

The Warlock
of Firelop
Mountain
Producer: Puffin Books
Memory required: 48K
Recommended retail
price: E6.95
Language: machine
code
Author: N Mottershead
& S Brattel
A number of book publishing
houses are now moving into
•
g
a
m
e
s  
s
o
f
t
w
a
r
e  
p
u
b
l
i
s
h
i
n
g

none so famous perhaps as
Penguin, who have released
this new game under their
Pullin name.

An interesting aspect o f
this program is  that i t  has
been produced for  Penguin
by Cry s tal ( Halls  o f  t h e

"The graphics could prove
a drawback since the game is
now competing with games
of a  muc h higher  graphic
standard,: although s hoot-
em-up games all tend to be
pretty simple graphically."

"Odyssey 1 is a good mix-
ture o f  well known arcade
games w h ic h  mak es  e x -
cellent us e o f  colour , has
very g o o d  gr aphic s  a n d
there's a  br il l iant  us e  o f
sound. W o r d s  f a i l  t h i s
game— br illiant,
—General:
Now as it does not provide a
standard joy s t ic k  o p t i o n
anyone us ing a programm-
able inter fac e will have to
load t h e  g a m e  fi r s t  t o
discover the keys: However
they are: rotate lef t :  Caps
Shift; rotate right:Z; thrust: H
- ENTER: Fire: Y-P: Pause.' S-
O: and S starts the game.

Things) and adapted from
the amaz ingly  successful
novel o f  t h e  s ame name
written b y  Steve Jackson
and I a n  Livingstone. T h e
novels (there is a series) are
really c omputer  pr ogr am
flow diagrams in book form,
Basically D &D  format, the
book keeps facing you with
options where you can, say,
pick one of three doors to go

through. Whic hev er  y o u
choose, you will be given a
page number  t o  tu r n  t o ,
where the story continues,
and it 's  quite different for
each door. The idea here is
that t h e  c omputer  g a m e
supports the book and you
may buy either the tape on its
own f o r  E 5 . 5 0  o r  t h e
combined pack of tape and
novel for  E6.95. Either way
round i t  represents  v er y
good value.

Crystal are famous for the
notoriously diffi cult Halls of
the Things , and  Dungeon
Master, T h e  War loc k  o f
Firetop Mountain is actually
s im i la r  t o  H O T T  b u t
somewhat easier to play and
in some ways much better.
THIS IS WHAT YOU DO
After a two minute load, a set
of b e a u t i f u l l y  w r i t t e n
instructions fi ll you in on the
scenario and te l l  y ou  the
control keys. You are about
to e n t e r  t h e  v a s t  a n d
complex labyr inth beneath
the gruesome crags of Fire-
top Mountain. Created b y
the evil Warlock to guard his
fabu lous  t r e a s u r e ,  t h e
labyrinth i s  c rawling w i t h
vicious monsters like Orcs,
Spiders, Slime Mould and
others, whic h w i l l  prevent
your return to the surface. All
you have is  a  bow and a
trusty sword. The idea is  to
roam the maze and collect 15
keys, fi n d  t h e  War lock 's
treasure chest, and escape
with the lot.

There are 18 control keys,
which may  seem like a lot,
but for tunately  n o t  a l l  o f
them ar e needed a t  once!
The screen Only  shows a
small frac tion of  the actual
maze, switching to the next
section as you go. Here and
there doors are shut in your
way. These y ou can open
and close, and in  fac t you
can close many of the door-
sized open spaces to keep
the monsters  a t  bay . T he
sword and your arrows can

Sword at the ready and the nestles are gathering. THE WARLOCK OF
FIRETOP MOUNTAIN,

Wounds



1

Use of computer: 60%
Graphics: 75(J/0
Playabillty 78%
Getting started: 75%

only be used in the direction
you a r e  fac ing, w h ic h  i s
important because alter ing
directions does  n o t  mean
you are facing in that way. In
the normal course of events.
its possible and as easy to
walk backwards, bu t  i f  an
enemy threatens, you have
to use the cursor keys as well
as the direction keys to be
sure of facing the monster_
GENERAL
There ar e four  direc tional
keys, Z /X for  left/r ight and
N/M for  up/down, plus  the
cursors which make you face
in t h e  f o u r  d i r ec t ions .
Additionally A fires arrows,
S sheathes o r  draws  t h e
sword. 0  and C  open and
close doors, SPACE centres
your man on the screen, 1
displays score and number
of keys held, 2  pauses the
game, 3 turns the sound on
and 4  turns it  off and zero
makes your man face in the
direction of movement.
CRITICISM
'This is very like Halls of the
Things, but it's  much more
playable. I actually found the
other one too diffi cult and
confusing to play. In Firetop
you're l e f t  a l o n e  l o n g
enough t o  get used to  the
keys and mov ing your man
about so you feel confi dent
about attack ing t h e  mon-
sters, some of  whom have
swords a n d  a r r ow s  l i k e
yourself.'

'The graphics  are better
than HOTT's, the monsters
are m o r e  d e fi n e d  a n d
realistic. Every thing moves
very smoothly and very fast.
It needs a  quic k  ey e and
hand c o - o r d i n a t i o n  t o
survive mons t e r  attac k s .
Everything seems to happen
in a blurt at first until you get
the hang of it, and just when
you have, mor e  monsters
come along.'

'A quick ly learned lesson
Is to shut doors behind your
— i t  keeps  s ome o f  t h e
horrors a w a y .  M y  o n l y
quibble really is why did they
have t o  p u t  t he  up/down
keys in a straight line and on
the bot tom r o w  w i t h  t h e
left/right? I t  does make life
unnecessarily difficult at first
— b u t  i t  is n ' t  a  ser ious
drawback.'

't think  Penguin have a
winner with this one - when's
the next one Out?'
COMMENTS
Keyboard positions:
complex but masterable
Use of colour: simple but
very effective

Graphics: excellent and
clear, but the man isn't fully
animated
Sound: average, more could
have been made of it,
though the on/off facility is
useful
Skill levels: one
Lives: one but with a
percentage of wounding
allowed
General rating: a very good,
fast game and at its price,
very good value

Addictive qualities:65%
Value for money: 8 5 %
Overall: 7 3 %

ZAXXAN
Producer: Starzone
Memory required: 48K
Recommended retail
price: E5.50
Language: machine
code
Author: N Mardon
Probably t h e  mos t  talk ed
about arcade game o f  the
year has been Zaxxon, the
complex  s c r amb le  t y p e
game w i t h  amaz ing  3 D
graphics I t s  c ult  following
has probably  been helped
along b y  i t s  scarc ity . O f
course there are favourable
versions available for  Atar i
(very good in fact), but it has
been a  cherished dream of
Spectrum software houses
to have a go. So it's  only fair
to say at the outset that this
version — the first of its kind
for the Spectrum, is  much
simpler look ing and moving
than t h e  arc ade o r  Atar i
version. But it's pretty good
anyway.

For a  s tar t o f f  Starzone
haven't been fr ightened o f
r epr oduc ing  t h e  t h r e e
quarter angle view in blocky
3D; the shadow is there, and
so are the features o f  the
arcade original.

Your bas ic  ojective is  to
take y o u r  a t tac k  fi gh te r
through t h e  f o r m id a b le
defences of the Zaxxan fort
and destroy it. These include
numerous g u n  emplac e-
ments, lighter  aircraft, laser
force fields and walls of vary-
ing heights . A s  t h e  walls
approach you must fire your
guns— the explosions give
you the bes t indication o f
your flying height. Fuel runs

A Wet tor the Spectrum. Star Zone's ZAJEXAN.

out rapidly  and is  replen-
ished, as in scramble games,
by shooting up fuel dumps.

CRITICISM
'Here we have a  Zaxxon

copy, t h e  fi r s t  f o r  t h e
Spectrum, and which takes
the s a m e  f o r m  a s  t h e
original. The movement is a
little jerky and the individual
graphics are fairly small but
easily identifiable. Colour is
well used and the keyboard
play is good, though the per-
spective makes i t  diffi cult.
Zaxxon fans  should enjoythis one.'

'Your fi ghter  is  a  s ingle
character size so it  doesn't
do all that lovely banking on
the turns  that  the or iginal
does, but  in  most respects
this is  avery good copy and
difficult t o  p lay  well.  T he
character movement is jerky
but n o t  t o  its  detr iment, I
thought, you soon get used
to that. Perhaps it makes fine
tuning a little hard. But how
nice to have a Zaxxon copy
for the Spectrum at last.'

Pretty triffic on the whole.
not as smooth as the original

GOICHA!
Producer: Blaby
Memory required: 48K
Recommended retail
price: E5.50
Language: machine
code compiled
Author: Garry
Capewell
The fi rs t th ing y ou notice
about Gotchal is the attract-
ive loading title page, a near
exact replica o f  t he  in lay
cover. Garry  Capewell has
written a number of success-
ful Blaby  games and this  is
another feather in his cap.

You're Ernie, an  o ld  lag
who has just broken Out of

and s till plenty of scope for
improvement over the next
few months, but I  wouldn't
miss out on this one! My one
grouse i s  that  they  chose
dark blue for  the fl oor, the
black shadow tends to get a
bit lost. It helps though if you
have your contrast r ight up
on the telly.'

COMMENTS
Keyboard positions: good
Joystick options: Kempston
Keyboard play: responsive,
but c har ac ter  mov ement
makes it a little hard to judge
accurately
Use of colour: very good
Graphics: nicely  drawn and
detailed, but jerky movement
Sound: fairly good
Lives: 5
General rating: good

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

80%
77/o
68%
68%
70%
80%
74%

the nick . Firs t obstac le to
freedom i s  t h e  searching
guards outside the jail. There
are five of them, their torch
beams sweeping the various
jail yards. Ernie mus t ge l
safely pas t them and then
through two ja il gates that
rise and fall very quickly. On
this first screen you learn the
cruel nature of  Gotchal —
timing. I t ' s  c r uc ia l.  T h e
second screen shows  y ou
just how much too. A night-
mare platform screen remin-
iscent of Manic Miner Willy's
worst nightmare greets you.
Seven levels with s ix green
gates riding up and down the
screen at a frightening pace,
and all Out of time with each
other. On the platforms and
other screens are all sorts of

A News lield Publicat ion 1 3



7
2
0
-
f
i
g
w
3
A

General ra t in g :
addicts only!

expert

Use of computer 73%
Graphics 75

0
/ 0

Playabillty 80p/o
Getting started 73c

1
/o

stashed goodies  s uc h a s
swag bags . safes . Hitac hi
stereos, cameras  and  t h e
like.

A mean programming trick
here is that once committed
to crossing the screen Ernie
keeps o n  mov ing unt i l h e
reaches the other side. Get-
ting t h e  r igh t  moment  t o
move is the skill. Once on the
move, however, reversing his
direction can save you from
instant crushing by a falling
gate. Bu t  there's  a  copper
about as  well.  I f  he  nicks
Ernie, it's back to the bottom
of the screen.

Ernie in tic reen one, about to be
caught in the glare of publicity.

MISSION
IMPOSSIBLE
Producer: Sliversoft
Memory required: 16K
Recommended retail
price: E5.95
Language: machine
code
Author: Jeremy Brown

Screen two of GOICHAI  Ernie la in th emiddie on the 2nd Moor. Mind thegate!

CRITICISM
'One drawbac k  i n  t h i s

game might have been the
instant s tart between lives,
which made Barmy Burgers
slightly irritating, but here it
matters less as all the start
positions are in 'safe areas
and you're not against the
clock. T h e  gr aphic s  a r e
reasonably large and if  not
fully animated then certainly
very lively. Ernie himself is
quite good, and it hurts when
he gets  beaten u p  by  the
copper. N o t  a  g a me  f o r
arcade beginners!'

Mission Impos s ib le i s  a
Lander t y pe  game, where
you must guide your shuttle
craft down from the mother-
ship t o  the planet surface
below and rescue stranded
miners from the colony, and
then r e tur n  t h e m  t o  t h e
mothership. T he  t i t le  des -
cribes t he  game very well
and only  seasoned arcade
players w i t h  lightning r e -
flexes should apply  for  the
pilot's job!

'In the shortish time I had
to get this  game reviewed I
found it  diffi cult to get very
far t h r o u g h  t h e  s ec ond
screen and ended up bathed
in sweat! So I've s till to dis-
cover what lies beyond. In its
own way as diffi cult to play
as Man ic  Miner .  F r r r rus -
trating!'

'Every screen is  alive and
very busy, so it's an instant
appeal game. Er n ie  c ould
well bec ome  a  h e r o  —
anyone who finds it easy to
put up with his life would cer-
tainly be  one. N o t  i n  any
sense an easy game to play

There ar e three landing
pads on the planet and you
must touch down accurately
using your  retro rockets to
slow — a fast landing can kill.
Four layers of moving aster-
oids must be avoided on the
way down. Having collected
a miner the return trip is even
more fraught, for the sky has
now fi lled u p  w ith  enemy
alien craft. The retro-rocket
can be used as  a laser to
blast them away before the
tricky doc k ing manoeuvre
with the mothership. Should
you g e t  t h r ough  a  f e w
screens another  hazard is
introduced, a  f o r c e  fi e ld
through which you must find
your way.

Very addictive for the usual
reasons — it looks as though
it should be easy so you keep
trying. Very good.'

COMMENTS
Keyboard  p o s i t i o n s :
sensible Z/X left/r ight, K/M
up/down
Joystick options: Kempston
Keyboard play: responsive
Use of colour: very good
G r a p h ic s :  r e a s o n a b l y
smooth. compiled
Sound: continuous, good
Skill levels: 1
Lives: 6

Addictive qualities 85%
Value for money 7 8 %
Overall 7 7 %

CRITICISM

'The setting up menu isex-
cellent and a l l  the various
characters making up the in-
structions s eem t o  t u r n
inwards a n d  f ade  a s  t h e
game starts. This  is  a very
hard game t o  master and
needs q u i c k  react ions.
Addictive.'

'The new Silversoft pro-
grams s eems  v er y  us er -
friendly, with plenty  of  joy-
stick options and good key-
board control — the games
are a l l  very user-cruel, but
that's jus t as i t  should be!
They call this  one Mission
Impossible, and so it is, but
irs wor th  mastering. N ic e
graphics and very playable.'

'The lender type game isn't
new, but this  is a very good
version w i t h  i t s  own lit t le
touches which help to make
it enjoyable t o  play . Once
you get the hang the first few
screens are merely diffi cult
— then it  really gets tough!
Takes time to get good at it.'



41.

Use of computer 6 5 %
Graphics 65%
Playability 70
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Getting started 68%

Use of computer 80%
Graphics 70%
Playability 85%
Getting started 8CP/0
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salely down and only another
hundred men to rescue — l  looks
like MISSION IMPOSSIBLE.

COMMENTS
Keyboard pos it ions :  Z / X
left/right, SPACE re tro /fi re
Joystick options: Kempston.
AGF o r Protek

BARRELDROP
Producer: Games
Machine
Memory required: 48K
Recommended retail
price: E5.95
Language: machine
code
Author: Russel Vincent
Bane/drop t a ke s i t s  n a me
from wh a t  mig h t  b e  ca lled
the chorus line of th is game.
The two  heroes are Gordon
and F la sh  b u t  t h e re 's  n o
Ming i n  t h is  e p ic!  G o rd o n
has b locked drainpipes, five
of them in fact, and he's d is-
covered a rather novel way of
clearing them. He  stands on
the ro o f  w i t h  fi v e  ba rre ls,
rolls them d o wn  the  incline
and tries to  get them to  fa ll
down t h e  b lo c k e d  p ip e s
How o n  e a rth  t h is  i s  su p -
posed to  clea r them, good -
ness knows!

HOP, SKIP & JUMP

Keyboard play: responsive
Use of colour: good
Graphics: good
Sound: average
Skill levels: up to  you, but 3
speeds
Lives: 3
Screens: over 50
General r at ing:  good a n d
addictive, recommended

Addictive qualities 85%
Value for money 8 0 %
Overall 8 0 %

However, i t  seems to  do
the t rick Un fo rtuna te ly if he
doesn't get the barrel exactly
down the  centre o f a p ipe it
gets lost. Successful ro lls are
returned to him for another
go- T h i s  i s  w h e re  F la s h
comes in .  He 's  a  d o g  wh o
appears round the corner —
sometimes. If he's visible and
Gordon misp la ce s a  b a rre l
Flash w i l l  rescue  i t  and  re -
turn it  up the ladeer to h im,

Successfu lly c le a r in g  a
screen re s u l t s  i n  a n o t h e r
event, so me t ime s a  r id d le
sometimes a n  a rca d e  e p i -
sode l i k e  g e t t in g  G o rd o n
safely across a floor in which
some of the tiles are e lectri-
fied. I f  you  manage this, it 's
back to  the chorus line again
and m o r e  b a rre ls  t o  ro l l .
more dra ins to be cleared

CRITICISM
'I thought Barre ld rop  was

a b it  s imple and bor ing —
that was  before a  glass of

The Game Lords take a leap for the TOP
On the press day for September's Personal Co mpuler World
Show a t  t h e  Ba rb ica n  i n  London ,  Ou icksilva  wh o  s t y le
themselves The Game Lords, stole a march by holding a press
show fo r the ir la test ba tch  o f  games, a imed  fi rmly  at th e
Christmas market. We were treated to a champagne breakfast
which included eggs, bacon, sausage and croissants besides
a glass of champagne or Bucks Fizz (the drink. not thegroup).
Champagne so early in the morning in Obviously designed to
go to the head and leave the reviewer with a warm glow
towards h is  hosts, I n  Cluicksilva's case and after  such
charming hospitality, it's pleasing to beableto say that among
the five games on offer for the Spectrum, two are in the top
class, and may well be among the top sellers this year, and one,
Games Designe r i s  ce rta in ly a  n e w departu re  in  games
software. But we predict great things for Bugaboo f The Flea)
and Soft Solid 3D Ant Attack.

jpr

Smirnov. The in lay only tells
you that there's a surprise in
store i f  yo u  ge t  fi ve  d ra ins
cleared. I was presented with
a riddle wh ith  asked: What is
a fou rth  defi n ing  me a su re -
ment, an entity  which never
dies, b u t  sees the end o f a ll
things? After a glass of Smir-
nov I  re a lise d  I  k n e w t h e
anser (I was r ight too) and
the next lot of drains seemed
harder to  clear (no t  just the
drink!) b e ca u se  i t ' s  q u i t e
easy t o  m i s t i m e  i t ,  a n d
damned Flash seems to  ap-
pear less and less often. In
fact Barre ld rop  is not simple
and h a s  e n o u g h  b i t s  a n d
pieces t o  p reven t bo redom
from setting in  at all. '

•

'Where's the damned dog?'

'It's quite an original
a sort of games compendium
in which nothing is  exactly
difficult, but there's so much
of it you'll never get through.
Having c lear ed t h e  fi r s t
screen I was asked to shoot
down t e n  aliens  w ith  fi ve
lives i n  a  s or t  o f  glax ian
game. N e a t  g r a p h i c s
th r oughout .  I  c l e a r e d
another barreldrop sc reen
and had to walk Gordon over
an elec tr ifi ed fl oor  —  h e
fried. I  died. O nly  one life
seems a  lit t le  unfair . F un
though,'

'Good graphics, plentiful
sound. loads  o f  ac tion. I t

Bugaboo
(The Flea)
Producer: Ouicksilva
Memory required: 48K
Recommended retail
price: E6.95
Language: machine
code
Author: Paco & Paco
(Indescomp)
The first unusual thing about
this g a me  is  th a t  i t  isn ' t  a
Brit ish  p r o g r a m  A u t h o r s
Paco &  P a co  a re  Spanish.
and Qu icksilva  a re  h o p in g

should b e  a  winner.  I  mu st
say that I en joyed it. but the
fact that there isn't a concen-
trated effor t on one subject
may spoil the fun f o r  the
hardened a r c ade  add ic t .
Nevertheless, g o o d  v alue,
fun, and  a  wid e  age g ro u p
appeal.'

COMMENTS
Keyboard positions: vary
between sections. but gener-
ally sensible
Joystick options: none
Ke y b o a r d  p l a y :  v e r y
responsive
Use of colour: very good, all
co lours used
Graphics: detailed, reason-
ably smooth
Sound: good
Screens: many
Lives:
General rating: good value,
perhaps lo w on add ict ivity

Addictive qualities 54'
)
/0
Value for money 6 8 / 0
Overall 6 5 %

for more games from them in
the future. That shouldn't be
any p r o b l e m  a s  f a r  a s
popularity goes B u g a b o o
the Flea is going to be a big
hit. Not only is it beautifully
drawn and animated, but the
colours on the screen are as
burningly b righ t  as has ever
been seen on the Spectrum
THIS IS WHAT YOU 00
Quicksilva, as usual. provide
you w i t h  a  ch a rmin g  a n d
utterly irrelevant story on the
inlay, but all the controls are
indicated once the program
runs. You are a Bugaboo, a
harmless flea o f th is parish.
only you 're a long way from
home. The Walt Disney-like
fi lm in t ro  sh o ws  Bu g a b o o

A Newstield Publication 1 5
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Use of computer: 90%
Graphics: 95%
Playability: 90

0
/ 0

Getting started: 95%

jumping here and there over
a h i g h l y  c o lour ed  a l i e n
terrain and fo r  all I  know,
humming t h e  'Bus y  Be e '
song to himself, when all of a
sudden he jumps down this
narrow fissure in the ground,
and down, and down, and
dow n.  I t ' s  a l l  q u i t e
breathtaking. Eventually  he
reaches the bottom o f  the
gorge and the game begins
in earnest.

You m u s t  n o w  g e t
Bugaboo out  o f  the gorge
and back to the surface. One
reviewer says in  h is  notes
that y o u  s c o r e  p o i n t s
according to the time it takes
you to do this, but !found the
game much too engaging to
be bothered about a  small
thing like points!

The c o n t r o l  k e y s  a r e
simplicity itself; 1.  hop left, 0
= hop right. At the bottom of
the screen is a bar indicating
strength of  hop. When you
d e p r e s s  t h e  d e s i r e d
direc tion k e y ,  B u g a b o o
turns in that direction. Then
you release the key when the
indicator is  a t  the desired
strength and Bugaboo leaps
1 6  A  Newsfield Publication

away. This could all be very
easy, bu t  the line o f  light.
whic h fl a s h e s  u p  t h e
strength o f  indicator, does
so v e r y  f a s t  a n d  i t ' s
extremely diffi cult to judge
exactly the correct moment.
The second you release the
jump k e y  i t  freezes  t h e
indicator to  show you how
wrong you Were

Another difficulty is  the
design o f  the alien gorge.
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The most enchanting, frustrating and colourful game of last year —
BUGABOO (THE FLEA).

whic h i s  a  s e r i e s  o f
overhanging ledges, covered
in Mushrooms and foliage.
Unless the flea lands safely
on a  higher  ledge, he  jus t
keeps falling until he reaches
the ' fl oor again. A  fur ther
hazard i s  a  y ellow fl y ing
dragon which has a lik ing for
fleas. At  fi rst this  appalling
monster leaves y ou alone.
but after  a few minutes he
enters and gobbles you up
End of life. But you can start
again immediately , where-
upon h e  reappears, eac h
time sooner than the last, so
you've got less and less time
to get to the top. Aborting the
game offers  the opt ion o f
starting afresh, in which case

the y e l lo w  meanie  s tay s
away for longer.
GENERAL
As t h e  p la y in g  a r e a  i s
considerably greater  t h a n
the screen y ou c an sc roll
left/right o r  up/down b y
using t h e  cursor  keys  i n
addition to  hopping left  to
right. T he scrolling is  very
smooth. T h e  des ign a n d
animation o f  Bugaboo i s
absolutely excellent, and so
is that of the background. It
Is quite easy to forget that
you are actually watching a
picture generated b y  y our
Spectrum
CRITICISM

think that together with Ant
Attack, O u ic k s i lv a  h a v e
come up with the two best
games of 1983, and as far as
arcade g a m e s  f o r  t h e
Spectrum go, they could well
be the best of 1984 too.'

'The k e y s  a r e  w e l l
positioned and easy to use.
The us e o f  colour  is  very
good. and the sound is some
of t h e  b e s t  I ' v e  h e a r d
recently.'

'Bugaboo is a high quality
arcade standard game, and
It's highly addictive too. This
game will definitely be a top
seller!'

'The c olour fu l graphic s
are an easy match for Manic
Miner, It's  a delight to play
and rnod-blowingly frustrating.'

COMMENTS
Keyboard positions: easy touse
Joystick options: none
provided, scrolling could be
by AGF or Protek
Keyboard play: positive
Use of colour: very good
Graphics: excellent
Sound: very good
Skill levels: none
Lives: one
General rating: Very highly
recommended.

Addictive qualities:90%
Value for money: 8  5c
1
/0
Overall: 9 2 %

Fr 1
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Soft Solid 30
Ant Attack
Producer: Ouicksilva
Memory required: 48K
Recommended retail
price: E6.95

, Language: Machine
code
Author: Sandy White
Sandy White is a quiet Scot
and a sculptor by trade. His
unders tanding o f  t h r e e
dimensional construction is
evident i n  h is  game, An t
Attack. Unveiled a t  t h e
Cluicksilva press  s how, i t
raised admir ing oohs  and
ahs f r o m  t h e  gather ing.
According t o  t h e  pr es s
release, Ouicksilva was  s o
impressed by  the stunning
quality of the graphics, that
they flew Sandy down from
Scotland a n d  s ig n e d  a
contract within 24 hours. A
patent has been applied for
to protect his 3D soft solid
routines.

Quite simply, Ant Attack
contains the  mos t breath-
taking 3D graphics yet seen
on the Spectrum; as one of
our reviewers pointed Out,
very s im i l a r  t o  Z ax x on
graphics, and quite as good
as you can see in an arcade.

THIS IS WHAT YOU DO
The idea of the game is  to
enter t h e  Walled C i t y  o f
Antescher (which has rested
for a thousand years In the
midst o f  the Great Desert
inhabited only by the deadly
ants who have made it their
home), and rescue your girl-
friend. Actually , it 's  a non-
sexist program which asks
you whether you are a boy or
a gir l —  the cute graphics
distinguish between the two
and make the main figure a
hero or heroine according to
taste.

You can walk or run round
the massive city which exists
in a  s pac e m a n y  t imes
greater t h a n  t h e  p lay ing
area. You can also jump up
and dow n  a n d  c l imb t h e
walls o r  s tair s .  A l l  t h i s
activity is necessary to avoid
the g iant  ants  whic h w i l l
attack within moments o f
your entering. Two weapons
are provided; 2 0  grenades
which may  be thrown vary-
ing dis tances b y  pressing
keys S-D-F or G and which
will either stun or  kill an ant
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test your skill, concentration and ability
to the ful l  S hoot  the sound•sensitive
Muions, only to be followed by the Astro
fleet and missiles, which then unleash
the pterodactyklike monsters
Features include • Pause Function, Bonus
Man, and much, much more
For the 16K and 48K ZX SPECTRUM.

ONLY E 5 . 5 0  lac p.  & p.

1
1
1
1
1
1
1
1
1
1
1
1
1
M
O
S
I

N S W

111411t3PRI 1120111i I I 1 I  I I  IN

At last — litticitaltizlirDr61“11ttigliihe family
Select 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 Func-
tion. Print-out Option to take your Word
Seeker on long, boring iourneys). Lots
and lots of fun
For the 16K and 48K ZX SPECTRUM,

ONLY ELI. 50 incl, p. & p.
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games, this i s the game for  you.  1 5
sheets o f  f as t d ic t ion  g ra p h ic s  T h r i l l s
galore. Be the Commander of Star-Striker
FORCE FIGHTER pursuing the enem
ythrough its  defence system.
Features in c lu d e  B o n u s  M a n .  S p e e d
Bonus on every sheet, Hi-Score Record-
ed. Freeze Frame,  Joystick Control .
Smooth-Action Graphics a nd l ots of
smooth, arcade action.
For the 16K and 48K ZX SPECTRUM.

ONLY E5. 50 inci• p. & p•

1 1  CHURCH VIEW • TYLORSTOWN • FERNDALE D E A L E R
RHONDDA - MI D GLAMORGAN C F 4 3  3NE E N Q U I R I E S
TEL: FERNDALE (0443) 730325 W E L C O M E D

THE FABULOUS WANDA
AND THE SECRET OF LIFE

THE UNIVERSE AND EVERYTHING
toe COMMODORE 64
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when you are intercepted
by the evil Brutus at the FederatiOn

Brutus Perces you to go and seek the Secret of Life.
the Universe and Everything known Only to the

abutaus Wanda. a hostess in the Sp a ce d
-
Ou t  I n n  i n

Highsvolle on the planet COPUS You are teleponeO
dawn to Highsville  where the Customs man
demands money for Teleport Tee, There  me a video
dame in the Terminal with 3 credits loh
Now you ate or
, y o u r  
o w n  
a n d  
y o
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to proceed to Highsville  Mainstreet T h e
various establishment*  to enter and

OGLES T o e  B8 C/8
Designed sv rth people of a ll ages in imed this
programme provides an aid to learn and match
COlOurs as well as brirng very entenainmng Nor only
have colours to be  matched in  sequence but co-
ordination skills can be developed by reuving the
correct coloured OGLE to match a pattern displayed
on the screen Interest and amusement are provided
by you as Gordon having to control your pet dog
Flash by guiding trim to colleet the matching OGLE,
marry it back and to drop it at the convict position
There are two levels at play
An easy level be the younger person
A pi olessiorial level for the older item wi in with play
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COMPETITIONS ARE REAP E L M

Please add Stio to covet post dfla packing

enclose a cheque PC  payable to GAMES MACHINE L M  l ie  I
Or debit my ACcees Ba t claycard account no

Signature

NAME

ADDRESS _  _  _

DEALERS AND DISTRIBLI TORS Rir,OUIRED

DEALERS Pl_EASE CONTACT US FOR THE NAME OF YOUR NEAREST D1STRiguTOR

NEW RELEASE
AAARGIV CONDOR tar Commodore 64
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obstacles arid losierde to climb The mountain mu
reach the Spear. Than slay the Condor before it
carries your bed obi

BARRELDROPI for M K SPECTRUM
Poor Gordon' His drainpipes are blocked again and
the only way to clear them ,
s t o  d r o p  
b a r r e l s  
d o w n

them Gordon stands on the top at his tool with 5
barrels Whe n the game Warts he ll roll one down
the roof Press SPACE io drop it through the root
accurately into the centre of a drainpipe and you'
llscore the number of points in the pipe which will
start to flash. tind Gordon will gel the barrel back tor
another go The  barrel will be lost it the drop is
inaccurate, or into a pipe already lilted. but Fla sh
the dog is on handl It you know you re going to lose
the barrel and you cart see Flash peeping out from
the bottom-nght corner. piess D arid Flash will save
al Once  you clean all 5 pipes, you will gel a boniia•
toO there s a surprise in 51(lie hureymiuqet rhe iie it
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SUPERSNAILS f o r  I SK or 48K SPECTRUM
Snails specially i mooned hum West Aire:a ate
being kept in Dr Va n Wriklehott
.t i  l a b o r a t o r y  
t o r
genelie experiments The  Doctor has turned theminto a super-breed of snail who noVir leave behind a
trail &supe r glue that will trap any snail touching it
Two a l the snails_ COohrhJany moving am)
C (nib Lilted by the players
.e s c a p e  
h a m  
t h e e  
p e n s

into the laboratory Li Morn inately on ly one of the
brld•I% car, escape troin here into the Outside world
WithOut raising the alarm You must Mention. trap
your opponent arid then by to escape through the
small door which will then appear
Features •  Fa st Action 1 0 0 ".,  Machete Code

• N in e  levels at difficulty
£5.86 •  Ke yboa rd or Joystick Curator
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Writterl re 100" M a chine
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depending on your accuracy,
and the other weapon is your
feet. Jumping up and down
furiously on an ant will leave
it paralysed and out o f  the
running. U p  t o  fi v e ants
attack at one time, but others
will appear to replace the in-
active ones. You can stand
being bitten quite a bit, but
too many  bites  w i l l  even-
tually result in loss of life!
GENERAL
The gr aphic s  a r e  r ea l ly
stunning T h e  soft solid bit
refers t o  t h e  3 D  e f f ec t
achieved, not  only  with the

Use of computer: 60%
Graphics: 100%
Playability 95

0
/ 0

Getting started: 80%

Pleying television studios with 30 ANT ATTACK — three views of the samescene,

Hero& Heroine trapped in Ant Attack Shock Hofrort

buildings, which are all made
up of blocks, hundreds upon
hundreds of  them, but also
with the two humans and the
ants. I f  y o u r  charac ters
disappear behind a building
you can press any  o f  four
keys (01P/ENTER/ SPACE)
which will give you a view of
the s a m e  loc a t ion  f r o m
another compass point. The
effect is very like a scene in a
TV s tudio where y ou c an
look at the action from four
differently placed cameras.
The cutting from view to view
Occurs instantaneously and
without a flicker.

The excellence of the 3D is
also s e e n  w h e n  y o u r

a  • • • • - •  •

1111116 M E M

characters ar e surrounded
by ants. The indiv idual ele-
ments o f  t h e  pic ture a l l
merge i n  a  mos t  realis tic
manner, so much so that it's
hard to  tell who is  who at
times, and this  adds to the
difficulty of the game.
CRITICISM
'The animation of the figrues
must be the best yet seen on
the Spectrum:

'The mos t serious draw-
back to enjoying the game is
the handful o f  control keys
required. Four  keys for  the
different v iew angles, f ou r
keys to throw grenades, two
keys to rotate left and right,
another for  forward move-
ment and another for jump-
ing, I t  makes twelve in  all.
They are quite diffi cult to
manipulate.'

It's a n  ex tremely  g o o d
game with plenty  of action,
but a little diffi cult to control
at first.'

'1 found it totally confusing
at first with all those keys and
no jo y s t i c k  t h a t  c o u l d
possibly help, b u t  i t ' s  s o

S
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Pr u cer :  VirginGames
Memory required: 48K
Recommended retail
price: E5.95
Language: machine
code
Author: Mark Kirkby
This is  Virgin's  best shoot
'em up game yet. You're the
latest type of robot and you
must surv ive i n  a n  arena
filled with hos tile enemies.
There a r e  Swarmers  a n d
Speeders (which home in on
you) Launchers which also
move about but  randomly,
second the Launchers fi re
missiles a n d  w h ic h  a ls o
home in  on you. And then
there a r e  t h e  Elec trons ,
which ar e n o t  small BBC
type computers, but a rather

You go 'Be rse rk' in  SPEC T R ON ,

111

*
*
*

wonderful t o  look  a t  that
you're bound to persevere.'
COMMENTS
Keyboard positions: highly
complicated to master,
though reasonably logical in
placing. Perhaps a
North/South/East/West
system might have been
easier
Joystick options: none
possible
Keyboard play: very positive
Use of colour: varied
opinions, but averaged Out
as good
Graphics: excellent
Sound: good
Skill levels: none
Lives: can be bitten 20 times
General rating: very highlyrecommended

Addictive qualities: 80(
3
/0
Value for money: 9 5 %
Overall: 8 5 %

nasty form o f  robot which
leave virtually indestructible
electronic fenc es  beh ind
them,

Your r o b o t ,  Spec t r on,
assembles in  the centre of
the screen after the nestles
have been rapidly dotted in.
It can move and fire in eight
directions — move and fi re
being t he  operative words,
since i t  o n l y  fi res  w hen
moving_

GENERAL
The c o n t r o l  k e y s  a r e
sensibly placed being, 0 / A
for up/down and  V / B  f o r
left/right. There is  n o  fi re
key, as fi ring is automatic in
the direction of  movement.
No standard joystick option
has been provided.

CRITICISM
'This is a no-win type game.
wher e i t ' s  o b v i o u s l y
impossible to beat the com-
puter. Although there ar e
only  n i n e  l e v e l s ,  t h e
inc r eas ing s p e e d  a n d
elec tronic  f e n c e  fac tor s
really make this into a multi-
skill level game.'

'There's g o o d  u s e  o f
colour in  the detailed and
realistic graphics, a n d  the
sound is excellent, 1 got as
far as being able to count 216
enemies on the screen at one
time, s o  get t ing a  bonus



score is no easy task. This is
a well thought Out game that
will never be  beaten. Fas t
reactions needed. Br il l iant :

'I n o t e d  t h e  l i t t l e
instruction whic h tells  you
the p r og r am w i l l  " s e l f -
destruct" if the BREAK key is
pressed. Are they try ing to
hide how much of the pro-
gram is  in BASIC or  what?
Anyway, I  hav e on ly  one
gripe. The automatic fi re is
all very well and allows you
to concentrate o n  mov ing,
but it doesn't have a very fast
fire r ate cons ider ing h o w
many damned enemies there
are, and as it only fires when
you're moving, you are often
forced t o  k i l l  yourself o f f
(nice b o r d e r  ex pos ions
when y o u  l o s e  a  l i f e ) .
Otherwise this  is  a fast and
furious, w e l l  p u t  together
game.'

COMMENTS
Keyboard positions:
sensible
Joystick options: none
provided
Keyboard play: very
responstve, 8-d irectional
Use of colour: very good
Graphics: excellent
Sound: excellent
Skill levels: how many can
you manage?
Lives: three
General rating: a very good
zap game

Use of computer: 6 5 %
Graphics: 7 0 %
Playability 8 1 %
Getting started: 8 5 %
Addictive qualities:80%
Value for money: 7 5 %
Overall: 7 6 %

FIREHAWKS
Producer: Postern
Memory required: 16K
Recommended retail
price: E6.95
Language: BASIC +
some code
Author: D Hoskins & C
Davies
Firehawks is literally a Phoe-
MK game b u t  prac tically
speaking i t ' s  a n  Inv ader
mutation. Your mission is to
defend your planet from the
deadly firehawks of the title.
They c ome i n  search o f
energy and i f  one lands i t
turns into a Phoenix and the
game ends.

•  •  •
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A gathering of prolo-phoenizes sit on the decorative brick walls.

The birds all line up at the
top of the screen and kou fire
up at them with your laser. In
the way are 'Plasma Screens'
forming barriers. The birds
cannot des c end u n t i l  t h e
screens are removed by your
shooting, although there is
ususally a  gap o r  two fo r
them to  use, and you can't
get a t  them un t i l  y ou  d o
shoot s ome ho les  i n  t h e
screen.

CRITICISM
'The graphics  ar e  qu ite

well drawn, but there is little
amimation. It's possible to let
the game stand still for ages
by not shooting at any of the
screens. I f  a bird lands the
game ends with an impress-
ive and very large graphic of
the fi rehawk turning into a
phoenix. It's impressive first
time round, but  as it  takes
quite a  while to  do  this, i t
q u i c k l y  b e c o m e s  a n
irritation.

'The laser blasts are nice.
but t he  s o  c alled plasma
screens r es emb le  t h o s e
decorative breez e b loc k s
used to build walls — it looks
a bit  old fashioned. Despite
the large selection of speeds
and skill levels the game re-
miens very average. I t  isn't
exciting to play and at almost
L
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The title promises excite-
ment. but  the game s imply
does not live up to it. When
you c ome down to  it, very
little happens and speeding
very lit t le up jus t makes a
very fast very little. It's  also
very expensive for what you
get.'

COMMENTS
Ke y b o a r d  p o s i t i o n s :
sensible
Joystick option: none
Keyb o ard  p l a y :  p o o r
responses and  diffi c ult  t o
line up ship
Use of colour: average
Graphics: average, but good
laser
Sound: very good
Skill levels:15plus 15 speeds

Lives: -
IGeneral rating: fair

Use of computer 5 0 %
Graphics 4 8 %
Playability 5 5 %
Getting started 6 5 %
Addictive qualities 48%
Value for money 4 0 %
Overall 5 1 %

Bowls
Producer: Lotus Soft
Memory required: 48K
Recommended retail
price: E4.50
Language: basic
Author: Derek Jones
If you're fed up of zapping
harmless aliens , escaping
from claustrophic car parks
or roaring round race tracks.
why not retire to the peace
and q u ie t  o f  a n  Englis h
bowling green'? This  sport
simulation program offers
two p laye rs the  services o f
the computer  as  mediator
rather than player.

The rules for  play ing are
exactly as in the real game
except it 's the computer that
'throws' the  jack. Fo r those
who nev er  watc h C r ow n
Green Bowling o n  telly , a
jack is the black ball wh ich is
first thrown by  one player
before the two players catch
it u p  b y  th r ow ing  t h e i r
playing bowls to get as close
to the jack as possible. The
cursor keys 5 and Bare used
to move a  base o f  screen
pointer in the direction you
want your  bowl to go. The
s t r eng th  o f  t h r o w  i s
determined by the weight of
bowl, a  heavier ball going
further than a light one. The
computer then does the rest
You may cut to a diagramatic
close u p  whic h shows i n
magnified form how close to
the jack the bowl has come
to rest. Each player has four

throws, a n d  t h e  program
allows for setting the number
of games.

CRITICISM
'This was only a review copy
I saw, so I've no idea what the
actual packaging will be like.
but  t h e  i n s t r u c t i o n s
presented o n  screen were
brilliant. The use of  colour
couldn't have been better —
green! A n d  t h e  s im p le
graphics were okay. There
are somegood tunes and it's
generally a good simulation
of t h e  game. b u t  i t  gets
boring after a bit.'

'Nice screen after a short
load with the instructions in
the program. The keyboard
positions are well la id out
and t h e  g r a p h i c s  a r e
reasonable although limited
because of  the BASIC. The
green appears to be 'crown'
tie rais ed a t  t h e  centre)
because the bowls  tend to
curve out and move back in
on the lack. The game is not
bad at all and at L'4.50 it's one
of the cheapest games on the
market. Bu t  w ith excellent
games available at about a
p o u n d  m o r e  I  w o u l d
probably save m y  money.
However it does make a nice
change f r o m  s av ing t h e
universe.'

'I would have to say that
while th is  is  a  very  good
game and a good simulation.
it tends  t o  suffer with the
usual inactiv ity  of  armchair
sports w h ic h  dives ts  t h e
game o f  m u c h  o f  i t s
excitement. However I would
recommend it to anyone who
happens to be interested in
these types of game.'
COMMENTS
Keyboard positions:
sensible. 5/8 left/right and B
for bowl
Keyboard play: responsive
Use of colour:
stra ightforward
Graphics: reasonable
Sound: average to poor
General rating: fair unless
you enjoy quiet sport
simulations.

Use of computer: 6 3 %
Graphics: 5 8 %
Playability 5 4 %
Getting started: 72D/ 0
Addictive qualities:45%
Value for money 5 0 %
Overall: 5 7
0
/ n

Reviews continue on 27
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At last...
A joystick that works!
Cambri g m i k r i n g  you1 1 1 "  e l l .

the first j o y s t i c k -
at a price you can afford.,Interface
•  lk  on board memory

O  Own rear edge connector — for printers etc.,
•  Compatible with all standard

joysticks

Tape
•  Easy to use program enables the interface

to work on ALL software

•  Keeps a record of all your games — so you
only need to tell it about each game once!
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CAMBRIDGE
OMPUTING

1 Ditton Walk Cambridge
Telephone 0223 212777
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•  Self centring

OS Directional microswitched action
•  2 independent fire buttons

SPECIAL CHRISTMAS
OFFER
0  COMPLETE

C. SETS £ 5 9 9 0

Please send me:-
Joystick, Interface and Tape at E34.90.
Interface and Tape at £27 90. .
Joystick Only at E7.90. . . .
For Spectrum

E l  3 4  \JOYSTICK. INTERFACE
AND TAPE COMPLETE

CRA
enclose cheque/postal order for E m a d e  payable to

Cambridge Computing Limited.
Name
Address



Play It Again, Sam!
If you're fed u p  with smashing your keyboard to
smithereens attempting t o  save  mankind f r o m
ravening aliens then FRANCO FREY's rundown on the
boons and banes of joysticks could be illuminating.

ENGAGE NEUTRON
DRIVE

By the t ime  you 've been atomised fo r
the umpteen th  t i me  b y  me a n  a l ie n
monsters after scoring  a meagre 1425
points you may come to theconclusion
that the odds are stacked against you.
Why n o t  g i v e  u p  o n  t h a t  so g g y ,
slowmotion ke yb o a rd  a n d  imp ro v e
your chances b y  using  a  better man -
machine in te rfa ce  o n e  o f  t h o se
handy joyst icks advertised in  a ll good
computer ma gs?  Ju st  p lu g  i t  in  a n d
away you go o r  do you?

As y o u  s t a n d  i n  t h e  s h o p  c o n -
templating the small p rin t  it  w i l l
-
d a w n
on y o u  t h a t  t h e  la se r a n d  p h o t o n
llasters m a y  s t i l l  b e  o u t  o f  re a ch
because the neutron and pu lsa r drive
controls are n o t  standard ised in  th is
quadrant o f  t h e  u n ive rse ,  a n d  i n
general the gravitational contro ls have
eluded a l l  in te rg a la ct ic ru l in g s  a n d
regulations.

As in  all good adventure games you
are le f t  with  fou r cho ices of d irect ion,
none o f  wh ich  may seem appealing at
fi rst and wh ich  will inevitab ly lead you
into fu rth e r b ra in -teasing  se lect ions.
The p rob lem, qu ite  simp ly,  is that the
Spectrum was not designed to  accept
joysticks. T o  b u l l y  t h e  jo yst ick  in t o
delivering the goods you've got to use
an in te rfa ce  be tween  co mp u te r a n d
joystick. S o  h e re  I  a m ta lk in g  mo re
about in terfaces than joyst icks.

see a room i n  the room is a joyless
Spectrum w h a t  now?

OPTION ONE
This is  th e  p lugg it /zapp it  op t ion  and
takes in the market leaders of joysticks
for the Spectrum. If you insist on using
a joyst ick and buy one of the fo llowing
interfaces, then the rangedf games you
can play will be reduced. You should be
able to check on the games in lay card
to see  i f  i t  i s  compa t ib le  wit h  these

interfaces, and it  is worth  not ing  here
that wherever AGF is mentioned, th is
includes a l l  c u rs o r  k e y  co mp a t ib le
interfaces such as Protek and Thuma ll
as well. You will also find that any make
of joyst ick,  wh ich  has a 9 -p in  D p lug
connector, w i l l  wo rk  wi t h  a n y  o f  the
interfaces mentioned in  th is article.

The Kempston interface is unique in
tha t i t  r e q u i r e s  s p e c i a l  i n p u t
commands o n  in p u t  p o r t  31  i n  t h e
program t o  c h e c k  a c t iv i t y  o n  t h e
joystick. Kempston  have  se t  th rough
the ir e a r l y  m a r k e t  a p p e a ra n ce  a
standard a n d  b o a s t  t h e re f o re  t h e
largest amoun t  o f  compat ib le  games.
Kempston a lso  p rovide  th ree so f t link
programs wh ich  a l lo w sp e cifi c n o n -
compatib le games to  b e  p layed with
their jo yst ick  and  these  ca n  b e  p u r-
chased separately,

The AGF (interlace II)  and Protek
in terlaces are identical in  function and
operate para lle l t o  th e  keyboards. In
effect they replace the cursor keys for
direction and 0  for firing. The Thumall
interface uses 0 .  A, Z. X as we ll as the
cursor keys, so  i f s  a b it  more  flexible.

The Fu lle r interface, kn o wn  as The
Amazing Ful l e r  Box .  s e ts  a ga in a
different standard  b y  requ iring  inpu t
commands on  port  127. wh ich  is  less
frequently catered for, but for E29.95 it
features e x t r a s  s u c h  a s  a  p r o -
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grammable s o u n d  g e n e ra t o r c h i p ,
beep amp lifi e r and vo lume box.

OPTION TWO
This sect ion  in c lu d e s p rog rammab le
joyst ick con tro lle rs,  wh ich  a l lo w a n y
game to  be played with  yo u r joyst ick.
Several types exist but convenience of
use varies considerably between them,
so it 's worth  evaluating them care fu lly
before making  a choice.

The Cambridge Interlace is software
p ro g ra mma b le .  S e l e c t i o n  o f  t h e
keyboard commands to be used for the
game i s  ma n ip u la te d  b y  a  u t i l i t y
program wh ich  must be loaded before
the a ctu a l g a me  load ing .  He re  i s  a
guide t o  t h e  l e n g t h y  p ro c e d O re
required: fi rst make sure that you know
the c o n t r o l  k e y s  o f  t h e  g a m e .
Sometimes t h is  in vo lve s load ing  t h e
game first to discover this essential info
because not all software producers go
to the trouble of list ing the keys on the
cassette in la y.  I f  yo u ' re  un fo rtuan te
enough to have to go through th is first,
you mu s t  c le a r t h e  co mp u te r aga in
before loading he utility. This program
allows you to create a library for each
game you  own. I f  it 's a new game, the
program asks you  wh ich  con tro l keys
are used Wh e n  th is has been entered
and checked, you can make a copy on
cassette, t h u s  s a v in g  y o u rs e l f  t h e
tedious task o f  having to  enter a ll the
data every t ime  yo u  wan t  to  p lay the
same game. With this  updated library
program you on ly enter the game's title
and the program automatica lly sets up
the jo yst ick t o  su it  the  co n t ro l keys.
The Ca mb rid g e  in te rface  a l lo ws f o r
two  fi r i n g  b u t t o n s  t h a t  o p e ra t e
separately, useful for bombs as well as
lasers. Now. if  you have grasped this
intricate procedure, you may very well
get along with the Cambridge interface

A much better proposition might be
the Stonechip programmable interface
which, I•ke the Cambridge, is software
programmable. A  3 -way switch  is set
on the face of the unit. When this is set
to p ro g ra m p ressing  the  appropria te
key on  the  keyboard and a t the same
time ac tivating t h e  joys tick  i n  t h e
direction required w i l l  program the
interface. T h i s  proc edure i s  t h e n
repeated fo r the other three d irections
and the firing action. All you have to do
then is  switch to play and the joystick
will become fully  compatible with that
particular control k ey  confi guration.
The advantage of th is system over the
Cambridge is that you can program the
interface before o r  after loading the
game, so it doesn't matter if the control
keys are not listed on the cassette inlay.
On t he  other  hand, Stonechip only
provide one firing action, but at E24.95
the unit is a good investment.

The D ow ns w ay  p r og r ammab le
interface operates a long  s imila r lines
and a l lo ws  f o r  t h e  sa me  e a sy p ro -
g r a m m i n g  w i t h  a  s m a l l  p r i c e
advantage.

For the third choice it's back to AGF
and the AGF programmable Interlace.
This operates parallel to the keyboard,
allowing y o u  t o  se le ct  t h e  ke ys  i n
function mechanica lly. To  do th is you
connect fl y i n g  l e a d s  w i t h  s m a l l
crocod ile  clips to two separate rows of
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matrix busbars. On the left hand side is
a ma t rix  o f  fi ve  fl yin g  leads and fi ve
busbars fo r the data selection, corres-
ponding to the keyboard columns, On
the right hand side are five flying leads
and e ight busbars fo r the selection o f
t h e  m e m o r y  a d d r e s s  l i n e s ,
corresponding to  the half ro ws of the
keyboa rd .  B a s i c a l l y  t h i s  a l l o w s
selection o f  a n y  ke ys whenever yo u
want a n d  t h e i r  o p e ra t io n  v i a  t h e
joystick. b u t  it s d rawback is that you
require a look-up  table, supplied with
the interface, fo r p rogramming  it — so
make su re  i t  doesn 't  ge t  lo st  o r  the
aliens will have a field day.

A more user-friend ly programmable
interface has been  designed b y  Fre i
Ltd. Th is un it  features a ma t rix board
representing th e  Spectrum keyboard.
Six fl yin g  leads with  robust  two -po le
line sockets annotated for each control
function Cup, down, left, right, fire 1 and
fire 2) can be plugged into any of the40
keyboard positions. Of all the methods
I have looked at, this one proves to be
the simplest way of programming any
universal jo ys t ick  so  fa r.  Th e  u n it  i s
said to  be available at a price of be low
EIS, wh ich  also makes it  the cheapest
of any method

OPTION THREE
Among t h e  lates t solutions  t o  t he
joyst ick con tro lle r p rob lem is also the
most official — Sinclair Research's ZX
Interlace 2. It accepts games in ROM
cartridge form and has  two joystick
ports and so converts the low-priced

The Protak Interface and Spectravialon
QuickShot Joystick t w o  tiring buttons, but only
one tiring action.

AGF Programmable
Interlace - attach your
crocodiles and away you go.



AOF interlace if

Spectrum home computer into an Atari
lookalike g a me s ma ch in e .  Th e re 's a
touch o f  the moving  backwards in  a ll
this since I mu st  p resume a lo t  o f  the
Spectrums success has depended not
only on its low price but also on the low
cost software available. In  add it ion  to
some o f  Sincla ir's own range you can
already buy Ult imate 's games Jetpac,
Pssst, Cookie and Tranz Am in the new
ROM cartridge fo rm — but at a cost of
E14.95 instead o f  E5.50, Wh e th e r th is
system wil l  rea lly catch on, as Sincla ir
confidently expect, remains to be seen.
It migh t  have had a  greater value if  it
accepted A t a r i  ca rt rid g e s —  b u t  o f
course t h a t  wo u ld  h a ve  me a n t  a n
entirely d ifferent Spectrum.

The keys used for the function of the
joystick are non standard: 6. 7, 8, 9 and
0 for fire, with  5. 4. 3, 2 and 1 fo r fire for
the second joyst ick, thus a llowing two
joysticks to be operated simultaneous-
ly a n d  independent ly.  I t  me a n s t h e
interface w o n ' t  b e  m u c h  u s e  f o r
existing software, but a Sincla ir officia l
told me  that it  is rea lly very simple  for
the software houses to modify their 400
plus games to  accommodate  the new
system. I was told, 'Kempston have set
a standard, I suppose, and now we are
setting one.'

It seems a  p it y  th e y cou ldn ' t  have
gone along with an existing system and
saved everyone a lot of trouble. Still,  it
would a p p e a r t h a t  t h e  'o f fi c ia l '  Z X
Interface 2 is being backed by the large
and estab lished co mp a n ie s su ch  a s
Quicksilva and Ultimate and even by
the n e w  ' b i g g i e s '  e n t e r i n g  t h e
Spectrum marke t  such  as Thorn  EMI,
who a re  la u n ch in g  Z X  In te rfa ce  2
compatible software_ D K  Tro n ics  are
obviously qu ick on the d raw and have
already launched a  mu lt i-co mp a t ib le
joystick in terface, wh ich  wi l l  opera te
either with  the 'o fficia l 6 .  7, 8, 9 and 0

SinClOir5 new ZX Interface 2 -
ROM as well as ZAP

keys, o r  with  the  Kempston  inpu t  31
commands I t  thus covers an extremely
wide range of software.

INTERFACE TABLE
OVER THE PAGE

OPTION FOUR
After wading through th is you may well
consider option four s t i c k  to the dis-
integrating ke yb o a rd  a n d  in cre a se
your o d d s  a g a in s t  f e l l o w  g a rn e rs,
collecting less po in ts as you  go, bu t
knowing that somewhere Out there in
deepest space  so me  a lien is  fi ght ing
the sa me  ba t t le  wit h  h is  inadequate
keyboard
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TREK KIES AWAY!
R & A Software, the people who
brought us one of the earliest
Spectrum Star Trek versions
and one of the best creepies in
Speer/peril?, are busily going
where few ZX men have gone
before — namely  South Africa
and New Zealand! In these far
off places, the Spectrum is still
in its infancy, but selling well
Bob Brenchley of R&R tells me.
He's hoping the success of the
Spectrum will keep Japanese
and American imports  at bay.
but to help he is ensuring
British software for the
computer is readily available to
back up hardware sales

One angle is support ing
software sales in CRASH
magazine which Bob has
chosen to export  to South
Alma.  With the magazine, it is
hoped, both dealers and
computer owners will be able to
see what's happening here in
Britain and what  the games are
all about

Another Trekkster on the
move is Derek Brewster of
Neptune Computing. His Star
Trek has proved very popular
although its never been strongly
advertised. Now an improved
new version is available f rom
Mikrogen, who are market ing it
for Derek. In fact this version
has gone through six stages —
the one out previously was
number four.

'It's vastly improved upon the
older one.' Derek told me, 'in
fact the program is quite
unrecognisable. There are more
graphics and it works in real

Graphically, the screen has
been tidied up with all the
relevant status reports shown In
clearly defined, coloured boxes
beside the view screen The
Short Range Scan is also more
detailed with clear shapes for
the Enterprise, Klingon ships
and bases, But the biggest
change is not iceable during the
battles Instead of having to sit
helplessly while the enemy fire
away at your posit ion, you can
now type in commands via
interrupt and the computer
processes them as soon as it
can This  obviously speeds up
the thinking process required
and makes it even more a game
two or three people can enjoy at
the same time. At the t ime of
writing. I am unsure when this
version will be available, but
look out for a full review in the

•

•

next issue.
Meanwhile Derek has also

been doing programs for
Micromega — I'm told Haunted
Hedges is selling very well —
and I've just seen the new one.
Starciash which will be Out by
now. Again we'll be rev iewing it
more fully in the next issue, for
now I'll just  say it's a shoot 'em
up which looks deceptively
easy! And then there's Invasion
2000 — this one so new I haven't
been able to see anything yet.
Derek tells me it's a work ing t it le
and Mic romega may well alter it
to something else before it
t
a
p
p
e
a
r
s
.

ATARIAN BATTLE FLEET
TAKES OFF
In Imagine's Arcadia, the
Atarian Batt le Fleet look
unstoppable. Turning their
at tent ion to the Spectrum and
other computers,  games giant
Atari International are releasing
some of their famous games like
Pac Man. Miss Pac Man,
Defender,  Galax ians and
Cent ipede over the next few
months. The first out is Pac Man
for the Spectrum. The idea is le
make the games as close to the
arcade originals  as possible.
Pac Man will be 16K and uses
just over 9K of program There
isn't an ounce of BASIC in it.
not even a loader program —
they get it to run by
manipulat ing the machine
stack. To squeeze it all in they
are us ing some odd areas of
memory  address, the hi-score,
for Instance, is in MEMBOX.
The result is a version with all
the original tunes and
animat ion between screens.
Miss Pac Man. f ollowing soon
after is even more detailed and
requires 48K, Unlike Pac Man
which uses mov ing characters,
Miss Pac Mart is done with
interrupt -based sprites and
mov ing pixel graphics to give it
a look very like you would see
On a much bigger arcade
machine. There are all the
original animat ion stories
between screens too.

The quest ion remains as to
how popular these games will
be. Undoubtedly  they will be of
extremely high quality,  but will
their 'Official version' status
make them big sellers? After all,

AltRolu
rthere are already numerous

versions for the Spectrum on
the market,  and at much lower
prices than the 04. 99 Atari are
charging. Pay ing a lit t le extra
for 'art ist ic input'. as Eric
Salaman UK Market ing
Manager for Atari calls it, might
be acceptable, but almost three
times as much _..?

JOE THE LION
Joe the Lion is the unlikely  but
likeable name of a new sof tware
company  based in Hyde,
Cheshire I n fact the new outfi t
has older connect ions, as it is a
member of the PASE Group.
whose Paulson has been
market ing Paseman since the
early summer.  Mr Holt  from Joe
the Lion told me that they hope
to become market leaders in
1984 and are not sparing any
expense in the product ion of
their games and added,
formidably ,  that they are
nothing to do with Pasesoft. but
that the Iwo companies will be
operat ing independent ly  of
each other,  side by side.

The first three games are
Challenger for the BBC. Lok i for
the 48K O m  and Bimbo for the
16K/48K Spectrum. I haven't
seen Bimbo yet and we'll be
rev iewing it in the next issue no
doubt, but  the descript ion says
that: armed only with a carrot-
detect ing radar and a handful of
apples to distract his pursuants,
Bimbo Rabbit  must seek Out
and eat all the carrots in a large
maze of which only a small
section is visible The price is

MANIC MILLIONAIRE
Software Projects Ltd of
Liverpool (whose Push Off we
review in this issue) is a new
software house, but the
members  of the company are by

4
6
t
eno means new to games •

software. Alan and Soo Maton
left leading sof tware house
Bug-Byte to form Sof tware
Projects together with Mat thew
Smith. Mat thew is undoubtedly
best known for writ ing one of
1983's best games, Manic
Miner Alt hough still too young
to legally become a shareholder
in the company, Mat thew will be
receiving his shares on his
eighteenth birthday, this
February,

Software Projects is already
hard at work on some new
games for the New Year

Mat thew Smith is current ly
writ ing an eagerly  awaited
sequel to Manic  Miner entit led
Jet Set Willy. The game, says
Alan Melon,  cont inues where
Manic  Miner left off, only now
Willy  is a millionaire f rom his
sub-Surbiton mining exploits.
The action takes place at part ies
being thrown in Willy 's  new
mansion (thrown being the
operative word no doubt!)

Another full t ime member of
staff is sixteen-year old Chris
Cannon,  author of Bug-Bye:es
adventure The Castle Chr is  will
be look ing after the technical
side of things.

ODYSSEY 1 WINS
THROUGH
Mattnew Uffindel,  one of our
reviewers, will be pleased to
know how good his judgement
is. Having spent hours  playing
Perfection Software's Odyssey
, he spent the next few hours

raving about  it. Now he's been
backed up by the judges of the
Cardiff Computech 83
Comelit ion.  Perfection's young
programmer, Timothy Williams.
won first prize in the games
section of the compet it ion.
Organised by the Polytechnic of
Wales and the Western Mail
newspaper, the compet it ion
was open to schools and
colleges throughout  Wales.

Timothy's boss (and lather)
Brian Williams, told me they

, were delighted by the judges
decision, and that he was sure
all along that the 100% machine
code Odyssey 1 would win The
first prize was presented by the
Secretary of State for Wales,
Nicholas Edwards — ot was a
BBC Model B Micro,  I hope that
does not mean we won't  be
seeing any more games for the
Spectrum from Perfect ion!
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INTELLIGENT
ADVENTURES
Dr Tim Langdoll  of Sottek tells
me that they are in the midst  of
put t ing in a development
system for programming game
this year I t 's  cost a lot of
money, especially  as it is being
custom built  for them, but Dr
Lan gdell believes that games
players will no longer put up
with the kind of programs which
have fl ooded the market
throughout  last year. He told me
that they get many  youngsters
approaching them with very
goad ideas for games but with
only  a rudimentary  knowledge
of writing well in machine code.

Very soon we should be
seeing Soltek's first ever
adventure games. Dr Langdell's
speciality is art ifi cial
intelligence,  and he is planning
that Softeles first excurs ion into
adventures will make the Hobbit
look Out of date — at last. Keep
your eyes peeled for more news
adventure freaks!

PIMAN & GROUCH° IN
TV FIRST
For the first t ime in this country,
'personalit ies ' f rom a computer
game have appeared on
television, It was all a blatant
Public ity stunt really for Mel
Crouchor and Christian Pe Maid
of Automata,  who,  not satisfied
with driv ing poor old Pimaniacs
Out Of their minds, have now
launched their TV careers in an
at tempt to upset decent viewers
who take a serious interest in
the proper uses of computers.
Playing their two famous
characters Pi man and Grouch°,
Croucher and Pendf old were
invited to lake part in Cent ral
Television's program Magic
Mic ro Mission. which was
screened in December.  I 'm told
that plans for the Piman to
appear a guest role in
Coronat ion Street have had to
be shelved as Granada TV were
not prepared to pay the fee
asked. Grouch°,  of  course, will
work for anything.

BATTLE WINNER
On to a more serious note:
C.C.S. have announced the
winner of the 1983 Cambridge
Award, a programming
compet it ion for the Spect rum
and ZX81, which they run in
conjunc t ion with Sinc lair User.

The winner was Mark Lucas
with BATTLE 1917• described
as a highly  original strategic
war game writ ten for the
Spectrum 48K for 2 players. The
game is based on the campaign
of the First World War and
requires players to exercise all
the skills and tenacity of the
Generals during that dreadful
conflict, We shall be reviewing
the game in the next issue.

2 6  A  Newstield Publication

Mark was presented with his
prize of Cl .000 and the
Cambridge Award Trophy  on
Saturday 3rd Dec ember at the
9th. ZX Mic rofair at Alexandra
Palace.

SWEARING JETMAN
Have you heard Lunar A m e n
talk yet? If you have then you
must already own a Micro
Speech unit from Currah
Computers. Knowing how hard
Jerman is to play. one might
suppose that all he does is
swear to himself  with every new
hole in the ground burin fact it's
the aliens who do all the
muttering!

Seventeen games are already
available (at the t ime of going to
press) that  will talk if  you have a
Mic ro Speech unit  inc luding
At ic Atac. Lunar *Adman, The
Birds and the Bees f rom Bug-
Byte. Blas terrnind from
Martech, Mined-Out  f rom
Cluicksilva and parts 1-4 of the
Digital Fantasia Mysterious
Adventures, I am told that 32
software houses to date are now
planning immediate releases of
games which talk, so the Mic ro
Speech unit  looks like being
good value at E29.95. On top of
the games you can use Mic ro
Speech to add sound to your
own programs and all the
vellume is pumped out through
your television set for added
impact. Some exist ing sound on
program systems tend to s low
down the game because the
computer has to process more
informat ion,  but  Mic ro Speech
is interrupt  Operated which

means it hardly  interferes with
the play ing speed at all.

Look out for a detailed review
of Mic ro Speech in a future
issue soon, when we'll be
put t ing it through its verbal
paces

SUPER DRAW WINNERS
Seven thousand eager visitors
to the 9th. ZX Mic ro Fair at
Alexandra Palace last August
received sticky black fi ngers
f rom the CRASH Mic ro Games
Act ion brochure!  It was hot
Inside the pavilion and some of
the printers ink came off the
Paper. For those who took part
In the CRASH SUPER DRAW.
and thousands did, you may be
interested to know who the
winners  were. The draw took
place, as promised,  on
September 20th. and was made
by the Chairman of Ludlow
Comput er Club, Commander
Locke.

The lucky winner,  who
received E.100 worth of games
software, was Daniel Algal of
London E2. The four runners up
were D Bedford of Langley,
Slough, G Oevonport of
Barkway
• 
H e r t
s ;  
P a
u l  
H o
l l
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a y

of Hayes, Middx,  and PJ  Morse
of Welwyn Garden City, Herts.
The runners up each received
El 0 worth of games software.

Commander Locke, Chairman of the
Ludlow Computer Club.

30 BADDIES &
NIGHT FLYING
Imagine you're a tan k
commander bat t ling to defend a
city f rom attack by Seiddab
aliens and you have some idea
of what  it's like to play 30
Seiddab Attack, the latest
arcade game from Hewson
Consultants  for the 16/48K
Spectrum. The Seiddab
(Baddies backwards!) were the
aliens in 3D Space Wars, and
now you must  fight them again,
cont rolling your tank in the city

streets while alien airborne craft
swoop and attack. If you can
seek Out the Seiddab 'Task
Force Leader' before your tank
armous is destroyed by enemy
fire, the game moves to the next
level in a countrys ide setting.

Increasing levels of diffi culty
make 3D Seiddab Attack
challenging and the effective 3D
graphics make many other
games seem dull by
comparison.  Other features are
2-player scoring, hi-score, radar
scanner and a warning display
when tank missiles number less
than 10.

On show at the December ZX
Mic rofair was Hewson's
Night  lute 11, an enhanced
version of the successful fl ight
s imulator Istighttlite. Night fl t e 11
is writ ten ent irely in machine
code. so despite all the added
features it runs on either a 16 or
48K Spectrum. Among the
excit ing new features are a
shill ing perspective which
shows the correct view of
runway lights and surrounding
hamlets f rom whichever
direc t ion the airfi eld is
apprcached. There is also a
realist ic engine sound which
varies with engine speed
making the s imulat ion a close
approx imat ion to real fl ight
experience.

1,7 g a m  A T ;
r 1
1
1
1
1  
r  
/
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All this is possible because
the author of Night  flite 11 Mike
Male, is a keen aircraft pilot  and
air traffic cont roller by
profession. Consequent ly  the
game is based on real
experience.

The program includes a fl ight
debrief  after every fl ight  and
which may be printed out
complete with Mike Male's
signature, as a permanent
record of the fl ight Ot her
features include: seven modes
of operat ion,  inc luding two ante
pilot  modes and a t raining
mode: six levels of difficulty:
variable flap controls; and
realist ic cockpit instruments.

3D Seiddab Attack is priced
£5.95 and Night t lite II is £7.95.
both games are available f rom
all good software retailers or
direct f rom Hewson
Consultants.



Producer: Phipps
Associates
Memory required: 48K
Recommended retail
price: E9.95
Language: main in
BASIC, movement and
data in m/c
Author: Graham T Reif

Dense fir branches suddenly
gave way to an easy ground
of ma ture  tre e s ,  th r ough
which I could easily maintain
a brisk pace. I  checked my
progress, s c a n n i n g  t h e
woods for any telltale signs.
Yes, there it was at barely 10
metres distance, a  few white
rocks hidde n unde r  vege -
tation. I  stood in front of the
ruins 1 had set my bearings
on for the  last 100 metres.
Producing t h e  ma p,  c o m -
pass a n d  protrac tor I  s e t
course for northwest, main-
taining th e  s a me  altitude_
This would lead me  to  the
clearing, w e l l  c lear o f  the
open moor, the n down the
valley to the edge of the take,
after w hi c h i t  w o u l d  b e
child's p l a y  fol lowing t h e
waterfront t o  t h e  l a r g e
boulder. T h e n  across  th e
woods due east to the edge
of the town and the finishing
point.

if this reads like a typical
orienteering course then it is
because Gra ha m Re i f ha s
made a n  a s to n i s h i n g l y
realistic s imulation o f  th e
sport o n  t h e  S pe c trum.
There's no need to be in top
physical shape — leave that
to Olivia Newton John, but it
would b e  w i s e  t o  k n o w
something about the  a rt of
map reading and navigating.
It is here that you can learn
something a n d  y e t  fu l l y
enjoy the game.

There is an enormous area
of geography enclosed in the
game, a pprox i ma te l y  3 7
square kilometres, of which
only a small portion has been
charted so far. Included on
this map is a 12 point course
ready for you to tackle in the
shortest possible time. Al l
you have to do is visit each
control poi nt i n  th e  r i ght
sequence. The proof of your
visit will be printed on your
control c a r d ,  w h i c h  y o u
carry with you E a c h check

e  T
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g t o  way•
towards better Adventures?

point has a special code, so
cheating's out.

Each s te p ta k e n i s  a p -
proximately one metre, as in
real life, with a random vari-
ation o f  plus  o r  minus  1 0
degrees. This  means taking
ten steps for every millimetre
of the supplied 200 x 210mm
map! As  your bearing drifts
while moving, don't go run-
ning for miles without check-
ing it.

The display shows you the
terrain six metres in front of
you and it varies from thick
fir trees, t o  running wood
(mature trees). moors (hard
going), o p e n  grass ,  to w n
area o r  even lake. Special
point features such as build-
ings. boulders ,  r oc k  o u t -
crops, m i ne  shafts, knolls,
depressions etc. will be dis-
played as  a  message (with
code if it is a checkpoint).

An e y P  leve l  ma rk e r i n
front tells y ou whether the
ground is rising or falling, so
you c a n easily fol low c on-
tours on the map this way. As
real time  is  used y ou c a n
check on elapsed time. It can
be taken at a very brisk pace
as the graphics are updated
in a short instant, and speed,
as in real life, is dependent
on th e  terrain. I f  y ou a re
ascending i n  thic k  w ood.

THE FOREST
4 r :r

you will be puffing and pant-
ing n o t  too strenuous from
your armchair!

The orienteering feature of
the game is excellent in i t-
self, but further to that you
may u s e  t h e  progra m t o
chart the  vast areas which
surround the printed map on
the cover. Ca l l ing u p  th e
menu at any timeyou can get
exact co-ordinates o f  your
position ( b u t  us i ng i t  i n
orienteering will affect your
final results). Provis ion i s
made for drawing out con-

One of the facilities °tiered is the drawing of 3D sections ol the landscape.

•

tour and terrain maps of any
area y o u  s pe c i fy ; a nd  a
routine is provided to detect
any point features in a given
sector.

With these many features
you will be able to construct
maps similar t o  the  cover
map, but be warned i t ' s  a
major task! i i  all this is not
satisying enough, there is a
facility for displaying cross
sections o f  th e  landscape

THE FOREST. showing some of the symbols used throughout the program.

and, better still, constructing
a 3 D view with these cross
sections of any given area!

The F o r e s t  c e r ta i n l y
makes a  change  from the
usual arcade or even adven-
ture games. It also points the
way t o  be tte r  a dv e nture
games .  B a s e d  o n  t h e
graphical di s pl a y  o f  t h e
terrain and the  actual tech-
nique of movement (in paces
in any direction) the  games
player could be living in a fic-
titious a n d  w e i r d fa nta s y
world o f  a  1 0  square k ilo-
metres or so. A vast area to
explore

Given the  added thrill of
self-propelled a dv e ntur e
characters, living their own
lives in this vast area, similar
to the Hobbit characters, and
visually better point features
such a s  c a v e s ,  c a s tle s ,
dungeons. forest hutsand so
on, you could be moving in a
total fantasy world. No w  i f
someone were  to  combine
these features with a brilliant
plot a n d  w i th cartoon-like
moving characters such as in
Valhalla. y o u  co u ld  b e  i n
Adventure Land
FRANCO FREY
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Use of computer 80%
Graphics 70%
Playabillty 68%
Getting started 68a/oo

ATIC ATAC
Producer: Ultimate
Memory required: 48K
Recommended retail
price: E5.50
Language: machine
code

Atic  A t a c ,  t h e  e a g e r ly
awaited graphic  adventure
from U l t im a t e  h a s  j u s t
arrived on the review desk as
the last bits and pieces go to
bed, so we are unable to give
it a full review in this issue,
well do that next month.

However here is a brief run

CORRIDORS
OF GENON
Producer: New
Generation
Memory required: 48K

'Recommended retail
price: E5.95
Language: machine
code
This is a rather clever form of
maze game i n  whic h y ou
hear your chaser more than
you see him or it. The hero of
the p iec e  i s  yourself, o f
course, and your adversary
is a  madly  c loning Bogul.
You fi n d  y ours elf  i n  t h e
corridors of Genon, a com-
plex o f  concentr ic  c irc les
with t h e  ev il computer  o f
Genon at its centre. Each cir-
cular c or r idor  h a s  m a n y
doors which open or shut by
sliding down from the roof,
and the corridors themselves
are link ed a t  intervals  b y
similar s liding doors.

The object of the game is
to thread your way through
the complex, fi nd the com-
puter and then break a secret
code which w il l  destroy it .
Each of the doors is given a
three fi gure code which, i f
punched in, will either open
or shut the door. As you start
some of the doors are open
and some shut. Your adver-
sary, Bogul, is strong in ESP
and c a n  c los e t h e  doors
ahead of you and open them
behind in an effort to catch
up with you. He also clones
himself as time goes by.

The screen display  is  in
3D. showing the corr idors
2 8  A  Newslield Publication

Tic Tee, who's there?

down. In Aric A tac you may
select t o  b e  a  Knight,  a
Wizard or a Seri. Each fights
in his own way — the Knight
hurls axes at his  numerous
enemies, the Wizard throws
spells and the Serf swords.
Mov ement  i s  i n  e i g h t

radiating away from you, a
clear green floor, white ceil-
ing and alternating red and
yellow corridors gives a very
solid impress ion o f  a  real
building. N e w  Generation
provide a  numer ic  overlay
for t he  keyboard whic h is
used in the game for  code
breaking. Above the display
and t o  either  s ide i t  says
'Next Door Code 217' or, as
your ESP level drops, more
likely, 'Next Door Code ???..
When Bogul catches up with
your the screen flashes and
some o f  y o u r  ESP lev el
fades. When it 's  r ight Out,
you've had it.
CRITICISM

The m o s t  imag ina t iv e
touch i n  th is  game is  the
sound o f  Bogul's  footsteps
echoing through the corr i-
dors as he chases after you.
After a  while o f  play ing i t
screws t h e  t e n s io n  u p
untlearably, making you slip
on the keyboard and fumble
the c ode  numbers  s ome-
thing terrible! If you happen

directions, bu t  t he  Ser f is
harder to handle because he
doesn't s top mov ing when
you release a key.

The Object is to explore the
cas tle w h i c h  c o n t a i n s
countless r ooms  o n  fi v e
floors. Each room Is seen in

to b e  fac ing i n  t h e  r ight
direction y ou  ac tually  see
the horr id lit t le black thing
come s t u m p in g  u p  t h e
corridor t o  g e t  y ou.  T h e
graphics are quite good and
it's a simple idea for a game,
but one which works  very
well. I haven't got to the com-
puter yet, but there is a prac-
tice mode for code breaking.'

'Very good and effective
sound on this game, the foot-
steps track ing y ou, doors
opening and slamming shut.
The practice mode for code
breaking is useful, although
if you select it and then fail to
understand how the system
operates, you're trapped in
the mode for every I was bit
confused ev en t hough  i t
works o n  t he  Mastermind
idea of giving you black dots
for r ight numbers and more
black dots for numbers in the
right sequence etc. Getting
through the corridor doors is
more diffi c ult  i n  t h e  e n d
since doors ahead and to the
sides a l l  r u n  i n  numer ic
sequences. I t 's  okay  when

A solid 30 ehect In the CORRIDORS OF DE RCK
Look over your shoulder and whet,  that? You're about to be Rogul wad again.
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perspective from above. The
doors open a n d  s hu t  b y
themselves , t h e r e  a r e
objects to pick  up or  drop,
endless numbers o f  highly
detailed monsters and the
graphics  a r e  g e n e r a l l y
superb. You can withstand a
certain number  of  monster
contacts before losing a life
(the c r os s  mar k ing y o u r
death spot remains until the
end of  the game). The way
the t h r o w n  w e a p o n s
ricochet o f f  t h e  walls  i s
lovely. There's obviously a
lot more to this game than we
have time for here, so look
Out f o r  nex t  month's  f u l l
scale rev iew. B u t  af ter  a
quick prev iew the  general
feeling in the office was an
overall rat ing well into the
90s for this one!

you're being to ld what the
code is, but as your ESP slips
away you have to be pretty
good a t  following complex
sequences or  very good at
code breaking. An  unusual
game and more exciting than

thought it was going to be
when I started playing it.'

'If you like 3D maze games,
then y o u ' l l  pr obably  l i k e
Genon — it certainly isn't in
the nor ma l r u n  o f  s uc h
games. I found it rather con-
fusing y o u  do have to have
some s o r t  o f  h e a d  f o r
numbers to play it well. The
g r a p h i c s  a r e  s i m p l y
designed and very good and
the sound is terrific. I would
think  i t  addic t iv e,  e v e n
though it  didn't really grab
me over much.'

COMMENTS
Keyboard positions: Cursor
keys for movement and 9
keys used in conjunction
with an overlay provided.
Joystick option: Kempston,
AGF or Protek
Keyboard play: reasonable
Use of colour very good
Graphics: effective 3D
Sound: excellent
Skill levels:3
Lives: depends on fallingESP rate
General rating: an unusually
addictive game for those
who don't mind a bit of
figuring.

Addictive qualities 70%
Value for money 7 5 %
Overall 7 2 %
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RIVER
RESCUE
Producer: Thorn EMI
Memory required: 48K
Retail price: E6.95
Language: machine
code
Author: Phil Snell
River Rescue might be  des-
cribed a n  a n  ov e r he a d
scramble ga m e .  Y o u  a r e
looking dow n o n  the  river
from a bov e  a nd,  a s  i n  a
scramble ga me ,  y our  boa t
moves along, o r  rather the
banks s c r ol l  ba c k wa rds .
Accelerating takes the boat
up to  the  right side of the
screen i n  w hi c h  pos i tion
your reaction time has to be
very g o o d  i n d e e d .  T h e
obstacles in your path (river
that is) a re  crocod iles, lo g s
and s ma l l  is lands. The s e
have to be dodged, although
the boat is equipped with a
gun. I f  you hit a croc it will
disappear, b u t  lo g s  ta ke  a
few shots a nd islands y ou
can't damage at all.

The object of the game is
to rescue a stranded party of
explorers from the jungles of
the nor the r n  ( t o p )  b a n k
where they are threatened by
natives, There are two jetties,
one on each bank, opposite
each other. Once  you have
picked up a n explorer, you
must navigate the river safely
and then deposit him on the
south ba nk  jetty. Y o u  c a n
pick up as many as six, but
only one  explorer pe r  call,
before letting them off on the
south bank, for which exploit
you receive bonus  points.
Shooting c roc odi le s  a l s o
earns bonus points, and so
does riding the  river on the
right hand side of the screen
Every time you sink you lose
any explorers on board.

If y o u  a r e  successful ,
another h a z a r d  a ppe a rs .
Your deadly rivals are trying
to stop you and their planes
will fly over, dropping mines
in the  water which must be
shot away.
3 0  A  Newatteld Publication

CRITICISM
'An engaging and add ict -

ive game .  Th e  response t o
the keys is so positive that it's
easy to run into a bank. Stop-
ping at a jetty is a skilled task
as w e l l ,  G o  t o o  f a s t  o r
misjudge by a milime te r and
both b o a t  and  je t t y g o  up !
The animation o f  the croco -
diles is simply and effectively
done —  th e y a re  the  mo st
realistic crocs I 've yet seen.
Very good. '

'Basically a  s imp le  id e a
and, as is usually the case, an
addictive o n e  t o  p lay.  Th e
graphics are quite attractive,
especia lly t h e  t i t l e  p a g e
where the RIVER RESCUE is
wiped a wa y b y  a  sh o a l ( is
that t h e  r i g h t  w o rd ? )  o f
crocodiles, Very neat. Excel-
lent con tro l response.'

'I l i k e d  t h e  g a m e  v e r y
much and it  wo rks very well.
It does get harder and harder
as you go along, more croco-
diles, m o r e  l o g s ,  b i g g e r
sandbanks and the  damned
rivals i n  the ir planes. Very
addictive and quite orig inal. '

COMMENTS
Keyboard pos i tions : v e r y
good, 0 / A  u p / d o wn ,  0 / P
left/right a n d  ze ro  f o r  fi re
and undock f rom a je tty
Joystick options: Kempston,
Sincla ir
K e y b o a r d  p l a y :  v e r y
responsive
Use o f  colour:  straight-
forward bu t  effective
Graphics: smoo th  a n d  we l l
drawn
Sound: good
Skill levels: gets harder
Lives: 6
Games: 1 o r  2 p layer
General rating: very good.
reasonably addictive.

Use of computer 7 5 %
Graphics 7 0 %
Playability 8 0 %
Getting started 7 0 %
Addictive qualities 70%
Value for money 7 8
0
/ 0
Overall 7 4 %

T ACHO MET ER

GEAR H  I
P O I N T S  0 0 0 2 0

SPEEO O M ET ER
• •  •  "  . . . . . . . .

H I L E S  0 0 0 7
• 0 0 1 4

ROAD RACER
Producer: Thorn EMI
Memory required: 16K
Retail price: E6.95
Language: machine
code
Author: Graham
Wisdom
Five brand new games f rom
the Th o rn  E MI  g iants, th e ir
fi rst ven tu re  in t o  Spect rum
territory, i s  obviously a  b ig
event, R o a d  Ra ce r,  a s  i t s
name suggests. is a go at that
elusive Spectrum copy of the
f a mo u s  a n d  w o n d e r f u l
arcade g a me .  T h i s  i s  t h e
most detailed version yet. In
addition to  le f t / rig h t  b rake /
accelerate t h e re  i s  a lso  a
high a n d  l o w  sp e e d  g e a r
selection. The lower th ird  of
the screen shows yo u  yo u r
tachometer a n d  s p e e d o -
meter and the  gear you arein.

Unusually, ke e p in g  y o u r
finger down o n  the acceler-
ator key doesn'tjust take you
to maximum speed, but puts
you over the top and into the
red on the tacho. I f  you stay
there t o o  lo n g  yo u ' l l  b lo w
your engine. Chang ing  in to
the low gear while  in the red
will a lso cause damage.

There a re  se ve ra l o t h e r
cars t o  overtake before the
finish line  appears.

CRITICISM
'This i s  a  v e r y  g o o d

attempt t o  crea te  t h e  p e r-
spective fe e l o f  th e  a rcade
original. Th e  ro a d  n a rro ws
as it approaches the horizon.
which i s  a  la n d sca p e  o f
mountains. S a d ly  t h e  ro a d
ahead is not curved as it is in
the arcade ve rsion  b u t  you
soon realise that it does bend
because  t h e  l a n d s c a p e
swin g s  a r o u n d .  U n f o r -
tunately, because th e  ro a d
doesn't a c t u a l l y  b e n d ,  i t
means the car stays on line
and you aren't forced to steer
round b o t h  b e n d s ,  T h e
graphics a re  v e ry  b rig h t ly
coloured a n d  smoo th ,  a n d

the g a m e  i s  e x t r e m e l y
playable.'

'Very good  packaging and
instructions, b u t  t h e  o n e
thing th e y don ' t  t e l l  you  is
how to start up. On pressing
the sta rt  ke y  yo u  mu s t  in -
stantly acce le ra te  a n d  g e t
into top gear, o therwise you
will never find out that you're
the wh ite  ca r and the green
one b e h in d  y o u  (wh i c h  I
thought wa s  'me ' )  crashes
into you. On ce  that's sorted
Out, i t  rea lly takes o f f  and, i f
you are using  the keyboard
which is we ll laid out, there's
some skil l to be mastered in
using the  brakes and gears
sensibly. t i m e  i s  t h e  re a l
enemy t o  bea t  in  th is ve ry
goon version.'

'I've go t  the  feeling tha t
there's s t i l l  a  b e t t e r ro a d
ra c i n g  g a m e  f o r  t h e
Spectrum t h a n  we ' v e  y e t
seen, but th is is the best one
yet i n  m y  op in ion .  I t ' s  e x -
citing a n d  i f  y o u  l i ke  t h e
game idea, very compelling
to play.'

COMMENTS
Keyboard positions: good,
1/2 Io /h i gear. 6/7 le ft/right,
8/9 brake accelerate
Joystick options: Kempston.Sinclair
Keyboard  p l a y :  v e r yresponsive
Use of colour: very good
Gra p h ics:  g o o d ,  s l i g h t l y
ierky ch a ra cte r mo ve me n t
on other cars
Sound: poor, why no motornoise'?
Skill levels: 1
Lives: 5
General rating: good

Use of computer 7 0 %
Graphics 6 8 %
Playability 7 5 c / o
Getting started 6 2 %
Addictive qualities 72
0
/ 0
Value for money 70P/0
Overall 6 9 1 / 2 0 / 0



BLOCKADE
RUNNER

Use of computer 55%
Graphics 58%
Playability 67('/o
Getting started 80%

Use of computer 60%
Graphics 58%
Playability 68%
Getting started 75%
Addictive qualities 58o/

0Value for money 60%
Overall 63G/0

Producer: Thorn EMI
Memory required: 16K
Retail price: E6•95
Language: machine
code
Author: Graham Johns

Okay, f a s t e n  y o u r  s e a t
harness — i t s  a deep space
zappowham g a m e  a g a in !
Just w h e n  y o u  t h o u g h t
they'd run  out of reasonably
original ideas f o r shoot e m
up g a me s ,  a l o n g  c o m e s
Blockade Runner!

You're in this ship which is
t ry in g  t o  g e t  s u p p l i e s
through an alien blockade of
Earth, and there are five lay-
ers o f  d e fe n ce  t o  b e  g o t
through Firs t  comes a dense
meteor shower which can be
dodged o r shot. Next comes
a se r ie s  o f  ve rt ica l  l a s e r
barriers w h i c h  c a n n o t  b e
shot a n d  y o u  mu s t  a vo id
contact with  them. They are
fo llowed b y  t ra c t o r-b e a m
units wh ich  push or pull you
off course. A n d  then fi na lly
there i s  t h e  fl e e t  o f  a l ie n
ships which will try to blast
you away. I f  you manage to
survive all this you must then
transfer yo u r cargo  pods to
an Earth ship. There are only
three ch a n ce s  t o  d o  t h i s
right, or it's back to the start
without losing a life.

Screen 1 tram BLOCKADE RUNNER.

GENERAL
One complaint from our  re-
viewers w h i c h  s e e m e d
common t o  s ome o f  t h e
games from Thorn EMI was
the choice of control keys for
n o n -jo yst ick p l a y e rs .  O f
course it  isn't the ir fault that
keys 6,7,8,9 and  ze ro  have
been employed, since this is
the da ft  non-standard  S in—
clair chose for their interface
2. Sinclair are hoping to bully
every o ther so ftware  house
into using it too. or changing
their e x is t in g  so f t wa re  t o
match it. The cursor keys are
a lre a d y a  p o o r  g a m e
arrangement, a n d  t o  mo ve

one key along the board is no
better. W e  a l l  f e l t  a  mo re
ergonomic arrangement like
0,A,O,P o r Z,X.K,M is much
better. I t  seems a p ity Thorn
EMI haven 't chosen t o  p ro -
vide an  a lte rnat ive  o r use r-
defined keyboard layout.

CRITICISM
'For shoo t e m u p  add icts

this Is go ing  to  be  popular.
There i s  a  f a i r  ra n g e  o f
obstacles t o  ove rcome  and
plenty of speed levels to play
at. O n  t h e  fi rs t  scre e n  o f
meteors it frightened the life
out of me at how fast the ship
manoeuvres. Wh e n  yo u  ge t
to the second screen and see
the laser barriers you realise
why i t  h a s  t o  b e  s o  f a s t
Good, s imp le  g raph ics and
smooth movement. '

'The g ra p h ic s  a re  q u i t e
small e xce p t  f o r  yo u r sh ip
wh ich  l o o k s  l i k e  a  fi l m
camera, b u t  they are  p re t ty
smooth in movement and the
explosions a re  good. I  l ike
the fact that if  you lose a life
in, say, th e  second o r th ird
screen yo u  aren't sent righ t
back to sta rt  but p ick up on
the same screen. The speeds
are a b o u t  r ig h t ,  w i t h  t h e
highest leve l be ing  a  b lu rt
-
.
Medium add ict ive ,  I  wo u ld
say.'

GOLD RUSH
Producer: Thorn EMI
Memory required: 16K
Retail price: E6.95
Language: machine
code
Author: Martin Harris
Gold Ru sh  d o e s  n o t  t a ke
place i n  Ca lifo rn ia  a s  y o u
might expect bu t  on the  fa r
off p lanet of Oron. The gold
mines o f  Oro n  a re  b o t to m-
less c a v e rn s  w h e r e  g o l d
nuggets ra in  f ro m the  roof.
Oronians. it  seems, have an
odd w a y  o f  co lle ct in g  t h e
gold. Two  pots are placed in
su sp e n sio n  b e t we e n  t h e
walls a n d  th e n  g ird e rs a re
used t o  d i re c t  t h e  f a l l in g
nuggets in to  the pots_ I t 's a
dicey task because should a
nugget h it  an ° ro ma n  it kills
him, and  the  min e  is fu ll o f
monsters that find Oron ians
make a tasty meal.

The p laying screen is split
into three vertical segments
In the centre is the mine shaft
divided into an8 by 9 charac-
ter squa re  checkerboard  o f

'There i s  so u n d  o n  t h is
game. I  n o t ice d  t h a t  t h e
others f rom Thorn seemed a
bit la cIfi n g  i n  t h a t  d e p a rt -
ment. Th e  graphics are n ice
especially t h e  dancing  sta r
background, b u t  I  fo u n d  i t
didn't h a ve  la s t in g  a p p e a l
overall.'

COMMENTS
Keyboard positions: akward,
617 left/right. 8/9 up/down
and zero to fire.
Joystick options: Kempston.
Sincla ir
Keyboard play: very fast and
responsive Use of colour:
average
Graphics: reasonable and
smooth
Sound: average
Skill levels: 6
Lives:5
Screens: 6
General rating: fairly good,
mixed opin ions on
addictivity

Addictive qualities 509/a
Value for money 6 5 %
Overall 6 2
1
/
2
%
red and b lack.  A t  the  base,
evenly spaced, a re  the  two
collecting pots. To  the right
is a  b lu e  se cto r wh e re  the
girders are positioned, ready
for u s e .  T o  t h e  r i g h t  i s
another b lu e  a re a ,  a  sa fe
home f r o m  w h i c h  y o u r
Oronians s t a rt  o f f ,  b u t  t o
which t h e y  ca n n o t  re tu rn .
The mo n s t e rs  a re  g a p in g ,
yellow sku lls wh ich  fl oat up
and d o wn  and f ro m side  to
side, mou ths agape.

What yo u  d o  i s  ta ke  a n
Oronian o u t  in t o  t h e  min e
and, u s in g  t h e  d ire ct io n a l
keys. p la ce  h im wh e re  yo u
want a g irder to be. Pressing
the fi re  k e y  t h e n  s lo t s  a
yellow g i r d e r  i n  p o s it io n ,
When a  nugge t  h it s one, i t
will ro ll to  the right or to the
left, so  the construction has
to b e  we l l  t h o u g h t  o u t  t o
keep those nuggets a-comin '
into t h e  p o t s .  P o in t s  a re
scored fo r every nugget that
hits a g irder and many more
for getting one into a pot. In
their e f fo rts t o  prevent yo u
collecting gold the skulls will
move the g irders about and.
on the highest level, eat the
nuggets.

CRITICISM
'All these games have very

good t i t le  pages, a n d  Go ld
Rush i n  particular has  a n
innovative lo o k in g  h i-sco re
table. The game itself is quite
original in  concept and one
of those I wou ld  call silly but
likeable. It is quite frustrating
to p la y  a n d  b e g in s t o  g e t
addictive the more  you do. It
starts o f f  s i mp l y  e n o u g h ,
with o n ly  one sku ll and no t
many n u g g e ts t o  co n te n d
with, b u t  a s  y o u  p ro g re ss
mo re  a n d  m o r e  s k u l l s
appear. At  the highest level
of skill you can still move at
the s a m e  p a c e  b u t  t h e
nuggets come pouring down
and it  is  very diffi cult. Not a
bad game at all.'

'The g ra p h ics  a re  good ,
with  t h e  h e a d s  o f  t h e
Oronians and the skulls turn-
ing as they move. It's all quite
smooth a n d  co lo u rfu l too .
But o n ce  a g a in  t h is  g a me
has no sound which seems a
terrible shame.'

' S o u n d  w o u l d  h a v e
helped, but in the end th is is
an engag ing  game  t o  p lay.
and n o t  a s  easy a s i t  fi rs t
appears.

COMMENTS
Keyboard positions: two
options, both slight ly odd,
the Sincla ir keys 6/7/8/9 arm
zero, or 0 / 0  left/right, I /W
upid own and P to fire.
Joystick options: Kempston.
Sincla ir
Keyboard play: very
responsive and smooth
Use ol colour: fairly good
Graphics: simple  but
smooth ly moving
Sound: none
Skill levels:5
Lives: 3
General rating: average to
good, and unusually
addictive

At i r4 fi b l a S M X & A -
c
h a V O L

Catch the nug9els• avoid the skulls
—GOLDRUSH.
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Our new Spectrum games have two skill
levels. Difficult and impossible.

Unless you happen to
be a genius, it could take
forever to master them all.

So for around £6.95,
you , will really be getting
your money's worth.

'Volcanic Planet" (on
16k) is a real scorcher, Plant
a bomb on the volcanic plug

in the evil Zeron underground Metropolis,
and escape before red hot
lava floods the city. Watch
out for the Zeron's bone
crushing slaves, they want
to tear you apart. If your
oxygen or power supplies
run out, you're dead.

In "Road Racer" (on
16k) you'll find out if you're
skilful enough to drive round a terrifyingtrack

at death defying speeds, and
reach the black and white
flag in one piece.

"Gold Rush" (on 16k) is
no walk-over either. Under-
neath the eerie planet of
Oron is a vast cavern full of
gold and demons.

You have to get the
gold and the deadly demons have to get you.

In "Blockade Runner"
(on 16k) the earth is under
siege and you must get life-
saving supplies through.

When you've avoided
the dense meteor shower,
the moving laser barriers,
the space mines, t h e
tractor beam units and the
alien warships, you'll be good enough to

try the other 5 skill levels.
"River Rescue" (on 48k)

isa runaway success on other
formats. It's now available
on Spectrum. You'll have to
navigate the wildest and most
dangerous river on earth in
a powerful patrol-boat. But
keep a sharp look-out for

the killer crocodiles. They haven't eaten all day.
Win,lose or draw,you can't beat

THORN EMI's Spectrum games.
Now available from WH Smith and
other leading software stockists. VIDEO
Leaders in home entertainment.

M O R N  E M I



VOLCANIC
PLANET
Producer: Thorn EMI
Memory required: 16K
Retail price: E6.95
Language: machine
code
Author: Nick
Burroughs

It is you r task to destroy the
evil race  o f Zerans, wh o  We
on t h e  vo lca n ic  p la n e t  o f
Zeras. T o  d o  th is you  must
make yo u r wa y th rough  an
underground me t ro p o lis  t o
the depths of the city, where
you wil l  find a volcanic plug.
If you can plant your plasma
bomb there, you will b low up
the p la n e t ,  B u t  y o u  m u s t
make your escape before the
city fi lls up  with  lava. Okay?

The Zerans resemble pur-
plish co loured amoebas and
they scu t te r ro u n d  th e  c i t y
complex i n  c o mp a n y  w i t h
their m u c h  b ig g e r  slaves.
Often the Zerans will ignore
you, b u t  t h e y  m a y  t r y  t o
crush you. 'You ' resemble a
litt le b lack spider.

There a re  fi ve  sk i l l  leve ls
and depending on which one
you select there are between
3 and  1 5  leve ls to  th e  city.
The d isp lay shows you on ly
a t iny part of the whole com-
plex (of one floor). There is a
map a t  t h e  t o p  rig h t  hand
corner of the entire floor you
are on and looking at it gives
hou a headache! It 's huge.

Your protection is a suit or
armour which wears down as
the Zerans fire at you. When
its g o n e  t h e  t w o  o t h e r
systems, p o w e r  a n d  b i o
system, b e co me  vu lnerab le
and you  d ie if they fail. Your
blaster has p lenty of charge,
but tha t too  runs down with
use. These four are shown as
falling b a r  c o d e s  a t  t h e
bottom o f  th e  screen. He re
and th e re  in  the  maze  yo u
will c o m e  a c ro s s  va r io u s
objects l ike  too l re p a ir k it s
and spare  oxygen, b u t  you
must b e  q u i c k  because  a
Zeran w i l l  t a ke  th e m i f  h e
gets there first.

To go to  another floor you
must fi nd the lifts. wh ich  are
going u p  and d o wn  a l l  the
while. Wh e n  yo u  en te r one
(wait f o r it  to  a rrive  at yo u r
floor) you  can activate it but
you won ' t  know whether it 's
going u p  o r down, Only the
indicator at the left of screen
tells you this. Entering an up
lift o n  th e  to p  fl o o r rep len-
3 4  A  Newslield Publication

ishes. a ll y o u r  a rmo u r a n d
power, L i f t s  o n l y  co n n e ct
between 2  floors, o the rwise
it wou ld  be too easy)

CRITICISM
'Th is is a very complex and

complicated g a me  t o  p lay.
The graph ics rea lly are very
good, c o lo u r f u l  a n d  v e r y
smooth, w i t h  8 -d ire ct io n a l
movement a n d  co n t in u o u s
fire. The effect of the blaster
is wonderfu l,  g rea t  bo lts o f
ye llow mingled with red. It all
has a  sa t is f y in g ly  v io le n t
feeling t o  it .  M y  o n ly  co m-
plaint is  with the keyboard
layout, directional keys all in
a line are awkward to use in-
stinctively.'

'If yo u  en joy la rge mazes
then t h is  is  b o u n d  to  b e  a
winner!  T h e  c o m p l e x  i s
massive a n d  i t ' s  c ra wl in g
with t h e  e n e my.  S k i l l  i n
moving a n d  fi r in g  t a k e  a
while t o  g e t  together. Th e
damned lifts don't help either
with y o u r  n e v e r  k n o win g
where they're going. On  the
whole a  p layab le  and  fa irly
addictive game with  o rig ina l
looking g raph ics.  B u t  wh a t
happened to the sound?'

'I neve r fi nd  maze  games
enjoyable t o  p lay,  b u t  t h is
game offers load of enemies
to g o  round  zapp ing (good
blaster effect). What is good
is the way the aliens get ex-
cited if you shoot one of their
number. All the others visible
on the  screen start dancing
round a s though they we re
actua lly h o p p i n g  m a d !  I
never g o t  a n ywh e re  n e a r
planting m y  p lasma  b o mb .
even on the lowest skill level
— i t s  a game with  p lenty o f
playing sco p e .  I ' m  su re  i t
would be even better if there
was some sound.'

COMMENTS
Keyboard positions:a lot of
keys to use. Direct ion  is abit
odd; 6/7 left/right, 8/9 up
down. Zero fires blaster. 5
operates a lift, 41 plants the
plasma bomb.
Joystick options: Kempston.
Sincla ir
Keyboard play: very

responsive in 8 d irections
Use of colour: good
Sound: none
Skill levels:5
Lives: 1
Screens: 15
General rating: very good,
pity about the lack of sound

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

Oh Mummy

45%
7507,
77
0
/ o
80%
65%
73%
69%

Producer: Gem
Software
Memory required: 16K
Recommended retail
price: E4•95
Language: machine
code

You are in  charge of a party
of a rch a e lo g ists e xp lo rin g
Egyptian tombs. Each tomb
has five levels, and on each
you w i l l  fi n d  t re a su re ,  a
scroll, a key, a mummy of the
ro ya l  f a m i l y ,  a n d  t w o
guardians. A s  soon  a s  yo u
enter a  t o m b  o n e  o f  t h e
guardians wi l l  be awakened
and sta rt  chasing  you .  Th e
other w i l l  re ma in  d o rma n t

I want my Mummyl

unless y o u  a r e  u n l u c k y
enough  t o  u n c o v e r  i t .
F o r t u n a t e l y  w h e n  y o u
uncover t h e  ma g i c  sc ro l l ,
one of the guardians will be
killed off. You can Only exit a
tomb once the key has been
uncovered.

After co mp le t in g  a l l  fi ve
tombs y o u  m o v e  o n  t o
ano the r fi v e  w h e r e  t h e
guardians are more cunning.

The g a m e  re se mb le s  a
grid /pa in ter type in as much
as the buried artifacts all lie
within 20 squares. These are
uncovered b y  ta kin g  ' yo u r
party' round all four sides of
a sq u a re ,  wh e re u p o n  t h e
contents a re  ma d e  vis ib le
Any guard ian that has come
to life  and not been killed off
with a  scro ll,  wil l fo llow you
onto the next level! Treasure
houses, o f  wh ich  there are a
few, are good for hiding in if
you get in to  a t igh t corner.

CRITICISM
'Redelinable c ont r o l k ey s
are essential in any program
today. This  one has them.
There's a good use of colour
with d e t a i l e d  g r aph ic s ,
continuous sound and good
tunes. I found it well put to-
gether and addictive to play.'

'I wo u ld n ' t  ra te  t h is  as a
marvellous game, bu t  it  isn't
a p o o r  o n e  e i t h e r .  T h e
graphics a r e  w e l l  u p  t o
standard a n d  t h e re  i s  a
s o o t h in g ly  m e s m e r i s i n g
quality i n  p la y in g  it .  B u t  I
thought there wasn't enough
danger e lement t o  ma ke  i t
complete ly riveting. '

On the easy level it quickly
becomes mo n o to n o u s b u t
at t h e  h ig h e r  sp e e d  a n d
diffi cu lty levels it isn't easy to
get t h r o u g h ,  s i n c e  t h e
guardians a re  mo re  in te ll i-
gent in  the ir chasing. Good
g r a p h i c s  a n d  s o u n d .
Perhaps m o r e  f u n  t h a n
addictive.'
COMMENTS
Keyboard positions: user-

SCORE 0 0 1 3 0  r
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defined
Joystick options: cursor
controllers via user-defined
Keyboard play: responsive
Use of colour: good
Graphics: good
Sound: good
Skill levels: fifteen
Lives: five
General rating: good — fun
to play

Use of computer: 70%
Graphics: 70%
Playability 74%
Getting started: 70%

Use of computer: 75%
Graphics: 65%
Playability 69%
Getting started: 8 0

0
/ c

General rat ing:  f a i r  f o r
addicts, good fo r ch ildren

Use of computer 45
13
/o

Graphics 49%
Playability 50%
Getting started 60%

Addictive qualities:55%
Value for money: 7 0 %
Overall: 6 9 ° / 0

Tutankhamun
Producer: Micromania
Memory required: 48K
Recommended retail
price: E5.95
Language: machine
code
Author: Dominic Wood
Tut wa s  a n  Egyp t ian  ru le r
who stowed mu ch  treasure
in h is pyramid. Yo u r job, as
grave ro b b e r ext rao rd ina ry
(or a rch a e o lo g ist  —  t h e y
mean much the same th ing)
is t o  e n t e r t h e  t o mb  a n d
collect a s  m u c h  o f  t h e
treasure as yo u  can, Th e re
are five d ifferent to mb s and
you can start at one and work
your wa y  th rough, o r  en ter
the game a t  a  la te r stage if
you wish.

The very good packaging
contains c le a r  in st ru ct io n s
and the tomb turns Out to be
a le f t / righ t  sc ro l l in g  ma ze
with vert ica l tunnel connect-
ionns f ro m t o p  t o  base  o f
screen and  v ice  versa. Th e
treasure i s  c o l l e c t e d  b y
moving over it, and life would
be easy we re  i t  no t  f o r the
host o f  monste rs lu rking  in
the t o mb s.  Th e se  in c lu d e
mummies (th e  wrapped  u p
kind), cobras. spiders, skulls
and others, all of which move
rapidly and decidedly in your
direction. Fo rtuna te ly,  y o u
are p rovided  w i t h  a  ra p id
firing laser. I t  fi res regu larly
by itself but can be put in to
continuous fi re  i f  yo u  l ike .
Unfortunately i t  o n l y  fi re s
horizontally, so  you 're  ve ry
vu ln e ra b le  t o  b e a s t i e s
coming f r o m  a b o v e  a n d
below. Th e re  i s  a ls o  o n e
smart bomb per tomb or life,
but its effects are very short-

killing monsters in TUTANKHAPA LIN is easy — getting past them is not.

lived indeed. To help there is
a m a p  o f  t h e  e n t ire  t o mb
layout a t  t h e  t o p  o f  t h e
screen
GENERAL
Joystick options are offered,
but t h e  keyboa rd  la yo u t  i s
q u i t e  s e n s i b l e .  A  / Z
up/down, N/ M le f t / r ig h t .  A
pause and  resta rt  facilit y is
provided.

CRITICISM
'Tutankharnun is an orig ina l
game th a t  uses ve ry good,
deta iled g ra p h i c s .  I t  a l l
works ve ry smoo th ly too. A
game with  a n ice difference,
very add ict ive  —  I  wo n d e r
what h a p p e n s  w h e n  y o u

SUB CHASE
Producer: Gem
Software
Memory requIred:16K
Recommended retail
price:E4.95
Language: machine
code

In Sub Chase you contro l an
anti-submarine ship which is
armed wi t h  d e p th  charges.
Depending o n  t h e  le ve l o f
play you have between th irty
five and fi f ty to explode. The
display shows yo u r sh ip  on
the su rface  o f  a  ve ry  ca lm
sea, and  u n d e r the surface,
the submarines appear from
the l e f t  m o v i n g  s t ra i g h t
across to  the right.

You fi re the depth charges
by p re ssin g  t h e  n u me rica l
keys, e a ch  o n e  se t t ing  th e
depth a t  wh ich  t h e  cha rge
will explode. In return, some
of t h e  su b s fi re  b a ck  wit h
missiles w h i c h  y o u  m u s t
dodge. A t  th e  h ighest level
the subs appear at all sorts of
depths and wil l  even change
from o n e  le ve l t o  another.
The s k i l l  i s  i n  se t t in g  t h e
correct depth at wh ich  to ex-
plode the charge and in  the
timing o f  send ing  i t  o n  i t s
way.

r e a c h  T u t a n k h a m u n • s
tomb?'

The graphics  r eally  ar e
very attractive, with loads of
colour, a n d  f as t  mov ing.
Controlling your man can be
a la r m ing  a s  h e  fi r e s
independently and tends to
zig zag about if you leave his
control keys alone for  very
long. T h e r e  i s  p lenty  o f
scope fo r  enjoyment s ince
surviving is no easy task.'

'The mu lt i-co loured  mons-
ters co me  th ick and fast, so
much so that you've got to be
ace a t  ge t t ing  ro u n d  t h e m
and making  sure you're in  a
left/right c o r r id o r  s o  y o u r
laser w i l l  wo rk .  I f  yo u  g e t
stuck and have to move up or
down wit h  creatures sa iling

Hun silent, run deep in SUBCHASE.

CRITICISM
'A hard game to master at

the higher levels because the
sub moves up and down, but
with  s i m p l e  c o n t r o l s  i t
should appeal to  some. No t
one o f  the  modern comp lex
games and easy to play.'

'The graphics are attractive
— if  you're unlucky enough
to be hit  by  a missile, your
shop blows  up  in  bits  and
sinks. But I think the game in
its present state is too simple
to a p p e a l  t o  h a r d e n e d
arcade addicts. I t  could do
with many  mor e subs  o n
screen at one time.'

'While i t  isn 't  as easy as I
first thought, Sub Chase is
too quiet to  have addictivity
Perhaps it  is a imed mo re  at
the younger market.  Young
kids shou ld  ce rta in ly fi nd  it
fun to play, but zap em freaks
will get bored.'

at you, the  smart  bomb  wi l l
give you about two seconds'
grace. Pretty addictive stuff.'

COMMENTS
Keyboard positions: well
laid out
Joystick options: Kernoston
or AGF and Protek
Keyboard play: responsive
Use of colour: marvellous
Graphics: detailed and
smooth
Sound: good tunes, but not
enough of them
Skill levels: over eight
Lives: five
Screens: five
General rating: a very good
maze/zap game with a
different feel

Addictive qualities:75%
Value for money: 7 0 %
Overall: 7 1
1
/
2  ° /
0

COMMENTS
Keyboard positions: simple
with o n ly  le ft /right,  bu t  was
0 /P  th e  best  o p t io n  —  it 's
quite a stretch. Numerics for
fire.
Use of colour: fair
Graphics: s imple  b u t  we l l
drawn
Sound: poor
Skill levels: 4
Lives:

Addictive qualities 40%
Value for money 4 7 %
Overall 4 8
1
/
2
0
/ 0

Reviews continue on 41
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FROM CARNELL SOFTWARE

HE WRATH OF MAGRA"
A THIRD CONTINENT

RIES ADVENTURE

The h a s  been destroyed The
!lack B e r o t h  has been banished
The
, 
v
i
l  
h
a
s  
b
e
e
n  
d
e
f
e
a
t
e
d  
b
y  
t
h
e

ar o f  e n d a l  S o  ends the Third
A y o u  to write your name
in A g e  of the Third

nd enemies, old and
ne t h e  g  a e d  sequel to Volcanic
Dungeon. Using high resolution graphics
and combining the best qualities of "Black
Crystal" and -
V o l c a n i c  
D u n g
e o n ' '
,  
w
e  
w i
l l

allow you to  become part o f this tale o f
revenge.

The Wrath of Magra" comes as three, 48K
programmes on  cassette boxed with i n
struction manual and book detailing the his-
tory of the Third Continent and the many
spells you wil l  b e  using throughout the
game For the 48K Spectrum @ C12 50

NOTE: Th e  Wrath of Magra ' is a complete
adventure Y o u  need no t buy "Volcanic
Dungeon'
. o r  
" B l
a c k  
C r y
s t a
l "  
t
o  
p
l
a
y  
i
t

Available from Feb '84
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OH MUMMY!!
Your party of archaeologists enter the pyramid
in search of the mummies of the pharoah's
household. There are five burial chambers
containing treasure, secret scrolls, keys, royal
mummies and some nasty surprises. To pass
from one chamber to the next, you must find
the key and royal mummy, but beware, you may
uncover a guardian, who will chase your group to
avenge your desecration !!
A Machine Code game for those with nerves of
steel and great courage.
Price ( Z X 8 1  & SPECTRUM) E 4 . 9 5

MONSTER MINE
Escape from the mine with as much money as
you can, but don't get closed in or caught by the
prowling monsters. An addictive machine code
game, with superb graphics and tape save facility.
Price ( Z X 8 1  & SPECTRUM) E 4 . 9 5

GEM SOFTWARE, UNIT D, THE MALTINGS, STATION ROAD, SAWBRIDGEWORTH, HEATS.
Telephone (0279) 723567/723518

MICRO GAMES ACTION

FTWARE
SUB CHASE
A great machine code game in which you must
depth charge the submarines. Sounds easy, but,
you must'position your destroyer, set detonation
depth, fire and hope you can evade the subs'
missiles. The problem is, the higher the skill
level, the more intelligent the subs become, and -
you only have a limited supply of depth charges!!
Price

SPACE MISSION
Launch from lunar base and fi ght your way
through the steroid belt to do battle with the
enemy fleet. This multi-level space combat game,
sets new standards in graphic excellence and
attention to detail.
Price ( Z X 8 1  & SPECTRUM) E 4 . 9 5

All prices include postage and packing. All
cassettes despatched within 48 hours of receipt
of order. Access orders welcome.

•••-•;•

(SPECTRUM) E 4 . 9 5
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CHRIS PASSEY & LLOYD MANGRAM revisit
some old favourites in this, the first of our

Game Type comparisons
Software houses seem hellbent on providing us
with numerous versions o f arcade copies. I n
August this year, Ian Sinclair of IJK (a software
company who do games for the Oric and Beeb)
said, 'There seems to be a difference of opinion
between the public and reviewers opinions of
programmes.

'The public loves arcade copies, while reviewers
hate them, and original games have the opposite
effect. I  would l ike to  see more comparative
reviews with all the Space Invaders, for example,
compared and the good and bad points of each
shown.'



Since he said that, there has been plenty of
evidence to suggest that original games do go
down just as well with the public as old favourites
and arcade copies; Imagine,  Ul timate a n d
Guicksilva have all proved it. However, there is a
wealth of games on the same theme available for
the Spectrum, so every month we will take a close
look at a particular type and compare the various
versions. Unfortunately there isn't sufficient
space to compare every single version in each
case (pac man games are legion), but we have
done our best to find a wide mixture. This month
we take a look at Invaders and Galaxians.

SPACE INTRUDERS Ouicksilva
SPACE RAIDERS Sinclair

GALACTIC TROOPER Romik
GALAKZIONS Mikrogen

GALAXIANS Artic WING ED AVENGER Workforce
FIREBIRDS Sollek T H E DETECTIVE Arcade

ARCADIA Imagine

SPACE INTRUDERS
There was general
agreement from our two
players that the Space
Invader game, whilst good
for its time, was pretty much
out of date today, so that
should be borne in mind
when comparing it to some
of the more original phoenix
and galaxian games.
However, Ouicksilva's

Space Intruders was
summarised as being a,
'reasonable copy of the
original arcade game.'

This is a close copy of the
original. The aliens are a bit
small but do include a
wobbly mutant worth extra
points, as well as the
customary space ship
across the top of the screen.
Although this is a fast

version, the shelters at the
bottom of the screen
disappear in blocks rather
than the original's erosion.
CP
I was a bit disappointed with
it, never having played this
particular version before.
The aliens were
disappointing although
there are four types as in the
original, Invader games
suffer from comparison
anyway because they are
older and there is much
better software around.
LM
SPACE RAIDERS
A close copy of the original.
Slightly better graphics than
Space Intruder; for instance,
the shelters erode away
when hit, and the aliens are
better drawn. On the other
hand this is slower than the
Ouicksilva version, so it
loses it interest pretty soon.
CP
Another Invader copy which
has dated badly. The
graphics were more
interesting than in Space
Intruder, but generally far
too slow to be much fun for
long despite the machine
code.
LM
GALACTIC
TROOPER
The graphics are fairly
attractive but I think the
arcade qualities of the game
are low. You have three
speeds of play but at each
speed, of course, the
relationship of the elements
remains the same, and I
found that skill didn't enter
into it. Avoiding the bombs
is too much a matter of luck
as the space allowed to
dodge them is small and the
relative rates of movement
doesn't seem right. I think
the game suffers from being
dated now.
CP
Despite the use of the word
Galactic in the title, this is
more of an Invader type, but
pretty simple at that. Romik
manage to pack a lot of
graphics onto the screen, a
mothership sliding left/right
across the top, 10 vertical

bomb racks with 5 aliens per
rack, and the occasional
saucer floating around
which is easy to hit. Hitting
aliens is simply because
they sit in a stacked row.
Shooting the failing bombs
Is pointless because there
Isn't enough room left.
Sideways ship movement
and rate of fire compared to
the bombs is too slow.
Generally fun to play, if not
exactly arcade excitement
level.
LM
GALAXZIONS
suppose it's a reasonable

copy, but where is the fuel
and the mothership? The
graphics are simple but
quite fast and there is a
choice of three speeds. Rate
of fire is too fast, making it
easy to exterminiate the
swooping hordes. You can
use a Mikrogen II joystick -
if you've got one. I didn't
think it was worth the price
asked.
CP
I remember this one coming
out and thinking it wasn't
bad at the time, although It
doesn't have the arcade
original's details. The
graphics are reasonably
smooth but I thought the
aliens looked more like
Invaders than anything else.
Another drawback is that by
remaining stationary you
can still get a respectable
score! One or two player
games.
LM
GALAXIANS
A much better Galaxian
copy with the aliens using
the original formations le
leader swoops down flanked
by two generals making him
harder to hit. Again, no fuel,
no mothership. This was
much more challenging
than Mikrogen's version,
especially on level 6, and is
obivously better value at a
pound less. One or two
players and the game is
Kempston compatible.
CP
This is much better all
round, bigger and better
looking aliens, and
explosions in hi-res
graphics. It's also got far
more playing speeds — nine
in all.
LM
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WINGED AVENGER
It's got eggs, birds and
eventually the mothership,
but with the exception of the
birds flapping their wings,
the graphics are boring. It is
a reasonable copy, but by
today's standards rather
poor. The laser shield is
almost too effective. There
are several gamelspeed
variations to experiment
with, but on the whole
uninspiring.
CP
The speed of this phoenix
version always takes my
breath away, but I learned
sometime back that it's
actually easier to get better
scores by playing the higher
speeds. in the slower speeds
you try to be accurate (never
a good idea!) but faster you
seem to get a better rhythm
going. Sadly the graphics
are small and dull and the
overall impression is
disappointing.
LM

INVADERS/GALAXIANS COMPARISON TABLE TABLE A B C D E

The points shown in columns A, B
9 C  a r e  
p e r c e n t a g e s  
a n d

SPACE INTRUDERS 45 40 40 16 4.95
represent the average between the two reviewers. Use of SPACE RAIDERS 50 35 40 16 4.95
Spectrum includes graphics quality, sound quality and ease
of keyboard control. The games are not listed in order of
preference.

GALACTIC TROOPER 50
GALAKZIONS 4 5

40
40

45
30

16
16

5.95
5.95

A — Use of Spectrum
-  Addictive Qualities

GALAXIANS
WINGED AVENGER

55
50

50
35

55
40

16
16

4.95
4.95

C — Value for money
D — memory required
E Rec ommended Retail Price (in E)

FIREBIRDS
THE DETECTIVE

85
80

75
75

80
85

16
48

5.95
5.50

ARCADIA 90 90 90 16 5.50
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FIREBIRDS
This starts off with you
having to shoot a flock of
ballet-dancing red birds. If
you're successful they
return with the blue
weavers, which fire lasers
straight down at you. Blast
this bunch and they all come
back with the white
bombers, moving vertically
down the screen. Finally the
huge mothership is taken
on, but watch Out for the
suicidal guards! Graphics
are smooth, excellent sound
and great fun to play. Demo
mode when not in use.
CP
Firebirds is instantly
appealing visually, with its
cinema curtain opening and
closing, and the brightly
coloured and animated
aliens. Good sound too. I
particularly like the victory
dance the firebirds do when
you lose a life. Not easy to
get to the mothership and
frustrating when you're
within an inch and on your
last life. A good, fast game,
LM

THE DETECTIVE
*Chuck, they know what yet
doing and they're out to get
ye!' She means the Mob, and
they're after the secrets of •
the safe -so are you From
the cover you could be
forgiven for thinking that
this is a 1940s Chicago
adventure, but actually it's
an arcade game, where you
run back and forth shooting
at various things such as
'lips', things on legs firing
lasers, little men, arrows,
bomb-dropping helicopters,
aricraft etc. Eventually you
enter 'dagger alley' where
men throw daggers at you.
At level 25 you get a chance
to open the safe. Additional
hazards include
indestructible falling tyres
and a canine point-thief.
Keyboard layout is quite
good but I thought the man
moves slowly. Also I think I
spotted a bug in the scoring
which sometimes gave me F
lives and SSS points.
CP
Despite its name and
scenario, this is definitely a
galaxian variant, and a rich
one too. Dodging the tyres
which gather in rows and fall
on you gets to be diffi cult
when at the same time
you're avoiding the other
objects and the little dog
that pops up now and again

and steals points from you.
Fortunately its a wrap
around screen, otherwise it
would all be impossible!
Arcade seem to design
games that look easy at first,
but being so long tend to
wear you down until you
start making mistakes. I
liked the way that towards
the end of each screen the
aliens get less and so it all
speeds up enormously.
Good spread of joystick
options. Perhaps it's only
fair to point out that with
48K in play it has an obvious
advantage over the other
games in this bunch,
LM

ARCADIA
'Dual Plasma Disruptors and
Ion Thrust Drive' is how
Imagine describe the good
ship Arcadia. They aren't far
wrong. This highly
manoeuvrable ship has
enough fire power to send
the average akens packing.
Alas these are not average
aliens (Atarian Battle Fleet
with Imagines usual touch
of humour). Twelve attack
waves, each wave for a set
period of time, each more
suicidal than the last. It's
highly addictive, with
superb graphics (fantastic
coloured explosions) and
the sound is good too.
Definitely up to arcade
standards.
CP
Although graphically this is
more simple looking than
The Detective, it has to be
considered as one of the
shoot 'em up classics.
They've given you a certain
area of up/down movement
as well as left/right. Each
wave of aliens gets lower
and lower, zooming in from
the right each time.
Keyboard positions are
sensible, but you can use a
Kempston joystick with the
utility Softlink II, and Fuller
joystick. If you enjoy the
sort of games we're
discussing here, then I think
this is going to be
considered as one of the
most addictive.
LM



a
vAutomata fi nd a
heaven in, Hollywood
and Legend a Valhalla
in hell.
Two l o n g  a n d  e a g e r l y
awaited Adventure software
events have burst upon us,
and neither can be adequate
ly summed up in review. I t
you're in to Adventures you'll
undoubtedly w a n t  t o  g e t
hold o f  Valhalla, the  much
adv er t is ed a n d  m u c h
delayed ' mov ies o f t '  a d -
venture f r om Legend, and
the new game fr om those
bunch o f  w e i r d o s  a t
Automata, t he  followup t o
PiMania, My  Name is Uncle
GROUCH() You Win a Fat
Cigar.

Valhalla
Producer: Legend
Memory required: 48K
Recommended retail
price: E14.95
Language: machine
code

Before you can start playing
Valhalla it's worth ploughing
thr ough t h e  r e a d a b l e
instruction booklet, not only
to find out what you can do.
when and where, but also to
meet s ome o f  t h e  mor e
important charac ters  w h o
partake o f  y our  adventure.

The book tells you that you
can have great fun s imply
watching V a lh a l l a ,  a n d
issuing commands  t o  t h e
characters. This turns out to
be true in  part, Life in  the
Nordic hav en c ar r ies  o n
much like Coronation Street
with the inhabitants quarrell-
ing, fi ght ing e a c h  o ther ,
offering food and generally
behaving as if  they were in
the Rover's Return. But in the
end this palls  and you feel
itchy to get into the action
There are six quests to fi nd
special objects; olnir  (a key),
drapnir (a ring), skornir (a
shield),  s k a l i r  ( a  s w o r d ) .
Fe's trong ( a n  a x e )  a n d
trimnir (a helmet).

Finding thes e  mag ic a l
objects is  not  s imple, and
some, if discovered, must be
deposited safely as you can't
carry all o f  them together.
Added t o  that, i f  y ou die,
which h a p p e n s  e a s i l y
enough, you are sent to Hell
(not t o  'wou ld  y o u  l i k e
another game') which turns
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Stunning graphics In Asgard.

out to  be a location or  two
away from the more ordinary
delights of Asgaard of what-
ever. Unfortunately if you go
to Hell mos t o f  the things
y ou ' v e  c o l l e c t e d  a r e
removed f r o m  y o u  a n d
distributed randomly around
the various locations, so you
have to start all over.

When this  is  seen in  the
context of coping with large
numbers of beings who are
either well or badly disposed
towards you, y ou begin to
realise t h e  c omplex ity  o f
even surviving in Valhalla, let
alone fi nd ing t h e  h idden
objects. Getting on with our
fellow Valhallans  i s  s ur -
pr is ingly  realis t ic . U n l ik e
The Hobbit you can't type in
'Say he llo  t o  Elr ond;  and
expect a happy response but
you can offer  food or  wine
(which abounds — all over
the fl oor), you can offer to
sell or buy objects since you
have money. swords, axes,
shields etc. These are merely
ordinary ones, not those you
are ques ting for . And  y ou
can s tar t  fi ghts  on ly  t o o
easily.

All this  activ ity  is  clearly
visible i n  t h e  remarkable
graphics, We l l  drawn a n d
highly detailed backgrounds
form the scene in which the
animated characters mov e
around. If you type in, 'drink
the w in e ' ,  y o u  w i l l  s e e
'yourself' raise the flagon to
'your' lips. At times it can be
like Piccadilly  Circus on a
weekend a s  c har ac te r s
arrive and ex it  by  the bus
load.

Moving f r om location t o
location is s imply a question
of enter ing t h e  compass
po in t  d i r e c t i o n  a n d  a
WHERE c o m m a n d  w i l l
always s upply  t h e  v is ible
exits i f  y ou have forgotten
them. Moving around within
a location is done by the use
of Tand 'r'. In some locations
there a r e  celes tial under -

..grounds. I f  y o u  h a v e
managed to pick  up a r ing
(ordinary type) you can use
these r ingways . t o  g e t  t o
another location. Although if
you're drawing a  m a p  o f
Valhalla, t h is  c an b e  less
than useful, since you don't
know where you are when

•
t ,

you get there.
GENERAL
Valhalla c omes  c omplete
with very good instructions.
Loading time is four minutes.
Keyboard response is  fast.
and a useful function is that
you can type in commands at
any time. If an action of some
sort i s  tak ing p lac e  t h e
computer waits  a n d  t hen
processes y ou r  c ommand
when ready.
CRITICISM
'Compared t o  a n y  o the r
adventure game I've seen,
the graphics of Valhalla are
fabulous. It seems incredible
that they  have managed to
pack s o  muc h detail in t o
48K. The scenery has a real
sense of depth.'

'Considering h o w  muc h
detail there already is in the
backgrounds, I ' m  as ton -
ished that the animation of
the characters is as detailed
as it is. t h ink  my favourite is
the Raven, who flaps his way
in and lands occasionally.'

'My basic disappointment
with Valhalla stems from its
coldness, Des pite a l l  t h e
things "you'' can do, the life
of the place seems to go on

Grouch
Producer: Automata
Memory required: 48K
Recommended retail
price: E10.00
Language: basic as hell
but fun
Author: The Pi Man and
others

'The game you are about to
play is  our  salute to Holly -
wood, t h a t  dream fac tory
where e v e r y t h i n g  w a s
possible and where Groucho
worked t o  make the wor ld
laugh.' says the blurb on the
excellent cassette inlay. To
make your dreamscome true
the c er t ifi ed lunat ic s  a t
Automata hav e pr oduc ed
another mystery adventure
game with a worthy prize for

without y o u .  Ap a r t  f r o m
dying of starvation I found I
could stand still for ages and
no one bothered with me.
There•s a  t o u c h  o f  a
travelogue about it all — just
walking about seeing things
and eating loads of  food. I
think i t  might  have had a
better impac t i f  there was
more danger immediately,'

'A lot of program, no doubt
about i t ,  b u t  mu c h  les s
excitement than t h o u g h t
there would be. Still, i f  you
like adventure games, this
one is  going to  keep y ou
occupied f o r  hour s  a n d
hours.'

COMMENTS
Keyboard play: excellent
Use of colour: subtle and
complex, excellent
Graphics: excellent
Sound: average
General rating: an excellent
program all round, which
has gone further with
graphics than any adventure
game yet, but with
reservations about the
ultimate appeal of the quest,
and an expensive game to
buy.

Use of computer 9 4 %
Graphics 9 5 %
Playability: 9 0 %
Getting started: 9 5 %
Addictive qualities:60%
Value for money: 5 5 %
Overall: 8 1  1
/
2 %
the winner. Judging by the
difficulty In giv ing away the
prize f o r  uncover ing t h e
secret of Pimania, the secret
in Groucho must be easier to
find s in c e  y o u  hav e  t o
complete a  s logan i n  n o t
more than ten words that is
defter than 'We put some tiny
In computing!' This  implies
they ex pec t mor e cor rec t
answers by the 1 June when
the competition closes.

Somewhere in the depths
of M y  n a m e  i s  U n c l e
Grouch° you win a fat cigar,
the name of a Hollywood star
is hidden. Should y ou  be
lucky enough t o  guess  i t
correctly and be defter than
anyone a t  Automata then
your prize will be a tr ip for
two to meet the Hollywood
s tar  i n  p e r s o n ,  fl y i n g
Concorde to JFK, and then
on to Los Angeles, staying at
the famous Waldorf Astoria
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in New York, cruising home
aboard the OE II, and £500
spending money.
TO WIN
This is all you do. Risk your
sanity in  Groucho and the
PiMan's America, where the
currency is  fat cigars, travel
is b y  s pac e s hut t le a n d
covered w agon  a n d  c o n -
versation i s  b y  w a y  o f
Grouch° Marxist jokes made
worse by interruptions from
the PiMan. Needless to say,
in the time allowed none of
our reviewers got  very far.
Fortunately none  o f  them
was s illy  enough to fall for
the o p e n i n g  q u e s t i o n ,
Pimaniancs one and all
GENERAL
The pr ogr am i s  s lo w  t o
respond to input commands
but Automata seem to have
become a  law unto them-
selves in this respect, and no
doubt addicts will suffer very
little from this drawback. As
usual t h e  program offer s
little in the way of help to get
into the game and no hints
on playing — Grouch°, after
all, was  no t  noted fo r  his
kindness towards idiots.
CRITICISM
'I fi nd i t  impossible to rate
accurately a game which is
designed t o  be a cult, and
one which takes so long to
probe t h a t  y o u  c an' t  s ee
enough of it to be fair. As far
as I  got, which wasn't very
far, it appeared to be as satis-
fyingly obscure as PiMania
and pretty wierd too.'

*The g r a p h ic s  a r e ,  i f
anything, b e t t e r  t h a n  i n
PIMania. The opening street
scene w i t h  a n  an imated
Grouch° lur c hing u p  and
down i s  v er y  good.  T h e

Light yur at cigar and stalk the streets of America with Uncle Grouch°.
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refusal of an input is also fun,
as t h e  p r o g r a m  h a s
obviously been stocked with
typical responses. wonder ,
though, how much you need
to k n o w  about  t h e  Mar x
Brothers and their  fi lms to
get anywhere.'

'I don't know who Grouch°
is, and I've never seen any of
these films mentioned on the
inlay card. I'm afraid I didn't
enjoy  P lM a n ia  e i t he r .  I
suppose Automata w ill say
I'm ju s t  a n  alien-zapping
arcade moron, b u t  then I
think they're a bunch of left
over hippies . Bu t  m y  dad
enjoyed the c igar  that was
stuck to the review cassette
— thanks.'

'There's not a lot you can
say about this game -  either
you'll lov e  i t ,  o r  hate i t .
Technically, the graphics are
very g o o d  a n d  f u n ,  t h e
response times are slow, and
getting anywhere is difficult,
which is as it should be_ Fun
anyway,'

COMMENTS
Keyboard play: slowish
Use of colour: very good
Graphics: very good
Sound: generally good.
though a bit repetitious
General rating: hard to
define, everyone seemed
unsure of an exact definition
beyond, 'if you liked
PiMania, you'll like this.'

Use of computer: 7 0 %
Graphics: 7 5  'Ye
Playability: 6 5 %
Getting started: 6 5 %
Addictive qualities 59%
Value for money: 6 5 %
Overall: 6 6
1
/
2
%

My Kingdom for a Haile)/  The rideriess bikes await.

Rider
Producer: Virgin
Games
Memory required: 48K
Recommended retail
price: E5.95
Language: basic with
some machine code
Author: Roy Poole &
Terry Murray
The authors of Virgin's Yomp
have again come up with a
quasi-military theme. T h e
object of this two-part game
is to parachute into enemy
territory (you're a n  agent
from M15)  and land on  a
motorbike, then escape on
the bike, check ing Out the
enemy's mined roads. You
do this by weaving in and out
of t h e  mines  wh ic h  f o r -
tunately s t i l l  h a v e  t h e i r
markers on so you can see
where they are.

A sensible menu appears,
towed o n  behind a  plane
which lets  you choose bet-
ween one and fi ve players,
and skill levels ranging from
001 to the coveted 007! The
game commences with the
plane r oar ing ac ros s  t h e
screen and you falling out. It
then cuts to a second screen
where you are seen fl oating
erratically down under your
parachute. Along the base
riderless motor bikes slowly
pass by . These have been
provided by the Resistance.
although how  they  get  s o
many riderless bikes to move
along and without the enemy
seeing them is not explained!
The idea is to land neatly on
one of the bikes.

This isn't as easy to do as it
sounds. At the last moment,
just when you think  you've
got yourself lined up,  t he
harness is released and you
drop. I f  you miss a bike it's
back to the top.

The s ec ond p a r t  s tar ts

immediately y o u  la n d  o n
one. Here you get a head on
view as the bike with 'you' on
it races down the heavily-
mined road. You can swerve
left and r ight, accelerate or
brake. If you hit a mine, that's
it. On the higher level of diffi-
culty t h e  speeds increase
and more of  the mines are
live. Although the patterns of
mines r ema in  m u c h  t h e
same from game to  game,
the mines which are active
are never the same.

Screen 2 — dodging the marked
minas. RIDER.

CRITICISM
'Both sections contain large
graphics, although I'm sure a
much better job could have
been done with the c louds
which resemble those y ou
used t o  g e t  i n  o ld  Atar i
combat games. Landing on a
bike is less a question of skill
than luc k  and only  having
one life is extremely Irritating
as y o u  hav e t o  g o  bac k
through the menu again.'

'Although the r ider  veers
across t h e  r oad ,  n ic e ly ,
banking on the turns and so
on, i t  seems s illy  hav ing a
brake a n d  accelerate k ey
which c an't  be  used while
you're pressing left or right.
In t he  e n d  this  is n' t  very
playable and I can't see any-
one coming back to it  after
the first time.'

'The graphics are reason-
ably drawn but  overall the
colours  a r e n ' t  p leas ing .
There's q u i t e  a  l o t  o f
jerkiness to  the movement,
and despite all those bytes
on the loading one wonders



why they had to put a self-
destruct in  the program i f
you try to break in. Would we
see more BASIC than code'?'

COMMENTS
Keyboard positions:
reasonable
Joystick options: none
Keyboard play: responsive
but you can't brake or
accelerate while veering left
or right
Use of colour: average
Graphics: average
Sound: continuous but
unadventurous
Skill levels: seven
Lives: one
General rating: fair, could
have been better

Use of computer: 4 5 %
Graphics: 5 5 %
Playability 5 0 %
Getting started: 6 0 %
Addictive qualities:45%
Value for money: 4 5 %
Overall: 5 0 %

MORRIS
MEETS THE
BIKERS
Producer: Automata
Memory required: 16K
Recommended retail
price: E6.00
Language: machine
code
Author: S Curtis

Automata a r e n ' t  ex ac t ly
noted for bringing out many
arcade games , prefer r ing
their obscurantist misadven-
tures l i k e  Pimanta a n d
Grouch°. S o  i t ' s  r e a l l y
thrilling to get a zappo game
from them — mind you, you
can't g e t  away  f r om t h e
PiMan that  eas ily  because
he's the owner of Morris of
the title. And as  an added
bonus, in  answer to  those
record companies who keep
bor ing u s  w i t h  t h e i r
computer programs on the
flip s ides  o f  h i t  records ,.
Au toma ta  g i v e s  y o u ,
absolutely free, a  tas teful
rendition o f  Leader o f  the
Pac by  the incredible Lady
Sinclive and the PiMen. I f
you're into biker songs and
butchery then you'll love this
hit single (say no more!)

MORRIS MEETS THE BIKERS in the
largest N.C.P. In Me world.

Morris has been abandoned
in a multi-storey car park and
he's desperate to get out (he
gets c laustrophobia). Your
task as  Morr is  is  t o  dr ive
ar ound  t h e  c a r  p a r k
collecting coins  (you need
ten) to feed into the slot on
the c lo s e d  bar r ie r .  U n -
fortunately t h e  Phaantom,
Phreaky, Phearsome kami-
kaze bikers from the planet
of Morris Minor are loose in
the car park and running into
them causes severe loss of
life ( y our s ,  o f  c our s e) .
Additional hazards are walls,
ty r e c l a m p s ,  c a r b o n
monoxide fumes, t in  tacks
and huge park ing fees. All
this dr ama i s  played o u t
against a  background o f
falling fuel supply  and the
hard concrete of an uncaring
carpark. The only  way bet-
ween multi-story levels is to
use the rather unreliable lifts
at either side.

Should y o u  b e  c lev er
enough to collect sufficient
coins you may leave the car
park by the exit at the bottom
r ight o f  s c r e e n  w h i c h
promptly  d u m p s  y o u  i n
another car park. There are
nine in all. You do have one
weapon at least — a magic
horn which zaps the bikers.
'Good packaging with clear
and c onc is e  ins tr uc t ions
leads y ou into this  unique
and very playable game. The
hazards a r e  everywhere,
from t i n  tac k s  t o  fumes
which knock you out for five
to t e n  seconds. T h e  lif ts
looked as though they had
seen better days! Morris has
a n ic e use o f  colour  with
good. de ta i led  gr aphic s ,
although there wasn't much
use of sound, jus t the horn
tooting a n d  end  o f  scren
bleeping. Ea c h  s c reen i s
harder than the last.'

'Automata a r e  t r y ing t o
cash in on their much talked
about Pimania by putting the
PiMan into a Moggy (Morris
Minor car). The graphics are
good and the game is  fast
moving. C on t r o l  keys  ar e
user-defined, w h ic h  i s  a l-
ways useful. The Leader of
the Pac s ingle on the other
side is rather odd to say the

least -  even distasteful,'
'Lurching o v e r  t h e  t i n

tacks, suffocating w ith c ar
fumes, avoiding mad bikers
from a  by gone a g e  a n d
paying ex orbitant par k ing
fees, i t  almost sounds like
real l i fe !  However, I  th ink
losing a life for  illegal exits
from a car park is a bit tough!
Great graphics with a nice
chunky look to them. This is
definitely an or iginal game
and it can all be enjoyed with
the volume full up on your
cassette player as Leader of
the Pac blares out!'

COMMENTS
Keyboard positions: user-
defined five keys
Joystick options: Kempston,

LUNA
CRABS
Producer: Micromega
Memory required: 16K
Recommended r e t a i l
price: E6.95
Language: m a c h i n e
code
Author: Meryn Escourt

You're a part of the Solar
System Resources Research
team down o n  one o f  the
Saturnian moons ,  t ak ing
samples and away from your
craft, when suddenly  y ou
find yourself surrounded by
nasty red crabs which spit
green acid gob at you.

Fortunatley you have your
guided missile cannon to try
and keep them at bay, but
they're all around. This is a
30 game which shows you
the view of the mountainous
planet's s ur fac e w i t h  t h e
cannon i n  the foreground.
As i n  s uc h games  as  3D
Tame, a hit  from the green
goo on the gun turret means
a loss of a life,

CRITICISM
'The graphics are relatively

simple, although the crabs
scutter about very realistic-
ally, a n d  t h e  c annon fi r e
fades away into perspective
nicely. Although this  is very
playable, it tends to pall quite
quickly — and you can't get
back to  the ship s itting so
tantalisingly a short distance
away.'

'I w ou ld  ex pec t a  l i t t le
more for the price, especially

although AGF and Protek
with user-defined keys
possible
Keyboard play: responsive
Use of colour: average
Graphics: good
Sound: good
Skill levels: gets harder with
each screen
Screens: nine
Lives: four
General rating: good

Use of computer: 8 0
0
/ 0
Graphics: 7 5 %
Playability: 8 0 %
Getting started: 7 0 %
Addictive qualities: 65c/o
Value for money: 7 5 %
Overall: 7 4
0
/ 0

111111M
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91Dressed LUNA CRABS ere on
tonight's menu.

as it  loses its appeal and be-
comes repetitive.'

'The c rabs  mov e about
very well, and are as coward-
ly a s  o n e  w ou ld  expec t.
Shooting them isn't a simple
task as the "guided" missiles
are only  so by  virtue of the
fact t h a t  t hey  fo l low  t h e
swinging path of the turret. If
you k eep swinging about,
sea sickness soon sets in. In
the end, not very addictive.'

COMMENTS
Keyboard positions: good,
lizero left/r ight rotation and
guide missiles, 9 to fire
Joystick options: none
Keyboard play: responsive
Use of colour: good
Graphics: good
Sound: average
Skill levels: 1
Lives: 5
General rating: playable, but
not very addictive

Use of computer 70c'to
Graphics 7 2 %
Playability 6 8
0
/ 0
Getting started 6 5
0
/ o
Addictive qualities 40%
Value for money 5 5 %
Overall 6 1
1
/
2
%

Reviews continue on 73
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Ha rr i e r  Atta c k  OftIC-1 and SPECTRUM
Pure machine-code, super-fast action-packed,
highly addictive arcade-style game requiring great
skill The harrier lakes-off from an aircratt-camer
and flies over seaborne defences to attack enemy
instrdlations on a nearby island The harrier rosy
tester% slower, higher or lower. and has bombs and

- rocket fire with which to protect itself and make its
own attack. If it flies too high it is detected by
enemy Olt-fighters (which it may counkw-attack) -
so it needs to hug the mountainous terrain which
also Vanes with every new game But the island is
heavily defended by anh-airaatt rockets and tanks,
which again the 'lamer may counter-attack or try to
fly through. A tally is kept of luel, bombs and
rockets. plus player score and NO score. Finally
the harrier must make its bomb-run over the enemy
base before returning to Its own calmer.

ORIC APPROVED VERSION £6.95
SPECTRUM VERSION £5.50

S ta rfi ghte r  O R I C - 1 1 4 8 K  only)
You are in command of a galactic defence vessel
travelling through inter-stellar space to attack and
destroy intruding aliens. At long range this is
carried-out on your computer scanner which dis-
plays stars in the local quadrant, with passing
planets, space stations. star-gales, and ol course
the aliens which may strike in packs or singly,
scattering anti-matter mines around your ship You
may counter-attack the aliens with your photon
torpedoes, or if you move-in close enough switch
over to manual and visual control to these the
fleeing alien and blast him with your phasors. See
the star•scape spin relative to your ships man-
oeuvres, but watch-out for the alien mines whizzing
past You will need to conserve energy carefully to
get back to the refuelling points. and Men the
time-gates to the other quadrants. Weapons.
shield and energy status are all monitored through-
out this pure machine code game. which may be
set to lenievets of skill.

ORIC APPROVED VERSION £6.95
GALAXY 5 ORIC-1
Side one of Galaxy 5 contains three pure machine
code arcade type space games They consist of
'Galaxy which is a Galaxian-type game with 15
winged ahens swooping down to bomb a left/right
controlled rocket launcher in groups of one, two or
three. Next 'Astro War' is an asteroids-type game
with a meteor shower moving sideways across the
screen towards your sttip welch has ngtitlettup
and down controls plus phasor fire to blast the
meteors along with any aliens that may be hiding
amongst them. The last game on this side is
'Space Chase which gives a  view from your
cockpit of a fleeing alien You fire at him and he
fires back, so you must get a direct hit quickly
before he destroys your force shields. Side two of
this tape consists of two more arcade type space
games but this lime in BASIC, which are easy to
learn from, being short, simple and clearly written
with every line of the BASIC explained in an
English REMark statement

ORIC VERSION 16 95
AssemblerlDisassembler
The assembler lollows standard 6502.conventions
and has proved very reliable while in continual use
by Durell Software. Features include the following:
Genevan)
, 
L i
s t  
P
i
e  
P
s e
u d
o -
O
p s

Auto line numbering UST E Q U A T E
Set character labels DELETE B Y T E
Updatabie L L I S T  D B Y T E
Maths on operands ALTER W O R D
Syntax checking I NS E RT T E X T
Output to printer END/STOP BLOCK

°RIC VERSION (5.95
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Duren
Software

Jungle Troubles SPECTRUM
Pure machine code with super cartoon graphics.
This original and witty game is set in the depths of
the African jungle. First you must direct your man
to collect an axe and cross a nearby river via
stepping stones that protect him from a lurking
crocodile. Then he must climb a ladder to the next
level, where he has to fell a number of trees in his
path. As he does this a marauding ape appears
from the lee of the screen and steals his axe! So
back to the start for another axe and more
problems with the crocodile
, A n d  t h e  
a p e !  
H a v i n g

hacked a, path through the forest he may climb
another ladder to level three where he has to leap a
pilaf flames by grabbing a swinging rope Will he
ever escape back to the city? Can he rump the
chasm that suddenly opens before him lust as he is
about to reach home? A highly amusing game with
delightful graphics stated to all members of the
family - but very frustrating and addictive.

SPECTRUM VERSION 15.50

Dept. CM1 Durell Software
Castle Lodge • Castle Green

Taunton • TA4 1AB
ENGLAND

MAIL ORDER
ORIC E6 95 S P E C T R U M  E5_50

Price includes postage and packing
TYPE OF COMPUTER:
CASSETTE TITLES:

1)
2)
3)

Name •
Address

Oversees customers please allow E 1 00 extra
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TO SPECTRUM SOFTWARE

CRASH GAME OF THE MONTH
Welcome to the CRASH Living Guide! In the next few pages
you w i l l  fi nd a n  amaz ing amount o f  games software
reviewed in  br ief, and every month the section will be
getting bigger as the current month's new games are added
to it. We've tried to be as comprehensive as possible in the
time allowed, but anything we've missed out, you tell us
about it and well inc lude it in the following issue.

Each month . h r ; : l  be taking a few of the older gr..mes
and looking at them in more detail, The one on this page will
be our Game of the Month. To get here, it's going to have to
be good! This month the accolade goes to Jungle Trouble!
by Durrell/Martech, our  reviewer is Matthew Liffindell.

Jungle Trouble is one of those
9ames where you are told in
advance everything that will
happen to you, how to go about
certain tasks, and where you
can see all of the sections on
one screen To  get away with
that the game must be good —
and it  Is!

At the beginning you are
asked what  play ing speed you
want.  1 being fast and 4 being
slow (well,  s lower anyway).
When you seethe screen set up
you may  think it all looks easy
(like I did). Just wait  t ill the
game starts! Three monkeys
scamper on f rom the left and
settle down on the right, at the
bot tom. Then three men come
on after them and stand around
at the lef t  A nice touch is that
one realises he's in the wrong
place and goes back, to
reappear within the frame of the
play ing area. All this is very
nicely animated.  A clock below
t haman starts and the game is
under way.

First ly you must use the
stepping stones to jump across
a river. As you back up to the
left of the screen for your run up
you collect  an axe, which is
s ignifi ed at the base of screen.
A law-snapping c rocodile lives
in the river, so falling in means

Instant death_ For jumping the
river. judgement  and t iming are
crit ical — a slight slip of the
fi nger and the all important
jump t iming is lost. You fall
head over heels in to the water
and into the croc's laws But  it
you're quick you can run back
to the bank. Falling In loses the
axe! Get another

Once across the river you
Climb ladders to the second
level where you are faced with
four trees which must be
chopped down with your axe I t
takes several blows before the
tree shakes and you step
sharply  out of the way to avoid
being crushed by the falling
tree. It's also at this point  that
the bored monkeys come into
their own. If you watch you'll
see one get up and disappear
off the screen to reappear on
your level. He'll steal your axe.
although if it's still sharp
enough you can kill him with it.
l i l t 's  very blunt  he may kill you.
Once stolen it means going
back for another. Over the river,
jump,  jump,  jump!

After c learing away all the
trees and using several axes to
dolt ,  another set of ladders
takes you to the third level. Here
you must  jump up at the right
moment  to catch hold of a
swaying rope and swing across
a fiery pit. Get t ing to the other
side safely t riggers a chasm to
open up, which has to be
jumped.  Then you're home — I
haven't managed that yet!

Throughout ,  th, graphics  are
fantastic and there's good use
of colour and sound, Nice
details like the monkey that
scratches his head if no one's
on the second stage. Generally
a very addict ive and worthwhile
game.

The  monk oys a re  I tching for a go . O n e  tra it down,  thre e  lo g o ...

4
5



M O  GAMES ACTION

This is the heart of the magazine! Aperpetually updated
guide to Spectrum software. It is intended as a brief but
comprehensive listing for ready reference and not as a
detailed criticism of the games (although we willalways
reflect the original reviewers' comments in the eintry).
As the issues progress, you will always be able to find
the detailed review of newer games by looking at the
game title — the bracketed figure next to it will indicate
the issue of CRASH in which the detailed review is to be
found. Obviously that will not be the case in this first
Issue.

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 press, socertainly for the next two or
three issues T h e Living Guide won't  be thoroughly
complete.

Programs are listed under convenient headings (a list
of the headings is given below). As more and more

INVADER/ GALAXIAN/
PHOENIX

Space Invaders began It ill and the
more sophisticated Galexian and
Phoenix games continued ii. The
games listed under this heading are
among the oldest available for the
Spectrum. Consequently some
versions have not stood the test ol time
as well at others. In Invaders seried
ranks of varied aliens jiggle across the
screen getting lower and lower.
Galaxians attack in lesser numbers
but make up for it by swooping all over
the place In an unsportsmanlike
manner. Phoenix games are similar.
but the aliens are bird-like, there are
eggs to hit. often meteors as well, and
finally a mothership to destroy. In the
main most versions are very alike and
II comes down to a matter of personal
choice.
ARCADIA
Produce,: Imagine, 151( £55.0
.Generally considered to be the best
shoot 'em up game around. Aliens
come in droves from the right, each
wave more suicidal than the last.
Continuous fire and thrust (to halt
the screen height only) with good
keyboard positions. Excellent tikes
smooth graphics. Joystick:
Kerepston (and softlink O r  Fuller
.Addictive and difficult to master
.

LIST OF HEADINGS

Arcade-.

Invildar/Callizion/Phosnia
Asteroids and Specs Games
Scramble/Defender/Mulls Detente
Cockpit Benet
Mize Game;
Ghost Gobbling
Plantar m Game:
Crag-pie-twang:
Froggers
Grid Genies
Petters
Trekkies
Miscellaneous

4 6  A  Newsfield Publication

ASTRO BLASTER
Producer: Quicaseive. I6X E4.95
Author: John Edwards
Ouicksilva's go at galaxianiphoenix
Is creditably fast and difficult to
master, featuring five attack waves in
three phases — Cybird, Meteor and
Plasma, each 01 which have their
own characteristics. Oddly enough
the first wave is the most difficult.
You're given live shields. Graphics
and sound are neat. Joystick:
Kempston.

COSMIC GUERILLA
Producer: Crystal, I6K 0 , 5 0
This game is a copy of an arcade
shoot 'em up and almost makes a
category of its own. Aliens stand in
several vertical columns on either
side of the screen. The centre block
is a stack of humans and your three
space ships (and lives) Your  ship is
at the base, firing up. Aliens zip
across to the centre, grab a human
and abduct him to the side
Eventually they can get at the three
ships and steal those For  each one
they get to the side you lose a life_
Too rapid lire shortens the range so
it's better to be accurate than fast.
Features last motherships that zip
along the base just above your head
and fire at you, rapid mutants and six
difficulty levels, Joystick: KempstOn.
Recommended.

FIREBIRDS
Producer: Sottek, 16K E5.95
Author: Graeme Devine
A classic phoenix. Fire rate and
left/right movement are the best
we've seen. Beautiful graphics
featuring red Firebirds, blue
Bombers, and white Weavers in an
intricate dance of death. 100 percent
machine code. Very difficult to get to
see the mothership. but worth
Highly recommended.

GALACTIC ABDUCTORS
Producer: Antrog, I6K £5.95
This version features large animated
graphics The aliens weave fanciful
patterns when attacking and have
the cute habit of eating your
population when you're not looking.
pnly throwing back their skulls. 100
percent machine code. Hi-score.
Joystick option

GALACTIC TROOPER
Producer: Ramat, I6K E5.99
Author: Ian Morrison
Halfway between an Invader and
galaxian type, this three skill level
game offers reasonably attractive
graphics and plenty of them. You're
at the base tiring up at ten bomb

games come onto the market, software producers are
Inclined to move away from the old arcade copies we
have become used to, and this naturally makes the task
of slotting the games into a convenient category harder.
On the other hand, it means we are getting better and
more interesting games to play.

Under e a c h  h e a d i n g ,  p ro g ra m s  a r e  l i s t e d
alphabetically b y  t it le, w e  then show the software
producers name, memory required to run the program.
Its recommended retail price and, where known, the
author of the program.

Reviews show as often as possibiewhat joysticks may
be used with a program. Programs that have the cursor
keys and 0  for fi re may be used with either a Protek
interface or the A G E
/ l a n d   
t h i s  i s  
u s u a l l y  
i n d i c a
t e d  
i n  
t h
e

entry. W h e r e  it states that there is no joystick option,
this mean s n o n e is  provided —  b y  t h e producer.
Naturally, i f  y o u  o w n  a  programmable joyst ick
controller like the A GF o r Stonechip, you will still be
able to use this. In the entry it usually states that such
and such joystick may be used — this is a convenient
shortening, since w e obviously mean that such and
such interface may be used to control your joystick
(which may be of any make).

racks containing live aliens per rack.
Above them a mothership floats
lazily from left to tight and back
again. To hit it you must blast out ait
five aliens from a rack so you can fire
through the gap. Aliens reproduce
fast! For more points there are a few
saucers that venture out, but they're
easy to hit. The aliens drop bombs
on you but the screen is so full that
the dropping distance is small and
they are hard to dodge. Skill doesn't
appear to be a factor, rather luck. Hi-
score _ Joystick: Kempslon or
Sinclair, machine Code, only average
value for money.

GALAKZ IONS
Producer: Adtkrogen, 16K £5.95
One of the weaker games with three
skill levels and attackers more
resembling invader aliens than
anything else The  rate of
continuous fire is wrong for the slow
attack patterns, robbing the game of
any excitement. Works with
Mikrogen II joystick. Machine code.
One or two player games.
GALAX IANS
Produce,: Ar0c, 16X E4.95
A good copy and a classic version
with nine levels of play, hi-score,
personalised scoring, one or two
playere games. Features swooping
Galaxians and hi-res explosions.
Joystick: Kempston. Machine code.
Very good value for money.

INVADERS
Producer
- A  /
I x ,  
1 6
K  
6 4
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Although this Is a standard and close
copy of the original, the hi-re
graphics stand up quite well to the
test of time. Nine levels of play and
four variations of alien.

INVASION FORCE
Producer; Attic, I6X E4,95
ArticS engaging and addictive
phoenix game has the mothership
protected by a force field hovering
above your base. Should your
missiles hit it they are returned back
as three( The mothership is only
vulnerable in its control centre
There are loads of bomb-dropping
aliens flapping around Three lives,
two skill levels and harder screens.
Neat touch — if your base is hit the
Artic lorry rushes Out to repair it
between lives. Generally
recommended.

HEADBANGER
Producer. Llarnasolt, 48K E4•95
Liamasoft is one of those companies
that got famous fast, though looking
at this game one wonders why. The
sky is raining hammers (makes a

change from ravening aliens I
suppose) and Chico must carry bags
of money from one side of the
screen to the other under the partial
shelter of tour blocks which are
being eroded by the fatting
hammers In between the shelters
Chico can nut the hammers for
points, but alter ten he gets a
headache and must then nut a red
aspinn hammer. Hammers hitting
his body instead of his head lose a
life: Getting a money bag across
safely restores one shelter. Badly
put together and rather pointless.

KAMIKAZE
Producer; A&F• I6K £5.75
Basically a galaxian game. Pit your
wits against wave after wave of
suicidal tighter aircraft which swoop
down'on you dropping bombs. Clear
two screens and you get a bonus
screen against easy-to-hit
helicopters before returning 10 the
main feature. Graphics are attractive
if a bit flickery and the mushroom
shaped explosions are good
Continuous sound of attacking
aircraft unless you drown them out
with the sound of yOur continuous
fire, Hall of fame, no joystick option

SPACE INTRUDERS
Producer. Quockstiva, 75K E4.95
A close copy of Invaders with rather
small graphics that work in
character blocks. Fast but out of
dale

SPACE RAIDERS
Producer: Psron, 16K E4.95
Another close Invaders copy with
better graphics than Space



•
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Intruders, but slower and not
particularly addictive to play.

SPACE ZOMBIES
Producer: Mthrogen, 16K E5.95
One critic thought this was pathetic,
another liked it Certainly a 'quaint'
game. You're at the screen base
'iring up at a bunch ot highly
coloured alien zombies which chug
about the screen like a train, getting
longer with each screen. The
graphics are big, there's continuous
lire, a nice moving star background,
arid the main feature is the erratic
and highly unpredictable movement
of the aliens Three speeds, one or
Iwo player games, plenty of levels fat
least six before I got killed off).
Joystick: Mikrogen II, good value
but not terribly addictive
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Not, you might think by the title, a
galaxianiinvader type game, but it is
really There's a 3D landscape and
2D massed Daktits in the distance
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moving jsut like space invaders To
hit them you must get the
dimensional trajectory of your
*battered' cannon correct
Frequently one will swoop down on
you in very good animated line
drawing. You get more points for
hitting the swooping ones, but it's
safer to dodge them, Not up to
Melbourne House's usual standard
and the sound — what happened to
It?

THE DETECTIVE
Producer Arcade. 48K E5.50
Another game which sounds
unlikely as a galaxian type
contender, but then, we couldn't
quite figure what the title had to go
with the game. But it is a good game
anyway. Nice packaging as usual
from Arcade and reflected in the
graphics. Avoid the falling objects
which change characteristic by level
or shoot them for points. Tyres (?!)
tout, up like thunderclouds and fall
on you, a wretched dog keeps
stealing your points. Avoid him by
using the wrap-around screen. 25
levels. Joystick: Kempston and AGF
or Protek Good value

WINGED AVENGER
Producer Workforce, 16K CSOO
Something of a cult among gataxian
fans. with Iwo options (2-part toad)
for the 'brave' and 'also-rans' Six
skill levels, laser, forcefield barrier
and simple but effective graphics.
This is a fast game for the experts —
novices might not even realise
they've lost all their lives.
Disappointing graphics and
ultimately not of lasting appeal.

ASTEROIDS/SPACE

With some exceptions, Asteroid type
games tend to be less colouriul than
most arcade programs -  some are
virtually black and while, but the
category Is still one of the most
popular. Also Included under this
heading are 'space' games which have
very little to do with asteroids.
CONFUSION
Producer: Blaby. 48K E4,95
There's something of a trogger  lee'
to this ultra-fast game Alien ships
zip along parallel tracks which you
must traverse, shooting them tor
Points Impossible without a loystick
and difficult with, goes with
Kempston or AGF or Protek,
Generally less than one expects
from the usually excellent Blaby
people.

BLACK HOLE
Producer: Fantasy. 16K 15.50
Centre screen is the Black Hole,
from which emerge three types of
alien craft Tw o of your weapons are
deflected by the force of the Black
Hole, which makes aiming difficult.
and the third weapon has a limited
range Indiscriminate shooting leads
to loss of power, and the aliens fire
back. To make matters worse there,
is space debris to avoid on the left of
screen, the area to which you're
confined. Control in eight directions,
but too many keys make this game
hard to enjoy, and there are too
many for a joystick to handle.

COSMIC DEBRIS
Producer: A rtic 48K E4.95
Al, archetypal 'asteroids' game with
hardly any colour at all Hol low
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 (fast and suicidal
— and they mean it!) with bonus
ships for points. A game this fast
should have continuous fire facility,
nut doesn't. No popular joystick
lacility. Good value for asteroid
addicts who like a fast game.

DEEP SPACE
Producer PSS, 48K E5.95
A standard version of asteroids with
rotate left and right, thrust.
hyperspace and fire, wrap around
screen and alien ships. Can't
comment on the game's quality
since none of our three review
copies would load

JETPAC
Producer: Ultimate, 16K £5.50
There's not much can be said about
Ultimate that hasn't already been
said. Graphics and presentation are
of the highest standard. In JetpaC
you must get your spaceman to
assemble a rocket and fuel it, steal
as many gems as you can and avoid
the irate aliens or kill them with the
laser When assembled the rocket
takes off for another planet to
plunder. Re-assemble the ship after
five planets. Five levels of different
aliens Joystick: Kemptston. One or
Two player games. continuous tire
and movement in eight directions.
Highly recommended,

KDSMIC PIRATE
Producer 81eby, 48K E4.95
There's a factory below on the planet
which you must plunder, guiding
your ship through the heavy alien
space traffic, deceptively simply
looking game with good graphics
and sound and really a 'frogger'
variant. M/C Joystick: Kempston.

METEROIDS
OK Tronics,16K E4.95
In a way it's as well this game is in

the cheaper bracket because it isn't
a very good program T h e
graphics are jerky in movement and
the relative speed of craft to
asteroids is too slow Worst of all
you can only use one function at a
time so you can't tire white rotating
or thrusting. There is a useful
*redefine' function which allows you
to change keyboard options and
alter the way in which the game
plays. No joystick facility, unless
redefined to cursor keys to use AGF
or Protek_

METEOR STORM
Ouicksilva, 16K E4.95
Mercifully, Ouicksilva have proved
their originality in the games field by
going onto games which make this
one look as silly as it Is, If you like
asteroid games then this is pretty
fast. Simple outlines hover In a blank
black space. Ship orientation is in
eight directions using all the number
keys which means you can't
concentrate on the game

PLANETOIDS
Producer: P i n ,  16K E4.95
A very good copy and a classic
version with the best graphics of the
lot. Nice bright yellow asteroids
which shatter satisfyingly. A bit
stow although the shattered
fragments change direction and
move faster. Alien ships are well
defined graphically. Using Z/X for
rotation and SPACE/ENTER for
fire/thrust is quite good, but H for
hyperspace takes some getting to in
an emergency. No skill levels, which
means the adclictivity rating is low,
but good value at the price. No
joystick option.

SCHIZOIDS
Producer: Imagine, 16K E5,50
Imagine come up with some of the
best games — this isn't one of them
You're supposed to Clear the space
lanes of civilisation's debris by
bulldozing it into a black hole in the
centre of the screen. The graphics
are black and white, though nicely
drawn but the game is confusing.
Jo yst ick: Fulle r

SENTINEL
Producer: Abacus, 16K 15.00
Prevent the enemy from attacking
the five Sentinel space stations with
your four ships. Careful though —
your three remaining ships (lives)
are docked with the station so if your
protective screen isn't effective you
can lose lives before you've even had
a chance to use them! Enemy comes
in various forms and meteroids make
life impossible at times. Your
weapons are laser and a guided
missile so you have to contend with
left/right rotation, thrust, laser fire,
missile fire and two controls for
guiding it, which makes Sentinel a
game for the four-handed player!
Oh, and there's a force field for the
station — five-handed player! A
good fast and furious game Good
value. No joystick option

SHUTTLE
Producer Bleby, 48KE4.95
Take your shuttle craft from the
mothership and descend to two
specially created landing spaces On
the planet's hilly surface to rescue
the stranded astronauts, which
stand on the hillsides waving their
arms I rantrcally, You can only take
one at a lime and landing results in
the nearest dashing to your craft and
partial safety. Unfortunately the sky
Is crowded with bi-directional
meteors. The graphics are cute and
the sound very good, but theinlay
card suggests you can fire at
something when you can't. Avoiding
the meteors is simply done by
dodging them (a sort of frogger).
Not the most addictive of Blaby's
games, but still very playable.
JoystiCk: Kempston, AGF or Protek.

SPECTROID STORM
Producer A bersoft, 48K E4.95
A very new asteroid game and one of
the most colourful with a pretty
packed screen. Wrap around action
and multi-shaped objects. Good
acceleration and braking but
requires a tender touch as theaction
Is quite violent. Hyperspace, no
difficulty levels. It looks good but it
needs more ',livability to put it in the
top rank_ Joystick: Kempston,AGE
or Protek.

VIOLENT UNIVERSE
Producer: Fantasy, 16K 15.50
This game has an essential
difference — instead of firing ahead.
you lay gas clouds behind you to
destroy the aliens The aliens are
made of anti-matter, so as they rush
headling into your vapour clouds
they're anthilated. You mual Score
1000 points within 40 seconds to get
to the next level, an idea which
makes this game extremely addictive
to play. Wrap around screen, El-
directional movement in a very
crowded screen, Hiding inside one
of your vapour clouds is a sneaky
way of avoiding death Joystick:
Kempston, AGE, Prolek. Fuller or
Mikrogen It Good value.
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SCRAMBLE/ DEFENDER/
MISSILE DEFENCE

For many arcade enthusiasts delender, and scramble games are the kings ol
flying. shoot 'em ups. They require
quick reflexes and excellent hand/eye
control. 01 the home computer they
demand programs with sensible
control key layouts or joysticks for
good results. In scramble games you
fly a mission against a hidden enemy
best. whereas as in defender games
you must rescue humanity at the same
time. In @NW case the game Is played
In profile, showing the topography ol
the ground over which you are flying.
Missile defence Is simpler. showing
missile traces descending on your
cities. You must guide the anti-missile
defence by sighting cross hairs at the
leading points at the enemy missile
traces.
ARMAGEDDON
producer: Ocean. 16K e5.90
This version is a classic miss ile
defence game with excellent
graphics. especially  the sunburst
explosions. The miss ile traces split
into several traces, coming thicker
and faster with each wave. The
available number of missiles in your
armoury  for each wave is shown at
the base of the screen and above
that are your six cares which you are
protecting. After each attack wave
the program updates your score and
cities lef t  Nice title graphics and
'end' card Rec ommended

COSMIC RAIDERS
Producer Mekrogert, I 6K E5.95
'One of the few times an arcade
game has been improved upon, said
Personal Computing Today. That
might be a bit exaggerated, but the
graphics and control response are
very good indeed. You must race
across the planet and destroy the
alien master ships in the lair. The
cityscape beneath is densely
populated and green grabbers keep
aboucting the humans Knoc k  out
the aliens with smart bombs, but
then you must catch the falling
humans before they spiel. Hosts of
other alein fi ghters threaten you.
Features long range scan. reverse.
Long range shows the whole
distance to travel. Keyboard
pos it ioning is sensible, which is as
well_ as this game does not have a
joystick facility,

GROUND ATTACK
Producer: Sitversoft, 16K £5.95
This is s imilar to 'Penetrator' by
Melbourne House, but is nowhere as
good a program I t s  the sister game
to 'Orbiter' Here you must attack the
aliens in their underground caverns
Weapons are bombs and laser and
there are fuel dumps for points.
Thrust and decelerate and nine skill
levels (different speeds of play) with
the cursor keys and 9 and 0 tor
direc t ion and fi re, which is not the
best arrangement. No ioystick
Facility There are better value games
arouno of this type

HIDDEN CITY
Producer: Bytewell, 16K L.5. 95
Good. smooth graphics and three
different frames make this a very
playable game No  bombs here, only
a laser and a quick ly  used up fuel
supply. The fi rst part makes you fly
across a plain towards a vertical cliff.
Enemy missiles attack from the fl oor
- - -  * • * e  c liff I f  you enter the

• ase of the cliff the
•! scrolls  across.
maze contai rung fuel
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dumps. On surv iv ing this there is a
'scramble' cavern with missiles and
fl oating mines, and then the city to
destroy. Six diffi culty  levels, inv is ible
barriers  and t ime warp Joystick :
Kempston

ORBITER
Producer: Stiversoft, 16K I:5.95
This is a much better game than
Sliversoft'S 'Ground Attack' and is a
good version of the classic
'Defender' of arcade fame. The
animated graphics are neat and the
sound amusing. Cont rol keys are
much better placed than in GA as
well Climb,  dive, thrust, reverse,
hyperspace. smart bombs and laser
all help you protect the humanoids
from the marauding alien craft.
Features an excellent long range
scan. No joystick facility. M/C.

PENETRATOR
Producer: Melbourne House. 48K
£5.95
Probably  the defi nitive 'scramble'
game for the Spectrum. Four rings of
defence surround the alien base.
each with its own problems of
landscaie Miss iles  take off
cont inuous ly  guided by radar units
(excellent animat ion) which get
more accurate if you tail to destroy
enough Of them. Special feature
allows you to reprogram the game to
make your own landscape and alter
the enemy's defences, Highly
recommended Joys t ick
- K e m p s o l l  
I .REP ULSAR
Producer. So ftek. 16K E5. 95
Author: Andrew Beale
This is Softek's version of miss ile
defence and it is a close copy of the
original.  It's graphics are nowehre
near as good as Ocean's
'Armageddon'. On the other hand it
does have the extra feature of plenty
of enemy planes buzzing around to
destroy as well as the missiles
themselves and the explosions are
satisfactory. It is also faster to play
than Ocean's version. but somehow
less fun. One side of this tape is for
the keyboard (with a dreadful
layout) and the other side is for the

HARRIER ATTACK
Producer: Martech/Durrell. 16K
0 . 8 5
This game seemed to upset a lot of
magazine reviewers because of its
unstated reference to the Falk lands
Wart Bad taste perhaps? In any
eVent, a completely  daft reason to
give an excellent game a poor
review. You must take off from an
aircraft carrier, dodge guided
missiles fi red at you from an enemy
ship, then fl yovers  heavily
defended island, bombing the anti-
aircraft guns. avoiding the enemy
fi ghters and shooting them down
Keep your speed up or you'll run out
of fuel before reaching the c limactic
bombing run on the town (Port
Stanley perhaps?) Then ifs  back to

COCKPIT GAMES
Theri are now a  number at
programs which give you a forward
view through the space ships screen.
enough to mike a category ol their
own. We've decided to call these
'cockpit' games. This section does not
include any of the *Trek' games. which
often have a viewscreen simulation. as
they come under their own heading.
THE BLACK PLANET
Producer.' Phipps Associates, 48K
E5.95
Author: B G Cornhill
A mammoth game for wel.Sundays.
You'll need a printer or a note pad
or a good memory ,  tor the complex
Of ins truc t ions  Are on one s ide and
the game on the other. Your task is

Kempston joystick, The inlay card
doesn't tell you that key M Is for fi re.
Eight direc tional movement,
generally  okay, but not as playable
as Armageddon.

ROCKET RAIDER
Productive-Tech, 16K £5.95
This is the poor man's 'Penetrator'
and no mistake. The inlay blurb
promises a long range scan — but
nothing appears on It except the
extremely  limited landscape
available lof ty  over. Fly  is hardly  the
word — you only move if the thrust
button is held down, and when you
do that nothing else in the game
moves except the lowering fuel
gauge Hit t ing the fuel tanks
replenishes your tank and anyone
can knock them off without diffi culty
because the missiles are easily
avoided and the fl ying saucers don't
do anything. There's  no danger, no
thrills  and no skill needed Keyboard
positions are fi ne and the end of life
explos ion is the most imaginative
graphic  in the game. One or two
players. poorly  compiled machine
code, no joystick opt ion The  inlay
card states that pressing key '2' gives
you 'up' and 'reverse', They mean
gives you reverse.

SCRAMBLE
Producer: Mikrogen, 16K E5. 50
This i$ an enjoyable copy of the
arcade original and a fl exible
program as you're given a 4-opt ion
menu (1 = missiles, 2 UFO s .  3
Meteors, 4 Fort res s ) which means
you can leap from part to part as you
choose, or fi ght your way through
the correct sequence if you're a
showoff. Three speeds with the
graphics a bit shaky on fast Us ual
lasers, bombs, fuel dumps, missiles
with a neat 2-opt ion on returning to
the next life where you left off, or
changing landscape each time, The
meteors are too diffi cult to be
enioyable, and the sound isn't
amazing No  joystick option and the
keys are a bit  of a handful (2= down.
4 u p ,  8 b rak e ,  , -- thrust, 0 la s e r )
and all tower row are bombs. All in
all fun to play and good value.

the aircraft carrier to land, Fast
responses and fi rst rate graphics
(the sun on the sea is part icularly
good). Five skill levels. Keys are
cursor (pity) with zero to fire, nine to
bomb and SPACE to elect. Joystick:
Protek or AGF on the cursors
Highly  recommended.

to rid the space lanes of pirates
whose home is on the Black Planet.
which is  inv is ible unt il you fi nd the
Key, whic h has been broken into
seven parts and dis tributed on
seven dif ferent planets, whic h each
have a different arcade adventure,
which each has different key
Instructions, whic h means you've
got to k now it all backwards! That
said, it 's  tons of  fun. The cockpit
v iew with mov ing stars is very
good A n  ins trument panel tells  you
where you are in space, where the
star base is  or the planets on which
you must land. Nav igat ing is  quite
diffi cult, but  it  you get it  right the
sight of a planet looming up is very
c imenatic  Y o u  can land manually
or use the auto-dock ing feature
Between planets  you may well be

attacked by  the pirates  who know
you are after them, in which case
you are into a furious  dog fi ght. It 's
not a game for a few momenbs.
Excellent value and highly
recommended

COSMOS
Producer; Abbas, 16K £5.95
The keyboard layout looks s imPle
but is confus ing to play with. The
view screen shows your convoy.
which you must protect. Enemy
ships infest space and so do
asteroids. You have two lasers with
continuous fi re, Movement adjusts
Me fi eld of v iew to quite an extent
but without  a long range scan it's
diffi cult to antic ipate properly . The
colours are fi ne. sound rather poor,
but nevertheless, a game with good
playability  Joys t ick : Kemptson,

GALAXY ATTACK
Producer: Sunshine Books, 461<
£5.95
This  is a real zaparoony  of a game
with loads  of playability , but  be
warned, you need to be an alien
with three hands or a 15-digit
Uruggian for keyboard control.  The
program c o m e s  in three parts, in
space as you approach the
Uruggian's  planet, you must
destroy their waves of  fi ghters by
centering the s ight cross hairs,
then on the planet's  surface, where
your landed ship is  surrounded by
walkers and fi ghters, and then the
fi nale attack on the orbit ing mother
ship_ Cont rol response is good.
colour and sound excellent, and
the s imple response is  good. colour
and sound excellent. and the
s imple 3-dimens ional aliens work
well Rec ommended N o  joystick,

TIME GATE
Outcksilva, 481< E5, 95
Excellent mov ing star backgrounds.
In 31) give a real space feeling to
this 5-skill level game Long  range
scan shows you where the enemy
are and you jump through space to
the correct sector Mov ement
control is  instant and keeping the
enemy in your sights is a tough
task helped by a joys t ick
(Kempston), I f  you're successful at
c learing the entire galaxy you can
land on the aliens ' planet to refuel
before jumping the t imegate to
another infested galaxy. Full
damage status readouts. Highly
recommended
30 SPAWN OF EVIL
Producer: DK Tronics. 161< E4.95
It's a bit  of a eheat—to keep the
program i n  161< the very long-
winded ins truc tions are on one side
of the cassette and the game On
the other, whic h is Irritat ing at fi rst,
The v iewscreen works  well with
stars defi ning movement, but
control is  exceptionally  s luggish
arid hit t ing the alien swarm is  a but
like try ing to k ill ants with a pogo
stick. In the end a s low and
confus ing game with no loystick
option.

ZZ
P
I 3
r o
d
D
u
M
ce
r " 
I
m
a
g
i
n
e
.  
4
8
1
<  
e
5
,
5
0

We waited long enough—probably
the most famous and wanted non-
available game, probably  a c lever
ploy on Imagine's  part. But  it was
worth the wait. Vievescreen shows
you a road over whic h you are
fl ying with lit t le humans on the
horizon whom you must save f rom
the enemy bombers. These come in
waves f rom the left, some lust
content to wipe Out humanity ,
others which turn and fi re at you,
wearing down your shield. If you
survive two waves without  getting
destroyed or c rashing into the
ground, there's  a desert infested
with tanks, and the sea with
submarines and S c r o l l i n g
graphics for the tit les all help to
make this  a very memorable game
and excellent value for money
Joystick • Fuller & Kempston
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48K SPEC T R U M  O N L Y  - •The
treasures o f  TUTANICHAM IUN
are a we some —but so  a re  the
creatures t h a t  g u a i d  I  hem
Explore  t h e  pha ra oh 's t o m b
which is a  ve ry la rge  se rie s o f
scrolling e na je s se pa ra te d b y
locked d o o r s  Y o u  h a v e  a
limited time  to unlock the doors
with the  ke ys. a nd escape with
the t re a sure  L u ckily y o u  a re
armed w it h  la ze rs a n d  sm a rt
bombs a s you will ha ve  to la ce
a h o rd e  o f  gua rd ia n co b ra s.
spiders, sku lls,  m onste rs a n d
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Br' :'  D e e p  in  the  confi ne s o f  the
frosty blue maze Pengy is pushing
his way Out of trouble. Pengy
•
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,ion wa ste la nd  is a  ra n d o m  m a ze
constructe d o f  b lu e  i c e  b lo cks
raided by the dreaded Soo-bees,
The sno-bee's sling is deadly, but
Pengy ca n  re ta lia te  b y Squa shing
them with the ice blocks that he
p ushes a ro u n d . P e n g y I S b a se d
on o n e  o f  thi s  year 's arcade
successes,  a n d  1 1 , 1 5  v e r s i o n
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features, super smooth graphics,
ilaSibrig a nd bonus blocks,  double
score  b o n u se s,  d iz z y b e e s,  a n d
h o u rs o f  e n t e rt a in m e n t
,ANY SPECTRUM.

SPECTRUM GAMES
lot r•zi ma c h i n e  c o d e ,  l a s t ,
smooth,  hires  arc ade ac t ion.
Kemps t on
o 
c u r s o
r  
k e
y ,  
j o y
s t i
c k

or keyboard operat ion.  Games
available d i r e c t  £ 5 . 9 5  i n c .
p, *  p_ 24 HOUR DESPATCH,
or f rom good sof tware outlets.
Trade enquiries  inv ited.  Good
pr ogr am s always w anted.

M1CROMANIA
14 LOWER HILL ROAD, EPSOM, SURREY KT19 8LT
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ZUCKMAN
ZX131 (16K)

*ALL MACHINE CODE
(10K)

*FOUR INDEPENDENT
GHOSTS

*HIGH-SCORE 'HALL
OF FAME'

*AUTHENTIC ARCADE
ACTION

*TITLE/DISPLAY
MODE

ONLY E4.95 INC. PEW

• C C

• • •

• 0 0
O f .
t O 0
. 0 0
O0 0
O0 0

• • •
0100
0 0 0
• • •
0 0 0
0 • 0

DEPT 1CM., 9 TWEED CLOSE, SWINDON, WILTS
SN2 3PU Tel: (0793) 724317 Trade enquiries welcome
Export Orders: Please add fl  00 per tape airmail

*  N ew Spectrum version of Z-Man now available at £5.95.
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FROGGY
ZX81 (16K)

*MOVING CARS,
LOGS, TURTLES

*ALLIGATORS,
DIVING TURTLES

*FOUR 'SCREENS' OF
ACTION

*ALL ARCADE
FEATURES

*ENTIRELY MACHINE
CODE

ONLY E4.95 INC. M P
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SPECTRUM VERSION O r
ARCADE GAME WI TH FULL
ARCADE FEATURES:—

• Fabulour Hi.ftee Colour Graphics
•AuthentoC S ound E ffeCte •  3  Tunes
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• Top 5' H qh• S c e te  initia li a ble
•Demonetration Game routine

Your home-sscit fr og must leap acrom a
busy main toed, then onto logs and turtles
in the over to reach safety of the rivet
tone  froighomee.

THIS MAC-ONE-CODE GAME MUST BE
SEEN TO BE BELEitzepli
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Maze games come in ill shapes and
sizes [this section excludes Pacman
style games however). Some ol those
included here might not even seem to
fit the category. but on reflection you
will see that in fact they are really
maze games tat least, you might II you
try herd).
ANDROIDS
Produce,.. Sunshine Books, 48K
C.5. 95
Androids  boasts a vast maze
populated with homic idal robots and
is Sunshine's version of
'Frenzy/Panic'. Armed with a laser
(fi res in the direction you're
point ing) and five lives, you must
find the hidden exit to the next level.
Special panel's replenish your force
fi eld and laser power I t 's  a 'no win'
game for points. The graphics are
good, nice animation and machine
code makes for high speed
movement. Good value for money
and very playable.

ANDROID 1
Producer: Vortex, 16K E5.95
Weei we have here is a well thought
Out and addictive rape of the robots
'Frenzy/Berserk ' game with live skill
ievels end copious screens. Android
1 is a superior robot and he has to
blast his way through the walls  of the
complex towards, what? (A reactor
actually, but who cares. it's the
gett ing there that's fun) His  enemies
are several types of unattractive
mutants (attractive graphics)
. inc luding Groupies (in groups),
Wanderers (luny  looms), Skaters
(s lithering around and hard to hit)
and Bouncers who land on your
head when you're least expecting it
Joystick: Kempston. Recommended,

CRAZY BALLOONS
Producer: A&F, 16K E5. 75
A s imple maze made up from
crosses is Only just big enough to let
your waggling balloon through in
places Elsewhere you must use
prec is ion and t iming to squeeze
through without touching the sides.
Extra points for using the narrowest
passages. Perhaps too s implis tic  for
most, but still not as easy as il fi rst
looks. There is a t ime limit.

DO DO
Producer; Bleby, 48K E5. SO
Not at fi rst s ight a maze game, but
this is one where you make your own
maze for protection from the
dreaded Snow Bees which infest the
Arctic ice wastes where you, the last
liv ing Do Do, fi nd yoursee stranded
(beat that tor a scenario!) This
innovative game from Blaby has
charming graphics and good sound
Basically  you must shunt the ice
blocks around to escape the bees or
crush them I f  you're clever you can
electrocute them against the walls.
Joystick. Kempston Rec ommended

EMBASSY ASSAULT
Producer: ICLISinciaor, 1 6 1
,
1 E 4 , 9 5
As the nation's top secret agent your
mission is to acguire top secret
codes from the code room of a
foreign embassy. Ac tually  all you
have to do in this dreary game is
wend your way through a 3D maze,
up and down stairs and fi nd the
room, then get out, all t imed against
the clock No  thrills  no spills and
very few frills  Each move means
wait ing interminably  for the
corridors  to s lowly build up. Nine
levels with the simplest taking
seconds.
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ESCAPE
Producer; New Generation. 16K
£4.95
Perhaps the most beautiful look ing
game yet for the Spectrum. Escape
pits you against a 30 maze seen
from s lightly  above so the horizontal
pathways are obscured by the
hedges. Somewhere in there is the
key to the exit. As you enter a
monster shoots in and homes in on
you inexorably . Get the key and he
speeds up. Get out and you're back
with a maze and Iwo monsters. Five
levels and a 'no win' s ituation. It's
depressing! One of the most Panicky
games we've seen. Joystick:
Kempsoft II Recommended.

ESCAPE-MCP
Producer: Rabbit, I 6K
The Z80 processor bites back. Yes
your Spectrum hat  gone berserk
and you have been de-atomised.
You must escepe through nine levels
while the MCP homes in on you and
tries to destroy you. Escape-MCP
features a series of s imple but (as
becomes clear when you 0E10
fi endishly laid out mazes,
representing the logic  paths of the
processor. You start top left and
must fi rst reach a key and then an
exit to the next level. Slowly  and
inexorably  the MCPs ight  homes in
on you and the trick is to move along
the paths in such a way that you
leave yourself enough t ime to make
the key and exit No t  at all easy.
Cursor keys and user-defi ned, so
almost any joystick can be used. An
addic tively  infuriat ing game and
excellent value.

ETX
Producer,' Abbas. 15/48K C5.95
In 48K ETX speaks, though mostly
what he says after the locquacious
intro is 'Ouch!' ET is stranded on
Earth searching for odd bits with
which to construct a phonelsome.
The bits are hidden in numerous
wells. He's pursued by a mad
professor and a nasty from M15 (or 6
Or something) O nly  'young' Ernie is
nice. The game is charming to look
at but a lit t le puzzling to play since it
seems imposs ible to escape the
wretched professor. Program
contained on both sides of the
cassette Joystick : Kempston.

FRENZY
Producer,: Quickstive, I 6K £4.95
Almost every software house has Its
version of the arcade favourite,
'Berserk', which pits you against evil
robots in a complex of s imple mazes,
representing the different rooms of
some alien HO. Life in these places
must be hell because all the walls are
electrifi ed, k illing you and the poor
old robots. Ouicksilva's version is
very good of its type, with s imple but
smooth graphics. You lose a life if
you collide with wall, robot or
exploding missile. Avoiding the
missiles can be done by leaping
through an exit Into another room,
but as you do hordes more robots
appear. The keyboard positions are
rather odd, direc t ion and fi re being
controlled by keys 6-0 which makes
it diffi cult lous e a joystick
Moderately  addictive but not bad forthe price

LAST SUNSET FOR LATTICA
Producer.' Arcade, 48K £8.50
Arcade seem to specialise in
obscure titles. Lattice is a complex
maze with Over 100 locations and
three levels populated witn androids
The walls  are electrifi ed so you must
avoid them or lose one of your four
lives The  aim is to discover the
locat ion of a bomb which will
destroy the entire planet when It
explodes, and defuse it, murdering
the androids on your way. The
graphics are very good and richly
coloured (you're a sort of 'Horace'-
like creature). Joystick:
Kempston/AGF or Protek and cursor
keys. Eight direc tional movement,
Good value,

MAZE DEATH RACE
Producer,' PSS, 48K £4.95
You're In your car. lost in this
endless maze, avoiding the hazards
like rock falls, ice, oil slicks and the
maniacs in their evil cars. Collec t the
flags for points and watch Out for
fuel dumps — the thirsty car needs
them frequently. Control is fast and
positive, good graphics and
scrolling from screen to screen is
effective. A good, fast game.
Unfortunately  you can't alter
between the three skill levels once
selected, and the instructions don't
tell you that it's the cursor keys
which operate. No Joystick opt ion
but it will work  with AGE or Protek.
Machine code, moderately  addictive.

RAIDER OF THE CURSED MINE
Producer Arcade, 48K C5.50
This is only a maze game in a very
general sense The game was
recently upgraded to have 30 levels
to play through Each level shows a
cross section through a mine with
several fl oors vis ible and three lifts.
Your miner mice animation) must
walk through the mine, us ing the
lifts, and coltect all the diamonds
littered about whils t avoiding the
spiders, ghost and boulder-throwing
troll. When all the gems have been
collected a lamp appears at bottom
left which must be collected before
progressing to the next level. Not  a
fast game, and at fi rst it doesn't seem
addictive either, but the ease with
which you progress is matched by
the ease with which you seem to lose
lives. Getting to the 30th level
rewards you with a picture of the
surface. Nice graphics and sound,
the clever player lines up all his lifts
les t

ROBON
Producer: Soltex, 16K 1;5.95
Author: Andrew Beale
This 'Frenzy/Berserk ' game, unlike
most of Sofl ek's other programs, is
not very good. Al the slowest of the
nine skill levels it's a bit boring, and
at the fastest it's quite meaningless.
The usual formal is followed;
electrifi ed walls, robots, unk illable
'Reboks' which leave exploding
mines behind. Four direc tional
movement with unani mated
characters. 100% machine code,
three lives, hi-score, no joystick
option. Oddly  the control keys are
cursor with nine to fi re, so you could
use AGF or Protek joysticks for the
movement but not for fi ring.
ROBOTICS
Producer. Ocean, 16K 13.90
The name was changed from
'Frenzy' to avoid confusion with
OuiCksilva's game of the same name.
As 'Adel the walls are electrifi ed. But
the graphics are much better than
anyone else's version, bigger and
better animated. Only  the robots '
heads are vulnerable, and their
fl oating leader Is Invulnerable. You
can Only escape him by jumping into
another sector. The game speeds up
as you c lear sectors, and more robot
patrols  appear. Move and fi re in
eight directions. Joystick:
Kempeton, Good value

ROBOT PANIC
Producer Soft Moil, 16K
You're the robot sent into the space
ship hold to k ill off the escaped
nastres. A time limit  Imposed by the
cargo hold walls  moving in to Crush
you does not give this game enough
impetus to be exciting. Tee graphics
are limited arid not smooth and the
nestles remain static. Five different
sets of creature Only  one life makes
it irritat ing as you must wade
through the setting up each lime.
Low playability  Curs or keys, so you
could use AGE or Protek joysticks.

STYX
Producer; Bug-Byte, 16K
You must move your man through
three horizontal areas. top, a s imple
maze intested with spiders to get to a
door into the middle section, which
is the river full of preemie, and then
to the beach, to pass through the
lower area where the dead spirits
lurk I t  you make it through, the exit
is guarded by a shrouded fi gure
whose touch is death. It's a s imple
set up and would not be interesting If
it weren't tor the fact that it's not
easy. The screens are always the
same but with more denizens as you
go along. Keyboard positions are
good, the graphics neat and
excellent eight direc tional
movement. No joystick option.
TOBOR
Producer.'EllOn, 48K U.  95
The tit le frame promises excitement,
but the game doesn't deliver. Poor
graphics and movement make you
wonder why it needed 48K in the fi rst
place. Basically  you must take on
some robots in a s imple outline
maze. Keyboard positions are
irritat ing and there's a poor
response. No joystick option No t
really  worth the very high price, and
Certainly not as much fun as even
'Jawz' which they did and handed
Over to OK I ro n ic .

3D MONSTER CHASE
Producer' nornok. 15K C6.99
Author  Dave Noonan
This is a 3D 'corridor' type game.
The maze is on three fl oors and your
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mission is to fi nd the miss ing keys
and return them to the start position.
Than you must fi nd a bomb and
defuse it before It detonates (against
the clock). To make the task harder
there are monsters moving about the
maze that can be k illed by one of
your limited supply of grenades. To
help you the monsters can be seen
on a radarscreen. The 30 graphic
representation is very good and easy
to visualise. The keyboard pos it ions
are well thought Out and a joystick
may be used. The monsters appear
very suddenly in front of you for a
second before you lose your life —
Ike a scene from Alien' Five skill
levels and an absorbing game. Good
value for money.

30 MAZE OF GOLD
Producer
- 
G r l s
o l t ,  
1 6
K  
£ 5
.
9 5

Author: T Gilberts
This IS a maze without monsters or
roeots. The maze is seen from eye
level in 3D blocks, so it's a game of
orientation and geography. The airri
is to wander the maze, collec t ing
gold bars which he on the fl oor and
get to the level's exit quick ly  before
the value of gold you are carry ing
falls to zero! This  is no easy task, a
pencil and pad would help, There
are ten levels of play from 0
(impossible) down to 9 (v illage
idiots) I  tried v illage idiots — and
believe me, they have to be
university graduates anyway! To
help, for levels 4-9 you can select an
overhead plan view whenever you
want which shows you your pos it ion
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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 too easy
When you return to the maze itself a
display tells you the value of the gold
you have collected (falling all the
while of course), moves made so far,
level of play and a compass with a
mov ing north. For the
contemplative, an excellent game
with loads of playabilly  Curs or keys,
joystick A G F or Protek.

THE WIZARDS WARRIORS
Producer; Abersoft, 48K E4.95
This  is a robot/maze game, but a
cons iderable improvement on the
'Berserk' type. The complex is
haunted by robots which fi re away
blindly  at anything, and which you
must destroy. The earlier ones are
prely  dumb, but later additions get
harder to hit and are better at hit t ing
you s ome are even inv is ible (use the
radar to spot them) Mac hine code.
Joystick: Kempston. Addic tive and
good value.

GHOST GOBBLING

Since Its introduction Pacman has
probably been the mst enduring ol the
arcade games. For Spectrum software
companies it has also been the most
Imitated, with just about every
producer having a go. As a result there
are numerous versions available with
very Mtle to distinguish one from the
other, Some of them will be the subject
of a CRASH Comparison in the near
future. Meanwhile we list them here
very briefly. only making points
where there is any point Ill you see
what I mean). For anyone who has
never seen a pacman type game can
there be anyone?) you are presented
with a simple maze. often connected
left to right by a wrap-around tunnel.
the passageways ol which are littered
with regular dots. Your gobbler must
wend his way round eating up every
dot like a good boy beiore he can
progress to the next level of difficulty.

To make life hell there are several
ghosts which zoom around trying to
gobble your gobbler. Four power pills
per level may be eaten which then
allow you to gobble ghosts for a short
while. It's all terribly enthralling and a
joystick can be uselui.
EGG FARM
Producer: Laaersound, 16K 1:5.50
' rm a real mean chicken.' says the
cover in this game where the dots
are eggs and two enraged hens are
after you for eating them. The hens's
advantage is that they can move
diagonally  when you can't, so if you
delay one nanosecond after the start
you've had it. However, once you get
the hang of it the hens are so easy to
outwit  that the game becomes
boring and s illy

GHOST HUNT
Producer. PSS, 16K .C4. 95
Good, classic version with three skill
levels and clear graphics A  pity,
though, that the makers don't tell
you which keys louse either on the
inlay or the screen. In fact they are
the cursor keys — not the best
arrangement for fi ngers but useful
because you can use a Protek or
AGF joystick_

GN ASHER
Producer': A & R, 16K C4.95
Author: Jonathan Nixon
The maze in A 8. R's version is
s impler than many but the reward is
exceptionally  clear and detailed
graphics  with very smooth
movement Various  fruit appear to
be eaten for extra points  and this
version doesn't suffer with v irtually
inv is ible edible ghosts Power pills,
tunnel and increas ingly  fast screens
Very positive keyboard action.
joystick option: Kempston but most
important ly  user-defi ned keys if you
don't like the cursors. One of the
best gobblers  around.

GOBBLE A GHOST
Producer:CDS, 16K C5_95
All the usual features with mach iie
code smooth graphics. No joystick
option

GOB BLEMAN
Producer: Attic, 16K E4.95
Another standard version, pity
though that Anic  couldn't have
made the ghosts a lit t le s lower after
eating a power pill s ince it makes
them imposs ible to catch.

GULPMAN
Producer: Campbell Systems, 16X
C4.95
This is s lightly  different in that
there's Only one ghost to chase you
but the more dots you eat, the faster
he gets. Five screens, nine speeds.
no pills  or tunnels, but pretty
addictive

HAUNTED HEDGES
Producer. Mrcromega, 15X E6.95
Author; Derek Brewster
Derek Brewster is Neptune
Computing, but this 3D pacman is
marketed by Micromega. The price
probably  refl ects the fact the 3D in a
tit le or game sells better than mere
two dimensions. In effect, though,
this is very much the ordinary  ghost
game with a running fi gure instead
of the usual toothy orange

HUNGRY NOR ACE
Producer: Psion, 161( E5. 95
Many critics regard this as the
defi nitive pacman game for the
Spectrum, and of course Horace has
begat a number of sequels in Other
categories. Highly  attractive
graphics and smoothly  animated
make it a joy to play. There are
several mazes of increasing
complex ity  to get through. No power
pills  — just wits. Highly
recommended.

MAZECHASE
Producer: Hewson, 16K C4_95
Cons idering the quality  of most
Howson programmes, this one Is a
complete mystery. Put it down to
history. It's probably  the simplest
one available, with matchstick
fi gures, white ghosts end some fruit
as power pills. Four screens, cursor
keys so works with AGF or Protec
joysticks. Not very good.

MAZEMAN
Producer: Abersott, 15K ( 4
9 5Abersoft's maze is a bit more
complex  than most and the graphics
are c lear and bright.

MONSTER MUNCHER
Producer
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Ocean's graphics are always
pleasing. and this version works as
well as any other.

MUNCHER
Producer, Srlversolt, 16K £5.95
A good classic version, but the inlay
card is all over the place telling us N

down, when it's M, and 5 starts a
new game when it's S. In fact the
keys used are quite sensible No
joystick option.

PAS E MAN 1 6 K  C4.99
Another classic v e
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LinIc p o s i t o n s
thout.. i o y s t i c k  option. Good
value at the price

PLATFORM GAMES

VI no. It wasn't the aeroplanes -  it
was Beauty killed the Beast.' says the
man at the end of the ilim King Kong.
As television is said to have killed off
the cinema, arcade games are said to
be killing off television. but good Ideas
cross all the barriers, so It's no
surprise to see the famous Ape still
going strong In the arcades.

Kong games are perhaps the best
known of the platform games, but there
are quite a few other types. all
characterised by the need to climb
ever higher either by jumping or
climbing ladders and usually both. As
with most arcade games joysticks are
usually a help to higher scores.
BARMY BURGERS
Producer.' Biaby
• 4 8 1 4  
C 5 . 5 0
Author  G Capewell
Sound and graphics  are strong
points of Biaby games and this
maddening sesame seed bun of a
game Is no exception from its
delightful t illecard onwards. You're
presented with four platforms with
the various elements of three
hamburgers  suspended from them
The task is tcrwalk your chef over the
Ingredients which drops them level
by level until they make up complete
burgers: burger, cheese, lettuce and
lop half of the bun in that order. This
would all be very s imple were it not
for the fried egg and two sausages
which dog your footsteps. A blast of
pepper will hold them up but there
are only  love blasts per life The chef
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can move up and down the plattorms
using the ladders, but so can the
pursuers. Each screen provides you
with more eggs and sausages to
chase. Three lives with points  scored
by releas ing segments of the
ingredients  or squashing eggs and
sausages between the falling burger
bits. Addic tive Joystick: AGF or
Protek and Kempston,
Recommended,

DIGGER DAN
Producer • Ocean, 16X C5.90
Digger Dan is armed only  with a
spade He must dig holes in the four
levels of platforms. us ing the ladders
to gel up and down. Four monsters
chase him around, hopefully
upending in the holes, which he
promptly  fi lls in to k ill them There
are sale spots at the end of each
platform but he can't linger because
the oxygen's running out. An Oxygen
bottle appears from time to time but '
getting at it can be diffi cult. If the
screen is c leared it returns with fresh
and s lightly  more clever beasts. Only
one screen and speed, but the
graphics are smooth and nicely
animated Dan can jump down
through the holes too, useful In a
tight spot The  control key positions
are sensible, but with six of them, a
bit of a handful Reasonable value
for money

GODZILLA & THE MARTIANS
Producer, Temptation. 16K C5.95
Author: Neil Streeter
It's really  a Kong game except
Godzilla's at the top protec t ing your
girlf riend and the evil Martians are
rolling back and forth on the
platforms in between. Whils t this
may be the only 16K Kong type
game, it suffers sadly from that fact.
with poor, unanimated graphics and
a generally  mean look. Also there is
no joystick opt ion and the control
keys are very diffi cult to cope with.
All in all a bit of a mess

HOME RUNNER
Producer: Britannia. 48K (5.95
This is a lively  game with attractive
graphics and is really  a variation On
the Jumping Jack theme. Here the
platforms are more solid look ing and
the holes open and close at random
Unlike Jumping Jack you can use
the hold key to make your man hover
over the holes The  various monsters
lump down through the holes which
makes t iming an important feature at
the game On level three the Green
Grinner appears, bounc ing up and
down, happily  obliv ious of the
platforms or holes Britannia is a
relatively  new company, so it's nice
to be able to say that both their
games (Stopming Sian in this
section is the other) are very
playable and good value

JUMPING JACK
Producer: Imagine, 18K £5.50
Author: Albert Bali
At fi rst sight the extremely s imple
graphics might be a disappointment
— but this is a classic game. Jack's
stick fi gure is beautifully  animated.
The platforms are merely  thin black
lines A t  fi rst there are only two
holes, one mov ing down level by
level, and one moving up s imilarly
Each successful lump creates
another hole, s o il gets frus trat ingly
diffi cult to progress. Should Jack fall
down a hole he lies stunned, if he
falls  through two he's Out for even
longer. if  he falls all the way to the
bottom he loses a life. Gett ing right
to the lop results in a line from a
poem — you have to collect the rest
of the lines, but the poem isn't the
real reward in this game — it's
play ing the game Subsequent levels
add more monsters which must be
avoided by us ing the wrap around
screen By  the time you're dealing
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with twenty  holes arid six monsters
it's a nut house Quite s imply  one of
the most addictive games around
and excellent value for money.
Joystick: Fuller, Kempston.

KILLER KONG
Producer • Blaby. 48K £5.50
This is a very line version with
excellent graphics  and plenty of
screen variation. The detail's  fi rst
Class as well with neat animation.
Mario's  girlf riend shouting for help
but rewarding the succesful c limb
with big kisses Features  lifts,
trampolines, long narrow passages
requiring expert t iming to gel
through, a fairly  butch look ing Kong
and probably  the best sound on any
Program available. Joystick:
Kempston or AGF & Protek
Recommended,

KONG
Producer Ocean, 48K I:5.90
Aut hor Paul Owens
Ocean's Kong is a pleas ing version
too, with chunky graphics starting
with Kong s tomping up the screen
and thumping the girders  into
position. The animation is good with
fast and positive movement. Here,
the objects lend to come tumbling
down the ladders, whereas in the
Blaby version the platforms are more
broken up and barrels  etc drop off
the ends of the platforms So it's a
lit t le unfair to make lining up the
man on the ladders such a crit ical
business Features  a hammer which
can knock Out a few barrels.
Keyboard pos it ions  are okay.
Joystick: Kempston. Generally  good
value
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for the barrels  to antic ipate death?
Five screens.

KRAZY KONG
Producer: C- Tech, 48K C5.50
Unfortunately  note good version,
not even a good game Loading
errors seem frequent, and when you
get there the graphics and animation
are almost non-exis tent The  inlay
claims three screens but only  two
are available due to a bug in the
program which keeps returning you
to screen one when you fi nish
screen two No t  recommended

MANIC MINER
Producer: Bug-Byte. 48K C5.95
This is the best platform game
around, in fact it's probably  the best
arcade game for the Spectrum. From
the moment the full colour t it le -
blasts onto the screen accompanied
by what sounds like the massed
Coldstream Guards band. it 's all
wonderful. An amazing demo mode
takes you through endless levels to
whet the appetite. Control keys are
simple, lef t / right/ lump, and it seems
inc redible that Bug-Byte managed
to pack so much animated detail into
one 48K program. You must take
Willie the Miner through the warrens
of a long abandoned robot-worked
mine beneath Surbiton, collec t ing
keys at each level in order to
proceed to the next, Jumping up the
platforms is 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
you use these on your way beck
down to the portal. Excellent quality
all round and top notch value. Highly
recommended

MONSTERS IN HELL
Producer: So ftek, 16K £5.95
Author: Marton Lewis
Above the fl ickering fi res of hell are
six platforms connected by eight
ladders. Your man has a hammer
with which he can knock holes in the
platforms for monsters to fall
through, or be can bang them on the
head with it. All the while the power
drain is enormous — vis iting the
fl ickering crosses replenishes it, but
they move once used, so you can't
just hammer holes and isolate
yourself from the monsters K ill off
25 of the lesser idiots  and the
cleverer ghouls  appear, ten of those
despatched and the Mad Monk's
clones appear. Ghouls  must fall
three levels to die, c lones four, but
the next lot can only  die in the fires
of hell itself. While the graphics are
attractive, the lack of screen
changes could make the game
boring to play after a while and it's
really  a no-win game Nine  lives to
help, machine code. no joystick
opt ion

PANIC
Producer: Mikrogen. 16X E5. 95
Panic is a standard digger-fi ller
game, where you rove several fl oors
with your spade try ing to clean up
the monsters by digging holes for
them to fall into. A neat touch is the'
,you must reach them quick ly  and
batter them to death or they change
colour and gel Out of the hole, which
means you must mash ern up
through two holes before they die_
The going gets tougher as you
progress Not  bad and reasonably
addictive.

STOMPING STAN
Producer Britannia, 48K (5.95
This is a three-part game, which
sarts Oft with mov ing platforms
through which you must jump up
when a hole appears above you,
avoiding the monsters, some of
whom are on their way down When
you reach the top platform collect
the four keys to reach the next
screen. This  is a static maze
populated by robots who are out to
get you the moment you enter.
Collec t another four keys, which
prompt ly  takes you a more complex
platform game with bigger monsters
and holes that open and close when
you're not expecting them too. Good
graphics. positive controls  and fun
to play with a fairly  high addic tion
rating. Joystick Kempston.

CREEPIE-CRAWLIES

There are two types of game which
come under this heading both very
similar in appearance. The first is the
sort where you are pitied against a
centipede creature which descends
from the top of the screen by moving
left and right line by line through a
lorest of mushrooms - the other is the
sort where you are the centipede
creature, travelling through a lanced
garden, eating snails and whatnot
else, whilst avoiding flowers, fences
etc. Both types tend to be very last and
scores are Improved with a Joystick.
Most versions are very similar - so
it's a question of personal choice ..•
BOZY BOA
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Guide Bozy round the garden,
eating snails, beetles and ladybirds,
at the some time avoiding the fence,
fl owers and your own lengthening
body. Each t ime you eat a beetle
another segment is added to you
and another fl ower appears Eat all
ten beetles and you enter another
garden with a higher fence at a



higher speed Fiv e levels, the fastest
being quite demented. Automatic
joystick selection if connected —
Kempston A  nice touch is the tune.
'In An English Country  Garden,' set
ell by bright and reasonably smooth
graphics Probably  a limited appeal
overali

CATERPILLA
Producer! Ocean, 16k £5.90
Like Duieksliva, Ocean are moving
on to better games than the basic
arcade copies, however, their
standard creepie has all the usual
features and plays perfectly well

CATERPILLAR
Producer: CDS 16K E.5. 95
COS have produced a pretty  classic
version of the centipede game, with
a last moving caterpillar which
reverses direc tion on contact with
green edge or mushroom, an
irritalmg spider, an innovative
mushroom-laying flea, and a
poisonous scorpion which turns
mushrooms red. If the caterpillar hits
amid lungus, a segment drops off
liken bomb The man can move
left/right and up/down (within tour
lines). Cursor keys so Protek, AGF
poyetick can be used. Lack of skill
levies results in a limited play ing
appeal Average value. Machine
Code

CENTIPEDE
Producer. DJ Tronics, 16K E4,95
This is another pretty standard
version, complete with spider, but
lot its price it's probably  better value
than Caterpillar

CYBER RATS
Producer,' Silversolt. 16k C5.95
Author. I Hayward
Despite its title this is a centipede
game. Instead of one fragmenting
creature, you are presented with
individual rats which work  their way
down from the top of the screen arid
there are even faster purple ones.
They hide behind Clumps 01 grass.
and once they reach the lower levels
of the screen you are hard put to
avoid them. Cursor keys for
movement and limited upward
motion, no ins truction on inlay card
tor tiring (it's 0), but Kempston.
Prole* or AGF joystick opt ion
Because the game is s impler in
layout than most centipede games, it
is also much faster, One or two
players. Average valuator money.

CENTRO PODS
Producer. Rabbit, 16K C5.99
Author: J F Cam
With its simple but charming
graphics and machine code speed,
Rabbit's CentrOpods is probably  the
best of the lot. There's  a spider, a
flea and a bottom line snail to avoid.
The control keys are the most
sensible I've Come across — 0 for
left, P for right and OirP together for
up. You sail sedately down
automatically. A fires. Cont inuous
sound effects add to the thrills . If
you clear the screen the wretched
creature gets longer and faster. No
need for a joystick here, excellent
value

MEGAPEDE
Producer: Softak, 10K .E5.95
Author Andrew Boole
Sottek's version of the noble creepy-
eremite game is lust about as good
as any Here the scorpion tends to
drop lieas rather as though they
were bombs, which makes an
inte res ting ge r ia tion,  M a c h i n e  C o d e ,
nice graphics, nine skill levels
Good

SLIPPERY SIO
Producer Siettersoft, 15K E5.95
Author. S Godwm
Slippery Sid is a large snake in a
garden whose task in life is to eat
frogs Every time he does so a
poisonous toad appears which he
can't eat until having consumed a

magic mushroom. Death occurs
instantly  if he touches the brick walls
or himself. Silversott have given
enough elements to this last game to
make it quite addictive The
keyboard positions, however, are a
bit daft, but you can use a Kempston
joystick. Five skill levels with an
extra life for gett ing to the fourth
garden. Sound could have been
better, Otherwise good value for
money.

SPECTIPEDE
Producer,' R it A, 16K E5. 50
Author  k
For my money, the best Centipede
game around, and for a number of
reasons; the use of COlOur'S
excellent, the graphics are great with
the beast even look ing like a
centipede for once, the sound is fun,
you can tire and move in eight
direc t ions  s imultaneously , and
every thing moves fast The  usual
rules apply, vertical movement is
limited to the lower quarter. there
are scorpions, spiders and fleas,
mushrooms dis integrate with four
shots. Joystick options: Mik rogen
and Kempsion. Good keyboard
layout. and for its price, excellent
value. Recommended_ One or two
player games

SPECTRAPEDE
Producer: Prot's*, 48k E5.95
Now everyone has had their fi ll of
basic arcade copies, many
companies are getting down to
produc ing better games and Protek
nave become noted for their
s imulat ion games like Airliner, which
I suspect makes them far happier.
Their creepie version is pretty
respectable, however. All the usual
features like scorpions, worms, fleas
and the Inevitable mult i-legged
monster itself Three skill levels and
hi-score. Can, of course, be played
with a Protek joystick (and therefore
AGF as well).

SUPER CENTIPEDE
Producer: C- Tech, 16K E5.50
C-Tech did not produce a review
copy of their version which c laims to
have a 16K and a 48K version on the
tape. We'll update after seeing the
program

FROGGERS

Having become led up with decimating
aliens, the arcade copiers turned to
more domestic chores like squashing
frogs under lorries. The game
requires you to hop a Iraq across a
busy highway, avoiding certain death
under the wheels. Sit on a river bank
avoiding the odd snake or two and take
a chance of crossing the river on the
back of turtles and loge, then leap to
the safely of a frog home. No one's ever
explained why frogs should drown in
the river -  still O n  the whole the
game provides more Interest, better
graphics and a more addictivity than
most arcade copies. Joysticks are
more than useful. As with pacman
games and centipede games there is
usually very little between any
version.

FROGGER
Producer • AtSF, 48k ES 76
This  company always produce
charming graphics and their Frogger
is no eicept ion, as atig would
suggest Alt  the standard features.

RODGER
Producer: Rabbit, 16K C5.99
Rabbit prov ide a four lane highway
to cross, a barrier and a river full of
logs and crocodiles. Nere you may
use the crocs for jumping on, but if
you land too near the mouth you will
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games as well.
SPECTROID s i o i t  NI. A 1.elachon graphic space
game_ You dodge asteorich and tap aliens in this
cosmic battle for the stars. 'There are litmus points to be
scored for the sharpshooter with the speedy ship. The
whole of hypeNsace lies waiting tor you v•hce you pile
on thc super thrust

F() R I I I .  A full irnpliAntntation allowing ihe lull range
of sound and colour. The iinly Spectrum package
endorsed by the Forth Interest leoup and the one used
by Sinclair User in ibeir series on Forth

• w e l l  worth the price ,  f o r  s peedier Spectrum'
Per,00liol Coinproler

1 NE WI ZARD'S  WARRIORS: A  tasi moving game
featuring Continuous sound effects and arcade quality
graphics.

'a well written graphics adventure"
Home Computing Wer0

A DV E NTURE  ONE: With save game facility
*a remarkably good yersion , w e l l  worth the

money.'
_ S inc la ir  User •

MA ZE MA N
A lam Ai:lien machine code game.

•, I s  v er y  a c c u r a te  a n d  1a%4 •
Whial Mic ro

CtiESS: Ten levels ot play ( inod  graphic duplal.
•• -  in a classed It's own.'

Your Cuonpfoler

INVADERS: Very fast me: aetion inc ludes mystery
ship and increasingly diffi cult screens
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lose a life. Three lives, but you must
get five frogs safely across before
moving to the next screen for faster
traffi c and more crocs, Cursor keys
and user-defi ned, so you can get
practically  any loystick  to work.
Good value.

FROGGER/SPECMAN
Producer: C- Tech, 16K £5.50
As this  has two games for the price
of one, it should be good value for
money, but it isn't. Sorry

FROGRUN
P r O d U C e r :  A n i r O g .  1 6 K  ,C4 . 9 5
Machine code and attractive
graphics  and good sound. Features
snakes on the bank, logs, turtles.
crocodiles and lady frogs to rescue
tor extra points. At its price, pretty
good value.

FROGGY
Producer DA,  18K E5.95
A highly  rated version with very busy
3-lane highway, turtles that sink
under your weight, c rocodiles  in the
frog homes and five lives There's  a
time limit  too which can be very
cruel. For exra points there's a
stranded frogling to rescue. Four
skill levels and seven speeds.
Joystick: Xempston, or AGF and
Protek on the cursor keys.
Recommended

JOGGER
Producer: Severn, 48K, E4.95
Unfortunately . none of our reviewers
have seen this game yet. so we'll try
and catch up with the loggers
another t ime

LEAPFROG
Producer: CDS, 16K E5.95
This is a standard version which
offers the usual hazards but adds a

GRID RUNNERS

Ever since the Movie TRON, grid
games have been popular. almost a
cult because they exemplily the
computer game -  simplicity, high
speed, action on a strict grid as
defined by the computer.
BLIND ALLEY
Producer:Suns/t ine Books, 16K
E4. 95
Author  Simon Lane
Blind Alley is what passed for sport
in the year 3017, you are told on the
inlay. In fact the game looks
confus ing at fi rst, but that's because
it is fast and there's no t ime to think.
This really  is a game where those
with quick and sure instincts win
You must steer your ship round the
grid in such a way that you block off
other ships, forc ing them into a blind
alley where they are forced against
your trail, their own trails, or the
edge of the screen O f  Course it
usually happens the other way
round Y o u  start off against two
ships, than four, then 6 end so on I t
gets very hard! Works with
Kempston joystick Av oid hit t ing
reverse of the direc tion in which
you're travelling i t ' s  instant death.
Recommended

CRUISING ON BROADWAY
Producer: Sunshine Books, 16K
E4.95
Author  Jell Naylor
The graphics don't portray  the
famous streets around Times Square
in New York as the title suggests.
they could be any streets that the
grid represents. You're in your car
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snake on the bank II you linger too
long, and dragonfl ies in the frog
homes for extra points. Attractive
graphics but it's a bore wait ing for
that damned tune between each
game. Uses cursor keys. so Protek
and AGF joystick interlaces may be
used

ROAO FROG
Producer. Ocean, 16K E5.90
Ocean'S version doesn't have turtles
I probably went on strike) but some
of the logs sink, and there are snakes
on the bank, Six frogs to get safely
home tor a second screen and the
traffi c mov ing faster. Unlik e some
versions you can Only go forward
No joystick option.

ROAD TOAD
Producer. DK Tronica, 16K £4.95
Marketed by DX and made by Elfi n,
Road Toad is a frogger by any other
name The graphics are okay but the
hazards aren't that keen, and the
sound is poor. There are better and
more addictive versions available

YOMP
Producer: Virgin Games, 16K E5.95
Author: Terry Murrayrlioy Poole
In the main, Virgin's  fi rst batch of
games were pretty poor and madly
overpriced (E.7.95). Now they've
brought the price down, but frankly
this still isn't good value. You are
supposed to 'yomp' your Pares over
the highway and then get them
through a minefi eld There's  no
disguis ing the fact that this is a
Irogger game with 'mined-out '
pretensions. The basic program
makes controlling movement very
diffi cult and the way the traffi c
moves along the highway makes it
almost unplayable. Only  one
moment in the repeating cycle can
get your men through safely I n the
minefi eld movement sensors mean
sudden death through mistakes, but
I wonder how many people will even
pother getting there? Four skill
levels, no joystick option.

when a cop pulls  In behind, you
decide to make a getaway. If he
catches you then the game starts
from scratch. You score points by
the length of line travelled before
capture. Your only weapon is the
fac ility  to create a temporary  block
in the road and hold up the cop.
Clear the frame and more chasers
loin on Or you get a more complex
grid to traverse, A simple, effective
end highly  addictive no win game,
Joystick Kemps ton (and Soft link  II).

GRIORUN
Producer:'Arcade 48K £5.50
Robot security picks up your trail
just when you thought you had given

them the s lip (trust robots to be
bloody  minded). Now they're
catching up with you a r i d  no one's
ever survived the grid before,
Actually  the grid resembles a pac
man type maze in this fast game
You drive around the rectangular,
concentric  rings, switching lanes at
the compass point junctions. Driv ing
in the opposite direc t ion is the robot
security car. Never the twain should
meet! You need good reactions, but
it might have been a more skilful
game if there were more crossover
points No toystick option

GRIORUNNER
Producer: Cluicksilva, 16K LB,95 (1 )
More of an elec tronic  grid meets
centipede than a true grid game. See
main review section

LIGHT CYCLE
Producer: PS& 16K E.5. 95
Light Cycle is s imilar in concept to
Blind Alley  where you fi ght it Out on
the grid with an Opponent. In this
case only  two trails however, either
against the computer or a second
player. The graphics are s impler but
more effective, representing the
laser light trails  left behind your
craft Seven speed levels, no joystick
option. A very gast game to play for
fl ours.

TRANSVERSION
Producer: Ocean, 16K E5,90 (1)
One of the very best grid games yet
Dangerously  addictive, See main
review section

PAINTERS

Another ot the earlier arcade type
games which proved popular was
Painter, and the idea has spawned
many versions, several ol which are
available lor the Spectrum. The
principle behind a painter game is to
make your character traverse a maze
or grid, colouring the structure as he
goes. Inevitably there is some nasty
intluence at work which tries to
prevent this harmless activity

COLOUR CLASH
Producer: Romik, 16K E7.99
Author: 1 Morrison,.' D Anderson
Colour clash contains four phases in
a paint-the-squares game which
demands strategy as well as skill I n
phase one you fi ll the numerous
squares by 'paint ing' round them,
and of you succeed, you have a
chance to eat the pursuing paint
pots pacman style. Phase two is
bonus points section where you
must press the fi re button at the right
moment to guide it to the fl ashing
arrow Stage three is the same as
stage one only you are forced to
paint each square one at a t ime
rather than dodging along any line.
The fourth and most demanding. has
you attempting to surround the paint
pots. Three keyboard layouts,
loystick: Kempston or Sinclair.
Three skill levels, excellent graphics
and good value for money.

HIGH RISE HARRY
Producer: Blaby, 48K E5.50
One of tee most origlinal painter
games. Harry  must rustproof loads
and loads of girders but he's being
chased by the rustbugs. As in a
Kong-type game, Harry 's  only  way
of avoiding the bugs ES to pump over
them, but he must paint every inch of
the girder before he can paint
another on the same screen Mean!
Three screens inc luding slides and
lifts. Uses cursor keys, joystick.
Kempston, AGF or Protek. Highly
addictive and good value.

PAINTER
Producer: A&F, 48K E5, 75
A classic version, simple, beautiful
graphics, good sound and utterly
addictive. You must aerosol the
spaces between the paint pots and
daffy paint rollers  chase you round,
chuck ling gleefully  when they catch
you and roll you flat. You start off
against one roller, then Iwo, three
and so on While  it's not diffi cult to



begin with, it gets pretty last when
mere are several rollers  up against
you. Good keyboard positions, no
joystick option.

TRAXX
Producer: Queckselva, 48K E6.95
Author, Jett Mmter
The twist with this painter is that the
paint is elastic — It only  stretches
round three sides of the numerous
squares. Fortunately  the base of one
square is already painted when you
stall Nine levels. A reasonable
game See review on main section.

TREKKIES
From the earlier days Star Trek his
spawned a  number o f  computer
versions, a ll basically alike, They
usually have several skill levels and
work on option menus which allow
you to use Warp Engines. Impulse
Engines, Phasers, Photon Torpedoes:
view the short or long range scan.
galaxy map or the immediate sector.
Status reports show weaponry left,
power. damage etc. Some give you a
battle plan view, others a cockpit view
with a more arcade element as you aim
your phasers at the darling enemy.
The enemy is usually the Klingon
Empire. though there may be some
Romulans around. All the games have
star bases lor docking and repair. The
higher the skill level the more enemy
ship; and bases there are, and the less
Federation star bases. Among the
better programs. I fs very much a
matter of personal choice. Here we list
the features ol each briefly.

STARFIRE
Producer: Virgin, 48K f5,95
Author: A4 C Davis
Virgin always have good. c lear
instructions, and this was one of the
better first issue games. Features:
Galactic war report, detailing
mission. aliens left. starbases and
slardates left • Computer call — main
menu. Long range scan, well laid out
with the eight adjacent sectors
shown
- 
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from sector to SeCtOr: Battlestations,
arcade style vievescreen with four-
directional movement and fi re at
visible enemy. Dock ing with a
starbase iS tricky, and there are also
lime portals in space as well as
asteroid storms to contend with O n
balance a reasonable game with ten
skill levels,

STARSHIP ENTERPRISE
Producer: Silversott, 48K 15.95
This comes with a good ins truc t ion
manual Two  players can always
play a star trek game, one reading.
the other punching buttons, The
galaxy map shows the 64 quadrants
(8 x 8). each quadrant is sub-div ided
into 84 sectors. Commands  are:
Navigate which provides 2 grids, one
for nav igating within the sectors of a
quadrant, the other for moving to a
new quadrant: Short range scan.
shows the contents of the quadrant
in whic h the Enterprise sits: long
range scan shows the eight adjacent
quadrants: Pha5ors, switches you to
arcade style view screen with four-
direc t ional movement and fi re at the
visible aliens: Torpedoes, allows you
to engage the enemy from a
distance, avoiding their weapons:
Damage report, speaks for itself:
Shields ,allows  you to set the level of
defence: Computer offers you the
main menu and also controls  the
status report, galaxy map, damage
repairs and auto docking. The action
is test and furious if you move into a
sector or quadrant occupied by the
enemy, and it's diffi cult to break into
your command computer if it's
light ing, so have everything ready
before engaging the enemy Good
value for money Kemps ton joystick
option for arcade sequences.

STAR TREK
Producer: Neptune, 48K t5. 50
Author' Derek Brewster This version
oilers  good value for money since'
the tape also contains MUNCHMAN,
which happens to be a very good
pac man version indeed. Neptune's
Star Trek offers all the options as
lis ted in the above review, the major
difference being that it has battle
plan views rather than arcade style
tights with the aliens. In us ing the
weaponry, you must enter the
direc t ion of attack (0 degrees to 360
degrees), and its strength, then sit
back with bated breath as the phaser
or miss ile trail moves across the
screen towards the enemy. Instant
action is required on engaging the
Klingon rollers  as they fi re the
instant you are spotted. Excellent
graphics make this an engaging
version to play at speeds which
certainly  require more than one
Captain Kirk per game.

STAR TREK
Producer: Impact, 16K C5. 00
Anyone think ing to themselves that
here is a 16K version jolly  good.
should keep well away. I 'm afraid
this  program isn't even good enough
for the ZX81 f rom which it must have
originated Apart  f rom the fact that it
fi nishes loading with an OK report
and nothing else, no instructions, no
suggestion of sk ill levels (though
there are supposed to be levels) not
a thing to help; you then have to list
the BASIC and tell it to runt There
are no graphics  beyond words and
fi gures. This  is totally  unplayable
and not acceptable by today's
standards

'IX TREK
Produc er impact, 48K £5.50
After s lating their earlier attempt. It
would be nice to say something
good about this version trom the
same company. but I'm afraid not.
One rev iewer points out that as it is
writ ten in BASIC it makes the game
slow Well Starship Enterprise is
writ ten in basic and that is pretty
last Here the keyboard response is

s low and erratic, there is optional
sound, but sound slows it down
further still, and the graphics are
s imply  not good enough. I lls  also
highly  priced Sof tware producers
Should do themselves the favour of
deleting out of date games like this
one and spend some time produc ing
better material.

ARCADE
MISCELLANEOUS

AR OIODUMS
Producer imag.ne, 16X ,C5.50
Author: D H Lawson
Don't be fooled by the tit le — this is
no game for c iss ies!When it fi rst
appeared it had all the reviewers tied
in confused knots. You are a teddy
bear, shut in the toy box with the
other toys for the night, but your
baby's crying so you must get Out
and go and comfort him. The only
way Out is  by us ing all the Coloured
building bricks and assembling them
correctly, whils t  avoiding all the
nasty toys who want to stop you
When you escape the box you
realise it is ins ide another, bigger
box, and that one's ins ide another.
and soon W h a t  confusitd
everyone at the time was the method
used to assemble the bricks, and
Imagine's cassette inlay is of no
help, nor are the game's ins tructions
on screen: this  is the out line idea —
pick up the brick and take to top of
screen s lightly  to right Of correct
colour bloak. then drop it. The brick
should s lide into place as it by
magic. Cons idering the packed
s c rew,  the graphics are excellent.
Confus ion of keys, but this isn't an
arcade Speed game Watch Out for
c lockwork soldiers, play people and
the aggressive train — and the
baby's cry ing — there, there, there

AQUAPLANE
Producer: Quickstiva 48K £6 95
Athhor: John Hallos
Many of the games in this section
almost by defi nition, are quite
original and Aquaplane is one of
them. I ts  a nice day and you fancy a
spot of water sk iing Af ter a moment
you're suddenly surrounded by
rocks, but they're fairly  easy to gel
through. Following on though. the
water's instantly full of row boats.
a n d  if  yo u  ge t  t h ro u g h  a g a in  t h e  so -
ca lle d  G  a r
,  d  T  
r  
a r r
i v e
.

in co m p e t e n t ly fl a p p in g  t h e ir  ya ch t s

all over the place Should you
survive the hee-haws. there's the
sharks S k i i e r  and boat are seen in
profi le. controls  (up/down/thrus t)
move both boat and skiier, but not
strictly in relation to each other, like
the real thing, the skiler
inconveniently  follows a s lightly
different path to the boat. This
makes it diffi cult to get both safely
through the gaps. It's a very
enjoyable game to play, but the
lasting appeal is slight A  clever
touch is that the border colours are
split horizontally  to match exactly
the colour of sea and sky in the
game. thus giv ing the impression
that the entire tv screen is in use. Try
it fi rst and buy if you like it

CHOPPER RESCUE
Producer. Blaby. 48K £5.50
Author G Capewatt
The game starts with a helicopter
dashing in to rescue the tit le from a
dreadful spelling error. CHOPPER
RISCUE it says, but the chopper
comes back to insert an E and
remove the I As  is their wont.
scientists are being entombed by
radioactive waste dropped from
overfl ying planes You must rescue
them in your (nicely animated)
helicopter by shooting away the
waste and mak ing tunnels in it to
reach them Each one must be
returned to the safely of the helipad
before getting the next. The gun
fires 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 fast game. almost
impossible with the cursor keys. and
diffi cult enough with a Kompston
AGF or Protek loystick. Addic t ive
and good value Rec ommended

COOKIE
Producer: Ultimate, 16K £5.50
Also available in ROM cartridge form
Si E14.95 Ult imate's  graphics are
Famous. In Cook ie you are Charlie
the Ch e f ,  w it h  m ix in g  b o w l b e lo w
and dustbins to the side On the right
is t h e  va n ir  v co n t a in in g  the
ingredients  eih t  n must be got int *
the bowl Unfortunately  Ine
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ingredients are pretty wild and
they're accompanied by assorted
objects that shouldn't be in the
pantry and would upset the Ministry
of Health officials if they knew about
them. Using flour bombs to
momentarily stun, you must knock
the ingredients Into the mixing bowl.
and the natters onto the bin, Should
you get l ithe wrong way round you
lose points. time energy and
everything. Each screen provides
different and more difficult
Ingredients. Another game that
needs a joystick, Kemptston or
Protek. Hi-score, one or two player
games. 8-directional movement and
the smoothest of graphics around
Addictive and highly recommended.

CYBERTANKS
Producer.' Star Dreams, 16K E5•50
A complex maze of green blocks is
the home of the enemy cybertanks.
Take your tank round and shoot 'em
up. Yob can blast away the blocks to
get at them, but they are fast Three
lives. hall of fame, joystick.
Kempston ACIF or Protek Nice
graphics and playable, but perhaps
not very addictive.

GOLD DIGGER
Producer' Bieby, 48K E4.95
It's all underground and you're
tunnelling mines looking for the gold
nuggets. Purple gnuggets gnashers
are hot on your trail, however, Soil is
important to dig strategically round
the red rocks So you can dislodge
them to block oft the tunnels or even
drop them down and squash the
gnashers Nine speed levels
Joystick; AGF or Protek, Kempston.
Cursor keys. Not as addictive as
most other Bisby games. but a good
beginner's game anyway

GOLD MINE
Producer: DK Trontcs. 16K E4 95
They say this is a strategy game, but
that's hardly true. You do need some
strategy to go for the gold in the
quickest way, but its not the main
ingredient. Use the lift to go up or
down from the surface and then dig
towards the gold sites. Not
everything that glitters is gold
though. Tunnels can collapse and
there are underground streams,
Energy runs Out last underground,
especially if you are carrying gold I n
addition, the lilt may collapse a you
are carrying too much weight.
Repten!sh energy by returning to the
surface and depositing gold in the
bank. In any event, a rather slow
game with limited appeal, but
probably good value for younger
Children

GROUND FORCE ZERO
Producer: Titan, 16K C5.90
At first glanced looks like a simple
game, but in fact it is quite hard,
Very similar to Ronek's 'Spectra
Smash', which has more options
than this version. Your plane keeps
crossing the towering skyscrapers of
New York. looking for a place to
land. There isn't anywhere, so with a
genocidal brainwave you decide to
bomb the city flat to make a landing
strip. With each pass over the City
your plane gets lower, so its
essential to knock Out the biggest
towers before they knock you Out
Several skill levels with taller
buildings. Simple to play with only a
bomb control Despite Its simplicity,
reasonably addictive
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GUN LAW
Producer* Vortex, 16K E5.95
In real life the famous James Gang
were reputed to be lousy shots,
unable to hit a man six feet from
them when ail five tried to gun him
down. However, Vortex have put the
whole thing right with this well made
programme where. as Marshall. you
can stalk them down the dusty
streets of town, firing at figures as
they appear in doorways and
windowS. Your reflexes must be fest
as you won't get a second chance
from these baddies. Bullets are
restricted. so its important not to
shoot innocent people. Despatching
a baddie earns you dollars. The
graphics are generally g
o o d ,although the gunsight could have
been better Reasonably interesting
and indecently addictive,

JAWS REVENGE
Producer: Workforce, 18K E5.95
This is a game for hungry people.
You're a shark on a saws-agape-
feeding-frenzy.Fish,  swimmers
(moving at Olympic speeds) arid
boatmen all go down your throat.
Some fish have a habit of turning red
and poisonous, so don't eat those,
and the fishermen in their boats
throw harpoons or drop depth
charges to stun you. You can catch
the depth charges and defuse them
before they reach theses bed. And
the sea bed itself isn't flat so don't
run into it i t's a sort of Penetrator
meets Galaxians under water. An
amusing game with good graphics.
No joystick option

JAva
Producer: DK Toni c .  16K E4 95
On the same theme. Jawz is the
other way round. You must use your
underwater gun sights to shoot up
marauding sharks, whilst avoiding
the gunge dropping from poisonous
telly fish on the surface. The game
was originally made by Elfin — it's
being marketed by DK Tronics
probably hasn't made all that much
difference because unfortunately it
nas a very limited appeal for serious
arcade addicts. Good for younger
children.

JUNGLE FEVER
Producer: A&F. 16K £6.90
Get your man to lump over the traps
dug by Pigmies and then swing
across a pit using a rope tied to a
tree. What comes alter that is hard to
say because this game with its
effective graphics Is not easy. The
damned rope got me every lime.
Good fun to play and reasonably
addictive but perhaps a little
overpriced. No joystick option.

JUNGLE TROUBLE
producer Ma ripen. 16X Ef1.95
A game with a similar theme to
Jungle Fever Collect an axe and
leap across stepping stones set in a
crocodile infested river. On the Other
side you climb a ladder to get to the
trees, which you must chop down.
The trees will fall on you (if you're
not quick to jump Out of the wey)
aria they blunt the axe — so back for
another Monkeys live in the trees
and steal your axe but you can chop
them with it — if it's not already
blunt. If they steal it — it's back for
another. With the forest laid waste all
you have to do is swing across a fire
pit using a rope, jump a chasm and
then home for tea. A busy game with
plenty of opportunities for failure
and so pretty addictive.

KNOT IN 30
Producer: New Generation, 48K
ES. 95
Extremely hard to see how this
extraordinary game works at first. It
could really be thought of as a grid
game or a bozy boa game but with
you as the snake actually In the
screen but in a 3 dimensional space
Cenfused? Well you will be. Steer
yourself through the white void
avoiding your own brightly coloured
trail and that ol the chasers, twisting
and turning to find space to move in
before it all gets filled up. Uses
cursor keys so AGF or Protek
joystick would help. Tremendous
value for money. and addictive too

MINED-OUT
Producer: Oincksilve, 48K E4. 95
Author Ian Andrew
Forget the inlay card, which was
probably written by &stoned
OuiCksilva copy writer, and play the
game! You are presented with a
blank field, densely sown with mines
and you must get to the other side
without blowing up. Take a step at a
time and watch the warning which
tells you whether there is a mine in
an adjacent square — is it left. right
or ahead? What happens when there
are two or even three mines'? The
tension mounts and clever, logical
thinking is your only safeguard
Level two offers maidens in distress
lobe rescued and later levels still
confront you with things that chase
and make you move quickly. Nine
levels in this most nail-biting game
And it hasn't dated a bit, still worth
the money if you haven't tried it,
Recommended.

MOLAR MAUL
Producer: Imagine, 16K E5.50
With a wicked glint in their teeth,
imagine invite you to take part in the
tight against the DK (Tronics)
menace. Your weapons are a
toothbrush and some Imagico
toothpaste. The screen opens
(literally) with a gaping mouth and
lively clean white teeth. Toffees and
other gunk appear at the centre.
exciting the interest of the horrid DK
bugs, and In seconds the teeth are
beginning to yellow, purple and
black out all over the mouth. The
trick with this game is manoeuvring
the wretched toothbrush into exactly
the correct position for the
toothpaste to be squeezed from the
tube. An excellent game with
wonderful graphics, but so
depressing to watch! I'm afraid it left
an unpleasant taste in my mouth, but

have to say it's good value.
Joystick: Fuller.

CISTRON
Producer: So trek, 18K £5.95
Formerly named Joust, Sollek for
some reason, changed its name.
There's a lot of the 'You're the sole

surviving White Knight. Guardian, of
the Lore, etc' on the inlay blurb, but
basically you're on Mis Ostron thing
(electronic ostrich) and the enemy
are variously-coloured buzzard
thineies. There are several floating
platforms on which you can land
before rising to the occasion by
flapping yourvengs and attacking
the enemy. When you meet, face to
face, the one's who's highest wins.
First buzzards are pretty daft and
easy, but later ones become fiendish
in their attempts to get you All  in all
a very enjoyable game, with good
graphics and sound Don't hit the
water — you drown 100 percent
machine code. joystick: Kempston
Good value
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It sounds a bit rude but it's a
wonderful game with Ultirnale's
usual magnificent graphics. Robbie
the robot must keep the swarming
insect life from eating his plant. To
do this there are 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
the right insect or it only serves to
stun for a moment The insects also
kill off Robbie as well as the plant,
which shrinks away if it's eaten for
too long, Letting it grow results in a
bloom and a new level. Amazing
graphics, 100 percent machine code,
&directional movement, one or two
player game, sensible control keys
and Kempston joystick.
Recommended. Also available in
ROM cartridge form tor E14.95.

QUACKERS
Producer: Rabbit, I 6K 425.99
attackers is designed more for
children than shoot 'em up addicts,
but its cheerful graphics should
make It popular. It's sat Ina
fairground duck shooting gallery,
whore tour rows of repealed objects.
ducks, cats, rabbits, faces and a
giant turtle, move alternately in
opposite directions before your gun
barrel. User-defined keys or cursor,
which means you can use AGF or
Protek joysticks.

RACE FUN
Producer: Rabbet, 48K I:25_99
The Spectrum hardly hu  the sort of
graphics capability of the big road
racing games in the arcades, but as
far as Spectrum racers go, this is a
pretty good one. An overhead view
shows the track which varies from
wide to very narrow, straight and
curved. Off you go with several
others cars. Bumping another car or
running off the road, 510W5 you
down and costs fuel heavily. The
object is to get as many points as
possible before running out of
petrol. The graphics are very good
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wrth the cars being quite large. User-
defined control keys (accelerate,
brake, left  right) or cursor so you
can use a Protek or AGF joystick_

SHADOWFAX
Producer. Postern, 16K ELS. 95
Shadowtax came out with a lot of
ballyhoo at E7.95, which was grossly
overpriced, so it's nice to see
Postern have dropped it now No
one can complain about the
graphics which are quite excellent
Unfortunately the game has very
little else to offer. You're mounted on
your white charger (the inlay blurb
might lead to suppose this was some
Flobbrt-like adventure) and riding
against the black horses that gallop
On from the left at random heights.
You can fi re a boll at the
approaching enemy but you must
then explode the bolt at exactly the
right moment. And that's the game
— yOu are up against the points.
Mind you, it is mesmeris ing, so you
do make mistakes, Defi nitely  a game
to get a look at fi rst — if  you like the
idea, you won't regret the graphics
No joystick opt ion

SHARK ATTACK
Producer: Romai, 16K 15.99
Author: Ian Anderson
The theme from 'Jaws' works nicely
Out the rest of the continuous sound
will eventually drive you mad. You
must save octopusses (or octopi)
from the sharks by weaving a
protective net around Me octopus.
Should a shark eat the octopus
before you screen it, then the shara
can eat your net. Hav ing either
succeeded or failed In this task, the
rest of the game is to fi ll up as much
at the screen with net without
getting eaten yourself. Three levels,
one or two player games. Joystick:
Kempsion or Sinclair. A game with
very limited appeal and no addictive
qualities, but it might well appeal to
younger children, a sort of Painter
meets Jaws.

SIEGE
Producer,' Postern, 16K £5.99
Author: Mike Singleton
Throw rocks down from a high
castle wall onto the massed
attackers try ing to c limb up A5 the
rocks fall they knock the attackers
off, often several et a t ime as one
falling man catches another. The
sack fi gure animation is cute and the
game should appeal to younger
children, but it is very limited as tar
as the serious addic ted arcade
player is concerned. Simple control
keys

SNAKE PIT
Producer: Postern. I 8K £5.95
Author: Mike Singleton
This is pacman variant, but it is too
original to lump in with the rest of
tile yellow gobblers. The 'maze* is a

live. wriggling one. Seven different
coloured snakes are trapped in their
nests, surrounded by a screenful of
green eggs Your job is to eat all the
eggs. Only the red snake can eat
eggs, so It Instantly frees itself and
begins eating round the screen,
freeing the other snakes as it goes.
When you meet a snake head on
there is a nasty lit t le gulping sound
and that's it until you press $ for
another game. Should you clear the
screen you then gel a chance to eat
the snakes (tail fi rst) as well as the
eggs I  never got there; this  is very
diffi cult. The graphics are superb.
quite enough to turn the stornacht
Pity the control keys are so
awkward, and no joystick option.
Addictive and good value.

SPECTRA SMASH
Producer.' Romik• 161< £5.99'
Author: John Boll
This  is s imilar to Titan's Ground
Force Zero, but rather more
complex, in that you have limited
height control over the plane, and
there are gun turrets on some
buildings  fi ring at you, none on the
easiest level, more and more on the
harder ones Bombing the guns fi rst
obviously  helps. Should you land
successfully, having bombed the lot
hat, the angry natives reward you by
sending Out a fuel tanker so you can
take off and do the thing Over again
at a higher level. Of course they win
in the end! Three lives, hi-score.
eight levels. joystick: Kempsion.
AGF. Protek. Sinclair_ mic .
Recommended.

TRANZ AM
Producer: Wilmer*, 16K E5.50
It's post-holocaust America and the
country 's  a barren desert with a few
cities here and there where you can
gel fuel. Otherwise a c lutch of Mad
Makaiikes In deadly  Black Turbos
are Out to k ill you while you hunt the
wastes look ing for eight gold cups.
The play ing screen is Only a 600th 01
the available area. Instruments on
the left show; t ime taken. miles
travelled, a map of the States
showing c ities and your location,
local radar showing cups (if any)
and enemies, speedo, fuel gauge.
engine temperature and lives lea. El-
direc t ional movement, excellent
graphics. highly  playable Joystick:
Kompsion. Highly  recommended.
Also available in ROM cartridge form
for E14.95

TURBO DRIVER
Producer: Boss (UK), 16K a 9 5
Another for the rac ing Car addicts.
Turbo Driver leatures very large
vehic le graphics and an attempt (not
entirely  successlull at 30 through
perspective. Six other cars leap
away from the starting Line when you
stall. You must catch them up. The
cars and several other hazards make
life diffi cult, and a you go too
carefully  you'll run Out of fuel The
track is quite straight, and there
aren't those wonderful explos ions of
the original arcade version, but thia
is a popular program a n d  does as
well as the Spectrum will allow, cis/G.
Joystick: Kempalon.

30 COMBAT ZONE
Producer: Artic, 48A £5.95
According to Arlic , this is their best-
selling program t o  date, and no
wonder. The fi rst real 30 effect in the
Spectrum Trav el across the flat
plain and battle with enemy tanks.
fl ying saucers and super tanks — a
kill or be k illed battle of wits among
the pyramids in real t ime The  game
gives a tremendous sense of moving
about in a space and can be quite
hpynotic  Bat t le radar to spot the
enemy arid calculate distance.
Joystick: Kempston A  fi rst rate
game and highly  recommended

30 DESERT PATROL
Producer: Computer Rentals, 16K
E5_95

This s imply is ni a very good
prgram T h e  30 Is primit ive and
the graphics uninteresting You
must take your lank in between
minefi elds to the eventual safety of a
road, whils t avoiding fi re of enemy
tanks. For a start off you canoot
move and lire at the same time: it an
enemy tank gets into pos it ion and
fires everything stops and you're
dead — no evading; to avoid the
enemy you merely turn until they
disappear from the screen; if you
creep round the edge ol minefi eld'
then they won't fi re on you anyway.
So all it  adds up to ma dull and
boring game. Cursor keys and 0 to
fire — allows use of AGF or Protek
pysticks.

30 TANX
Producer: OK Tronics, 16K E4. 95
30 here refers to the distant bridge
where rows of tanks pass before
your gunsight and the realis tic
trajectory of your shells which must
be aimed right to stradle the
thickness of the bridge. The
graphics are very good and so is the
sound. Skill and t iming are essential
to good scores — and staying alive,
because the tanks fi re back
Nowhere near as easy as it looks,
and at the price, excellent value.
Joystick: Kampston with &thank

30 TUNNEL
Producer: New Generation, 16/48K
E5.95 -
You're rushing headlong down a
tunnel and different objects nosh
past you, which you must shoot
There's bats, spiders, rats and fi nally
a delightful Underground train,
complete with twink ling headlights
and passengers inside. The latter
must be dodged rather than shot
Running into the sides of the tunnel
cause loss of a life (five in all), and
you can undertake this subterranean
madness at three speeds In 16K it
loads in two parts and there is no
Underground train. Mixed opinions.some liked It, some didn't,
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30 VORTEX
Producer: J K Greys, 161< La 95
This is very s imilar to 30 Tunnel,
except that the tunnel (or vortex) is
defi ned in mult itudes  of coloured
dots rather than solid blocks, which
gives more of a tunnel-like feel. The
tunnel also twists and squirms like a
mad thing so it's quite a trick to Stay
safely in the centre of it. On the other
hand, the 3D animation of the
objects isn't quite so good and there
are no skill levels which means it
quick ly  loses interest. There Is
.
a
long but very amusing intro in the a-
part load User-defi ned control keys.
so it works with almost any joystick.
Good value but limited playability ,

TRAIN GAME
Produc er Microspoore. 15K C5. 95
It's hard to see this game replac ing
the fun of play ing with real electric
trainsets. but in an age where even
those are out of dale, maybe this will
be a good substitute. There is a
choice of Iwo track layouts to load,
and then seven skill levels, with
levels one to six having five sub
levels and the seventh having nine
sub levels. All the points are lettered
and you must move the trains round
without crashing them and pick up
passengers at the stations Fun to
play and plenty of scope for
enjoyable disaster!

ZIP ZAP
Produc er Imagine, 48K £5.50
Author: Ian Weetherhum
In Zip Zap you are a severely
damaged robot with a motor that
won't turn off and only limited
brak ing power. so you tend to travel
In circles. A teleport delivers you
(nice graphic) into a swirling mass ot
miserable aliens from whose deadly
touch you are partly  protected by a
failing shield. The idea is to buzz
chaotically  around in confusing
circles to collect four power unite.
When you touCh one It automatically
attaches itself to the teleportal.
When all four are in pos it ion you can
get back to the teleportal in time. By
Imagine's standards, not their best
game, but still better than most
games around. Joystick; Kempston.
AGF. Protein, Fuller
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Trade
enquiries
welcome

BYLLannta Software

BRITANNIA SOFTWARE
Co LTD

116 Woodville Road
CARDIFF CF2 4EE
Tel: 0222-25803

THREE NEW GAMES TITLES FOR THE 48K SPECTRUM
HOME RUNNER Machine Code Arcade game. Can you survive and get HOME alive in
this all action, musical game?  R R P  E4.95
STOMPING STAN Machine Code Arcade action. Help STAN THE MAN collect his
keys to the next card in this highly addictive game   R R P  E4.95
GRAND PRIX DRIVER is a 3D, full machine code Formula One racing car game. Can
you reach the chequered flag ahead of the field? Excellent colour and graphics.
Compatible with USAF:I:CR   R R P  E6.95
All the above are Joystick (Kempston) Compatible.
Cheques/POs payable to 'Britannia Software'. Prices Inc p&p and VAT.
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M I S S
BLECOME A
SECRI:1 AGENT
M I NEM BEtwoommt t w e lt i t e  * BM X ,

Mission Software's compete Package on PrOteCi
Volcano .s probably the most advanced Adventure
Computer Caine PliCk&ge you have considered this
year I t is not just tor Me dedicated game player but for
those that want to get involved in Secret Codes -  Messages. and the seamy-side Of DISgitni.sh Inteitigenoel and the K GB
FT IS A MUST' FORTHE SINCLAiR SPECTRUM 48K AND DRAGON 32 HOME COMPUTEROWNERS
When you wa ive  your Adventure Game frOM Mission SC)etWarl. Limited included in thepackage is your Passport to the international workings of the Secret Agents
Your Personalrsed Passport will assist you in negotiating the KG B neNvork in the Soviet
Blook Countries and rital to the 544000$11 Of your m i n
Command H a a ck
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together with their Communication Log. M.ssion Instructions w r e l  Memos. Oessrtred
Diagram, Full Briefing instructions and Other Secret Data
IT'S UP TO YOU To BREAK THE CODE AND BECOME A SUCCESSFUL SECRET AGENT
We rely upon our Agents to teed back information to matte further protects interesting and
POmPler. to tar your ability and 10 guarantee many hours of entoyment
We believe Mission Software L.mited is the only company that supports its Field Agents
with a  mass of Secret Inionnation tornake the Mission exciting and enjoyable whichmakes it a must in Computer Games

•  We  know your friends will warm to
become Secret Agents and use your
game vile will be Quite hippy to fa d ) *
them with their Passport and
Dcmconnents for CaSISper kit This wav
yOu always midis your personal
Passport and Secret Information

•  The  moment you tell US you have
competed your current assignment we
wdl advise by Secret Dada de la is of
how to penetrate one of the lidOrkf S
most Secret estenshmerrts

•

•  T o  obtain your Game and persona]
Passport with all Its Secret Documents
Send a Cheque or Postal Order for Efi 95
lino P P  V A T I  with tne Coupon at
the foot of tins advertisement

ORDER MISSION I  TODAY AND JOIN
THE GROWING NUMBER OF SECRET
AGENTS OPERATING FROM COMMAND
HEADQUARTERS

I S S I O N
SOFTWARE LIMITED

COMMAND HEADQUARTERS 1 5 1  FLOOR
49 GRANGE ROAD D AR LI N GTON  C o  DURHAM
DLI 5 N B T EL EPH ON E 10325/ 483344

. . . . . . . . . . . .  E M I  I =  I M O  M e  I =  I =  U M W

PLEASE SEND ME MISSION I  FOR MY
(TICK AS APPLICABLE)

ADDRESS D R A G O N  32 E  SINCLAIR SPECTRUM 48K
EXTRA PASSPORT CODE-BREAKER E2,95
I ENCLOSE MY TOTAL REMITTANCE OF E
CHEQUES AND POSTAL ORDERS MADE PAYABLE TOMISSION SOFTWARE LIMITED

MISSION SOFTWARE LIMITED C OM M AN D  HEADQUARTERS 1 st  FLOOR * 9  GRANGE ROAD DARLINGTONDURHAM ( X I  5N8 T E L  43251 4
8 3 3 4
4
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CARDS. BOARDS &
GAMBLING

We were tempted to call this section
CARDBOARD G AME S .  Sadly.
quite a lot ot °Imes In this section are
pretty flimsy. Part of the problem Is
that as soon as you remove the
physical reality of dealing cards.
gambling real money or playing with
friends, the game loses a lot of Its
interest. But In cases like the Non
Scrabble, the programs are not only
excellent, but some of the tedious
setting up is taken away. It's obviously
a question of personal choice
BACKGAMMON
Producer: CP Software, 48K £5.95
Backgammon is a board game using
dice and counters Its complexities
are too detailed to go into here, but it
is important that the cassette inlay
contains full instructions for the
begioniner. The CP Software version
does so. Full board and counter
display with two on-screen dice For
a single player against the computer.

BACKGAMMON
Producer
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Clear and simple graphics make this
a good version which does well
within 16K. Full instructions on
program and game contained in
insert. Invalid moves refused with
alternate moves suggested. On-
screen dice, lour game options. For
a single player against the computer.

BACKGAMMON
Producer: Psion, 16k E5.95
One can usually expect a lot from
Psion, and this game is no
exception. Very good graphics and
instructions with tour skill levels, on-
screen or throw your own dice
Good demo mode

BRIDGEMASTER
Producer: Bridgemaster, 16k E24.95
If Backgammon is a difficult game to
explain, then Bridge, the ultimate
card game, is impossible.
Bridgemaster is a marvellous
beginner's Ceurse in learning how to
play the game. The package
Includes a computer tape, a
commentary tape, very well read and
which takes you through the early
playing stages, and a book Begin
Bridge with Reese, which is included
for general reference. The demo
'automode' plays through a hand for
you in combination with the
commentary tape. This is very much
a tutorial program — you can play
through a hand where the program
only allows you to play the card it
expects, beeping if you play the
wrong one. In this way you become
accustomed to the Bridge
'conventions', and it shows you how
to take tricks. bid and make
contracts and the esolerica of
scoring Uses 55 different deals for
teaching. If you want to become

proficient in playing Bridge then this
is an excellent program, making line
use of the computer and well worth
the high price.

BRIDGE TUTOR
Producer: CP Software, 16K £5.95
Two programs. each at £5.95,
Beginners and Advanced Works
from 40 pre-dealt hands, each hand
used to illustrate a particular aspect
of bidding and card play.
Conventions used are Acol.
Blackwood and Staymer. Accepts
only correct bid or card.

CHALLENGE
Producer: Temptation. 16K E5.95
Challenge provides two games on
one tape, a version of Higher Lower,
and Master Code deluxe. In the first
you guess the value of the next card
turned upend may gamble a
winning line of five cards. In Master
Code you must guess the colour
code the computer sets up, or set up
your own for the computer to guess.
Graphics generally very good, but
placability seeps away rapidly.

CHESS
Producer: Artic, 48K £8.45
There isn't much to choose between
the quality of graphics In most of the
Mess programs available, all are
pretty good. This program offers
seven levels of play, four of which
are within competition time limits
Full analysis. recommended moves.
save game

CHESS
Producer' Psion, 48K £7.95
Psion's sensible graphics make this
an easy game on the eye You may
play either black or white against the
'computer, reverse roles or change
the skill level during a game.

CHESS II
Producer: Artic, 48K E9.95
There's much argument over which
is actually the best chess program
for the Spectrum Artie have
produced a number of fine tapes, but
this one stands out well against
everyone else's There are 1000
levels of play — you choose the
maximum response time for the
computer, and that dictates the skill
level When pitted against other
computer programs. Arties has
consistently beat them — so they
claim! But see for yourself. You may
Change sides, add or remove pieces,
list or print Out all moves made, and
the computer will recommend a
move

CHESSPLAYER
Producer. Quicksilva. 486 E6.94
The Chess Player speaks, at least
briefly when he announces himself.
thereafter he contents himself with
on-screen remarks like, 'that was a
pathetic move' A  useful feature is
the ability to alter the colours of
board and pieces to suit yourself. Six
skill levels with varying response
times. A good starter's program.
because the computer does lose on
the lower skill levels, which is

encouragingl Computer-
recommended moves, but watch it
closely — it cheats sometimes!

CHESS THE TURK
Producer: OCP, 48K CR 95
None of our reviewers have actually
seen this program yet, but it has
been generally highly regarded by
most critics. We will deal with it in
more detail at a later date

CHESS TUTDR
Producer: Attic. 16K D695
Whilst limited in its playing levels.
this game allows you to learn chess
against the computer, by showing
you how, You can also play a game
against the computer and all legal
moves are allowed Recommended
moves. setting up board and save
game

CYRUS IS CHESS
Produce r.' in te llige nt Softwa re ,
16Ki48K E9.95
This program is winner of the
Second European Microcomputer
Chess Championship. The 48K side
has more sophisticated options such
as altering the colours of board and
pieces, printouts and game saving.
Cursor keys movement allows you to
analyse a move or take the piece
back. Illegal moves are buzzed
Eight skill levels and a problem level
system whereby the computer can
be instructed to look for a mate in
one, two Or three moves. Comes
complete with an instruction manual
and a library of opening moves.
Excellent value.
DERBY DAY
Producer: CAL, 48K E5.95
This race simulation game offers all
the fun of the gee-gees without the
stress of attending a meeting: or
replaces those parlour versions with
the rolled out track and wooden
horses that were once popular. Up to
five players may bet either for points
or pence — if it's money, you keep
your own book. three levels are
offered and when all is ready the
computer scrolls the race before
your eyes (machine code) slowing
down to slow motion as the race
nears the finish line. II required a
photofindsh is provided. Good
instructions and graphics.

DOMINOES
Producer: Micromege, 16K £4.95
A competent version of the famous
pub game. marred by a complex and
unorthodox way of present the play
Dominoes may be familiar to most,
but of not there are sensible
instructions — provide your Own
beer though

DOMINOES
Producer: Phipps Assoc, 16K E4.95
Phipps' version is somewhat better
as far as playing goes, with the
familiar right angle shapes making
life easy, adding up the adjoining
ends to make multiples of five or
three 72 points to win.

00 NOT PASS GO
Producer. Workforce, 48K E6.95
A very good computer version of
THAT FAMOUSGAME whose name
no one dares utter for fear of law
suits Up to six players can take part
with all the usual features like
buying, selling, mortgaging, houses,
hotels, jail, passing GO. Community
Chest and Chance, Each player gets
C1,500 to start and the screen
displays all the relevant info you
Could want. A pad and pencil are
handy though, if you don't want to
keep asking the computer to list
your possessions. Very good
graphics within the Spectrum
limitations. The game can be saved
at any time,

JACKPOT
Producer: CRL., 48K £4.95
A fruit machine game with full
features including, nudge, gamble

and hold You start Oft with 200 units
and each spin costs to. A neat touch
is the money token rolling along the
bottom of the screen into a slot, and
the payout, which on a jackpot can
take almost half a minute! Written in
basic, but reasonably fast and
smooth

FRUIT MACHINE
Producer.' D K Tronics. 481( E t 95
The title says it all — the only money
you can lose here is the price of the
cassette! Features nudge, .hold and
gamble with good. colourful
graphics

GO TO JAIL
Producer. Automate, 48K E6 00
Automata's version of THAT
FAMOUS BOARD GAME differs
from the one by Workforce in that It
doesn't show the whole board at
once, preferring to concentrate on
three squares at a time, This does
make the graphics a little easier on
the eye, but removes some of the fun
as well. 2-5 players can take part.
with the computer acting as either a
banker Or a player (useful because
you can play in one against the
computer). The computer is a pretty
mean tycoon as well. Contains every
usual feature of the board game and
is good value for money.

MASTERCHESS
Producer: Mokrogen, 46KL6.95
A program with ten playing levels
options to alter the board and piece
colours to suit, setting up the board
— good for problem solving —
recommended moves and game
saving, all make Mikrogen's chess
game a strong contender

MONTE CARLO
Producer, Micromega. 161( £4.95
Two games on one tape, casino style
Blackjack (Pontoon) and Craps, The
Blackjack games has fine graphics
and plays the standard rules, but
suffers from a lack of interesting
options, like buying cards, burning
and splitting The  Craps game is the
famous dice game of American
movies and features a hand shaking
the dice until you press the key to
release them. Despite the usual lack
of atmosphere that you expect when
playing communal games with a
computer, this program is an
attractive one, even addictive.

OTHELLO
Producer: CDS, I6K E5.95
The 19th Century board game is
simple to play, difficult to Win Also
known as Reversi, there are several
versions. This is a standard one You
can play another person, play the
computer, or watch the computer
play itself (uaeful for learning, but
not much fun). If you want to play
another person, then you're better
off buying a real board game
version. Computer-recommended
moves ii stuck.

REVERSI
Producer Artic, 16K ( 5 .
9 5Clear colours make this easy on the
eye Game features four skill levels
and game save
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REV ERSI
Producer* Sinclair. 16K 0 . 95
Excellent graphics, nine skill levels
to choose from and you can watch
the computer play or play against
the machine Hi-res graphics and
machine code One of the best
versions. but so it should be for the
price,

ROULETTE
Producer: Micromega. 16K E4.95
If gambling games lack excitement
when issued forth from a TV screen
then at least they must have exc it ing
graphics to make up for it
Unfortunately  the wonders  of the
spinning roulette wheel are denied
us in this game. All you see is a line
drawing of the wheel while a fl ashing
number indicates the wheel
numbers. All bets possible, fun in
occasional doses.

SUPERCHESS II
Producer: CP Software. 48K L7.95
There has been much argument
between Art ic  and CP Software over
c laims for this program, Artie saying
their equivalent game beats CP•s
every lime Nevertheless, this
version is very good, with c lear
graphics, the option to change
play ing colours  and seven levels of
play. Several standard openings
programed, recommended move
and a very helpful HELP which will
List the available options

SCRABBLE
Producer. Psion, 48K CI5_95
It may seem a lot of money to pay
Out but if you enjoy play ing
Scrabble. you'll love the Spectrum
version — even if you don't like
Scrabble, you'll love the Spectrum
vers ion' There's no deny ing that this
Is a fabulous program. It allows you
to do anything at all you would do in
real Scrabble, and if you're play ing
against the computer it allows you to
cheat — but you wouldn't  do that.
would you? Graphics display is
crystal clear, your tile rack can be
juggled to make up words, the
computer tells you what your word
will score and lets y ou take it back if
you think you cart do better, Up to
four players t he computer may be
one or all ot them. You can select to
see the computer 'think ing
- i f  y o uwish. Only one failing, the Spectrum
seems to gel away with some rather
odd two-letter words — and you
can't challenge as 11.000 word
vocabulary High ly  recommended

TOOTIE FRUITY
Producer: Dream Software, 48K
£5.95
Author: S Hillyer
Another one arm bandit game with
nudges. holds, gamble and jackpot
payours visible at the side of the
display Th is  is a version we haven't
taeen able to see yet, so judgement is
reserved
,VOICE CHESS
Producer. Artie. 48K £9.98
With s imilar specifi cations to the
'Chess' program from Artic , this
version will talk you through your
game and make comments. Seven
levels of play, save, recommended
moves, set up board A  good solid
game.

YAHTZI
Producer. Workforce, 48K .C5_50
Yahtzi. which also gets called
Yangtze. Yahtzee and even Yahtcee,
is a complex dice game. not unlike
Poker dice. It is based on the throw
of 5 dice, which are shown in the
upper nail of the screen. while the
lower half shows the poker scores.
pairs, three of a kind, full house etc
Since between 2 and 6 people can
piay, it can be party fun time. but I
6 0 A Newsheld Publicat ion

still think this sort of game works
better with everyone facing inwards,
rather than in a line watching TV

ZX DRAUGHTS
Producer: CP Software. 48K E5,95
Oddly  enough. cons idering how
many chess, reversi and card games
versions, there are, there Is really
only this Draughts  program
Perhaps the game is too s imple to
excite programmers ' attention,
which would be a mistake, since
Draughts  is quite hard to play well
There are ten levels of play against
the computer. I llegal moves refused
and you are forced to take pieces by
lumping if there is the option. Pieces
reaching the back fi le opposite are
automatically  made into k ings Good
value for money and one of the more
absorbing board games.

SPORTS SIMULATION

Athletics on the computer screen may
seem contrary to the vigorous nature
of sport, but a number of programmers
have turned their hands to simulating
various sports with mixed success. At
least playing them on your Spectrum
is somewhat more active than
Watching the real thing on telly.
CHAMPIONSHIP DARTS
Producer: Shadow. 16X
Author: D Lockett
You might  think a game of throwing
skill would be diffi cult to translate
into a computer game, but Shadow
Software have managed very nicely
in this cute and gentle game. Alter a
fi ne tit le card, a large, t radit ional
darts ' board appears. By pressing
any key you freeze a fast mov ing
sweep line, which determines the
segment your dart has Hit, At the
base is a cross section through the
board snowing the rings — double,
single. treble, s ingle. outer bull, bull,
It's elegant, s imple and very
effective. A sensible
demo/ins truc t ion mode shows you
how to do it You can select the
number of points required for a
game, enter the two players* names,
and the program guides you through
three shots in each turn You must
fi nish with a double or bull of course.
Perhaps not exactly exciting. but a
fine game and worth the money.

FOOTBALL MANAGER
Producer. Addictive Games, 48K
£5.95
Author. Kevin Toms
Universally  agreed as one of the best
of Spectrum games of any type. This
is as muc h strategy as s imulat ion as
you choose a team from 64 on offer,
and try to work  your way up from
Div is ion four to win the FA Cup. The
background to the game is quite
realistic, with players los ing strength
value and gaining it by resting a
match, morale worsening with lost
matches, dec lining crowds and
resulting loss of gate money. and all
the technical and strategic problems
of a c lub manager Hav ing selected
your team, studied the opponent's
dossier, you can sit back and watch
the fully  animated, edited highlights
ot the match' Art amazingly
engross ing game with seven levels
of play and highly  recommended

GOLF •
Producer.' Abrasco, 16K (6.95
For 16K users this is a very good
program with quick ly  assembled
graphics that c learly  show positions
of tee, green, fairways, bunkers, tree
hazards and rough. There's  no
animated golfer as in the Virgin
game. but it's made up for with
c learly  visible balls that follow a path
of your shot You can input

c ommands lo use a 1 or 3 wood of
given strengths, or 1-9 irons which
ask wehther you want a soft or hard
strike. If you pick between 7 and 9
iron, you are realis t ically  asked
whether it should be a chip shot or a
pitch When both players are on the
green the screen scrolls to a close
up which uses a 20 foot scale for
judging the distance of the putt. The
only drawback might be a tendency
to crash if an incorrec t variable is
entered, An attractive and
responsively fast game. One/two
players and choose how many holes
to play.

GOLF
Producer: P&R. 16K £3.75
Cons idering this program was
available in 1982 it s till stands up
extremely  well to some of the more
recent attempts at s imulat ing the
sport  After a very short load you are
asked it one or two players are
tak ing part and whether you want a 9
hole or 113 hole game. it is only 16K
so there is less sophis tication in
matters like choosing clubs Your
options are to select the direc tion
using the clock face. and a strength
of shot from zero to 100 — decimal
points are acceptable Each hole is
generated very quick ly  with details
of the fairway, rough, trees, bunkers,
water hazards and the green. Putt ing
is the most diffi cult — as It often is in
real lite A  very good use of colour
end for16K and the price. very good

GOLF
Producer.' Virgin Games, 48K E5.95
Author: David Thomson
in this version of the noble game,
one to four players may take part
and play between one and eighteen
holes, choos ing handicaps up to 28
The higher (worse) your handicap
the more erratically  random your
shots become. There's an opt ion on
five clubs with a choice of strength
between 0 and 10. When your
selection has been made and you
have estimated the compass point
direc t ion in which to swing, an
animated golfer appears and hits the
ball Onc e on the green a putter is
automatically  selected While  fun to
play there are several drawbacks.
The graphics are very stow, each
hole being built  up character line by
character line The  random quality
of the handicap system undermines
its value — everyone should choose
a zero handicap' And the compass
points are needlessly diffi cult as
North keeps shift ing direction with
every hole. Worst of all Virgin have
been selling the game with a glaring
bug — when asked if you would like

another game, there's an incorrect
command in the BASIC which stops
the program dead. I fs  easily
correc ted but annoy ing

GOLF
Producer: Artie, 48K £5.95
Sub-tit led St Andrews, this game is
based On an accurate reproduction
of the world famous golf course.
Each hole is drawn Out showing the
well known details and a brief
descript ion and history is given. One
or two players may take part, play ing
a proper game or s ingle holes of
their choice. You are asked whether
you wish to use a wood or iron,
strength of shot, expressed as a
percentage, whether you want the
shot to go straight, fade or hook, and
what angle. Arnv ing on the green the
screen cuts to a close up for the
putt ing The  graphics are black on
green and very s imply drawn The
program is in BASIC so after typing
in fi gures you ENTER. but words are
accepted automatically . The
temptation to enter W for wood will
result in a break into program — the
main drawback of an otherwise
interesting game_

POOL
Producer. Abrasco, 48K L:15_ 95
Author: K Eaves
A sudden fl urry of interest in Pool
makes for some interesting
comparisons One of the newer ones
is this version from Abrasco for two
to eight players, with the option of
play ing a league As  usual, the cue
ball is controlled by a small cursor
dot — in this case the cue ball travels
towards the cursor, which is
controlled by use of the cursor keys
(s low and fi ne tuning) or the zero
key for fast pos it ioning A  very c lear
strength bar indicator is used to
determine the distance the cue ball
will travel, and is pos it ioned with
keys 5 Or 8 (minimax ) Cons idering
the limitat ions of the Spectrum and
TV screens generally, the graphics
are quite good and the movement of
the balls is conv inc ingly  accurate
though terribly  busy Game rules are
a close copy of the real game, the
balls  are marked as spots or stripes
arid you lose a turn for a foul shot
Good.

POOL
Producer: Bug-Byte, 181
1
1 £ 5 9 5

This version is unusual in that the
cue ball cursor may be placed
anywhere on the table. which allows
for greater control over the shot On
the other hand this is not a very
close copy of the real game In
addit ion to the cue ball, there are six



other numbered balls (you Score the
value of the potted ball) and each ot
the two players takes it turn, playing
through until all the balls have been
potted or he has missed three
consecutive pots, or potted the cue
ball In this sense the game is a bit
limited. The graphics are clear
although more use of colour could
hove been made — all the bails are
Feu, but much bigger than in the
Abrasco version. Practice probably
makes perfect. for it isn't as easy to
dlay as it looks.

POOL
Producer:CDS, I6K I:5.95
Author: Mike Lamb
COS have done very well with this
version I t isn't a classic stripe Or
spot game. There are six balls, three
red, three blue The  cursor moves
round the edge of the table with key
S. picking up speed as it goes. A 4-
block bar indicator is used for
strength of shot, a sensible
arrangement where each key stroke
adds a block. The graphics are very
good. with neat movement and
perhaps the best stopping effect of
any of the pool/snooker games
available O ne  or two player games.
scoring and hi-score. Good value
Machine cede

SNOOKER
Producer:AMC, 16K C5.95
With the minimum space devoted to
score lines or embellishments, Artic
have produced about the biggest
playing table for their game, which is
a classic six colour, nine red ball.
Instead of a moving cursor, the cue
ball radiates a direction indicator
line controlled by the cursor keys,
and the strength of shot is given by
using keys At Z .  The table is
correctly marked with D and spots
Balls pocketed appear in a green
band at the base of screen and the
score is automatically kept and
displayed at the base of the table.
The ball colours work quite well and
the movement is reasonably smooth.
Although the balls do stop very
suddenly Machine code.

—

STRATEGIES
'Strategy' says the dictionary, 'Is
Generalship. the art  o l  war:
management of an army or armies in a
campaign - art of moving or disposing
troops or ships so as to Impose upon
the enemy the place and lime and
conditions for fighting preferred by
onesell.' The best strategy game
altempl lo simulate real conditions in a
wide spectrum (ahead) of activities,
and ask you to manage your Imes.
whether they be armies old and new,
or an awkward work force. Most
computer versions are lengthy games.
so It's Important to be able to 'save'
them tor another convenient time.

4,
STAR SOCCER
Producer: Watson, 18K 15,95
This is a quite different football
game from Football Manager by
Addictive, and is really a computer
version of those old football games
where you controlled your men with
rods and handles. It's designed for
Iwo players, but since you need
much of the keyboard, quick change
avers are essential! After loading
you are presented with a Super
League of eight well known teams
and a league scoring table. Having
decided which team each is to play.
the two opponents may select a
playing formation. 3-2-5. 4-2-4; 4-3-
3. or 4-4-2. The playing field now
appears with all the numbered
players of each side set up ready for
the kick off. The 'players' are not
animated figures. but nurritesrerd
squares, unlike the well-known Atari
version. Passing the ball is done by
selecting the player's number to
whom you want to pass, and the
game rattles along with both sides
attempting to tackle. interceprand
score goals Goal kicks and corners
are featured but not side throws.
This is highly addictive to play — it
could even be the end of football as
we know it.

TEST MATCH
Producer: CAL, 48K C6.95
This game should bowl over all
cricket fans (non-fans will find it all
double-dutch). Fast action with no
wait times makes it a speeded up
version of the real thing.
Participation Is very limited,
however; you're allowed to select the
bowlers In your team and order the
batsmen, but from then on the game
runs itself automatically Only in the
event of a good midfield shot do you
have to sit up and decide whether
the bastmen should risk a run or not.
In fact the odds seem pretty good
since the fielders are not very
accurate long shots at wicket
Features howszats of bowled,
caught, run out, lbw, and follows real
cricket very closely with the
exception of Australian beer cans on
the pitch.

AIRLINE
Producer CC'S. I6i48K, C518.00
Start off with E3 million and turn in
into E30 million and take over British
Airways. Hijacks, strikes, crashes
arid rising fuel costs all take their
toll I I  you enjoy strategy games
revolving around empire building,
then CCS are the people for you.
Clear text and illustration graphics
Good value for money.

APOCALYPSE
producer Red Shift, 48K C9.95
'Apocalypse' is a game of nuclear
devastation. It's a long two-sided
load and a game for 1-4 players. It
can take between four hours and
four years to play and if you outgrow
the scenario. Red Shift have others
to add on A large selection ot maps
allows the action to take place

anywhere and at almost any period.
You set up the empires, their
centres, their armies and weaponry.
This is a very flexible game ot real
war strategy which should keep the
addict going (ore long, long time.
Very good value

AUTOCHEF
Producer: C CS, 16148K E5106.00
You have a million in capital and
must increase tills to 25 million in
the shortest possible time. The
problems you must cope with
Include wary shareholders who are
watching your every move,
assessing your performance and
who may even force you to resign If
you're riot doing well Inflation, a
sluggish economy and copious
strikes are other problems you will
lace in this lively strategy from CC&
It's all very well eating fast food, but
how last is the money?

BATTLE OF THE BULGE
Producer_ Chameleon, 16K .e5.50
This is not an Arcade type game
which is over in a few minutes and
the Only faculties to be tested are a
thumb and tiring finged'it says on
the inlay. Too right. The eight-part
load takes about ten minutes with
breaks to let you copy the various
town co-ordinates and maps,
without which you can do nothing,
so a ZX printer is essential. And then
each move, yours and the enemy's
takes an age as the screen builds up
the image in BASIC The  game
represents the famous German
thrust against the advancing Allies in
World War II and claims tO
reproduce the German advance
accurately Your  job is to try and do
better than the Allies did in preven-
ting it. One thing is certain, the real
Battle of the Bulge has to have been
more thrilling than this computer
version, which is very badly dated.

COHN CROPPER
Producer: CCS, 48K £5.00
Okay cornball& 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 important part,
and as usual with these games life
Just isn't a doddle Good,  clear arid
colourful graphics

•

DALLAS
Producer: CCS, 48K 105.00
The name of the city has become
synonymous with oil ano JR The
object is to lake over the Ewing
Empire or be taken over by them if
you lose. A map of the Callas area is
divided into a grid and you are
offered the option of buying up likely
sites for drilling You can do surveys
before or after buying, move rigs to
the site, drill, set up production and
build pipe lines. The more
successful you are the more likely
you are to be hit by sabotage and
other disasters. Oil prices fluctuate
all the while. affecting your
revenues. A good strategy game an
the whole, although the random
elements do seem to intrude too
effectively.

DICTATOR
Producer. OK Tromcs, 48K E4.95
One of the best early games from
DK You ve just become President of
Ritimba. an equatorial banana
republic. Your reign will be brief and
unenviable. How long can you
survive your greedy and hated secret
police, bullying army, irritating
guerillas, bothersome commies.
snot-nose landlowners and revolting
peasants? Marley may be borrowed
from the Russians or Americans el
they feel liked). As the game
progresses the options run short.
Can you make it to a wealthy exile or
will you die at your post?
Recommended.

EVEREST ASCENT
Producer: Richard Shepherd,
48K E5.50
You have 20 days to reach the
summit of Everest, starting Off with
limited funds (money comes in from
sponsors if you seem to be doing
well, but it c r e d i t e d  to you if
you've forgotten to buy a radio). You
must hire Sherpee with homely
names and varying strengths and the
habit of deserting you II you're not
fed properly. Their equipment and
supplies are expensive and they eat
like horses. Neat graphics end the
familiar prompt menu for buying and
rrioving about. It takes some getting
into and early expeditions usually
Iasi a short lime until you realise
what's needed most. A good
average.

EVOLUTION
Producer Microsphere. 48K (5.95
This is a game about the beginning
of life and its development to date
You are given options as to whether
life forms may evolve or not Factors
such as temperature, Competition,
natural disasters and environment
have to be taken into account. There
are two levels, an easy one which
ignores cross-relationships like
plants evolving before plant-eaters,
and a difficult one where all the
factors must be right for a life form
to evolve and survive I t's an
interesting and geologically
accurate game and enjoyable to
play. The graphics are very simple,
mostly text Rated overall at 70
percent

GREAT BRITAIN LTD
Producer. Simon Hassel, 48K 15 95
You are Prime Minister of Great
Britain and your aim is to stay in
Power as long as you can Having
chosen which party you wish to
represent you are presented with the
stale of the nation, the rate of
inflation, unemployment rate,
exchange rate for the pound and
dollar, your popularity rating.
nation's balance at the bank and so
on. Factors taken into account are
Population figures and relationship
of OAPs to children, number of
compnies in business, tax income
from various Sources, expenditure
for the previous year. and the prices
of commodities. Tee general aim is
to work towards the General
Election and win It A highly
complex program which takes you
to the thrills of Election Night — and
beyond la you're a success)
Recommended

GENERAL ELECTION
Producer
- 
B u y -
B y t e
,  
4
8
K  
1 2
6 .
9 5

Author.' 1 Wason and D Wolff
The object is to win more seats in
parliament than your opposition (it's
a realistic simulation anyway). There
are 100 constituencies split up into
live regions. In each region seats are
graded as Very Safe. Safe, Marginal
or Very Marginal From the title card
of Maggie shouting the game's title,
it's all go. Unfortunately so much of
the game is a dice-throwing board
game and it's beset by piles of
confusing instructions as complex
as an explanation of Einstein's
relativity laws. In the end, rather
boring to play

INHERITANCE
Producer. Simon Hassel, 48K 15 95
This is a two part game Great Uncle
Arbuthnot is dead and you inherit
his entire estate, but first you must
prove your financial acumen by
turning El 0,000 into E100,000 in 26
weeks by investing on the stock
market and the Metal Exchange. You
can also gamble at the casino or at
the races. Only on completing part
one can you load part Iwo, here you
have got the manor 'louse plus its
ailing soft drinks factory. The aim is
to find the secret formula for
Paradise Cola and successfully
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market the drink whilst coping with
fires, strikes and frauds. The game is
all text but it moves at a lively pace
and is playable from the start
JERICHO 2
Producer Elephant, 48K f-5.55
A text strategy game in which you.
as Joshua. have a go at bringing
down the walls of Jericho. You are
provided with certain siege
implements like ballistae, battering
rams, lowers and carts. plus 300
men The  art is to assign men to
particular tasks while juggling with
the necessities of building further
siege engines, gathering the
material for them, keeping food
supplies upend attacking the weak
points of the walled city tinted men
desert — a  tough life

JOHNNY REB
Producer. MC Lothlorten, 48K £5.50
Lothlorien specialise in battle
strategy war games which require
hours to play 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
them to attack. The game is set in
the American Civil War and the idea
is to capture the enemy unit's hag.
The graphics tend lobe small to fil in
everything and it takessome time to
get the hang of how to play. but once
that's done there's hours of fun if
you like war strategy games. It has
proved very popular.

PRINT SHOP
Producer.' CCS, 48K E6.00
Another standard from CCS In
which you get only 12 weeks to
make the profit which will stop the
bank from closing down your
printing business. Work scheduling,
staffing, purchasing and estimating
to clients for their work are aimed to
lest your business acumen to the
hilt. Each month you receive a
balance sheet to see how well you
have done This is a text game with
option menus

PRIVATEER
Producer: MC Lothiorten, 48K E4,50
Its a good price but reflects the fact
that this is an updated D(61 program
and looks like it. A 3-phase naval war
game which gives you command of a
Royal Navy ship fighting French
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Pnveteets. It is a suite Ole game tor
an introduction into the whole battle
strategy area, but too simple for
hardened veterans.

REDWEED
Producer.' MC Lothlorien. 48K E5.50
A scenario borrowed from H G Wells
puts you in charge of London's
defence against the invading
Martian war machines, whilst semi
-sentient Redweed threatens to put
your units Out of action as it grows
across the map. You have many and
varied units from heavy artillery to
flamethrowers (used against the
redweed), Your enemy is three war
machines and your task is to Out
think them. Small but effective
graphics and a menu driven game
where you and the Martians take
your turns in a very civilised manner
Fifteen skill levels to lest your
tactical pieties_ Good value for this
Popular game.

ROMAN EMPIRE
Producer: MC Lothlorien, 16K E5.50
In this cast of thousands it Is the first
century BC and you are the
Emperor. (A working knowledge of 'I
Claudius' might be useful but isn't
essential)! What you have to do is
simply conquer ten countries which
hate you, and do this wiping Out
their troops (under-paid and under-
trained) with your 90,000 men There
are nine generals on your side,
including yourself, and le legions of
5,000 men each. The idea is to build
up armies from the men, appoint
generals and launch campaigns 10
persuade the barbarian hordes how
wonderful life under the yoke can
be. Three levels of difficulty.

SAMURAI WARRIOR
Producer MC Lothiorien, 16K £5.50
You are a Samurai warrior living
during the Kamakura period in
Japan (11135-1333). There are no
bonus points for killing Richard
Chamberlain, 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 ol bandits and nine other
samurai of differing abilities, any of
whom may be superior to yourself.
Challenges and hunts occur In
simple graphics and are not very
good Results are In direct relation to
the combatants' strengths. Seems
pointless

SHEEPWALK
Producer Virgin Games, 48K 15.95
This can't go under an 'arcade'
heading and should probably be
consigned to the dustbin anyway
ft t !)11,ithing doe, . . . . a  into this
game it is a touch Of strategy and a
hell of a lot of luck. The object is to
got your electronic collie dog to herd
a load Of sheep into a pen and
prevent them drowning or chomping
the crops. Its all incredibly slow and
tedious to play, and very BASIC

SHIP OF THE LINE
Producer: ROchard Shepherd, 48K
E6.50
You an officer in the Royal Navy or
the 17th Century. in command of a
ship of the line in the Mediterranean,
and the object is to do battle with
other ships in order to win favour
with your superiors. The ship in
question is a cutter with a crew of 50.
Pressing any key gives you a graphic
view of the sea. If a ship is sighted
you may engage her or run Should
you engage you are told the enemy's
strength I f you win the encounter
you may sink the ship or it may
surrender, in which case you win
prize money. All in all a rather simple
and undemanding game with lew
thrills

SMUGGLER
Producer: CCS. 48K 03.00
Author: PA Hainsworth
The Inlay says that skill, Inspiration

and calculated rise are the main
ingredients of success. Five levels of
play allow you to move and store
goods, buy goods, Sell them, buy a
boat, sail it, and consult the bank. It
is the 19th century and the object is
to amass a fortune of E250,000 by
smuggling goods in from the
Mediterranean (avoiding Ships of
the Line) Factors to juggle with
include crew costs, commodity
costs, port dties, maintenance costs.
Size Of vessel and how far it can
safely travel and at what loading.
Random elements include the
weather, which may sink your vessel
Or run it aground. and there are
always the Oates to watch Out for.

TYRANT OF ATHENS
Producer
. M C  
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Another text strategy game from
Lothlorien. It's the filth century BC
and Athens is beset by hostile
armies and fleets from other
powerful Greek stales as well as the
Persians. All you have to do Is
survive long enough to turn Athens
into the most feared stale in the
Mediterranean by building warships,
training troops and fighting battles
by sea and by land No mention of
democracy here. and philosophy's
strictly for the cissies. Not one of
their best games, but reasonably
playable.

WARLORD
Producer. MC Lottptorien, 48K £5.50
This might be seen as a sequel to
'Samurai Warrior as It is set in the
same country and the same period
of time. You rule a small coastal
village which supports itself by slave
labour and by raiding other small
villages I n turn your village may be
raided by other villages or by the
pirates off the coast. This is a
considerably expanded game
compared to 'Samurai Warrior'.
Menu Options allow you to train
troops from your villagers, set some
aside for land cultivation, hire
mercenaries, attack pirates, raid
other villages, hire samurai and build
ships. Text only game. Average furi.

ADVENTURE GAMES

Adventure games come in all shapes
and sizes. They are text-nriented,
although graphics are often added.
sometimes I  or a  pretty effect
sometimes as an Integral part of the
game with clues nM in the but. There
are also an increasing number of
'graphic adventures' which combine
the adveniure format with arcade style
graphics. They are all linked by the
common theme ot a quest, a search lor
some object or aim through many
locations.
BLACK CRYSTAL
Producer' Carnal!. 48K E7.50
A mammoth undertaking and one of
the earliest 'big' adventures. It
features graphics filling most of the
screen, showing a map of the
various landscapes. Choose what
character you want to be and than
wade in to fight the monsters. Far
too complex to do justice to rn this
space, but if you are to play it set
aside hours for contemplation of the
book (of novel one might say) which
explains everything Indeed, you are
recommended to save the game at
various stages and think over the
day's events before plunging in.
Recommended

COLOSSAL CAVES
Producer: C P Software. 48K V.95
Author: Abersoft
Alsknown as Adventure 1 by

Abersoft, this is a traditional style
adventure where you must find the
treasure left behind by a Wizard_ and
in which you will meet dragons,
trolls, snakes and Other dark
denizens. When the program has
finished loading the adventure
begins instantly without
instructions. These are available on
command. The game iS strictly text
only and uses repeat locations when
travelling along, say, a valley
Finding the cave In the first place is
already an adventure in itself, and
the whole game may take days, even
weeks to complete satisfactonly.
One of the classic computer
adventure games Recommended

DEVILS OF THE DEEP
Producer. Richard Shepherd, 48K
£6.50
A 3D graphic adventure where you
move your undersea diver along the
sea bed avoiding electric eels and
crabs, collect useful items like
harpoon guns and harpoons, knives
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me treasure hidden somewhere.
There are 100 screens to be
traversed. The idea is a good one but
the graphics are uninspiring and
very, very slow Long load and
minutes to wait if you are killed
before another game may be played.
Below average

DUNGEONS OF 000M
Producer. Temptation, 48K 0 . 95
This is meant to contain two games
— either you enter and progress
down through the dungeons, or you
start at the bottom and try to get oul.
I thought that it was generally the
case with any adventure. It's meant
lobe a graphic adventure, but the
graphics ar restricted to black On
green squares representing the
room you are In and the ones near to
it. Monsters appear in text only and
seem dispiritingly easy to kill off
Slow responses and few thrills make
this a beginners-only introduction
game,

ESPIONAGE ISLAND
Producer Artic, 48K .405_95
Artic have produced five text Only
adventures to date. lettered A to E.
This is 'D' Despite or because Of, the
lack of pictures, all their adventures
are dripping with verbal atmosphere.
They contain endless locations.
options, puzzles to solve and are
never afraid of the most obscure or
most obvious of solutions. Always
excellent value, In this game you are
one reconnaisssance flight to spy
on an enemy island when you are he
by fire The adventure begins in the
plane as it plunges earthwards.
There are many tangles with the
parachute before you reach the
ground — just grabbing it and
Opening the fuselage door results in
a nasty red mess on the ground!
From there on you must make your
way to the heart of the enemy
stronghold, secure information, and
return to your aircraft carrier in
disguise, avoiding being shot by
your own side. Biggles lives again'
Clear writing and last responses
combined with a variable element in
replay, make this a very worthwhile
buy. Save game feature.

FAUST'S FOLLY
Producer: Abbes, I6K ,C5,95
Faust's Folly is buried somewhere in
this congenial game with last
response times  and some graphic
additions Once you have soled out
the vocab and lound the entrance to
the underground complex, it's a
matter of the correct implements
being picked up. The computer tells
you that it isn't very intelligent
(whatever Sinclair may tell you a  rid
it may not know which way is which
without a compass to help. In almost
any location you can go on eight
directions, so don't get lost. Very
good for 113K.



6010EN APPLE
Producer: Artie, 48K IS.95
Author: Simon Wadsworth
Adventure 'Els the latest from Arlic
and its title card explains this text
only adventure very well -  a large
mansion, a ship and a mountainous
island in the di Menet Looks easy
until you start. -
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13 secret objects, find a safe place to
store them in and do this through
tons of locations. Finding a key can
be hard enough, but the key you
need near the start of this game is
hidden in a very obvious place -  so
obvious you would never think of
looking there until you sneezed after
sniffing the -  no I musn't give any
secrets away. Absorbingl
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GREEDY GULCH
Producer: Phipps Associates. 48K
E4.95
The town of the title is a ghost town
set in the Wild West, deserted now
the gold workings have run out, But
there is a mine Out in the
neighbouring desert which still has a
fortune tucked away. The problem is
to find the right map, get something
to carry water in and fill i t find a gun
for protection arid then gel to the
mine and back. Whilst not a
massively demanding adventure, It's
certainly an absorbing one.. The
graphics show you the map of
Greedy Gulch itself, or parts of it.
with some location graphics in the
desert There are several mysterious
appearances by someone you Only
see out of the corner of your eye.
Some problems are simpler to
overcome than you might suppose
-  confronted by a crevass and
carrying a plank which wouldn't
bridge it, jumping across solved the
problem! Good value.

HOBBIT
Producer: Melbourne House, 48K
E14.95
To date the great adventure, based
on the famous Tolkien novel of the
same name, which is included for
the price. This game has a largish
vocabulary and allows sentence with
link words. Artificial intelligence of a
kind enlivens the action as the
characters continue their lives
regardless of what you do. It's
possible to inter-relate with them to
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 is. Very long and
totally absorbing_ A classic.
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HUMMER HOUSE OF HORROR
Producer: Lasersound, 48K E7.00
Clouds Obscure the moon and you
are alone in the dreadful house -  or
are you? No you are not alone,
there's the mad Chinese cook in the
greasy kitchen lope start off. plus
imps, ghouls and things that go
bump in the night Every room is
seething with something or
someone who wants you to pass
something On to someone or
something, Simple 3D graphics try
to enliven the rather ponderous
pace. Average fun

INCA CURSE
Producer: A rtic, 48JK E6.95
This is adventure w e l l  up to
Artic's usual standard of text only
games. You are in the South
American jungle. near an. as yet.
undisturbed Inca Temple. Inside
there is a lot of treasure which you
must find and bring safely out Being
an Indiana Jones may be of some
help, but pitting your brains against
the evils therein is more important
Recommended_

INVINCIBLE ISLAND
Producer: Richard Shepherd, 48K
E5.50
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 treasures Your
only help is the last message of
world famous explorer Dr Chumley
who said, 'First find the seven
parchments of Xaro'. He was never
heard from again Now  its your turn
Programs from this company always
seem to lake an age to load When it
has you are presented with a nice
clear text and neat location
graphics. Reasonably fast
responses

Dept. CN, 22 Ash Church Road. Aldershot. Hants GL.114 9LP All prices
include VAT and p&p (overseas add 55p per cassette) Al l  cassettes carry a
lifetime guarantee. Trade & export enquiries welcome -  ring Dave Marshall
0252 518269 Mail  order or check your local computer store



KNIGHTS QUEST
Producer: Phipps As s or
,
a t e s ,  4 8 K

C5 95
Which Skein's reviewers got very
angry about this  game. because it is
writ ten in BASIC Lots  of adventure
games are writ ten in BASIC a nd are
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The plot of Knighre Ouest is a Mee
thin and unongi nil howitIver, a
forerunner of their muchisetter
games Some locations are s imply
illus trated withemall graphics and
them are the usual assortment of
Spells. weapons a ed monsters No t
all bad tw env means

MAD MARTHA
Prof:facer. Afikrogen• 48K 0195
To prove hew much tun a BASIC
writ ten adventure can be try this
Mile domestic  dilly  As  hen-pecked
husband Henry ,  steal your wife's
money, creep out of the house
without  wak ing baby or tripping ovei
the wailing moggy, and have a night
out on Me town at the casino area
other s imilarly  Unsavoury Places
The problem is that your wile, dear
Martha is  an escapee from Friday
the 13th P art Six SD. a eomiceent
maniac wee an axel Good
vocabulary and an invariable
program that resembles a word
maze Gett ing.things  in absolutely
the correct order is the name of the
game here But  II you are too clever
there are very tricky lit t le arcade
sequences inc luded. To purists
these may be upsetting, but they do
l i e n  up the adventure I f  you have
tried Mad Martha and enjoyed it then
try

MAD MARTHA II
Pr odce
,  
i t A r
k r o g
e r i .  
4
8
K  
1
9
5 .
9
5

Much the same mix as before.
except t rio timia Henry, Martha and
sonoalle laNt io lif f ern Spain Martha
has a hat ° t r a i n ,  a.warter Called .
osrateeo e q a mme l .  Martha sets out

i

c

on " l e s  reafeivill't her San, leaving .
Manuel to ke'ep an eye On Henry
who has a' sittret rendeevcius welt a
Spanish penpal Henry  leaves their -
hotel with Manuel hot on his trail
Features a !INA I fi gle with Henry  as a
the star altrac t ien Not  to be missed'
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MAGIC MOUNTAIN
Producer: Phipps AsSeciateS, 48t(
£4.95
Seek Out the Scroll of Wisdom in this
text adventure witn location
graphics. There is the usual
assortment of  Items and moneters,
baffl ing puzzles and sudden deaths
through inexperience. Reasonable
graphics  and medium fast response
times An average effort.

MINES OF MORIA
Producer Sever n, l ee  (4.95
The Mines of e.torte are the ancient
homeof  Durin's  folk from Tolk ien's
Lord of the Rings Long  deserted,
the mines conlein old hoards of
iewels end gold, guarded by the
ancient and evil terrors of earlier
ages You're Inside — the prciblem is
getting out alive. Mos lem inc lude
Trolls . Ores. Bairogs or Wares
Doors  can be opened by force,
spells or bribery  of the door wards.
Spells can be bargained for Irom
wiZards, and traderseell you wound
ointment Cont ro l is by the cursor
keys, you can go up and down or use
a warp which transports to other
locations on a random fl oor Watc h
Out for the terra-part load. The game
itself is a mix. The screen shows you
a plan of the fl oor with a list which
leis you know the level you are on
and room number occupied,
weaponry  and armorial status.
number of wounds, strength, gold
collected, jewels  collected and
spells avertable A  line al the bottom
informs you of what's going on and
asks wheitheree not to fi ght on
meeting monsters Room visited are
plotted on the map. showing
monsters encountered. It becomes
diffi cult to manoeuvre after a while
A reasonable game

MINES OF SATURN
pcodia:er Mikropon. 16K 1,5.95
Inc ludge part two —Return to Earth

You're malt ing a routine orbit of
Saturn when a radiat ion storm
forces you to craeh land on one of
the moons, Luck ily  you come down
near an abandoned mining base.
Nuw you must set 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, lock ing for a means of
communicat ing with Earth. Both
adventures are very standard, with
not many locations and irritat ing
random elements over which you
have no control, The games lack
atmosphere and will not accept
abbrev iations  making you type
e ve ryt h in g  o u t  T e d io u s .

PHARAOHS TOMB
Producar;Phopps Associates: 48K
£4.95
Make yourself rich by plundering a
luxurious  Pharaoh's tomb. Phipps
have put together a well planned and
sometimes amusing adventure game
here, with text and location
graphics, which are s imply but
attractive Responses are very fast
and the atmosphere draws you in
again and again. Good value for
money and well worth play ing.

PI MANIA
Producer: Automata, 48K E10.00
There's not much to be said about
Pimania, the game that launched
overnight the ins ignifi cant PI Man to
fame and fortune. The game is
wacky_ daft, weird and infuriat ing by
turns and to date the famous prize
worth c_6,000 (plus index link ing) has
not been won. Although it runs on
standard adventure game Imes it
takes lateral think ing into the realms
of higher (or perhaps camp) art
Slow responses but that hardly
matters, Pimania is a disease which
overcomes most things '

PLANET OF DEATH
Producer Artrc, 16K E6,95
Adventure 'A' fi nds you stranded on
an alien planet and you must fi nd
your space ship. That's a pretty
s traightforward quest for once, but
the route is far from s traightforward
Atmospheric  and chilling to play,
you get drawn in by the words.
Plenty of hazards to overcome,
Good value.

QUEST
Producer: Howson, 48K £5.95
Find a map hidden in a world
inhabited by gruesome monsters
guarding their territory  and various
pieces of treasure To  undertake the
quest in question you can choose to
be a wizard, a cleric, rogue. fi ghter
or s impleton, each with his own
characteristics and abilit ies  A  spill
tex t/graphic  game, it has a
reasonably wide range of
vocabulary Generally  a very good
game and a t radit ional format
adventure with plenty of scope The
Only serious drawback is that you
can't play another game. Once
fi nished the program quits
permanently .

SKIP OF 000M
Producer Attic, 48K E6 95
Adventure 'C' takes you into space
and on a reconnaissance trip your
ship is drawn by a Graviton beam
onto an alien cruiser. Fred, your pet
android. informs  you that the cruiser
is in search of humanoid planets to
capture slaves whose brains will be
replaced by microchips. The quest is
to fi nd the computer room and press
the button to switch It off You want

THE SOFTWARE GUIDE
THAT EXPANDS EVERY MONTH

to be wary in an Art ie adventure,
however, of switching off too many
computers  should you come across
them. In LPlanet of Death' there is a
computer which you may be
tempted to disconnect Doing so will
dump you into a Sinc lair Research
logol

SMUGGLER'S COVE
Producer: Duicksitve. 48K E5.95
It's 1753 and you are on a hunt for
Blackbeard's famous treasure,
hidden in a complex of caves on the
north Cornish Coast. The program
burbles away at you in pirateese of
the 'Allah. J im lad, me scupper, there
'e be,' type. The top half of the
screen contains well designed and
instantly  appearing location
graphics, but the game gets
nowhere. It seems impossible to get
beyond the first few locations and
then il ceases to be any fun.

SPECTRUM SAFARI
Producer. A J Rushton. 48K £595
I ve been told that this game is now
marketed by C D S Micro Systems.
in any event it is a jolly  and original
mix ture of arcade bits with
text/graphics adventure which
should keep you on your toes unless
You're a 011D puris t The idea is to
take your party of stranded
explorers across an is land infested
with highly  intelligent wildlife with
university degrees, and beset with
natives who want to barter away
their food and men to replace that
eaten by the men or the intelligent
wildlife Onc ey ou have visited a
v illage it disappears forever.
presumably  wiped out through lack
of resistance to some vole white
man's disease, but It teaches you
caution in your bargaining. of you're
getting short of explorers (lives) in
your party. Los ing them all means
death to the player. The main object
is to fi nd the only boat, buy it and
sail away from this Magnus
Magnusson madhouse. Every animal
encountered has some problem for
you sometimes  its an arcade style
situation, sometimes they want to
know the answer to a diffi cult
mathematical problem I f  you tail a
member of your party gets eaten.
Nice clear graphics and a veritable
MGM musical score makes this a
very enjoyable game
Recommended

SUPER SPY
Producer, Richard Shepherd. 48KrE•50
Cross and recross the world on
search of Dr Death's secret is land
lair. Full of coded messages and
puzzles, mysterious packages.
waitresses, hotel managers, taxi cab
drivers and the like. Be wary of
parcels and fl owers that explode and
watch Out for Dr Death's horrid litt le
midget I t  could be a lively and fun
game to play, but in the end it settles
lor mere confusion which tends to
wear the player down, If you like this
type of game. probably  worth it

VEINOR'S LAIR
Producer: Quocksilva. 48K E6.95
Author: Derek Brewster
No adventure anthology would be
complete without this one. Text
only, but fl uid. copious text with feat
response times and a sense of
humour that takes some of the sting
from the gruesome tale of terror
which lurks within the complex of
Velnor's Lair There's  a clever use of
repeal locations which makes you
think you aren't getting anywhere.
when in fact you must keep entering
the same command for five or six
steps. The denizens of this
adventure are a monstrous lot  and
the goblins  are tricky indeed Chose
your character carefully_ wizard,
warrior or priest, and watch Out for
illus ions, which abound High ly
recommended.



THIS
HAS TO BE

THE EASIEST
WAY

OF
BUYING

SPECTRUM
SOFTWARE
YOU WILL

FIND!

Please send me t he following titles: stock capitals please!
Title Producer Amount

All prices are as quoted under review P l e a s e  make cheques or S u b  T o t a l : t
headings and include VAT. Crash M icro p o s t a l  orders payable to
Games Action make no charge for postage ' C R A S H  M ICRO'. From L e s s  D isco u n t  f
and packaging Customers in Europe E u r o p e  we can accept
should add SOp per Item for post and S t e r l i n g  cheques or T o t a l  E n c l o s e d  t
mAti, /no r il l  rurio Furanr b le 2 it  Write first r irr ie h p rit io is

All you have to do is fill in the form below and send
it off. We still offer a FREEPOST ordering service,

but please remember that it can take three to four
times longer to reach us than ordinary First Class
post. If you would prefer a speedier delivery then

we recommend you use a stamp. Orders
received with a first class stamp will be

despatched within 24 hours by first class post.

ANY OF THE SOFTWARE
REVIEWED IN THIS ISSUE* OF

CRASH MAGAZINE MAY BE
ORDERED BY MAIL USING THE

FORM BELOW.
•In the case of very new programmes whfch may not be available from the software

producer yet, ft is advisable to ring first and check on availabolity.

CRASH MIC R O GAMES ACTION ORDER FORM
• •  • Telephone Ludlow (0564) 5620_

Name
Subscriber No.
if applicable

Address

Postcode
.

SPECIAL DISCOUNTS
El
50P

Only valid until

OFF ANY ORDER WORTH
MORE THAN E 20

on A N Y  OR D ER  WOR T H
MORE T H AN

17•2•84
so that we may advice on postage rates

CRASH MICRO, FREEPOST no stomp required), LUDLOW, SHROPSHIRE SYS I BR
ADVERTISEMENT



This is your opportunity to help create an entirely new
Top 20 chart of Spectrum software. There are two ways
you can do i t; either use the Crash Hotline Phone-in
(the phone number is below); or use the coupon at the
bottom of this page and send i t to us.

Each month the results of your votes will be collated
and published in the next month's issue of CRASH as
the Top 20 programs voted on by readers.

The most important aspects of the CRASH HOTLINE
TOP 20 is that it will not be based only on sales figures,
as other charts are, which we  hope wil l  give many
excellent games a chance even though they may not be
on sale in the bigger chain stores. At present the top
selling charts rely entirely on sales made in the big
chain stores, which do not sell all the games available.

SO YOUR VOTE IS EXTREMELY
IMPORTANT -  USE IT PLEASE!

HOW TO USE THE CRASH HOTLINE
Method 1
CRASH HOTLINE PHONE-IN. All you have to do is
ring the number below any time between 9am and 7pm
(Mon-Sat) and ask fo r  the Hotline. You wil l then be
asked for your name and address followed by the titles
of the five games you wish to  nominate in order o f
preference.

THE CRASH HOTLINE PHONE NUMBER IS
0584 (Ludlow) 3015

Method 2
CRASH HOTLINE WRITE IN. Use the coupon below,
making sure you fill in your name and address clearly,
and l i s t you r fi ve favourite programs i n  correct,
descending order. Then pop the coupon in a stamped
envelope and send i t to: CRASH HOTLINE, PO BOX
10, LUDLOW, SHROPSHIRE SY8 1DB.

DEADLINE
Votes for the next issue of CRASH must be received no
later than the Wednesday 1 February. Votes received
after that date will go forward to the following month's
issue.

C R A S H  H O T L I N E  W R I T E  I N  C O U P O N  M y  top five favourite programs in descending order
Please use block capitals and wri te clearly! a r e :

Name

Address
•

Postcode

Send your coupon to: CRASH HOTLINE, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB

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

6 6  A  Newstiele PublIcettor

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 E10 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).

* * * * - A - * * * * Y - r * * * - t r t r t x * * * * * * *
As the CRASH HOTLINE hasn't had a chance to make up a
chart yet, we provide here a list of the 50 top selling programs
between September and the end of November, based on mail
order sales. As the chart is taken from a far wider range than
most retail outlets stock there are, as you might suppose, some
surprises. No prizes, however, for guessing the number one
game — Imagine's ZZOOM has swept the board, selling twice
as much as its nearest competitor. Watch out in the next issue
for the CRASH HOTLINE — the top games as selected by
you...

1 z z oom  Imagine
2 KILLER KONG Blaby
3 3D COMBAT ZONE Artic
4 JETPAC Ultimate
5 PENETRATOR Melbourne
6 TRANZ AM Ultimate
7 JOHNNY RES Lothlorien
8 TURBO DRIVER Boss UK
9 TERROR DAKTI L 4D

Melbourne House
10 LUNAR JETMAN Ultimate
11 MAZE DEATH RACE P.S.S
12 ZIP ZAP rnagiroe
13 MAD MARTHA Mikrogen
14 ATIC ATAC Ultimate
15 STAR TREK Neptune
16 VALHALLA Legend
17 DO DO Blaby
18 AIRLINER Protek
19 OSTRON Softek
20 ARCADI A Imagine
21 3D TANX OK Tronics
22 RAIDER OF THE CURSED
MINE Arcade
23 MANI C MINER Bug-Byte
24 TRADER Quicksilva
25 COOKIE Ult imate
26 GALAXIANS Artic
27 VELNOR'S LAIR Quicksilva
28 HALL OF THE THI NGS
Crystal

TITLE

1

2

3

4

5

29 REDWEED Lothlorien
30 TIMEGATE Ouicksilva
31 FROGGY 0_,J.L.
32 BARMY BURGERS Blaby
33 THE HOBBI T Melbourne
House
34 FIREBIRDSSoltek
35 PSSST Ultimate
36 DO NOT PASS Go
Workforce
37 3D ANT ATTACK Quacks:Iva
38 3D TUNNEL New Generat ion
39 SHADOWFAX Postern
40 STARSHIP ENTERPRISE
Sliversoll
41 GROUND ATTACK
Silvers oft
42 AH DI DDUMS Imagine
43 COSMI C RAIDERS
Mikrogen
44 GOLF Virgin Games
45 WIZARD 'S WARRIORS
Abersolt
48 JUMPING JACK Imagine
47 COSMI C DEBRIS Artic
48 SPECTRUM SAFARI
A.J.Rushlon
49 LIGHT CYCLE P.S.S.
50 GOLDMI NE OK Tronics

PRODUCER



BE THEONE OFTHREE MONTHLY
PEOPLE CRASH

SOFTWARE! Q U
I ZWriting cassette inlay blurbs is

growing into an Art Form! We're
all used to the obscure 'story line'
by now, but just how much notice
do you really take of them? To
find out we have devised a simple
little quiz for you based around
arcade game inlay cards.

All you have to do is answer all
the questions correctly and send
them to us on a postcard or in a
letter to this address:
CRASH MICRO QUIZ,
PO BOX 10, LUDLOW,
SHROPSHIRE SY81DB
Entries must be received at the
latest by second post on Friday
17 February. The first three
correct entires drawn from the
bag will each receive E25 worth
of software of their choice, and
the results and quiz answers will
appear in April's issue

1) In which game would you expect to see
a Thyrgodian Megga Chrisanthodil?
2) Who was the Manic  Miner?
3) And where was the mine situated?
4) Name the famous 'Book' in which the
Forts of  Falnon are ment ioned,  and in
which the Xxkraan Raiders appear
5) Name the three games in which the
Forts of Falnon and/or the Xxkraan
Raiders appear.
6) Henry  and his son Arbuthnot  have
appeared twice. Where?
7) If you've just fought  a bloody batt le
across the Plains of Lacenta• where have
you been?
8) Colonel Custard made a guest
appearance in what  game?
9) Where would you come across the OK
menace?
10) Blue Bearers, Green Chasers, Red
Knaves and Dark Knights  all conf ront  you
In what  game?
11) And for a bonus point, what  was the
games  original name?
12) If you are t rapped on the planet of
Bovryll, where are you?
13) Bill the Worm appeared in many well
known fi lms like 'Worm Kong',  'Worm of
Dracula',  and what  well known game?
14) If you're about to be Bogulised, where
are you?

YOUR PLANET NEEDS YOU!
Train to save Civilisation by

Subscribing to
•  Get your copy

ahead of the crowd
•  Subscribers' Discount-

50p. off each
Crash Micro Mail Order
software item.

LOOK OUT FOR
NEXT MONTH'S
QUIZ ON 11-
1 ES!
ADVENTURE
GAM

oACRO GAM ES AC/ION

•  UK: 6 issues E4•80 (post free) 12 issues E9 00 (post free)
•  Europe E15 (12 issues post incl.) •

• . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1
1 I  would Ilite to subscribe to CRASH for 6 0 2  %sues I

1 N a M e  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .
I Address ................................................................

1

1 ...........................................................................
i

1 postcode .................. I  enclose E

22221.1.111111111RCIPSI
A News iteld 
P u b i l c a t i o n  
6 :

1 CRASH (Subs), PO BOX 10, LUDLO
. .  I

1
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PRIZES
The outright winner will receive E100 worth ot

software, and the five runners-up will
each receive £20 worth of software. In addition, the

six winners will be Invited to become regular
program reviewers for CRASH from then on. In
ludging the entries, the Editor's decision is final

WIN L100 IN SOFTVA
AND BECOME A REGULAR GAMES REVIEWER
FOR CRASH MAGAZINE!
Yes, we all know what it's like to read those reviews of
new games (usually a  couple of  months after we
actually bought the game) and fume because the critic
slagged the program when we thought it was pretty
Mit, or said it was marvellous when we all thought It
was a load of cobblers.

So here's your chance to put the record
straight! Think you can do any better? if you

think you can, then CRASH has the
competition for you.

We're look ing f or rev iewers to cont ribute on a regular basis to the
columns of CRASH, Art important  princ iple of our reviews is that they
should be done by at least three people, so that the program and the
readers get a fair and balanced report .  With the quant ity  of  games
appearing at the moment ,  it means we need quite a few reviewers —
and you could be one of them!

All y ou have to do is pick three programs  f rom the list below and
write a full scale review of not less than 500 words, and not more than
900 words.  We have prov ided a wide choice of programs so that you
should already  have had a chance of  seeing them.  You can pick
games f rom any  of  the categories  or just  concent rate on a s ingle
category (like Adventure for instance). But  bear in mind that we are
l ooking tor  reviewers w ho Can special ise in the  var ious Categor ies.

We are not  look ing for star rat ings or points  out of ten, but details
like graphics ,  presentat ion,  animat ion,  us e o f  c olour  and s ound
should be included: whether the game was hard to play ui ing just the
keyboard, whether the inst ruct ions were on the inlay care or on the
game itself  and whet her or  not  they  were c lear to understand.  A
judgement  o n  whet her  t he program was  good value f or  money
should also be inc luded.

We would prefer ent ries to be typed if  possible, but  if  you don' t
have access to a t ypewrit er please make sure your handwrit ing is
legible. Entries will not  be judged on spelling, although it's obviously
Important  to be literate.

Entries should be received by Friday  24 February  1984 latest and
the results  wi l l  be  printed in t he Apri l  issue Ent r ies  can only  be
returned if  accompanied by  a s tamped addressed envelope.

CRASH REVIEWERS COMPETITION ENTRY FORM
All entries must be accompanied by this form (you may photocopy it if you do
riot wish to cut it out). Please write your name and address in block capitals,
and fill in your three choices tor review.

Name

Address

postcode

Titles reviewed S o f t w a r e  Producer
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Send your reviews together with the entry form to:
CRASH REVIEWERS COMPETITION, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
6 8  A  Newfi eld Publication

THE CRASH
REVIEWERS

COMPETITION
Your entry must Include
any three of the
following titles:

Category 1 ARCADE
T S E N TI N E L by Abacus
2 W I ZARD'S  WARRIORS byAbersoft
3 G ALAX I A  NS by Arric
4 K O N G  by Ocean
5 K I L L E R  KONG by Blaby

SLIPPERY SID by SilIMISOlt
7 CE NTRO P O DS  by Rabbit8 F i
r
t 0 0
0 Y  
b
y  
D  
d

9 P E NE TRATO R by MelbourneHo u se

10 ZZO O M by Imagine
11 J UMP I NG  JACK by imagine
12 MI NE D OUT by Ouicksilva
13 J ETPAC by Ult imate
14 TRA NZ A M by Ult imate
15 FIREBIRDS by Sotto(

Citotory 2 ADVENTURE
FAUST'S FOLLY by A bbox

2 H U M M E R  HOUSE OF HORRORby Lasersound
3 T H E  HOBBIT by MelbourneHouse

4 S P E CTRUM  SAFARY byRushton

5 M A G I C  MOUNTAIN by PhippsAssoc.

5 G R E E D Y  G ULCH by PhippsAssoc

7 M A D  MARTHA by Mik roge
n8 V E LNO R'S  LAIR by Ouickstiva
9 S MUG G LE R'S  COVE byQu tokstiva
10 PLANET OF DEATH by Artic
11 I NCA  CURSE by Artie
12 VO LCANI C DUNGEON byOar

13 DUNGEONS OF DOOM byTemptation
14 G UE S T by Newson
15 MAG I C CASTLE by GilsOlt

Catetory 3 STRATEGY/BOARD
GAMES
1 D I C T A T O R  by OK Tronica
2 D A L L A S  by by C C S
3 RE DW E E D by Lothiorien
4 J O H N N Y  RED by Lothlorien
5 E V E RE S T ASCENT by Shepherd
6 0 0  NOT PASS GO by Workforce
7 3 1 )  STRATEGY by Quicksiiva
8 Z X  DRAUGHTS by OP Software
9 ( a n y )  CHESS PROG by Artic
10 CY R US-I S-CHESS by Intelligent

Software
1
1 
F
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R 
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y

Addictive
12 G RE AT BRITAIN LTD by

Mikrogen
13 G O  TO JAIL by Automata
14 FRUI T MACHINE by OK Tronics
15 BATTLE  OF THE BULGE by

Ohs melon



Category 6 EDUCATIONAL
1 A N I M A L  ANAGRAMS by Image
2 C O U N TR I E S  OF THE WORLD

by Hewson
3 T I M E  by Stall
4 I D E N TI K I T  by Sted
5 I NTE RME DI ATE  MATHS I  by

Rose
6 I NTE RME DI ATE  ENGLISH 2 by

Rose
7 O L I A ZE R by Rose
8 F R E N C H  REVISION by Rose
9 H I S TO R Y  1 by SinC?air
10 GEOGRAPHY 1 by Stmlair

INVENTIONS 1 by &w hy ,
12 PATHFI NDER by Widgit
13 ALPHABET by Widgir
14 A.B.C.  LIFT OFF by Longmans
15 HO T DOT SPOTTER by

Longmens
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Category 4 SIMULATION
I NIGHTFLITE by Hewson
2 FLI G HT SIMULATION by PSiOtt
3 AIRLINER y  Protek

HEATHROW ATC by HOWS011

Category 5 UTILITIES
1 EASYSPEAK by Ouickstiva
2 M-CO DE R by PSS
3 COMPILER by PSS

DEVPAC by Hisoft
c CO MPI LER by Solfek
6 AM-ZX  EDIT by Artlersba
m7 ASSEMBLER by Artoc
8 THE O UI LLby  Gilsott9 sormx tot) ti by CP

Software
' SOUND FX by DX TrOMOS

ZXED (TO O LKM by DK Trenies
12 GRAPHICS CREATOR by

Llemaso
ll13 EDITOR/ASSEMBLER by
Oxford CP

14 AUDIO SONICS by Workforce
15 41K MELBOURNE DRAW hy

Melbourne House

A t4evieStle id R .t h it C ill ia t i 6 9



MEET ROLAND
With t h e  games  software
revolution recovering f r om
Its Christmas hype it is easy
to forget jus t how short a
time ago  t he  whole th ing
started. After all, many of the
better  k n o w n  s o f t w a r e
houses were only  formed 8
to 1 0  months  a g o  whic h
makes R ABBI T  a  gr and-
daddy, hav ing now clocked
up almost two years in the
business. T h e  c ompany 's
mascot is  direc tor Heather
Lamont's cuddly toy. Roland
Rabbit, whose floppy-eared
form adorns  t he  dis tintive
red cassette box es  whic h
have long been familiar  to
Vic-20 owners.

'We quickly became well-
known f o r  our  Vic -20 and
Commodore 64 games' John
M i l a n ,  R a b b i t ' s  S a l e s
manager, told me 'but we're
less w e l l  k now n  f o r  t h e
Spectrum.'

Rabbit r ec ognis ed t h e
potential o f  t he  Spec trum
and began producing games
for it three months ago. The
six titles have sold very well,
but t h e i r  l o w  adver tis ing
profile means they are not as
v is ible a s  m a n y  o t h e r
Software h o u s e s .  ' T h e
Spectrum programs are very
good a n d  w e  s hou ld  b e
known f o r  t h e m , '  J o h n
added .  N e v e r t h e l e s s ,
Heather Lamon t  r ec k ons
they sell 60,000 cassettes a
month d u r i n g  t h e  l o w
summer season, a  fi gur e
undoubtedly improved over
Christmas,

ROLAND GROWS UP
Rabbit s tar ted l i f e  a s  a n
offshoot of  Cream Compu-
ters, a

4 Sh o p  i n  H a r r o w  ( N o r t h
London) that specialised in
business•micros. One of the
employees wrote software,
and i t  was  the t ime when
personal c omputer  games
were i n  t h e i r  infanc y  I t
7 0  A  Newslield Publication

PROFILE
ia lk ia l la iEROGER KEAN discovers that the games1
111 warrens are full of Rabbits - and they're

breeding fash!

seemed like a good idea to
sell s ome games  b y  ma i l
order. It was.

'We started off doing our
own duplicating,' said John,
'with very basic packaging —
cream coloured paper with a
rabbit s tamped o n  i t  and
hand written details.' The
idea took off, coinciding with
the buzz  about the Vic -20
and soon Cream had to start
think ing s er ious ly  a b o u t
their young Rabbit.

The fi r s t  t h ing  w a s  t o
realise that computer games
were g o i n g  t o  b e  b i g
business f o r  shops, some-
thing the chain stores were
relunc tant t o  r ec ogn is e
initially. Rabbit  hired i n  a
tele-sales team and began
zapping away . T he results
were encouraging, to say the
least, w h ic h  i s  w h y  the ir
games a r e  n o w  available
from a l l  g o o d  c omputer
outlets. Smiths ,  Menz ies ,
Boots, Las k y s ,  Mar t ins ,
Rumbelows and Greens o f
Debenhams to name a few.

The Spectrum programs are very good
and we should be known for them

The second s tep was to
improve their marketing. 'We
learnt a lot from our dealings
with people like Boots  and
Lasky's,' said John. 'In fac t
the talks we had helped both
sides t o w a r d s  r e t a i l  o f
software.'

Rabbit n o w  h a s  le s s
dealings w i t h  t h e  pub l ic
d i r e c t ,  p r e f e r r i n g  t o
concentrate on helping the
retailer s e l l  t h e  p r oduc t
thr ough p r o d u c t i o n  o f
posters, s t ic k ers  a n d  a n
excellent a ll- c o lour  c ata-
logue. The packaging of the
cassettes h a s  imp r ov ed
radically t oo ,  w i t h  c o lour
artwork on the inlays and the
whole cassette sold inside a
larger red box stamped with
the R a b b i t  l o g o .  T h e
marketing exerc ise i s  a l l
aimed to build up a name for

"high quality  programs,

ROLAND GOES TO TOWN
Although they  wrote their
own software i n  the  ear ly
days, Rabbit no longer has
in-house programmers. but
they do have several under

BRER RABBIT
contract w i t h  w h o m  they
keep in close contact. Terry
Grant i s  t h e  so f t w are
producer/director, H is  task
is to think up the ideas and
work with the programmers.
He dec ides on  details  lik e
skill lev els  a n d  charac ter
defi nition, a n d  gener a l ly
oversees pr oduc t ion.  H e
seems very young t o  hold
such a responsible position
but then,  th is  is  a  y oung
business, r u n  b y  y o u n g
people, a n d  enc our aging
young people where it  can.
Their early success in selling
games resulted in floods of
programs f r o m  y o u n g
hopefuls.

We s t i l l  g e t  severa l
programs a  week sent in'
Terry told me. 'We help the
writers along, even i f  t he
programs ar e  outdated i n
concept.

A problem is that a lot are
written i n  bas ic  and need
compiling to speed them up.'
Rabbit help in this way, and
sometimes a saleable game

circuits and try ing to evade
capture; the road race game
RACE FUN; a *galaxian
- s t y l egame c alled PHANTASIA;
their excellent vers ion o f
FROGGER; a  par ticular ly
fast c reepie-crawlie C EN -
TROPODS; and the quirky
QUA CKERS -  a fair ground
duck shoot. These six have
been j o i n e d  b y  f u r t h e r
games since Christmas.

'The m a in  th ing, '  J ohn
firmly told me 'is to have an
original program. Originality
is t h e  way  t he  market is
going.' But originality comes
to nothing if  the product Is
not available f o r  sale and
duplication o f  tapes is  the
biggest headache a t  t h e
moment. Cha in  s tores are
getting very  worr ied about
the s ituation because after
accepting a  t i t le  they  are
finding t h a t  t h e  software
producer has  diffi culty  i n
maintaining stocks. Heather
Lamont a n d  J o h n  Wil lan
have n o w  formed a  new
company called Copy-Soft.
The t w o  d ir ec tor s  h a v e
invested l a r g e  s u m s  o f
money in the latest American
high q u a l i t y  dup l ic a t ing
equipment. Copy - Sof t  i s
quite separate from Rabbit

Heather Lemont and thecompany mascot Roland the Rabbit

comes out of the effort.
The r s u lts ,  a s  f a r  a s

Spectrum g a m e s  g o ,  i s
impressive — six games in a
short space of time. There is
the fiendishly mean ESCAPE
MCP where y ou are pitted
against the micro processor
of your Spectrum, lost in the

and w i l l  offer  a  fu l l  scale
service t o  a l l  s o f tw ar e
houses, i n c lu d in g  i n l a y
design and  pr int ing, r ight
through to bulk copying and
deliv ery . R a b b i t  w o n ' t
receive preferential treat-
ment it seems, but it must be
nice for  Copy-Soft to know



Rabbit's sales manager, John Wiliam

Terry Ora ni -  respons ible for
overseeing Rabbit's  programmers .

ROLAND LOOKS TO THE
FUTURE

Rabbit may be a grandaddy,
but it  is looking forward to a
long future i n  a  business
which i s  barely  -
b e g i n n i n gyet, N ew  plans  f o r  future
pr omot ions  a r e  i n  t h e
pipeline. B u t  I  wondered
what J ohn thought o f  the
Prism plans for  dis tr ibuting
software direct throbgh the
telephoneJines to high street
outlets like Rumbelows. The
software houses won't allow
it,' he said immediately and
then added, and I wouldn't
want to stay in this business
if it happened.'

He feels  that Prism have
overlooked t h e  f a c t  t h a t
games players want to keep
the programs they buy. The
Romox system Prism wants
to use was tried in America
— a n d  i t  f a i l e d ,  J o h n
maintains . P a r t  o f  t h e
problem is  that y ou buy  a
game a n d  t h e n  tak e  t h e
cassette back later to have it

they'll be handling at  least ov er - rec orded with another
80.000 cassettes a  month p r o g r a m ,  which means you
right off! c a n ' t  'rev is it' a  game later

AWild Ape in
Leicestershire

LLOYD MANGRAM travels to the
wilds o f  Le ices tersh i re  a n d
discovers a  Ki l ler  Kong on  the
loose in the quiet town of BLABY.

When you arrive at its small
centre, t he  town o f  Blaby
seems to be little more than
an undis tinguished suburb
of Leicester. Yet at the very
centre, on  a  corner o f  the
crossroads, i s  a  w h i t e -
fronted s hop  bear ing t h e
legend B l a b y  V i d e o  &
Computer Games. Outside it
all l o o k s  n o r m a l  a n d
respec table. I n s i d e  i s
another world, for  it is  from
this building that Killer Kong
and Barmy  Burgers  wer e
released on an unsuspecting
world.

As you pass through the
door, the everyday noises of
t r affi c  a n d  c h a t t e r i n g
pedestrians are replaced by
the beeps  and gurgles  o f
computer games. One half of
the shop is all video, the back
half is  given over to games
for  a  w i d e  v a r ie t y  o f
computers. It's  hard to dis-
tinguish between customer
and sales lads , s ince both
appear t o  c rowd onto  the
counter to get a better look at
the screens.

In a remarkably tiny office
behind th is  cacophony  o f

'Originality is the way the market is going.'
w ithou t  p a y i n g  a g a i n .
Another p r ob lem i s  t h e
simple f ac t  t h a t  software
houses have worked hard to
create a n  i d e n t i t y  f o r
themselves th r ough t h e i r
cassette inlays, and with the
Prism system all you get is a
blank cassette.

John W i l l a n ,  H e a t h e r
Lamont, T er r y  G r ant  a n d
Roland Rabbit think that the
customer's bes t  protec tion
from second-rate games is to

sound and colour, s its  the
warden o f  t h is  par t ic ular
asylum, M r  John Baffi n.
Cassette inlay  cards cover
the walls  like the photos of.
fi lm s tars  i n  a  producer 's
Hollywood office. In a sense
these cartoon characters are
the stars, H igh Rise Harry,
Do Do (and the Snow Bees),
the Kosmic  Pirate, a ll look
down on me as I find a place
to s i t  amid  t h e  heaps  o f
cassette boxes. John sweeps
them aside for me and a seat
becomes visible.

We devote all the space

buy f r om software houses
they know. At  the moment
the best guarantee of quality
is prov ided b y  t h e  ent ire
packaging o f  a  game. I t
seems natural that software
houses who care about their
p r oduc t  s h o u l d  w a n t
customers t o  k n o w  w h o
made the game.

Meanwhile, R a b b i t  a r e
lo o k in g  t o w a r d s  n e w
warrens to conquer.

here t o  t h e  s hop,  that 's
where the work gets done,'
he tells me without a trace of
apology in his voice.

Blain Computer Games
came i n t o  ex is tenc e i n
January 1983 when J ohn
Bailiss, who already owned
and ran a  successful v ideo
business, realised the poten-
tial of computers, especially
the ZX Spectrum. At the time
there were few other com-
panies in the field, producing
games for the Spectrum, and
it seemed like a good idea.
Two young enthusiasts, 16-
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year-old G ar y  Sewell and
Gary Cas ewell s ubmit ted
their  ideas  f o r  J o h n  t o
market, and the result was
three games. G old Digger,
Confusion and the popular
Chopper Rescue.

'Admittedly  i t  w a s  t h e
wrong t ime o f  year as  the
summer was nearly upon us,'
he says, looking back on the
worst y e a r  y e t  f o r  t h e
computer business. Hot and
long summers  a r e  always
bad for software.

But w i t h  a  fur ther  s ix
games o n  t h e  v er ge o f
c omp le t ion  t h e  y o u n g

Games available from Blaby
Do Do (and the Snow Bees
Kilter Kong
Barmy Burgers
Kosmic Pirate
High Rise Harry
Chopper Rescue
Gold Digger
Shuttle
Confus ion
Gotche
Ptuggit

SHUTTLE
SPECTRUM 48K

HIGOIRISE HARRY
SPECTRUM 48K

81411Y C°6 1
P1 I E R  
C a m
E scompany ploughed through

the h o l id a y  p e r io d  * W e
placed advertisements in all
the p o p u l a r  c o m p u t e r
magazines throughout t h e
summer months  and soon
enquiries started to come in
from home and abroad.'

Blaby was one of the first
software producers, t o  my
knowledge, t o  mak e u p  a
video cassette w ith  a ll the
games being played on  it .
T he v i d e o  w a s  w e l l
pr oduc ed,  s h o w e d  t h e
games, sheet by sheet, very
well and above all, allowed
the s ound t o  b e  heard a t
volume. On seeing this video
for t h e  fi r s t  t im e  I  w a s
astonished at the graphics,
sound a n d  games . T her e
seemed to be so many and
yet they were not appearing
in any top selling charts. In
the s pac e o f  on ly  a  f e w
7 2  A  Newsheld Publication

months that has all changed
'Our games are now being

produced under  license in
Iceland, Denmark , Spain,
Austria and Holland,' John
says w i t h  ev iden t  s at is -
faction. 'And Barmy Burgers
has jus t been accepted by
W H Smith. We hope it's the
first of many of our games.'

Blaby now has a dis tr ib-
ution networ k  throughout
the U K and  mail  order  is
taken c a r e  o f  f r om t he i r
shop.

The f)rs t serious h in t  o f

interest f r o m  t h e  h o m e
market came at the 8th ZX
Micro F a i r  a t  Alex andr a
Palace towards the end o f
the summer holidays, when
over 7,000 people crammed
Into the  sweltering heat o f
the plas tic  pav ilion i n  one
day. Blaby had a large stand,
pac k ed  w i t h  s c r e e n s
showing the various games.
It was hard to  move about
a n y w h e r e  w i t h i n  t h e
exhibition area, but around
the B l a b y  s t a n d  i t  w a s
impossible Bar my  Burgers
and Kil ler  Kong were going
through the ir  pac es  non -
stop_

'That was a huge success,'
John refl ects happily . 'We
had l o t s  o f  o r der s  a n d
enquiries f r om home and
overseas • I t  w a s  a l s o
fulfi lment because i n  o n e
place t h e  p u b l i c  w e r e
echoing the praise of several
good reviews for the games.

In my  own humble opinion,
Barmy Burgers is as good as
its a r c a d e  c oun te r pa r t ,
better than the Atari version,
w h i le  K i l l e r  K o n g  i s
undoubtedly the best Kong
game for the Spectrum. High
Rise Harry is an amusing and
very diffi cult painter game.
and a n  ea r l ie r  success .
Chopper Res c ue i s  s t i l l
among t h e  mos t  d iffi c ult
games available in Spectrum
software.
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'New games are always in
the pipeline. We work very
closely with the team of pro-
grammers, s ome o f  whom
live loc ally .  I n  fac t ,  t hey
sometimes work in the shop
behind the sales counter.' Or
even on the sales counter if
it's crowded. I remark.

The t w o  la t e s t  B la b y
games a r e  G atc ha a n d
Pluggit. Gotchal, a cops and
robbers game is  described
as extremely tricky and not
for beginners, and Pluggit
has a los t IC chip try ing to
get back to his socket deep
inside 'Unc le Clive's ' c om-
puter ( B o t h  games  a r e
reviewed In this  issue). The
exploits of robber Ernie and
the IC chip proved very pop-
ular with the crowds at the
9th Z X  M i c r o f a i r  i n
December.

The company is now busy
at work  on new games for
early this year and John tells
me that  before long their
programs will be available on

mic ro d r i v e  a n d  R O M
cartridges.

Meanwhile, all attempts to
cage the Killer Kong appear
to have failed — it's eating all
those Bar my  Burgers  that
drive h i m  w i l d  H e ' l l  b e
content w ith  noth ing les s
than world domination of the
Spectrum software market
and he seems to be dragging
the w i l l in g  B la b y  games
along with him.

BARMY BURGERS
SPECTRUM 48K

filAgy c om p
ur s
,  
c A m t ,

Barmy Burgers is available
at W H Smith. A ll games may be
Purchased from Ruby  Games.
Crossways Mouse,
Lutterworth Road, Bieby. Leicester,
or from Crash Micro Mail Orde.,
and many other computer outlets
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GALACTIC
WARRIORS

Use of computer 60%
Graphics 65

0
/ 0

Playability 70%
Getting started 73%

Producer: Abacus
Memory required: 16K
Recommended retail
price: E5.95
Language: machine
code
Author: Michael Lee
Galactic Warriors follows  a
familiar  s c ena r io ;  a l i e n
hordes threaten the galaxy,
your mission is  to save the
Earth by manning three laser
bases (by  which they mean
you h a v e  t h r ee  l iv es  o f
course). The aliens will not
risk their big cruisers against
you, so instead they release
a load of attack craft, armed
with missiles.

As a game type this could
be said to be Centipede as a
Space Invader. The mother
ship z ips  across the top of
the screen spewing out the
little green attack craft in a
ragged line. Their major ob-
stacle is all the space debris
dotted a b o u t  a t  r andom,
asteroids in  fact, which re-
place the centipede' mush-
room forest. If an attack craft
touches o n e  i t  c hanges
direction. S o  t h e  l i n e  o f
aliens z i g  z a g  d o w n  t h e
screen, their  line gradually
breaking into individual seg-
ments, unt il they  reach the
bottom and your laser base.

As in centipede games you
can s hoot away the aster-
oids. There are two types,
magenta ones and red ones.
The magenta require t w o
shots and the red only need
one. When you hit an attack
craft it  turns into a magenta
obstacle. Addit ionally ,  t h e
alien miss iles  also destroy
the as teroids . Apar t  f r om
your laser the base is equip-
ped with a force barrier but
when this  is  employed you
are not allowed to  fi re the
laster otherwise y ou  b low
up. The barr ier  is  effective
against contact with an alien.

CRITICISM
'This is  a  well presented

game with good instructions.
In fact it's an updated Space
Invader type. The graphics
are good and so isthe sound,
but the colours could have
been brighter.'

'The "Attract Mode"is well
thought out, c y c ling auto-
matically through the points
table, game demo, Hall o f
Fame and back to  the tit le

Centipede meats Invaders in GALACTIC WARRIOR.

page. G r aph ic s  a r e  o n e
character s ize bu t  detailed
and s moothly  mov ing. A l -
though the laser base only
has to  move left  and right,
you are not allowed to fi re
whilst moving and there isn't
a continuous  fi re. Lac k  o f
c on t inuous  fi r e  i s  n o
problem b u t  I  would have
preferred to be able to move
and fire at the same time. A
good game w ith  loads  o f
playability.'

'The whole presentation is
very effec tive, ev ery thing
organised just as if it were on
an arcade machine. G ood
colours, lots  o f  sound and
fast mov ing  a t  a l l  t h r ee
speeds. T h e  tunes  played
between each life  are long
and could get irr itating, but
they seem to have thought of
everything, pressing ENTER
stops the tune dead and gets
the game moving again.'

GANGSTERS!
Producer: CCS
Memory required: 48K
Recommended re t a i l
price: E6.00
Language: BASIC
Author: P Boulton

As t he ir  name suggests,
Cases C o m p u t e r  S i m -
ulations (CCS) specialise in
simulation a n d  st rategy
games. They had two hits
with D a l l a s  a n d  C o r n
Cropper dur ing 1983. and
are now following up with a
number o f  or ig inal ideas
based around the notion of
turning s ome money  in to
lots of money. Gangsters! is
set i n  t h e  hey day  o f  A l
Capone. but the Windy City.
is now called Spectral City.

COMMENTS
Keyboard positions: good,
0 / W l e f t / r i g h t ,  P  fi r e ,
SYMBOL SHIFT barrier.
Joystick option: none
Keyboard play: responsive
Use of colour: mixed recep-
tion, t w o  approv ed, o n e
didn't
Graphics: good
Sound: very good
Skill levels: 3
Lives: 3
General rating: good

Addictive qualities 70%
Value for money 6 5 %
Overall 6 7
0
/ 0

After a lively  title page of
splattered gunshots you are
shown a grid of the city with
the various joints of four rival
gangs marked o n  i t .  The
gangs, ident ifi ed b y  t h e
colours blue, red, magenta
and gr een,  eac h hav e a
selection o f  Speakeasies,
Distilleries, C as inos  a n d
Brothels. T hey  a ls o  hav e
gansters in varying numbers,
and the gang as a whole has

Spectral City. dIvicied up between the,GANGSTERS.

8

I

a morale value which dips or
rises as the gang's fortunes
go up and down,

After selecting a skill level
(which dic tates  how much
money you will be given at
the start), you're shown the
Gang Strengths, Summary.
This te lls  y o u  h o w  many
joints they  ow n  and  h o w
much m o n e y  t h e y  hav e
banked. Depending on  the
level o f  play  chosen, y our
money a p p e a r s  a t  t h e
bottom. You may  then buy
up casinos, distilleries etc.,
followed by  the number of
gangsters y ou want and a
personal protection factor to
he lp  p r e v e n t  a n y o n e
bumping you off. It's  worth
setting this quite high!

Now t h e  g a m e  r e a l l y
starts, following the custom-
ary p a t t e r n  o f  s t r a tegy
games, w h e r e  y o u  a r e
offered a stream of  unenvi-
able decisions; there's The
Thorny Question of  Bribes,
which lets you keep the risk
of arrest to a minimum, or
have a go at shopping a rival
gang member, there's Raid
Rivals assets in  which you
select the gang to be raided
and then use the cursor keys
on the map to select the gang
to be raided and their partic-
ular joint, and the number of
gangsters you are going to
take. The report shows the
percentage of damage done
and the cost of the repairs to
the rival gang. O f  course if
you do raid someone, they're
as likely to raid back and cost
you. You  c an als o op t  t o
murder a  gang leader , i n
which case a  menu of  live
killers and their  rate for the
job appear  ( av oid Bugs y
Spitoone—he's ex pens iv e
and incompetent!) Now and
again the law has a go at you
by arresting one of the gang.
I think I'm about to lose a Brothel...

t r . _

J o u .  0
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Use of computer 50%
Graphics 55

0
/ 0

Playability 60%
Getting started 63%
Addictive qualities 53%
Value for money 70%

You can have a go at bribing
the Attorney or  the Jury  i f
you have the money left.

In the end it's a question of
taking over the other gangs
by k illing off their leaders, or
one of them taking you out.
Income i s  earned monthly
from your various operations.
CRITICISM

'Gangsters! makes a nice
change from lasering aliens.
and i t ' s  t he  sor t 'of game
several people can join in. I
had a go at shopping all my
rival gang bosses but the trial
results wer e a l l  Innoc enti
The i n l a y  s u g g e t s  y o u
should be ruthless—so per-
haps it 's  n o  different from
zapping aliens after all.'

'There seems to be more
detail in  this  game than in
their prev ious Dallas . T h e
responses are quite fast too,
a l t hough  I  c a n ' t  h e l p
thinking that some machine
code would speed up the city
map. Interesting to play.'

BRAIN
DAMAGE
Producer: Silversoft
Memory required: 16K
Recommended retail
price: E5.95
Language: machine
code
Author: I Morrison & D
Anderson

We're deep ins ide the com-
puter again, b u t  t h e  fi rs t
flush of youth seems to have
vanished. 'I was just hanging
around, o n  s tandby  a s  i t
were, logic  levels at  an all
time low, my printed c ircuit
bored — my  keys depress-
ed....' it  says on the inlay!

So, welcome aboard, but
this bored computer still has
the edge over a mere arcade
player. You're in control of a

Playing video games may lead to BRAIN DAMAGE.

The Mor al Major ity  ar e
hardly likely  to  approve o f
this game what with teaching
people how to run brothels
and what else! Having said
that, it is a pretty good family
game, though I  c an' t  s ee
these sor t o f  strategies as
very addictive.'

COMMENTS
Keyboard play: slow
Use of colour: good
Graphics: s low to build up
but ve ry clear
Sound: useful
Skill levels: 9
General rating: good

Overall 5 8
1
/
2
0
/ 0

tank ins ide the varied maze
of the c ircuit boards (or  is
that boreds) and hot on your
tail are a variety of electronic
cratures such as the Electron
Panzer — not very bright but
fast, the Marauder and the
Centurian, smarter still, and
the R ogue  Program. T h e
object, quite simply, is to hit
one of them to get to a new
level. It's  a measure of how
fast the game is  that even
with only  one hit to concen-
trate on, it 's  not easy! You
can only  fi re one blast at a
time but the laser ricochets,
which can be useful. A com-
plex ar ray  o f  c ontrol k ey
Options allows you to move
up, dow n,  le f t  a n d  r ight ,
rotate the gun turret and fire.

CRITICISM
The great tr ick  with this

game i s  t o  fi r e a n d  r un.
Standing still can sometimes
mean a  success ful s h o t
reaches t h e  t a r g e t  j u s t

behind the target's success-
ful shot at you! Rogue Pro-
grams can't be hit, s o jus t
avoid them like the plague.
Not o n ly  c lods every thing
move fast in this  game, the
screens change at an ama-
zing pace if  you're quick at
getting in a successful shot.
Quite addictive.'

'Good packaging, and an
excellent t i t l e  p a g e  f o r
Sliversoft with the twinkle on
the S. The graphics are large
and quite well drawn. Over-
all, w e l l  u p  t o  Silversoft's
usual standard but not quite
as addictive as I would have
expected.'

*Certainly a  good  maz e
chase type of game and very
fast. Contr o lling i s  q u i t e
difficult — even using a joy-
stick there are three keys to
press. T h e  r i c o c h e t in g
bullets are superb.'

COMMENTS
Keyboard positions: 3 differ-
ent keyboard opt ions
Joystick options: Kempston.
Protek or AGF
Keyboard play: responsive,
rotation very fast
Use of colour: average
Graphics: good
Sound: c o n t in u o u s  a n d
good
Skill levels: 3
Lives: 3
Screens: multiple
General rating: good

Use of computer 7 5
0
/ a
Graphics 7 0 %
Playabillty 7 0 %
Getting started 6 2 %
Addictive qualities 70%
Value for money 6 8 %
Overall 6 9 %

GRAND PRIX
DRIVER
Producer: Britannia
Memory required: 48K
Recommended retail
price: E5.95
Language: machine
code
Author: Chris Weber
There h a v e  b e e n  s o m e
amaz ingly  r ea l is t ic  r a c e
track games in the arcades.
Newcomers to the personal
computer are probably most
bitterly disappointed when
they see the state of the art in
the c omputer  c a r  rac ing.

We've always  noticed that
any program which promises
a r ac e  t r ac k  l i k e  T u r bo
Driver, Rac e F un o r  even
Ultimate's Tranz-AM, always
sells well.  Obviously  these
games a r e  p o p u la r  a n d
everyone's searching for the
one that w il l  look  lik e the
arcade versions. O f  Course
the l i m i t a t i o n s  o f  t h e
Spec trum p r ev en t s  a n y
 serious compar ison be ing
made, b u t  t h e  a r t  o f
programing i s  impr ov ing
enormously and perhaps it
won't b e  t o o  long  before
s o me o n e  r e a l l y  d o e s
approximate t h e  ar c ade.
Meanwhile, w e ' l l  hav e  t o
make do with what we've got'

And after that preamble on
to Grand Prix Driver. This is
the fi rst program to have a
serious go at giving a real 3D
effect o f  the road winding
about and  w ith  a  mov ing
horizon, i t  isn't in the solid,
glowing colour of the arcade
original, r a ther  mor e  t h e
coloured outline drawing of,
say 3D Combat Zone — well
a little bit more fi lled in than
that.

You're _c on t r o l l ing  a
formula 1 racing car against
30 other cars, controlled by
the computer. Naturally the
idea is to overtake and avoid
crashing with the other cars
and be the first one to cross
the fi nishing line. To make
life more diffi cult there are
oil patches dotted about on
the road. I f  you manage to
pass the 30 cars and remain
in o n e  piec e a  lit t le  man
appears waving a chequered
flag.

As o u r  rev iewers s oon
found, t he ' r e  a r e  s o m e
idiosyncracies in  the game
which r a t h e r  s p o i l  i t s
attempts a t  realis m, a n d
while they  a l l  f ound  t h e
program to be interesting in
itself, they agreed that once
mastered it loses much of its
point.
CRITICISM
'The keyboard positions are
sensibly laid out, the colour
is well used and the 3D effect
of the road is good. I thought
the sound was poor — only
engine nois es . T h e  o n l y
trouble is that once mastered
there seems to be little point
in playing the game again.'

'I found the overtaking was
rather diffi cult because the
other cars are unpredictable.
There i s  s o m e  t o r m  o f
indication at  the bottom of
the screen which tells  you
which w a y  a  p a r t i c u la r
coloured car is likely to veer,
but it's obscure and found it



Burn rubbor and bocome • GRAND PRIX DRIVER.

Use of computer: 67%
Graphics: 56%
Playability 57%
Getting started: 65%

Use of computer 70
0
/ 0

Graphics 62%
Playability 53/0
Getting started 50%

unreliable. In fact overtaking
can only be done by slowing
right down (honest). I f  you
do crash ( I  d id  Often) the
explosion seems t o  go  on
forever. T h e  game has  a
danger of becoming quickly
repetitive and loses interest a
bit.'

'It seems a pity  that a fast
racing g a m e  h a s  t o  b e
brought to a near standstill
every time you want to pass a
car. That tends to spoil the
fun, skill and ruin the sense
of realism which is otherwise
very good. I  got the feeling
that th is  programmer has
another a n d  m u c h  bet ter
game up his  sleeve. In  the
meantime, it 's  s till the best
looking road race game I've
seen
COMMENTS
Keyboard positions: Caps
Shift/Z left/right,
Symbol shift/space

BYTE
Producer: CCS
Memory required: 48K
Recommended r e t a i l
price: E5.00
Language: BASIC
Author: 081S Ben-Ami
Byte is a text adventure. The
object is  t o  enter  a  three
dimensional maze to find the
ten c o m p u t e r  c i r c u i t s
needed to build a computer.
The inlay card specifies the
ten circuits to be found, and
they may be ly ing about or
hidden in boxes or  caches.
As well as the electronic bits
and pieces there are also
monsters sent to get you by
the great computer  BYTE.
These c an b e  despatched
either with bribery o r  b y
fighting them mentally  o r
physically. Men t a l  bat t les
take the form of a spelling or
maths test_ If  you choose a
physical c ombat .  t h i s  i s
shown g r a p h ic a l l y ,  f o r
instance,a b o w  and arrow
which you must position to
aim at the monster. I f  you

brake/accelerate. Quite well
laid out.•
Joystick options: Kempston.
Sinclair interface 2
Keyboard play: responsive
Use of colour: average
Graphics: good, slightly
shaky on character scrolling
Sound: mixed feelings from
poor to good (!)
Skill levels: one
Lives: four
General rating: fair to
average

Addictive qualities:50%
Value for money: 3 5 %
Overall 5 5 %

miss the monster has a go.
Before entering this  maze

of words, you must select a
skill level. There are seven
with level one having only 27
rooms a n d  l e v e l  s ev en
having as many as 125. You
must also decide just what
computer you are going to
build r anging u p  f r om a
Jupiter Ace (they 'll have to
update that one!) to an IBM
PC. The ZX Spectrum comes
in at  number three, by the
way.

CRITICISM
'The in s t r u c t io n s  a r e

rather complicated to follow
at fi rst what with the com-
puter you want to build, and
a complicated set up called
TRAITS. Bu t  once into the
adventure i t  i s  fair ly  c on-
ventional. Ins tead o f  t h e
more common scrolling up
of text and input commands
this game presents you with
a description and a  'press
any key' cursor, it  then tells
you what you can see in the
room, your  traits (stengths)
and an enter command in the
centre of the screen. Simple
abbr ev ia t ions  m a y  b e

30 SPACE
WARS
Producer: Hewson
Consultants
Memory required: 16K
Recommended retail
price: E5_95
Language: machine
code
There is now an established
tradition o f  c oc k pit  v iew
games f o r  t h e  Spectrum.
some of  the Star Trek pro-
grams m a y  b e  inc luded,
Galaxy At tac k  f r om Sun -
shine Books, Spawn o f  Evil
from D K  T r onic c  a n d  o f
course T i m e  gate f r o m
Ouicksliva are all of the ilk.
3D Space Wars by  Hewson
Consultants i s  a  worthy
addition. I t  does not  boast
the complex ities o f  a  Star
Trek game, but on the other
hand i t  offers a more rapid
encounter w ith  t he  enemy
and is more of a shoot em up_

The inlay tells you that you
have taken command of your
world's l a s t  fi ghter - k iller
spacecraft, and naturally it is
only y ou who can prevent
the u l t im a t e  d is as ter  —
destruction o f  y ou r  c iv i l-

isation by  the unscrupulous
race of murderers called the
Seiddab. Now read on...

CRITICISM
'There is very little setting

up in this game, the minute it
starts the enemy are there,
massed r ight in front of you
and attack ing, s o  there's
none of the complex cross-
referencing w h ic h  mak es
many other  s imilar  games
more strategy than aracde.
The c oc k pit  v iew i s  very
good. with moving star back-
grounds t ha t  g iv e  y o u  a
directional indication. Below
the v iews c reen y o u r  i n -
struments are simple and to
the point_ A  galax y  m a p
shows the Seiddab cluster-
ing, and spreading, fuel and
speed a r e  s hown a s  b a r
codes_ Projec ting in t o  the
viewscreen you can see the
nose o f  y our  c raft and its
twin lasers. These both tire
with ve ry  satisfying p er-
spective beams which meet
at the centre of the cross
hairs. T h e  Se iddab c r a f t
themselves are well drawn
and move in  three dimen-
sions. T h e  ob jec t  o f  t h e
game, naturally, is to get rid
of as  many  o f  the enemy
before they  get you. There
are refuelling points in space
which y o u  m u s t  lo c a t e

entered which saves all that
typing in.'

'For what is largely a text
adventure, t h is  has  s ome
very colourful lettering, but
the constant use of  reverse
flashing gets a bit  tir ing on
the eyes afte a  while. T he
game itself is a standard type
adventure, b u t  on  meeting
monsters y ou  d o  seem to
have a  fair  chance o f  sur-
vival. I  suspec t t h a t  t h e
technical terminology of this
game may  put of f  a lo t  o f
people although a technical
knowledge o f  computers is
hardly essential, A  reason-
able adventure generally ,
with plenty of skill levels.'

think the story is  novel,
unfor tunately  t h e  p r o -
cessing of commands seems
unnecessarily long-winded.
and after a while it becomes
irritating_ Good use of colour
though.'

COMMENTS
Keyboard play: reasonably
responsive
Use of colour: very good
Graphics: c l e a r ,  n eat ly
drawn when not text
Sound: average
Skill levels: 7
General rating: average

Addictive qualities 52%
Value for money 5 8 %
Overall 5 7  1
/
2 %

A Newfi e ld  Publicat ion 7 5



before your power runs out.
Very playable.'

The graphics give a good
3D v iew and  the game is
quite playable on the early
stages. Successive waves of
atttackers are more destruct-
ive than the last and it gets
quite difficult. One drawback
is the fuel supply — you have
to keep an eye on it, and it
does run down quickly. The
game is good for 16K.'

'Movement and control of
your ship is very smooth and
positive, compared t o  say,
Timegate. H a l f  t he  fun o f
playing is  to become sk illed
,at centring the enemy in your
cross h a i r s .  T o  d o  i t
accurately takes practice. A
lot o f  play ing appeal but  I
didn't think  there was quite
enough going on in the end
to make it totally  adddictive
to play.'

Transversion
Producer: Ocean
Memory required: 16K
Recommended retail
price: E5.90
Language: machine
code
Author: C Urquhart/N
Pierpoint

Ocean h a v e  b e e n  q u i t e
consistent i n  their  games.
bringing out a series of well
written and  w e l l  des igned
programs o n  t r ad i t iona l
themes. T r ans v er s ion i s
probably one o f  their  best
yet, c ombining thos e t w o
important qualit ies  o f  any
7 6  A  N oval iel d Publication

COMMENTS
Keyboard positions: large
range o f  options  inc luding
cursors, six keys in all used
Joystick opt ions:  A G F .
Protek, Kempston
Keyboard play: responsive
Use of colour: good
Graphics: good 30 view
Sound: quite good
Skill levels: 1
Lives: 1 ,  defenc es  w o r n
down gradually
General rating: good

Use of computer 6 2 %
Graphics 6 9 %
Playability 7 0 r i o
Getting started 7 3 %
Addictive qualities 64%
Value for money 7 0
0
/ 0
Overall 6 8 %

good arcade game, s impli-
city of  idea and the sort of
addictiveness t h a t  w o u ld
keep y ou pumping in  your
money i f  y ou were i n  an
arcade. I t  i s  a ls o  neat ly
packaged w ith  an  exc iting
inlay, and perhaps the fi rst
on-screen t it le that actually
looks lik e the cover of  the
cassette
THIS IS WHAT YOU DO
You a r e  Capta in  o f  t h e
Elimax and your mission is to
enter the Galactic Grid and
eliminate t h e  a l ien  pods ,
passing over them with your
Raydon fi e ld .  For tunately
the Raydon field is a very ad-
vanced piece of technology
so there's no fi r ing to take
care o f ,  L ik e  Guicks ilva's
Gridrunner, a bright red grid

opens up before you — the
G a lac t ic  G r i d  —  b u t
fortunately t h e  s imilar ity
with G r id r u n n e r  c eas es
there. The pods, which are
alien spawn in reality, appear
as bright blue dots arranged
in symetrical patterns over
the gr id ,  a n d  t h e  Elimax
appears in the centre.

The alien Guardians can
be seen on all four edges of
the gr id,  top,  bot tom and
both sides. These move con-
stantly along their axis, firing
very solid looking missiles at
you. Sh o u ld  y o u  r emain
stationary, or  travel along a
single grid line for more than
a moment, the aliens will line
up and fi re — they home in
ins tant ly .  A t  a n y  o n e
moment y o u  c a n  fi n d
yourself hav ing t o  dodgefour missiles.

In fact the travel speed of
the missiles is  the same as
your ship, and not particular-

ly fas t,  b u t  t h e  effec t o f
having so many on screen is
quite unnerving.

The arrangement o f  the
pods on the gr id is  critical
too. O n e s  w h i c h  a r e
patterned i n  spirals  mean
wasting lots of time clearing
them up — ones in straight
lines tempt you to clear them
up at a run, which means the
enemy can home in on you
before you know it. Losing a
life means having to start all
over again on that grid. If you
clear t h e  fi r s t  sheet. t h e
s ec ond ( i t  a l t e r n a t e s
between every  other  sheet
from then  on)  is  a  green
spawn arranged in  a spiral
and very close to the sides
where you're i n  t h e  mos t
danger. But more points are
awarded f o r  e a c h  p o d
eliminated, so if  you lose a
life h e r e ,  y ou ' r e  a lmos t
certain t o  get t o  the third
sheet, and so on.

GENERAL
The packaging is  excellent
and the cover pic ture des-
cribes the nature of the game
very well. The inlay contains
detailed loading and playing
ins truc t ions , w h i c h  a r e

repeated on screen. Control
keys ar e 0 / A  u p / d o w n ,
N/M le f t / r ig h t .  There is  a
hold a n d  res tar t func tion
Several joysticks are catered
for in the screen menu. On
screen scoring and hi-score
are shown, along with gr id
level and lives left. •

CRITICISM
'The graphics are small and
simple but  they  move verywell.'

As far as the graphics go, I
don't think any improvement
could b e  made .  I t  h a s
excellent keyboard lay out
and t h e  program i s  v er y
responsive. it has a good use
of colour.'

'The c olour  was nothing
special, b u t  t h e  keyboard
layout is  good and easy to
control. I thought the sound
was very good.

'Well used sound effects,
with s o m e  r ec ognis able
tunes.'

'The gr aphic s ,  t h o u g h
simple and small, are to the
point a n d  v e r y  s mooth ,
There is  continuous sound
and the  tune "Congratula-
tions" if you make a new hi-
score. I  found the keyboard
positions so good, that they
were easier to play with than
a joystick. This is a very nail-
biting game and addictive to
a danger level! I also found
the graphics to be extremely
"accurate i n  the sense that
you c a n  a lmos t  br us h a
missile and not lose a life —
none of the "but it didn't hit
me" arguments here.'

'A game that w il l  not  be
tired of easily.'

'A game to come back to.'

COMMENTS
Keyboard positions: very
good
Joystick options: Kempston,
OuickshoL A U ,  Protek
Keyboard play: very easy
and rsponsive
Use of colour: mixed
opinions, average to good
Graphics: excellent
Sound: very good
Skill levels: none mentioned.
but it does get harder
Lives: five
General rating: highlyrecommended

Use of computer: 9 5 %
Graphics: 7 0 %
Playability 8 3 %
Getting started: 8 5 %
Addictive qualities:90%
Value for money: 7 5 %
Overall: 8 3 0 / 0
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Protector and many other superb programs.

716 Liangyfelach Road, Swansea. SAS 9EL
Telephone (0792)799193

DEALERS ENQUIRIES WELCOME

Games available at selecte r a n c h e s  of
W.H. Smith, John Menzies Rumbelows,

Greens and all good computer stores.

E m o m m e n o m m o n l i i i m m o m • m i m o l
g P l e a s e  send me cassette/s ticked below

•I have enclosed cheque/P.0 for E

O F i r e lash for ZX Spectrum E5.95 •
D Galactic Warr iors for ZX Spectrum €5.95
D Proteus for ZX Spectrum E5.95 •
0  Sent ine l  for ZX Spectrum E5.95
O Munne r y s  Mor gatr ol ds for Li( Spectrum 48K 15.95
0  A v e n g e r  for ZX Spectrum and ZX8 I E4.95
0  Super  Di gger  for ZX Spectrum E4.95
LI Moon Lander  for ZX Spectrum €4.95
0  Pr otector  for ZX8 I 14. 95 I
D Bug Battl e for VIC 20 E4.95

•  P r i c e s  Include p&p
•

NI .  n a m e

address
•

•

•

•

•

•

p o s t code•

signed
•

Abacus Programs
716 uangyteracti Road, Swansea SAS 9EL

Cassettes deSpatched wtthi n 24 noun
161111•11111=SEMOIE11111111111=1=1111111111•111111.



GET. LIQUIDATED!
Introducing five great new games from
CCS guaranteed to give you plenty oftrouble.

You'll get no peace in the prohibition •
days of Gangsters -  if the cops don't get
you, your rivals will. Try keeping your
head above water in Brewery - a game all

about liquid assets. *  W e ' l l  try ourhardest to sink you i n  Plunder-
a world of Elizabethan p i r a c y .  And
we're sure Battle 1917 is more than a
match for anyone -  it should be -  it won
the Cambridge Award.

As if that's not enough, we've even

7 8  A  Newstseld Publical;con

•

CC Strategy Games.
r  They're no pushover.

created Abyss -  a feast of excitement
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defy the evils to be found beyond the
Mountain of the Golden Lion.

So if you want trouble - we've got
the games.

All available for Spectrum 48K at ,E6
(Abyss 5 ) .  Selected titles available
from W.H. Smith, Boots, Rumbelows,
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Cases Computer Simulations Ltd.,
14 Langton Way, London SE3 771.
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MRS MOPP
Producer:
Computasolve
Memory required: 48K
Recommended retail
price: E5.50
Language: machine
code
Author: Tina Billet

feelings about  addict ive
qualities.

Use of computer 60%
Graphics 72%
Playabillty 75

0
/ o

Getting started 63%

Mrs Mo p p  h a s  t w o  d i f f e r-
ences t o  t h e  us ua l ,  i t ' s
written by a woman, and it 's
original in concept — at least'
aster as computer games go.
if you 're  a  housewife  it ' s  a
plain old kitchen sink drama!

Mrs Mopp 's f a mily  is  one
of the messiest in the world ,
and even that's being kind to
them. T h e y  l i t t e r  c u p s ,
clothes, dust and lord  knows
what e lse a ll ove r the fl oor.
Moppsie h e rs e l f  h a s  fi v e
utensils t o  h e lp  h e r in  t h e
task, two  types o f  basket, a
dustpan and b rush  and two
different t r a y s .  E a c h  i s
colour coded  and  can  On ly
be used to clean up or collect
specific i t e ms .  T h e  b l u e
cups, fo r instance, may Only
be collected on the blue tray

Depositing a  utensil is done
by s l id in g  u p  t o  i t s  e mp tyslot.

Like a n y  h a rd  w o rk i n g
housewife, Mrs  Mo p p  l i k e s
a lit t le  tipple. In fact there's a
bottle and glass in the top left
hand corner. I f  you take her
up there you  mustn 't  le t her
stay t o o  lo n g  o r  sh e  g e ts
tipsy and then drunk, where-
upon sh e  jit te rs a ll ove r the
place uncontro llab ly.

When t h e  me ss ge ts t o o
m u c h  a n d  m o v e m e n t
becomes imp o ss ib le ,  M r s .
Mopp g i v e s  up  and  reeves
home. End o f  game!

CRITICISM
'I had  a  tape e rro r on  my

copy. The track seemd Out of
line and made it hard to load.
But after that I got some well
p resen ted  i n s t ru c t i o n .  A
g o o d  g a m e  a n d  v e r y
playable.'

'Mrs Mopp s e e ms  to have
a fund of magic spells to use
when a ll is lost, bu t  a ll I ever
got, wa s 'Sorry, rig h t  ou t  o f
spells!'. Wh ich  ju st  goes t o
show th a t  e lb o w grease i s
the o n l y  wa y.  A t  t h e  ra t e
which the muck accumulates
this is no t  easy to play. The

MRS MOPP could do with a tipple — she's ell worn oul and shout to leave
home

and the pale green clothes in
the p a l e  g r e e n  b a s k e t .
There's a l s o  a  w a s h i n g
machine, a  sink and a dust-
bin. Wh e n  sh e 's  co l le cte d
enough cups you must  take
her to the sink where you see
the cups being washed, like-
wise for dust and washing.

Collecting a  u t e n s i l  i s
done b y  mo v in g  u p  t o  i t .
rather as yo u  d id  in  Pssst.
Mrs Mo p p s t h e n  ch a n g e s
from black to  the  co lo u r o f
the utensil. A s  sh e  mo ve s
over ob jects e llig ib le  t o  b e
collected, she picks them up
When overloaded she begins
flashing and  y o u  mu st  g e t
her to the correct appliance.

graphics are good, compiled
with t h e  P S S  c o mp i le r
noticed. Fa irly addictive.'

'Not a  g a m e  f o r  t h e
squeamish. I 'm glad rm not a
housewife if  th is is what it 's
really like. It's remin iscent of
Ultimate's Pssst, and has the
same p a n icky qua lity about
it. Bu t  in  Mrs Mopp 's life  no
flowers b lo o m.  I ' m a f ra id  I
never beat Mrs B's score (the
authoress I p resume), so  I 'll
go back to  throwing rubbish
on t h e  fl o o r  ra t h e r  t h a n
cleaning it  up.'

COMMENTS
Keyboard pdsitions: w ell

placed, A / Z  up /down ,  N / M
left/right and S for Spells.
Joystick option: Kempston
Keyboard .play: responsive
and 8-d irect iona l
Use of colour: good
Graphics:  g o o d ,  w e l l
compiled
Sound: fa irly good
Skill levels: unknown, but
several
LIves: 1
General rating: good

Use of computer 6 5 %
Graphics 6 9 %
Playability 7 5
0
/ 0
Getting started 6 5 %
Addictive qualities 68%
Value for money 7 1 %
Overall 6 9 c
1
/ 0Armageddon
Producer: Silversoft
Memory required: 16K
Recommended retail
price: E5_95
Language: machine
code
Author: C Knight
Armageddon is a copy of the
arcade f a v o u r i t e  ' M i s s i l e
Co mma n d ' ,  w h e r e  y o u
la u n ch  m i s s i l e s  f r o m  a
limited s u p p l y  t o  d e f e n d
your cities. There are several
versions of th isgame already
around f o r  t h e  S p e ct ru m,
one in d e e d  ca l le d  b y  t h e
same name f rom Ocean.

This ve rs io n  h a s  a ll the
f a mil ia r f e a t u re s  o f  t h e
arcade game. The six cit ites
are protected by three miss-
ile bases. Natura lly the bases
must b e  d e f e n d e d  m o s t
ardently o t h e rwise  t h e re ' s
nothing le f t  t o  p ro te ct  t h e
cities. I n  add it ion  to  the  in -
coming miss i le  traces,there
are l o w  fl y in g  a ircra f t  a n d
sa t e l l i t e s  w h i c h  l a u n c h
independent p ro je ct i le s  o f
their own. Some missiles are

ARMAGEDDON strikes !corn the Wee,

heat sensitive and will hover
over a n  e xp lo d in g  miss i le
until i t  i s  sa fe  t o  descend
further. Each attack wave
grows in  in tensity un t il i t  is
almost impossib le to survive.

CRITICISM
*This is a pretty close copy.

with t h e  major drawback
being t h a t  t o u r wa y  mo ve -
ment k e y s  t o  t r a c k  t h e
missiles is  no  substitu te fo r
the arcade orig ina l's t racker
ball control,'

'Hard t o  d e t e rmin e  t h e
value o f  a  g a m e  w h i c h
a lre a d y b e e n  s o  m u c h
copied. T h e  u se  o f  co lo u r
and the  g raph ics are  good,
everything mo ve s a t  a  fa st
pace a n d  i t ' s  d i f fi cu l t  t o
master, b u t  i n  t h e  e n d  i t
doesn't have last ing  appealfor me.'

'The va rio u s  o p t io n s f o r
firing a re  useful, b u t  you 're
probably better off with the
joystick for targeting. A fast
version with  neat graphics

COMMENTS
Keyboard  p o s i t i o n s :
sensible
Joystick options: Kempston
(via 2-part load, watch out!)
Keyboard play: responsive
Use of colour: good
Graphics: average, n i ce
explosions
Sound: average, n ice  f rying
noise fo r explosions
Skill le ve ls:  increases wi t h
each screen
Lives: 6 (cities)
General rating: a good copy
of t h e  o rig in a l w i t h  mixe d

Addictive qualities 65%
Value for money 7 5 %
Overall 6 8 %
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THE CRYPT by Stephen Renton

Available for the 48K Spectrum atE4.95
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(100nb machine code arcade acakm)

Available for 48K Spectrum C5_95

THE DEVIL RIDES IN

(Fast moving, machine code al l
action. Arcade game) I

For the 48K Spectrum or DC-81 I 6 K
@ £5.00 A v a i l a b l e  for 48K Spectrum (5.95
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FROM CARNELL SOFTWARE

"THE WRATH OF MAGRA"
A THIRD CONTINENT
SERIES ADVENTURE

The tics! born has been destroyed Th e
Black Crystal of Beroth has been banished.
The all anoe of Evil has been defeated by the
•irmies of to rd  Fendal S o  ends the Third
Age. No...•; .
,
e
,  
i n v i t
e  
y o
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t
o  
w r
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in the history of the Fourth Age of the Third
,r tinent

Ycu will meet friends and enemies. old and
naw, in the long awaited sequel to Volcanic
Dungeon Using high resolution graphics
and combining the best qualities of 'Black
Crystal" and "Volcanic Dungeon". we will
allow you to  become part o f this tale o f
revenge

•The  Wrath of Magra • comes as three, 48K
programmes on  cassette. boxed with in-
struction manual and book detailing the his
tory o f the Third Continent and the many
spells you  wil l b e  using throughout the
game For the 48K Spectrum @ C12 50

NOTE: Th e  Wrath of Magra ' is a complete
Adventure You need not buy -
V o l c a n i cDungeon • or "Black Crystal" to play it

Available from Feb 84
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PUSH OFF

Playability 90%
Getting started 80%

Graphics 68%
Playability 65%
Getting started 67%%

Producer: Software
Projects
Memory required: 16K
Recommended r e t a i l
price:
Language: m a c h i n e
code
Author: Andrew Giles

Push O f f  i s  a l l  a b o u t
Bertha the Ladybird (who's
no lady) She's in this garden
being pursued by four some-
what unpleasant insects Out
to get her. The garden hardly
resembles one though, look-
ing more like a pile of that
bubble pac k ing t h e y  u s e
today. In  fac t the screen is
fi lled w i t h  s quare, g r een
bricks w h ic h  Ber tha  c a n
manipulate. She  c an bur n
them out  of her way, create
them and  als o send them

to play it. It's also very hard
and f a s t  w i t h  wonder fu l
graphics and  colours. The
only pity  is  that the control
keys a r e  o d d l y  p lac ed ,
especially for fi ring.'

'A very addictive game to
play, w i t h  j u s t  t h e  r igh t
amount of  diffi culty  as  the
screens increase. Why  did
they go and put the fire key
on P? It's an awkward stretch
with ENTER and SPACE for
the u p  a n d  d o w n  k ey s .
Otherwise, excellent.'

COMMENTS
Keyboard positions: all our
reviewers complained about
the layout, CAPS SHIFT/Z
le f t / r i g h t  i s  fi n e  b u t
ENTER/SPACE for up/down
with P  f o r  fi r e  i s  v e r y
awkward.
Joystick opt ions:  A G F ,
Protek or Kempston
Keyb o ard  p l a y :  v e r y
responsive

H ISC I IMESO IX10100  S C O N E  I 0011:11CKDO-
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A screen full of bubble pack and voracious Insects in PUSH OFF.

s hooting a l o n g  a t  h e r
enemies, hopefully  crushing
them t o  death.  B u t  t h e
insects can also burn away
the bricks to get at her. Four
little bells  are dotted about
and if  Bertha touches one it
rings, rendering the insects
helpless for a few moments.

In fact his is a variation on
a t h e m e  w h i c h  B l a b y
brought Out in the summer
called Do Do & The Snow
Bees.

CRITICISM
'Push Off is rather an odd-

ball game, quite original and
very addictive. The graphics
are extremely good with ex-
cellent movement of  bricks
and insects.'

'This is one of those games
that's instantly  attractive to
took at and makes you want
8 2  A  Newstield Publication

Use of colour: very good
Graphics: excellent
Sound: very good
Skill levels: 8 (8 screens)
Lives: 5
General rating: very good to
excellent

Use of computer 7 8 %
Graphics 8 9 %

Addictive qualities 85%
Value for money 8 7 %
Overall 8 5 %
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Deep in the 0 00MOUGS lair, T•rent Tula tries to get through the trap door.

DOOMBUGS
Prod ucer: Workforce
Memory required:16K
Recommended retail
price: E5.50
Language: machine
code
Doom Bugs  is  an entirely
original s o r t  o f  c r eep ie
crawlie game, best left alone
if y ou're squeamish about
these things! It introduces us
to Tarant Tula, an engaging
blue beetle who is our hero
— but  he's  an endangered
species, t r apped  i n  t h e
Grubbers lair. Inside the lair
the young Grubbers are left
to hatch ou t  (small round
egglike things) and honey is
left f o r  them t o  feed of f .
When two Gubbers meet, a
nas ty  s q u i r m y  g r e e n
Bubbergrubber results.
Should two Bubbergrubbers
mate a Red Backed Grubber
is pr oduc ed.  T hes e  a r e
similar in size to Tarant Tula
but touching one is  instant
death.

In the centre of the lair is a
trap door. To get through it
Tarant Tula must first eat a
mouthful of honey and then
ram the door. It takes several
attacks to break through to
the nex t level, tak ing more
honey  b e e t w e e n  e a c h
attempt. At the same time the
other  m e m b e r s  o f  t h e
Grubber f am i ly  a r e  a ls o
gobbling a t  t h e  honey .
Tarant Tula must also dash
about eating Grubbers and
Bubbergrubbers to  prevent
them f r om becoming Red
Backs. It's no easy life!

Success fully  b r eak ing
through the trap door leads
poor old Tarant Tula into a
maze guarded by three Red
Backs. S h o u l d  h e  g e t
through there safely it leads
into the next lair  where the
temperature is  warmer and
the eggs  hatch quicker —
and so on.

CRITICISM
'Because of its  or iginality

and cute graphics, this is an

instantly likeable game t o
play —  and  I t  is n ' t  easy
either! You only  have one
life, s o  t h e  frus tration o f
messing up just before get-
ting y our  highest score is
terrible —  in  anger  I  k ept
pressing the start button and
having another go.'

'This is an addictive game
to play, no  doubt. My  only
complaint is that Tarant Tula
keeps moving once a key has
been pressed until you press
another dir ec t ion. Mak es
him a  b i t  hard to  control.
especially i n  the maze, o r
when under attack from Red
Backs, which do home in on
him. A game to come back to
anyway.'

'The graphics  ar e qu ite
good a n d  i t ' s  reasonably
addictive in  playing. Tarant
Tula i s  a  b i t  diffi c ult  t o
control because of the con-
tinuous movement. Quite a
good game.'
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Red Backs block the way in the
second screen.

COMMENTS
Keyb o ard  p o s i t i o n s :
sensible, Q /Z  up/down, I/P
lefUright
Joystick options: none
Keyboard play: responsive
Use of colour: average
Graphics: good
Sound: average
Skill levels: increasing diffi -
culty by screen
Lives: 1
General ra t i n g :  ab o ve
average addic tiv ity , good
game

Use of computer 7 5 %

Addictive qualities 60%
Value for money 6 8 %
Overall 6 7 %



WILD WEST
HERO

Use of computer 85D/0
Graphics 80

3
/ 0

Playability 80%
Getting started 80%0%

Producer: Timescape
Memory required: 48K
Recommended retail
price: E5.90
Language: machine
code
Author: Silicon Kid
with help from M
Stockwell & P HoIms
Step O u t  i n t o  t h e  c ac t i-
strewn desert and shoot i t
out with rampaging bandits.
In most respects this  game
resembles  t h e  r o b o t i c
Frenzy type, where you find
yourself s ur r ounded a n d
heavily outnumbered by the
enemy. Ins tead o f  maz e
walls there ar e c lumps  o f
cacti, treacherous trees and
other obstacles which mean
instant death when touched.
The h e r o  h i m s e l f  i s
assembled in  the centre of
the screen rather as he is in
Virgin's Spectron, out of little
bits which whizz on from the
top, bottom and sides.

CRITICISM
Our he r o  ( Chr is  'C lin t '

Passey) stepped out onto the
plain with his  automatic fire
and repeat Colt 45 (based on
the Fistful of Dollars guns no
doubt) and had a  go. The
firing is  continuous, all you
have to do is  move around
and let the Colt do the rest.
The bandits don't shoot back
but t h e y  outnumber  y o u
heavily. .The trick is to man-
oeuvre across to the side and
shoot bac k  across as  the
bandits  h o m e  i n  y o u r
position. it 's  fair ly  easy a t
first, b u t  w i t h  subsequent
screens things really hot up
as the numbers o f  bandits
increase.'

'A nice inlay  and witty in-
structions back up the jolli-
est t i t le  sc reen y et ,  w i t h
nicely scrolling logo round
the edges. It's really a Frenzy
or Berserk type of game, but
the s m o o t h e r  g r aph ic s .
which are quite big too, and
the sheer speed make it ex-
citing to  play. The danger-
ous objec ts  lit tered about
which res tr ic t y our  move-
ment a r e  a ls o  a n  added
improvement.'

'Howdee folks! Just step this way, mind the cacti, and become a WILD WEST
HERO.'

'This is  the bes t Berserk
game I've seen yet, with big
graphics a n d  res pons iv e
controls. You get bonus lives
after 20.000 points  — that
takes some going!'

COMMENTS
Keyb o ard  p o s i t i o n s :
sensible, 0 / A  u p / d o w n .
SYMBOL SH I F T / SPAC E
left/right
Joystick option: Kempston
Keyboard play: responsive.
smooth, 8-directional
Use of colour: good
Graphics: very good
Sound: g
o o d

Skill levels: increasing diffi -
culty by screen
Lives: 3
General rating: very good

Addictive qualities 83%
Value for money 8 3 %
Overall 8 2 %

Reviews continue on 88
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For any Spectrum
ALL TITLES E6115 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

LUNA CRABS
By M.J. ESTCOURT

Trade EnOires
PRISM 01 253 227g,
WEBSTERS sof1wARE.D486
LIGHTNING RECORDS AN['
MICRO D EAL EFMIK-
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LLOYD MANGRAM takes a brief and personal
glance over his shoulder at some of the software
antics of the past year.
1983 was  an  as toundingly
good y e a r  f o r  t h e  Z X
Spectrum. We are told that
there are now well over half a
million units  in  our  homes,
and that  fi gure mus t have
taken a leap upwards before
your Chris tmas turkey go t
carved. Suc c es s  f o r  t h e
Spectrum has had a lot to do
with its price, but a computer
is O n ly  a s  g o o d  a s  i t s
software, and the Spectrum
has b e e n  w e l l  s e r v e d
throughout 1983.

The start of a new year is
traditionally a  t ime to  take
stock, s o  let's  take a  br ief
look back.

Barely established on the
market this  t ime las t year.
there were Only a handful of
c o m p a n ie s  p r o d u c i n g
software for  Sir  Clive's new
colour Spec tr um, a m o n g
them, o f  course, Sinc la ir
itself. It is  quite astonishing
to s e e  j u s t  n o w  m a n y
software pr oduc er s  hav e
appeared during the last ten
months t o  tempt  u s  w i t h
games f o r  t h e  Spec trum.
L o o k in g  t h r o u g h  m y
December 1981 c o p y  o f
Computer 8, Video Games
(yes, they  were going back
then) I noted that a company
in Liverpool were offering a
Star Trek game for the ZX81
— they  were c alled Bug-
Byte. Silversolt were in the
same is s ue w i t h  another
ZX81 g a m e  o f ,  o d d l y
enough, Star  Trek . I  a ls o
spotted a  s mall ad  i n  the
c las s ifi ed s e c t i o n  f o r
Volcanic D ungeon  ( mak e
cheques p a y a b l e  t o  R
Carnell). b u t  o f  t h e  b i g
names with whom we have
recently become so familiar,
there was no s ign, and the
mag was filled with details of
Atari, I n t e le v i s i o n  a n d
arcade news.

By Apr il 82 Silversoft are
indulging i n  muc h  b igger
ads with more ZX81 games
available, and other  names
have appeared. The end of
the month will see the third
ZX Microlair in London and
the new companies are tak-
ing advantage, dietronics ,
Kayde, a new outfi t calling
themselves M i c r o  G e n
Duality Products, Bug-Byte

,
THE INUASIOR -

C
COMPUTING C u

have double page ads, C -
Tech has a full page, and a
lorry p r ofi le  bear ing t h e
letters RTIC announces the
arrival of Artic on the scene.
Other names  i n  t he  issue
which hav e s ince become
familiar a r e  Abacus , AB&
Software ( f o r  t h e  Acorn
Atom though) , Mac ronic s ,
Hewson C o n s u l t a n t s ,
Addictive G am es w ith  a
programme called Football
Manager ( whic h g o e s  t o
show how long a game can
last!) and las t but mos t in-
terestingly, a small ad from a
company c laiming t o  have
the 'finest machine code fast
moving g r aph ic s  a r c ade
games  a v a i l a b l e '  —
Ouicksilva.

A year later and it's  Apr il
63. The Spectrum is well on
its way to becoming the top
selling personal c omputer
and t h e  amaz ing software
revolution is just beginning.
Opening my  Apr il issue of
Ct3 VG I first notice a blasting
full page ad for Hobbit and
Penetrator from Melbourne
House, two games that have
steadily remained in the top
selling charts for all year. A
spokesperson for Melbourne
told m e  a t  t h e  Personal
Computer World Show that
they were hoping the Hobbit
would d ie  o f f  soon, bu t  i t
shows no s ign of doing so.
(I'm s u r e  they 're pleased
really).

A quick  fl ip through the
issue reveals a  few names
who a t  the  t ime were not

doing any Spectrum games,
like Anirog and Rabbit, but
Softek has  appeared and
Bug-Byte a r e  n o w  i n  f u l l
glowing c olour  advertis ing
Spectres, dietronics already
have 3D Tank out and the
bu lly  f r o m  R i t i m b a  i s
Dictator, Romik  have a full
page, New Generation, REA
and Micromania are visible,
M C Lothlorien is wargaming,
Martech is  buzzing, and an
exciting new company has
splashed out on no less than
live colour pages to inform
us that THE INVASION HAS
BEGUN! A t  t he  t ime they
coined the phrase Imagine
probably had lit t le idea o f
just how right they were. So
muc h s e e m s  t o  h a v e
happened between then and
now t h a t  y o u  c o u ld  b e
forgiven f o r  think ing t ha t
April was really years ago.

Standing in  the crowded
aisles of the PCW show at the
Barbican in September I had
to marvel a t  the  progress
Spec trum s o f t w a r e  h a d
made, at the quantity and the
quality o f  t h e  g a m e s
available. It is difficult to pick
out highlights from the year,
and inev itab ly  u n f a i r  o n
those who get left out, but at
the r isk  o f  being shouted
down I'll have a go_

Certainly t h e  ear ly  h igh
spot w as  t h e  success o f
Hobb it  a n d  Pe n e t r a o r .
Hobbit was described by one
critic at the time as 'a game
by which future games will
be judged', and i t  sets the
scene for so many Go-West-
Young- Man a d v e n t u r e s
which were to follow shortly.
Penetrator is  s till reckoned
by many  t o  b e  the fi nest
Scramble game o f  the lot,
although c o m p a r in g  i t s
graphics t o  pr es ent  d a y
standards, i t  look s  pret ty
pr imit iv e. A t  t h e  t i m e ,
howev er ,  I  r e m e m b e r
thinking that if you could do
this a t  h o m e  t h e n  t h e
arcades must be dead.

Both t h e s e  p r o g r a m s
stood out at the time against
the flurry of activity that took
place i n  t h e  i n v a d i n g
galax ian a s t e r o id  b e l t .
Almost every one o f  t h e
newly emerging companies
has h ad  a  g o  a t  these
favour ite a r c ade games ,
many  p r o g r a m s  b e i n g

• ,  •
• — . M b

uprated versions o f  ear lier
ZX81 g a m e s .  I m a g in e ' s
Arcadia comes instantly  to
mind as  one o f  the better
galax ian s t y l e  g a m e s ,
Oulcksliva's Space Intruders
is a ls o wor th a  mention,
Softek's Firebirds was one of
the bet ter  Pheonix  types ,
and I  always had a sneaky
liking for  Mikrogen's quaint
Space Z omb ies  w i t h  i t s
colourful trainload of aliens
buzzing er ratically  around
the sky. N o  one seems to

have done all too well with
asteroidal games  however
(though they  probably sold
like h o t  r oc k s ) .  A l l  t h e
versions suffer from poor
graphics, uninterest ing
colours a n d  miscalculated
attack speeds. O f  the type
my vote goes to Abacus with
Sentinel,  a  g a m e  w i t h

A Newsfield Publication 8 5



enough complexity to make
it exciting to play and watch.

Despite this concentration
on t h e  obv ious ,  S p r i n g
resulted i n  a  number  o f
o r ig in a l  g a m e s  w h i c h
indicated a serious attitude
to t h e  a b i l i t i e s  o f  t h e
Spectrum. O u icksl iva' s
Timegate b y  J o h n  H o l l is
gave a new lease of life to the
Star Trek theme and intro-
duced u s  t o  t h e  h ig h ly
realistic mov ing s tar  back-
grounds. F r o m  t h e  s ame
c ompany  I a n  A n d r e w ' s
Mined- O ut  d e s e r v e s  a
special mention for  its nail-
biting qualities and the fact
that i t  gav e  Ouicks ilva's
copywriters the opportunity
to c ome up  with the most
ludicrously obs c ure b lu r b
ever wr it ten f o r  a  game.
(Something they 've hardly
looked back  on  either). A t
the same time Imagine were
busy in t r oduc ing u s  t o
Schizoids which relieved us
of t h e  r es pons ib i l i t y  o f
zapping aliens and allowed
us to bulldoze them to death
instead. The game was well
received b y  c r itics , b u t  I
found i t  unplayable. They
were t o  make u p  fo r  that
shortly by bringing Out Molar
Maul a n d  A h  Diddums ,
certainly t w o  among  t h e
most o r ig in a l  g a m e s  t o
emerge this year.

__---•••••00101111IL

Leaving the asteroid belt
behind a n d  returning t o
earth —  w el l  almost  —
Psion's F l ig h t  Simu la t ion
proved that computer games
clidn Ina%, t o  be all zap and
Hewson's N igh tfl i te  p r o -

,  v i d e d  a creditable alternative
for 18K users as  well.  O f
course, as  spring turned to
summer y o u  c o u ld  h a v e
turned t h e  nos e o f  y ou r
aircraft r ound t o  buzz  the

,,, •  •s
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where another favourite was
turning his back on t h e
.
V i c s ,

Orics a n d  Beebs  o f  t h is
world t o  haun t  Spec trum
owners. Kong  games  may
have been a  rave i n  t h e
arcades b u t  s o m e  e a r ly
Spectrum vers ions  tur ned
out les s  t h a n  wonder ful.
Blaby's K i l l e r  K o n g  a n d
Ocean's Kong were among
the bes t ,  b u t  t h e  B la b y
version has the most exciting
sound. Away from the heady
heights  o f  N e w  Yo r k . 2
Slippery Sid from Silversoft
and Boz y  Boa  f r om C D S
were s lither ing around a n
English C o u n t r y  G ar den
eating frogs and snails and
avoiding toads and flowers,
whilst their  nastier Cousins,
the c e n t i p e d e s ,  w e r e
a t t ac k ing  m a n k i n d  i n
alarming quant it ies .  J u s t
about e v e r y o n e  h a d  a
supermegasprectripede on
the rampage. a n d  I  don ' t
think we've seen the last of
them yet. Among the better
vers ions w e r e  R a b b i t ' s
recent C en t r opods  a n d
Sliversoft's m u ch  o l d er
Cyber Rats (okay, so a rat
ain't a centipede. but what's
a few hundred legs between
friends?). Softek, C-Tech,
Hewson, dk'tronics, Ocean,
Macronics, COS, R&R and
Protek t o  name a  few, a ll
released centi pedal monsters
upon us during the year.

Such a  hos t  o f  creepie-
crawlies doubtless explains
why the frog population also
increased dras tic ally . M y
favourite was D a 's  version,
Froggy , w i t h  i t s  c u t e
graphics a n d  abominably
smug frogs (those that didn't
get s m u d g e d ,  t h a t  i s ) .
Oddest frogger of the year
award goes to Virgin Games
for  t h e i r  d is a p p o in t in g
Yomp, which swapped Paras
for hoppers and then mined-
them-out onc e  t hey  were
across the road

Leaping n e a t l y  f r o m
frogspawn t o  d o t s ,  t h e
dreaded pacmania showed
little s igns  o f  dy ing  O ut
during the year. I  must say
that I  fi n d  i t  diffi c ult  t o

dis tinguish be tw een  t h e
numerous versions, a l l  o f
whic h h a v e  t h e  u s u a l
features a n d  w o r k  pr et ty
much as  we ll as  another.
Perhaps t h e  s il l ies t  w a s
Lasersound's Egg Farm with
its easily outwitted hens. I f
clearing t h p  screen is  the
object o f  ghos t-gobbling
games, c ov er ing i t  w i t h
colour is the aim of painters.
There were quite a  few of
those suddenly  sprang u p
mid-year. s omewhat mor e
variable in quality than their
pac man c o u s in s .  C D S
promised a  3D Painter that
tur ned O u t  v e r y  o n e -
dimensional, Romik gave us
the mos t complicated and
interes t ing w i t h  C o l o u r
Clash, A&F  came out  with
the m o s t  c lass ic , s imp ly
called Painter, but  my  best
for all round goes to Biaby
and their  High Rise Harry.
Ouicksilva/Salamander's
Traxx, jus t released, is  also
an interesting and frustrat-
ing variation on the theme.

Of the host of  maze and
maze-oriented games  i t  is
hard t o  p ic k  Out any  f o r
special men t ion .  I  l i k e d
Maze Death Race by  PSS,
Sunshine Book's Androids,
Abersoft's Wizard's Warriors,
and f o r  i t s  d e l i g h t f u l
graphics  c omb ined  w i t h
hyper-panic quality ,  N e w
Generation's Escape. T h e
monsters in  this  las t could
easily have been designed
by Walt Disney himself. Most
frustrating in the worst sense
was ETX by Abbex, though
nice to hear him talking.

On the adventure scene, I
have to confess that I tend to
lose p a t ie n c e  w i t h  t h e
interminable w a i t in g  f o r
responses so I'm inclined to
prefer programs  t h a t  a r e
good i n  th is  respect. O ne
which wasn't s o quick  but
still w o n  m e  o v e r  w a s
Mikrogen's  M a d  Mar tha,
almost a verbal maze game
and p e r h a p s  t h e  m o s t
original of the lot this year. I
have heard s ome players
c ompla in ing a b o u t  t h e
ar c ade i n s e r t s  w h i c h
prevent y ou from getting on
with t h e  game proper . s o
they m a y  n o t  hav e lik ed
Rushton's quirky Spectrum
Safari w i t h  i t s  univers ity -
educated wildlife and greedy
natives, but I did. Apart from
the Hobbit ,  I  l ik ed Derek
Brewster's Velnor's Lair, now
marketed b y  O uic k s ilv a,
because o f  i t s  s ens e o f
humour. Ouicksilva can also
boast the fastest response
times y e t  i n  Smuggler 's
Cove, but  the game suffers
from being ridiculously hard
to get through.

Arcaventures m a d e  a n
appearance too. Ouicksilva's

)(adorn and Phipps Associ-
ate's Black Planet deserve a
mention, but Crystal's Halls
Of The Things was one of the
most diffi cult, and their  do-
it-yourself adventure game
Dungeon Master proved too
daunting for  me though I'm
sure it's triff really.

On a more strategical note
we saw CCS with Dallas and
Corn Cropper  games w ith
perhaps a little too much of
the random to really imitate
life. Dictator from dietronics
did well, and of  course the
ubiquitous Richard Shep-
herd gave us Transylvanian
Tower, Everest Ascent and
now Devils of the Deep and
Invincible Island. I'm afraid I
found Super s py  a  l i t t l e
t e d io u s ly  m y s t e r i o u s .
Lothlorien's wargames came
on strongly after a weak start
with rather paltry updates of
ZX81 games, but  the later
Johnny Reb and Redweed
certainly gav e  v a lue  f o r
money.

Coping wtht airliners that
had grown t ir ed o f  fl y ing
s eemed p o p u l a r  t o o .
Following o n  f r om Psion's
F light S i m u l a t i o n  t h e
Scottish c ompany  Protek
gave us  Air liner, where we
landed a  B A C  1 - 1 1  a t
Edinburgh —  a t  leas t that
was the idea, but perhaps my
talents were more intended
for the ground, so I followed
Hewson's adv ice and gave
up fl y ing for  Heathrow, Air
Traffic Control, an amazing
program t h a t  pac k ed
everything in to 16K, Protek
too, abandon the air in their
newest venture, as you take
to your periscope in Hunter
Killer, a  submar ine game
which could well be the first
ever two-handed Spectrum
game on the market.

Sports s imu la t ion  p r o -
grams h a v e  proliferated
and ev en been rewarding.
Addict ive's l o n g - l i v e d
Football Manager  w ith  i t s
edited 'game highlights ' and
strategy ov er tones  i s  a
definite winner. Watson has
updated h i s  Sta r  Soccer,
CAL gave us Test Match and
Derby Day, but probably the
oddest g a m e  w as  Cham-
p i o n s h i p  D a r t s  f r o m
Sh a d o w ,  a c t u a l l y  a n
effective l i t t le  p r o g r a m ,
but dar ts  is  one o f  those
games that needs the effort
of the throw to work. Sitting
at h o m e  b e h i n d  y o u r
Spectrum keyboard doesn't
seem r ight. It 's  funny  how
companies produc ing soft-
ware all seem to get the same
idea at  the same time, and
CDS i s  challenging Bu g -
Byte's mar k e t  leaders hip
with Pool, while a brand new
company c a l led  Abr as c o
also brought out a version in



time for the PCW show. In
fact I think all three are better
than t h e  p u b / a r c a d e
versions, but the baize could
do with mowing as the balls
stop so suddenly.

Beyond the obvious, we've
been presented with some
very original games, but no
company has made such an
auspicious start as Ultimate
who p u t  t h e  Zouch into
Ashby an d  Zest  in to  t he
Spectrum with Jetpac, Pssst,
Cookie and Tranz Am, four
excellent a n d  p layab le
games t h a t  ast on ished
everyone by how much they
managed to pack into 16K.
Ultimate are set for the battle
to be the best, but their work
is cut out. The latter part of
the year has seen all the old
favourites reasserting their
position. Bug-Byte, w el l
ahead at the beginning of the
year, slipped and failed to
bring Out many Spectrum
games, something w hich
they have definitely put right
with t h e incredible Manic
Miner. I m a g i n e  h a v e
maintained their lead, and
proved to be among the most
original games' producers.

Design a n d  p ackag in g
delays turned Zzoom into
the most awaited game of the
year.

We've s e e n  Sp ect ru m
Games turn into Ocean and
Quest in to  Fantasy. J  k
Greye makes a  comeback
from the long distant past,
and Kayde vanished without
trace despite all the colour
ads. Rabbit and Anirog have
seen p o t e n t i a l  i n  t h e
Spectrum an d  turned ou t
half a  dozen games in the
past two months: Romik's
'honesty's t he best policy
seems to have kept them well
ahead • too, a n d  Ps i o n /
Sinclair a r e  i n  a  strong
position. We saw the biggest
ever launch hype with Virgin
Games who limped onto the
market in the summer with
some o f  the worst games

ever; and 3D has been the
most misused word in  the
business although Artic's 3D
Combat Zone was wonderful
and watch out for Quick-
sihra's Ant Attack,

At this year's PCW show it
was gratifying to  see how
games software has asserted
itself in what has tradition-
ally been a business show,
and how much of it was for
the Spectrum. At the start of
the year probably only 15
companies catered for the
Spectrum, today there are
well over 80. Whichever of
them does well next year. we
can b e  pret ty su re t h at
Spectrum owners are going
to benefit by having some of
the best  games software
around.
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JETMAN hovering above his vehicle and firing at the aliens.

LUNAR
JETIVIAN
Producer: Ultimate
Memory required: 48K
Recommended retail
price: 0. 50
Language: machine
code

There c an ' t  hav e been a
Spectrum o w n in g  games
player who hasn't wondered
what the wizards at Ultimate
could do if they moved up to
48K. Well now we know —
amazing!

In a neat touch it is we. the
games play ers , w h o  a r e
blamed for the predicament
our hero finds himself in. It
seems none of us was quite
good enough at assembling
his rocket in Jelpac, and now
its v a r i o u s  s t a g e s  a r e
disintegrating in warp space.
Luckily he manages to crash
land o n  a  s trange planet
where he is stranded with his
Hyperglide Moon Rover and
a b u n c h  o f  t h e  m o s t
ferocious aliens yet.

The c ontrol keys  fo l low
the pattern o f  Jetpac, with
alternating left/r ight keys on
the bottom row, fire laser on
second row, thrust on third
row, and hover on the top
row. In addition pressing Z
or Symbol Shif t  w il l a llow
him to  pick up or drop any
piece o f  t h e  Moonglider 's
equipment, and Caps Shift
Break will let him get in and
out of the machine,

Briefl y ( I )  J e t m a n  i s
discovered standing outside
his vehicle and not far from a
r ounded o b j e c t  w h i c h
resembles a bomb — it has a
B inscribed on it, so it must
be a  bomb. Yo u  hav e t o
discover fo r  yourself s ince
no one tells you anything in
this game! Ins tantly  aliens
8 8  A ,  Newstield Publication

move in,  3D green boards,
swir ling e n d  o v e r  e n d ,
bouncing r e d  ba l ls ,  a n d
others in later screens. If an
alien hits him on the ground
he creates a small crater — if
he's in the air they bowl him
into a spin dive and he makes
another  c r a t e r  o n  t h e
surface. These craters are
impor tant  b e c a u s e  t h e
Moonglider can't pass them.

If you can get him into the
vehicle then he's  safe from
the aliens and pressing the
thrust and direction keys will
cause t h e  v ehic le t o  r o l l
along —  unt i l  i t  meets  a
crater crev ice. For tunately
the Moonglider is fi tted with
short br idg ing units .  Yo u
have to get Jetman out of the
vehicle, p ic k  them u p  and
deposit them in  the crater,
without making a fresh one!
Finding out  how to get the
bridge units  is  a  tr ial and
error s ituation — and if you
don't already  k n o w  how ,
you'll just have to find Out!

There a r e  enemy  bases
some d is tanc e f r o m  t h e
Moonglider, an indicator at
the top of the creen points in
their direction. These can be
bombed b y  c ar r y ing t h e
bomb and dropping it on the
base. The problem is that the
base is  too far to carry it in
the air, because Jetman only
has a  severely limited fuel
supply, and it drops faster if

i r
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he's carrying something. So
he has  t o  dr op i t  o n  t he
bonnet of the vehicle, get in
and dr iv e, g e t  ou t ,  mak e
bridges, g e t  i n  dr ive unt i l
reaching the base, get Out,
pick up the bomb, drop it —
and all without getting killed
off.
CRITICISM
Well, w ha t  c an  y o u  s ay ?
Mar v e l lous  s e e m s  i n -
adequate. The graphics are
richly coloured, highly  de-
tailed, very similar to Jetpac,
but just many, many more of
them. T he alien base is  a
solid, real and complicated
building with whir ling radar
towers and miss ile launch-
ers. I f  you take too long a
warning fl ashes u p  that  a
miss ile i s  a b o u t  t o  b e
launched. I f  y ou 'v e d i s -
covered the function of the
iron s haped ob jec t  ly in g
about on the ground, then
you can use it  to shoot the
missile down, b u t  I  found
flying about and hit t ing i t
with t h e  las er  w as  mor e
effective.'

The graphics are brilliant,
every b i t  as  good  as  t he
powerful arcade machines,
and the amount of things you
can do with Jelman and the
Hyperglide w i l l  k eep y o u
going for  hours. This  is the
mos t  m a d d e n i n g  a n d
excitingly frustrating game
Ultimate have come up with -
anyone's c ome u p  with, I
tried t h e  joys tick  b u t  it ' s
better with the keyboard, but
so many keys and so many
aliens!'

'With L u n a r  J e t m a n
Ultimate l iv e  u p  t o  the ir
name. I  c a n ' t  i m a g i n e
anyone fa iling t o  lik e this
game or  failing to  become
very mad with it. It should be
put o n  the lis t  o f  banned
drugs!'
COMMENTS
Keyboard positions: very
well laid out — practice
makes imperfect but it's the

The Base al last! Wooasl A miscalculation and that J E TM A N  going head
over heels.

only  way
Joystick options: Kempston,
AGF, Protek
Keyboard play: excellent
and highly responsive
Use of colour; excellent
Graphics: excellent
Sound: excellent
Skill levels: no choice, but
difficulty increases with
each screen — we don't
know how many of them
there are yet!
Lives: five
Games: one or two player

Use of computer: 9  0 %
Graphics: 9 9 %
Playability: 9 5 %
Getting started: 9  0 %
Addictive qualities:95%
Value for money: 100%
Overall: 9 5
0
/ o

FIRE FLASH
Producer: Abacus
Memory required: 16K
Recommended retail
price: E5.95
Language: machine
code
Author: K Flynn

Fireflash is  a very superior
Missile Defence type game
and a  Games Designer in
one! Ab a c u s  s e e m s  t o
specialise in games requiring
seven o r  eight digit  hands
and good co-ordination as
well. T h is  i s  cer tainly  n o
exception!

You ar e in  command o f
four missile sites which are
protecting your planet from
attac k ing mult i- war head
missiles. These, i t  seems,
have m a n a g e d  t o  g e t
through the Sentinel system
due to  your ineptness as a
space p i lo t  i n  t h e  former
game o f  t h e  s ame name!
How they  imagine y ou're
going t o  d o  better on  the
ground than you did in space
is another matter, b u t  the
people a t  A b a c u s  a r e
obv ious ly  k i n d  i n  t h e i r
judgement! The four launch
pads a r e  c onnec ted  b y
underground tunnels  which
deliver fresh missiles as long
as they remain undamaged.
At either end of  the screen
stand two laser towers which
only fire horizontally.

The inc oming  mis s iles
split u p  in t o  four  smaller
warheads i f  they  ar e no t
quickly destroyed. You can
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select which launch pad to
use a n d  a f te r  t ir ing y ou r
Fireflash missile, guide it to
the e n e m y  m is s i le  a n d
detonate it .  T o  add to  the
problems there is a small red
space c r a f t  w h i c h  g o e s
about,  j u s t  u n d e r  t h e
umbrella o f  l a s e r  fi r e .
bombing a l l  y our  ins talla-
tions . U s i n g  a  g u i d e d
Fireflash o n  i t  is  dicey  as
you're as  likely  to blow up
your own buildings  as  the
enemy!

If i t s  all too fast Abacus
have provided a marvellous
fac ility  f o r  r e d e s ig n in g
features o f  t h e  game. B y
pressing k ey  zero (POKE)
you a r e  a s k e d  f o r  t h e
memory address of the item
you wish to alter. These are
all lis ted o n  t h e  excellent
inlay, so there's no diffi culty
involved It's  possible to alter
the f o l lo w in g :  s p e e d  o f
game, s peed  o f  r eloads ,
speeds of laser heating ( if it
overheats through use y ou
must w a i t  f o r  i t  t o  c o o l
down), probability  of blaster
appear ing, e laps ed  t i m e
before two bombs  used —
three bombs  used —  t w o
blasters used.

In addition to Fireflash on
side two of the tape isa game
called Destroyer,

It takes every linger on all your three hands to sawe civilisation lor mankind in
FIREFLASH.

CRITICISM
'At las t ,  a  g a me  w hen

there's action all the time for
the 1 6 K  Spec tr um. Ve r y
good c olours  and  smooth
graphics. A very fast game.
excellent playability , g o o d
value and — just brilliant!'

' D e fi n i t e l y  a  g a m e
requiring skill in timing. Like
their Sentinel, t h e  gu ided
missiles a r e  fas t  a n d  ex -
ceptionally  r es pons iv e -
even too much so, as it's easy
to turn one r ight round and
blow up yourself while trying -
to do three other  things at
once. Fortunately I was able
to s low the  s peed o f  the
game down with the POKE
facility - not that it did much
good! T h e  gr aph ic s  a r e
colourful, n e a t  a n d  v er y
smooth mov ing.  I  &way s

t h o u g h t  S e n t i n e l  w a s
underrated -  I hope this one
won't be.'

'Fast, fast, fast! Some may
think too fast to be good and
too bus y  t o  c ope with. I f
you're bor ed w i t h  arc ade
games to date, try  this  one,
whatever else i t  does  — it
won't bore you! Pity the end
of l i f e  sequence takes  s o
long after  the fi nal planet
levelling bomb has gone off.
They c ou ld  hav e made i t
quicker s o  y o u  c an hav e
another go.'
COMMENTS
Keyboard layout: complex
with six keys in play, but well
laid out:
Joystick option: none
Keyboard p l a y :  h i g h l y
responsive
Use ol colour: very good
Sound: very good
Sk ill l e v e l s :  n i n e  b u t
redefi nable w i t h  P O K E
facility

Use of computer: 80%
Graphics: 7 5 %
Playability: 7 4 %
Getting started: 7 5 %
Addictive qualities:80
4
%
Value for money: 85%
Overall: 7 8
0
/ o

SPLAT
Producer: incentive
Software
Memory required: 48K
Recommended retail
price: E5.50
Language: machine
code
Author: Ian Andrew 81
Ian Morgan
Ian Andrew, w h o  c reated
Ouicks ilva's  b e s t  s e l le r
Mined-Out, seems  t o  tak e
some d e l i g h t  i n  b e i n g
referred to as, 'over the hill,'
at the ripe old age of 22. To

48K SPECTRUM
SPLAT!

48K SPECTRUM CHALLENGE
FROM INCENTIVE SOFTWARE LTD

MOUNTAINS
OF KET
ADVENTURE

A MONSTER OF AN ADVENTURE
PROGRAM! COMBAT. INTER—
ACTIVE BEINGS, MONETARY
SYSTEM. MAGIC. EDGAR, SAVE'
LOAD FACILITY PLUS MANY
OTHER FEATURES

As well as being a fast ingenious
compelling adventure in itself the
Mountains of Ket is the fast of a 3
part sums that builds into a
mammoth adventurers challenge
Incentive. It could be adventageous
if you achieve 100%
11N002

Et
Name__ .
Address

E550

1984
A GAME OF

GOVERNMENT M AN AGEM EN T

• SPE r* AUNI  CHAt.L INGE
•. • P 4  r  o Nt,vr I

ARCADE

ONE OF THE MOST ORIGINAL
AND COMPELLING ARCADE
GAMES EVER PRODUCED'
STARRING ZIPPY!'

"SPLAT
1 i s  
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o f  
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t

addictive games I have ever played
on the 48K SPECTRUM
certainly the most wiping'

Computer & Video Games
NOW AVAILABLE FROM WH SMITH
AND BOOTS.
N001 T5 5D

1984
THE GAME OF

ECONOMIC SURVIVAL
THE BRITISH ECONOMY WITH YOU
AT THE CONTROLS! WHAT SORT
OF CHANCELLOR WOULD YOU
MAKE WITH SEVERAL BILLION
POUNDSIO SPEND & FIVE
YEARS TO THE NEXT GENERAL
ELECTION? GRAPHIC DISPLAYS.
HISTOGRAMS & AN ANNUAL
PERFORMANCE RATING ARE ALL
INCLINED TO SHOW HOW YOU
ARE DOING HOW MANY YEARS
WILL YOU LAST'
FREE INSIDE: Pocket Guide to
Running Britain"!
NOD) f  5 50

All programs run in the titik ZX SPECTRUM and are available from all
good computer shops I n  case of difficulty please order direct using
the coupon below

Please send me (tick box(es) required)
SPLAT 0  MOU N TA IN S OF KET 0  1984  O
All et £5.50 each iinOusive of VAT and 1st class postagel
I Pnclose cheque.
, P . O  
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7 2 P to
ol prove how agile a senile pro-

gramer can be he has struck
back with this new maze type
game, w h ic h  attempts  t o
splatter you against the walls
of your  tv  screen. He also
introduces us to a new hero
called Zippy who, despite his
name, proceeds through life
at a relatively calm pace. Not
that this  should put anyone
off, for  Splat has the same
nail- b it ing  q u a l i t i e s  a s
Mined-Out. I t  creeps up on
you s n e a k i l y ,  t u r n i n g
something that you thought
was going t o  be easy into
something that is  defi nitely
not..
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A liking tor grass Is Zipoy's main problem In SPLAY.

Put s imply , Z ippy  has  t o
move around a  maz e and
escape on level seven. Zippy
can eat grass for points (and
invis ible gr as s  t o o )  a n d
plums for  more points . He
must avoid the water hazards
and nasty spikes. So far, so
good, now for the problems.
The m a z e  w h i c h  Z i p p y
inhabits i s  a  g r ea t  d e a l
bigger t h a n  t h e  v is ib le
play ing a r e a .  a n d  i t ' s
unstable. From the moment
the game s tar ts  i t  begins
gently  s c r o l l in g  i n  a n y
direction i t  fancies, chang-
ing direc tion a t  any  t ime.
Should Zippy encounter the
walls which edge the screen
its  Spiel!

The m a z e  h a s  b e e n
specially designed to tempt
you into vile little dead ends
because that's usually where
the juic iest c lumps of grass
are t o  b e  found  —  a n d
without thos e points  y o u
can't ge t  out. It 's  a ll quite
deceptive; y o u  c an  gu ide
Zippy into what looks like a
safe p o s i t i o n  a n d  s t a r t
happily c hewing t h e  c ud.
when all of a sudden the wall
scrolls down on top of you.
From t h i s  q u ie t  c oun t r y
house scene, panic can set in
at a moment's notice.

Progressing satisfactorily
9 0  A  Newslie/c1 Publicatkin

to a second screen the maze
becomes les s  helpfu l s t i l l
and a  r iv e r  w i t h  nar r ow
bridges appears . O n  t h e
balance side there are plums
to ea t  and  inv is ible grass
which signals the fact it has
been eaten with a bleep. At
higher le v e ls  t h e  m a z e
moves much faster and there
are spikes  dotted around,
which although n o t  muc h
trouble to avoid can be very
nasty if a panic sets in.

This is  a game for points
and i n  f a c t  t h e  mak er s
offered a points competition
which c los ed 1 4  January
1984. T he  winner  received

E.500. The game already con-
tains a system which awards
you a code for your new high
score (over 500 points). The
entry with the highest score
code was the winner. I  see
from our  notes that it  says.
'Level t h r e e  -  H i  C o d e
appeared, 715 points, code:
DOUR. Unfortunately died at
that  mo me n t . '
GENERAL
All three reviewers play ing
and wr it ing independently ,
were v ery  .impressed w ith

INVASION
OF THE
BODY
SNATCHAS1
Producer: Crystal
Computing Memory
required: 48K
Recommended retail
price: E6.50
Language: machine
code

this game. You can play with
Kempston o r  A G F  a n d
Protek joysticks, use cursor
keys o r  user-defined keys.
The g r a p h ic s  a r e  v e r y
smooth and the scrolling in
four directions is  excellent.
Colour was commented on
favourably. Packaging and
instructions are fi rst rate. I f
you get through a screen the
computer shouts out Yippee!
CRITICISM
'Perhaps Splat suffers from
the random maze movement
because it  lessens the sk ill
factor, on  the other hand it
keeps you on your toes.'

Because o f  t he  c ontin-
uous scrolling o f  the maze
you w il l  never get tired o f
going round the same o ld
screens.*

'This is a game with grow-
ing appeal and a thoroughly
mean, ornery  streak which
guarantees its addictivity.

COMMENTS
Keyboard positions: user-
defined e x c e l le n t
Joystick options: excellent
as provided, but with user-
defined keys it's suitable for
almost any controller
Keyboard only playing:
positive, smooth movement
Use of colour: very good
Graphics: good
Sound: good
Skill levels: seven
Lives: three
General rating: highly
recommended

Use of computer: 9 5 %
Graphics: 7 0 c / 0
Playability 7 4 %
Getting started: 8 5  %
Addictive qualities: 75%
Value for money: 9 0 %
Overall: 8 1 1 / 2 %

A wor d o f  warning fi rs t!
Crystal have been clever, the
program has a special loader
and ins tead o f  t h e  us ual
interference l in e s  i n  t h e
border area while the game
is loading i t  remains clear.
You might  b e  tempted t o
think t h a t  something has
gone wrong and restart, but
leave the tape running and
all will bewell. As the loading

• continues, the game screen
details are slowly built up to
reveal the traditional appear-
ance of a defender game.

Once loading is complete
you are asked whether or not
you have a Fuller box con-

A green grabber tires al 'you' In
Crystars INVASION O F THE BODY
SNATCHASI

nected. I f  y o u  hav e then
spectacular s ound effec ts
are pr oduc ed.  Unfor tun-
ately , i f  y o u  a r e  n o t
possessed o f  a n  amaz ing
Fuller box, then the program
is quite silent.

The game itself is a pretty
classic copy of Defender.
CRITICISM

'This Is  one o f  the best
copies of the original I have
seen, and includes Landers,
Bombers, Mutants, Swarm-
ers and pods, your craft has a
laser and smart bombs and
flies forward and in reverse.
At the top there is  a  long
range scan — a  very good
one, you really can use it for
lining up a laser blast T he
graphics are very smooth but
not c o lour fu l —  another
feature which is  true to the
original. P i t y  a b o u t  t h e
sound, it makes it very dull to
play.'

'It's a l l  very well offer ing
-
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through the Fuller box, but I
wonder how  many  people
have them? The excellent
graphics include some of the
best cosmic explosions I've
yet seen, but all in full stereo
silence. Ev e n  t h e  mu t e d
buzzing o f  my Spectrum is
preferable to this! That apart,
we have here a classic copy
of an arcade favourite. The
scrolling landscape i s  the
usual zig zag line with small
humanoids d o t t e d  a b o u t
waiting to be grabbed by the
green aliens . I t  a l l  moves
very last and, if  you like the
type, is  very addictive.'

'It c ould have been lik e
Star Wars with a Fuller box on
board. I f  th is  i s  t he  way
games a r e  go ing  f o r  t he
Spectrum I ' d  b e t t e r  g e t
CRASH to provide me with
one! It seems a bit mean not
to have given the disadvan-
taged unFullerised player a
bit o f  murky  sound t o  be
going o n  with.  I t 's  a  pity ,
because this  is  otherwise a
good a n d  playable game.
The detail is nice, especially
Crystal's familiar  H a l l  o f
Fame wher e  1 6  prev ious
players w i t h  names  l ik e
Muad'Ilb, Cz ar  Murdic og
and the Headless and Great-
heart S i lv e r  a r e  alr eady
listed. Another drawback is
the awkward control keys.'
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COMMENTS
Key board p o s i t i o n s :  4
directional keys are in  line
which i s  n o t  t h e  b e s t
arrangement. Z /X left/r ight.
N/M up/down. A  to G  fi re
laser, H  t o  ENTER, smar t
bombs (2).
Joystick  o p t i o n s :  A G F ,
Protek, Kempston, Fuller
Key boa r d  p l a y :  v e r y
responsive
Use of colour: very little
Graphics: very good
Sound: none unles s  us ed
with Fuller box
Skill levels: 1
Lives: 3
General rating: a good copy,
playable and addictive.

Use of computer 6 7 %
Graphics 8 0 %
Playability 6 0 %
Getting started 7 0 %
Addictive qualities 75%
Value for money 6 5 %
Overall

HAWKS
Producer: Lotus Soft
Memory required: 16K
Recommended retail
price: E5.50
Language: machine
code

It's a  t ime  i n  t h e  dis tant
future when an ice age has
wiped out all but a pocket of
humanity. Races of mutant
birds w i t h  dev ilis h in te ll i-
gence have evolved and are
trying t o  w i p e  o u t  t h e
humans. T h e y  a t tac k  i n
waves, dr opping eggs  o n
parachutes w h i c h  b u r y
themselves in  the soil and
then ha tc h  o u t  a s  la r ge
mutated Hawks to  regroup
and attack later  in  waves.
The humans have found an
old Asteroid Mining Vehic le
which i s  equipped w ith  a
powerful missile launcher. a
short range laser and a mine
layer. Now it's up to you!

A lar ge mutated H aw k
Screams a t  the top o f  the
screen, forming up the first
attack wave of smaller birds.
These can be shot out of the
sky with t he  missiles, bu t
soon they are dropping their
eggs. You can shoot these
too, using the missiles and
lasers, in  between dodging
the swooping b ir ds .  T h e

3M101211011111111118SOMS=
1
:4

S W i r  s t r
Ni•oto

se
'111'

se Seiko 7 i f  ems

ea
,

,
W
A

•

Lay mines, shool the laser,f ire rnisailes, kill aliens -  a housewife's work Ls
never done, HAWKS

eggs w h ic h  successstully
reach the ground burrow in
and you must lay a mine over
their nest before they hatch,
which blows them up when
they emerge. Those that you
fail t o  k ill fl y  off, although
you c an  s t i l l  g e t  them i f
you're qu ic k  befor e  t hey
disappear of f  the screen to
wait their  moment,
GENERAL
There are a large number of
keys t o  control the game.
Alternate keys on the bottom
row from Caps Shift  t o
Break/Space m o v e  t h e
vehicle left or right. Any key
on the second row fires the
laser. Any  key on the third
row fi res a missile and any
key from the top row lays a
mine.
CRITICISM
'Hawks  i s  b a s i c a l l y  a
souped-up G alax ian w i t h
good colours and graphics. I
thought there were too many
firing keys, especially as the
laser was  n o t  muc h us e
You're probably  better  o f
with t he  missiles and land
mines o n l y .  B u t  ther e 's
plenty to  do what with the
eggs f a l l i n g ,  h a t c h in g ,
swooping suic ide birds and
the fast hawks.'

'There's a n ice title screen
and comprehensive  inst ruc-
tions after a short load. The
keyboard layout is very good
and we ll thought-out. Hawks
does se e m t o  have taken a
Galaxian t y p e  g a m e  a n d
added a  fe w mo re  features.
All the co lours are used and
in a  ve ry  g o o d  wa y  in  the
graphics, w h i c h  u se  ma n y
LOG. Th is is a d ifficult game
to master, wh ich  won 't  bore
you too soon. Add ict ive . '

'A very busy screen with
smoothly mov ing graphics
and plenty  to do. The laser
doesn't seem very effective.
and a n y w a y  I  w a s  t o o
occupied s hoo t ing  b i r d s
with mis s iles  a n d  lay ing
mines to  get all my  fingers
round t h e  keys. T his  is  a
good advancement o n  the
Galaxian game.'

COMMENTS
Keyboard positions: good if
one t oo many
Joystick options: none
Keyboard play: responsive
with fast movement
Use of colour: very good
Graphics: good
Sound: average but put to
realistic use
Skill levels: not known
Lives: six
Screens: multiple
General rating: good

Use of computer: 7 0 %
Graphics: 7 5
0
/ 0
Playability 7 7 %
Getting started: 8 0 %
Addictive qualities:73%
Value for money: 7 5 %
Overall: 7 5 %

LORD HARRY
& LADY
HARRIET
Producer: Lotus-Soft
Memory required: 16K
Recommended retail
price: E4.95
Language: machine
code

Non-s ex is t  g a m e s  a r e
becoming the rage it seems,
although none o f  us  could
make up our minds whether
having a side for men and a
side f o r  women makes  a
game non-sex is t. I n  a n y
case, Lord Harry has had a
spot too much to drink whilst
staying the night at his  old
school chum's  house, and
now h e  wakes  u p  i n  t h e
morning a little the worse for
wear and trying to find a way
out o f  t h e  f o u r  o r na t e
gardens. Shou ld  y o u  feel
strongly about  i t  y ou c an
load the  other  s ide o f  the
tape and hey-presto, its Lady
Harriet who fi nds herself in
the identical situation.
THIS IS WHAT YOU DO
Using t h e  tour  direc tional
keys. Lord Harry  walks, or
rather t r o t s ,  r o u n d  t h e
garden eating mush rooms to
keep u p  h is  strength. T he
garden has four gates, each
of which leadsinto one of the
other three gardens. They
each have a different layout.
He can't go through the trees
or hedges , and  there ar e
numerous poo ls  o f  water
dotted about in  which you
lose a life if you hit them. in
addition two guard dogs are
on the prowl, try ing to pick
up his  scent, and fi nally  in
one o f  t h e  gardens  i s  a
poisonous mushroom. The
instructions say that i f  you
eat it you have 99 seconds to
find the exit, which should be
flashing, although none of us
saw a flashing gate.

To make life diffi cult, the
inebriated Lord keeps on the
move once you have pressed
a key, so he can be damned
difficult to control in a tight
spot and Lady  Harriet has
the s ame sense o f  ar is to-
cratic dash about her.

LORD HARRY, adrift on s sea ol booze. heads for a puddle,

A Newslield Publication 9 1



Awe's°

Use of computer: 60%
Graphics: 63%
Playability 85%
Getting started: 75%

GENERAL
The keyboard pos itions are
well laid Out, with left/r ight
on alternate k ey s  o f  t h e
bottom row, down is all keys
on the second row, and up all
the keys on the third row. 1
starts a game, 3 and 4 hold
and restart, 0 quits
CRITICISM
'This game has  t he  same
instant visual attractions as
Hungry Horace, but the lack
of skill levels, or increasingly
diffi cult maz es , l im i t s  i t s
addictivity a little.'

'There i s  a  g o o d  u se  o f
co lour a n d  L o rd  H a r r y  i s
n ice ly animated. A  p i t y  the
guard dogs aren't. They lust
slide about, bu t  the ir shapes
are we ll d rawn. '

'More of a frustrating game
than anything else, and one
for t h o s e  w i t h  n i m b l e
fingers.'

?get the feeling that this is
a imed  m o r e  a t  y o u n g e r
ch ildren than  th e  hardened
arcade add ict ,  a n d  a t  t h a t

The Train
Game
Producer: Microsphere
Memory required: 16K
Recommended retail
price: E5.95
Language: machine
code
If y o u  a r e  a n  obsess ive
electric train set freak, or you
would like to recapture those
golden hours  spent on the
carpet r ubbing rus ty  rails
with glass paper, then fork
out the price of this original
game from Microsphere — it
won't be wasted money if our
rev iewers ' r e p o r t s  a r e
anything to go by.

The Tra in  Game presents
you with a fairly complicated
layout of railway lines, seen
from above. In the simplest
level one train chugs about
the system and your task is
to guide it correctly between
the three stations, picking up
passsengers. There are 25
sets o f  points  whic h y o u
must look  after. These are
switched b y  press ing t h e
appropriate k ey  —  a l l  t he
points are given a letter  of
the alphabet. If nothing else,
this very rapidly teaches you
the k e y b o a r d  l a y o u t !
Switching a  s et  o f  points
9 2  A  Newsliald Publication

level i t  i s  a t t ract ive ,  a n d
reasonably d iffi cu lt  to p lay. '

COMMENTS
Keyboard positions: well
laid Out
Joystick options: none —
needs programmable
joystick
Keyboard play: made
difficult because of the
constant movement but very
responsive
Use of colour: very good
Sound: continuous but
averge
Skill levels: one
Lives: five
General rating: generally
regarded as fun if not madly
addictive

Use of computer: 6 0 %
Graphics: 6 5 %
Playability: 6 5
0
/ u
Getting started 7 0 %
Playability: 5 5
0
/ a
Value for money: 6 0 %
Overall: 6 2 1 / 2 %

under a train, or  not setting
them correc tly  i n  the fi rs t
place, will result in a derail-
ment and a loss of life. (You
get m u r d e r e d  b y  i r a t e
passengers!) T o  s top  a
train in the next station you
merely press the appropriate
key. On the fi rst level with
one train, the key is 1 (blue) .
the othe
-
r 
t r a i
n s  
a r
e  
2  
( r
e
d
)

and3 (magenta) . A s  t im e
passes the  s tations  fi ll u p
with passengers waiting fora
train. These are little bowler
hats w i t h  l e g s  ( i t s  a
commuter  s y s tem, o b v i -
ously). I f  they have to wait
too long a few of them turn
white with rage and are likely
to hijack the train with catas-
trophic results! Your score is
dir ec t ly  r e la t e d  t o  t h e
numbers passengers  y o u
manage to collect.

There are several levels of
play, w i t h  numerous  s ub-
lev els  b e t w e e n  t h e m .
Collecting 2 5  passengers
moves y ou  on to  t he  nex t
sub-level. I n  s o me  cases
r unaway  g o o d s  t r a i n s
(black) appear and must be
directed back the way they
came to get r id of them.
CRITICISM
'The Train Game is definitely
going t o  appeal t o  " t r ain
buffs". It's  good fun to play
and o n  t h e  h igher  levels
requires great concentration
if you are to avoid disaster.'

'It's not often that you get a

cassette f o r  re v ie w t h a t ' s
such instant fun! Nor a game
that when  yo u  next  lo o k a t
your watch three hours have
p a s s e d  w i t h o u t  y o u r
noticing. L ike  so  ma n y very
good g a me s ,  T h e  T r a i n
Game is  simp le  in  idea b u t
sophisticated i n  i t s  deta ils.
For instance, when you have
all three t ra ins runn ing  and
y o u r  e y e s  a r e  d a r t i n g
everywhere to make sure the
points a re  o ka y,  y o u  th e n
have t o  w o r r y  a b o u t  t h e
passengers -  some  ma y  be
white w i t h  a n g e r  a t  t h e
delays, b u t  t h e  o t h e r  a re
coloured like the trains, anc
they on ly want that colourec
train!'

'With seven levels of pia)
and five sub-levels in each
there is plenty of variation. At
the top level of play the track
layout g e t s  e v e n  m o r e
complicated as  well as  the
speeds inc r eas ing .  T h e
graphics are cute and to the
point. I  liked the sound of
chugging t r a ins  b u t  i f  i t
drives y ou mad there is  a
facility f o r  tur ning i t  o f t

'The 8.15 from Brighton Is lust arriving at platform 4.

VAMPIRE
VILLAGE
Producer: Terminal
Memory required: 48K
Recommended retail
price: E6.95
Language: machine
code
Author: Docimodus (?)
Adventure games are really
coming on apace as regard
originality o f  presentation.
Vampire Village bears a very
vague s imilar ity  t o  Phipps

Perhaps they  should send
this tape, to British Rail as a
training course.'

'Could th is be  the  end  o f
train sets as we know them?'

COMMENTS
Keyboard positions: uses
most of the keyboard
Joystick options: impossible
and not required
Keyboard play: responsive
Use of colour: very good
Graphics: average to good
Sound: very good, on/off
facility
Skill levels: seven (with five
sub-levels on 1-6 and nine
sub-levels on 7)
Lives: four
Screens: two track layouts
General rating: very good

Addictive qualities:85%
Value for money: 8 5 '
1
/ 0
Overall: 7 5
1
/
2
0
/ 0

'
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Associates' Greedy Gulch in
as much as a town, or village
In this  case, is  the setting.
and you see a visual map of
it. B u t  ther e  any  resem-
blance ends. For  here the
entire v illage is laid out like
an ordnance survey map,
every building is  shown, its
doorway and shape, there's
the river beyond. the fields of
crops beyond that, the red
coloured c liffs  and on top,
the castle belonging to the
vampire in question.

The story so far  is  a sad
and familiar  fable, there's
this v illage s it t ing o n  the
banks o f  the River  Ripple
plagued by  a Vampire who

IF
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Use of computer 70%
Graphics 58%
Playability 73%
Getting started 80

0
/ c

Use of computer 58%
Graphics 60/0
Playability 63%
Getting started 62",/0
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Early morning In VAMPIRE VILLAGE and the shops are opening.

dwells in the castle above the
Red Cliffs. You are the mayor
of Vlasdort and your task is
to recruit volunteers, equip
them a n d  d i r e c t  t h e i r
attempts to rid Vlasdorf of its
unwelcome predator. Usual
vampire r u les  app ly ,  i . e .
stake sth rough the heart, no
flying b y  day, gar lic  keeps
him at bay. He's invis ible at
night except for his eyes.

The game is played with a
full screen map of Vlasdorf
and the  surrounding area.
When y ou start a volunteer
crops u p  immediately  and
you must decide how much
of your £999 budget to give
him f o r  equipment .  T h e
volunteer appears as a tiny
dot in the village, wandering
around. H e  is  direc ted by
way o f  the cursor keys. As
soon as  9.00am arrives, a ll
the v illage doors open and
the s hops  a r e  r eady  f o r
business. I f  you guide your
volunteer into a shop the dis-
play changes to text, inform-
ing you where you are and
what's for sale at what price.
Food is essential if you want
your man t o  remain alive,
and don't forget the garlic !
Other essential equipment
includes a means of crossing
the river, for  if you let your
man w ander  i n t o  i t .  h e
drowns (and y ou  los e the
money you gave him)! If he's
not equ ipped s uffi c ient ly
before n igh t  falls  and the
shops close he may well die.

During the game essential
commands can be inputted
by us ing the abbreviations
Buy, Eat, Get. Hide, Ignore,
Kill, Look ,  Sleep,  Wak e,
Player status lets you know
what your  man is  carrying,
how he feels , and h is  de-
fences (holy  water is  pretty
good for defences).

CRITICISM
This is a reai time graphic

adventure. I t  h a s  ins tant
appeal but because it is very
Slow y ou  g e t  t h e  feeling
nothing muc h is  going on.
It's well worth try ing out all
the command words as the
program does respond with
inarmat ion t h a t  w o u l d

otherwide remain hidden. To
be honest I thought the game
held mor e promise when I
started than I did after'half an
hour of playing I I '

'There is a feeling of being
drawn into this  village. The
very pace is  mis leading a t
times, I t  seems quite s low,
bieng in real time, but your
volunteer is  quite har d t o
manipulate w h e n  he ' s  i n
among t h e  s h o p s  a n d
houses. The trouble with him
is that he has a mind of his
own. Once you've got him in
somewhere, h e  t e l ls  y o u
what's there, but leaves you
with no time for thought, and
he's of f  in a flash. I f  there's
something you would like to
buy o r  examine, y ou have
very lit t le t ime to make up
your mind as to  its  worth.
Perhaps m y  bigges t c om-
plaint it that there seems to

PLUGGIT
Producer: Blaby
Memory required: 48K
Recommended retail
price: E5.50
Language: machine
code compiled
Author: Rob Jones
Games whic h p lunge in to
the very  psyche o f  Unc le
Clive's litt le computer seem
all the rage these days. The
hero of this particular jaunt is
young Percy Pluggit. Percy's
an I.C. Chip who has got him-
self lost in a maze of circuitry
far away from his homely I.C.socket.

There ar e  t w o  coloured
keys to find which will, when
put in to  the r ight keyhole,
unlock t h e  c or rec t door .
Unfortunately they must be
gone in the right order. The
maze i s  f u l l  o f  resistors,
diodes and capacitors which
are chasing poor Percy, and
his energy, which starts at
1200, r u n s  d o w n  v e r y
rapidly. O n top of  that the
walls o f  the maze are elec-
trified, which fries Percy like
bacon,

be litt le sense of  danger in
the game. The vampire takes
so long to get anywhere and
doesn't do  muc h when he
does arrive, that there is  no
pressure on the player.'

'In Vampire Village the lay-
out gives you the odd sense
of s it t ing i n  a  helicopter
hovering above a seemingly
real life drama, manipulating
its inhabitants. it does have a
mesmerising quality  which I

CRITICISM
'Pluggit isn't as exciting to

play a s  G otc ha! Perhaps
because there are such a lot
of maze type games around.
But it  isn't that easy either.
The maze area is very large,
only a small part appears in
the play ing area, and there
are at  least four  electronic
horrors in each screen. Your
I.C_ chip and his enemies all
move very smoothly.'

'Moving Percy around is a
bit diffi cult if you are on the
k ey boar d b e c a u s e  t h e
cursor keys are not  an in-
stinctive ar rangement f o r
fi ngers, b u t  ev e r y t h ing
works very well otherwise.
There is  a fi r ing key which
sends lethal bolts of energy
in t h e  direc tion o f  move-
ment, although you can't fire
and move. Good graphics, a
worthy maze game.'

'This wouldn't be that en-
thralling to play it  it weren't
for the electrified walls, but
they ma k e  every thing s o
fraught that  y ou suddenly
realise you've been playing
quite a while_ Perhaps not as
addictive a s  s o me  o t he r
games I've seen from Blaby,
but very colourful and quite

like. T h e  g r a p h ic s  a r e
attractive although there is
no a n i m a t i o n  i n v o l v e d
beyond the  mov ing dot  o f
your volunteer, the eyes of
the vampire and the opening
and s hutt ing o f  doors . A
touch I particularly liked was
the sound of your volunteer
kncoking a t  every door  hereaches.'

COMMENTS
Keyboard play:  responses
seemingly slow at times
Use o f  colour: good, but
night sequences could have
been 'darker'
Graphics: c lear  tex t ,  w e l l
presented, good map
Sound: min ima l b u t  w e l l
used
Lives: depends on how you
spend your money
General ra t i n g :  a b o v e
average, unus ual t y p e  o f
adventure

Addictive qualities 50('/0
Value for money 5 1 %
Overall 6 3 1 / 2 %

playable.'

COMMENTS
Keyboard positions; cursor
keys, not the best arrange-
ment
Joystick options: AG F o r
Kempston
Keyboard play: responsive
4-directional movement
Use of colour: very good
Graphics: quite good
Sound: average, good end of
life sound
Skill levels: 1  against the
clock
Lives: 3
General rating: an average to
good game, good value, but
could have done with a start
key —  autostart loses you
getting ready time.

Addictive qualities 65%
Value for money 6 8 %
Overall 6 2
1
/ 2 c
1
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THE
ORACLE'S
CAVE
Producer: Doric
Memory required: 48K
Recommended retail
price: E7.95
Language: Basic
Author: Chris Dorrell
The Oracle's Cave isn't an
epic q u ite  o n  t h e  sca le  o f
Valhalla, bu t then it 's a lmost
half th e  p rice ,  and f o r what
you p a y  yo u  a lso  g e l  a n i -
mated graphics.

This i s  a  d ra g o n s  a n d
dungeons adventure, but it is
much more  oriented towards
the graphics than to the text,
which ma k e s  a  re f re sh in g
change f rom most  o f its kin.
The story outline is a familia r
one: you  have ventured in to
a dark and myste rious cave
complex a n d  a r e  t ra p p e d
near the  entrance. Th e  on ly
exit i s  t o u r leve ls d o wn  —
t h r o u g h   t h e  d r e a d e d,

Im•
(BLOCK CAPITALS PLEASE)
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Run or light? its all choices, choices in THE ORACLE'S CAVE.

Oracle's Ca ve .  T h e  g a me
provides tour quests. In each
you mu st  co llect  fo rty un its
of t reasure , these  ta ke  th e
form o f go ld  bars, co ins and
silver, each type giving you a
number o f  t re a su re  u n it s .
You mu s t  a lso  co l le c t  t h e
treasure g u a rd e d  sp e c ia l ly
by t h e  f o u r mo n ste rs a f te r
whom each quest is named.
For t h is  ste rling  e f fo rt  yo u
are  r e w a r d e d  w i t h  n o
treasure po in ts — it 's simp ly
your duty!

At t h e  sta rt  o f  t h e  game
you a re  a ske d  t o  se le ct  a
quest. T h e y  a r e  t o  g a i n
treasure g u a rd e d  b y  T h e
Mummy. Th e  Centaur,  Th e
Fiery Dra g o n  o r  Th e  B la ck
Knight. Each  t ime  you  p la y
the g a me  th e  layou t  o f  the
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caves is altered.
The way in wh ich  Oracle 's

Cave d if fe rs f ro m so  ma n y
other adventures is  the way
in w h i c h  c o mma n d s  a r e
typed in. The top half of the
screen shows the cave, with
an an imated fi gu re  o f 'you',
p l u s  a n y  o b j e c t s  o r
monsters. T h e  l o w e r  h a l f
shows you your energy level,
wounds, we a p o n s,  co mb a t
st reng th ,  t r e a s u r e s  a n d
articles carried. Below that is
a descrip t ion of the location.
then an input line, and below
that a  lin e  te lling  yo u  wha t
yur options are. The options
are abbreviated to rn  mo v e ,
r = rest, e  e x p lo re ,  u  = use
(any a rt ic le  ca rried ).  I f  you
elect to move, the cursor line
asks 'Wh ich  way?'. while  the

hem pston-type  j oy a t i c k  o r
key board
100
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animated c a r t oon gr aphi cs .  E g g s  tal l  on parachutes. watch G r a p h i c s  s i m ul a t i on o f  t h e F u n - t i m e  educa t i ona l  gam e .
U n i q u e  c h a n g e  s  cree n • t h e m  h a t c h  M u t a n t  B i r ds .  p o p u l a r  game of  bowls. Watch F u l l  feature arithmetic. Do your
features. A v o i d  t h e  v i c i ous  F i e n d i s h  Hawks, Later. Missiles, t h e  ba l l  swer ce tow ar ds t he  s u m s  quickly or  the  bul l  w i l l
dogs, fi nd the hidden exi t and 1 1 3 0 c o  m achine code.  Progrets- j a c k .  Rut have y ou t  hosen the e s c a p e .  A  I so—N i ne L i v e s
escape. (SULAr QAISSETTES A V O W A L  E5.50 EACH. INCIANklikilaciNGSTuektilloSS PO SIn4 'PACKING

a m a g a m M e l l a l l E M I E 4

option line tells you: u = up, d
= down, I. = left, r  = r ight.
There a re  a lso  a  =  se cre t
passageway i t  there is  one
there, a n d  h  h e l p .  B o t h
seem t o  return y ou  auto-
matically t o  t h e  entrance
cave. •

I n p u t t in g  a  d i r e c t i o n
results i n  a n  a n ima t e d
sequence a s  ' y o u  w a l k
thorugh a  passageway in to
the n e x t  cave. O n  a rriv in g
any mo n s t e r  p re se n t  w i l l
appear a n d  s o  w i l l  t h e
treasure i t ' s  gua rd ing .  Y o u
are t h e n  p resen ted  wi t h  a
limited option o f  1 = fi ght o r
move. I t  i s  n o t  possib le  t o
move past a monster until it's
been defeated. Ea ch  quest
has a '5days' time limit, and a
section o n  t h e  rig h t  o f  th e
screen l e t s  y o u  k n o w  —
morning o f  the  second day,
and so  on .  B e lo w tha t  is  a
simple d iag ram o f  the  cave
showing o n ly  the  loca t ions
of the four quest beasts and
your position.

CRITICISM
'The a n ima t io n  i n  T h e

Oracle's Cave is very good. I
suppose it 's d iffi cu lt  to avoid
comparina  i t  wi t h  Va lha lla

See our games and muc h more at
POSI-TRON COMPUTING
3 STEPNEY ARCADE
LLANELLI (05542) 59624
And at REGAL SOFTWARE, GILLINGHAM

GAMES CENTRE. LONDON
and ot her good retail out lets

TRADE ENQUIRIES WELCOME



there's less animation here in
the sense that it's only 'you'
who m o v e .  A  p i t y  t h e
monsters couldn't have been
given some form o f  move-
ment too. The fi ght scenes
are fun, but I never seemed
able t o  w in  any . Af te r  a
battle, t h e  w o u n d s  a n d
energy l o s s  c omb ine  t o
make y ou weak, t oo  weak
even to walk away, in which
case you get returned to the
safe cave a t  the entrance.
Resting restores energy but
loses precious time.*

The trick with this game is
to spend as much time in the
entrance c av e  ex plor ing.
You're to ld that all sorts of
things are appearing to be
collected, whic h makes a l l
the difference I n  a  fi ght.
Once i n  a  c av e w i t h  a
monster y ou r  options  ar e
limited to fighting or running
away until the monster has
been defeated. T h e  in lay
card does tell you to explore,
but I guess most people want
to dive into the adventure,
and if you do that you will be
d is a p p o in t e d  b e c a u s e
without g e t t i n g  p a s t  a
monster y o u r  movements
are very restricted indeed.'

'Perhaps hardened adven-
ture lovers might  fi nd th is
one a litt le limiting, since it
keeps offer ing you menues
of possibilities instead of let-
ting you roam free as it were.
I thought i t  made a  n ic e

MAZIACS
Producer: OK Tronics
Memory required: 48K
Recommended retail
price: E5.95
Language: machine
code
Author: Don Priestley
Maziacs puts OK back on top
form a g a in  i n  a  h ig h ly
colourful and eventful maze
game. The aim is to enter the
maze and find the gold, then
bring it safely out again. You
are told that the gold may.be
anywhere, but  a t  least 200
moves f r o m  t h e  s tar t ing
point. Embedded in the maze
walls are several useful items
like food and swords, and
here a n d  t h e r e  a  f e w
prisoners who, despite their
incarceration, seem to know
the way to the treasure. You
get what you want by trying
to move in t o  t h e  s quare
occupied by  the objec t (or

• prisoner). T h e  f o o d  i s

change, and as I'm only half
partial t o  adventures , i t
might just have an appeal for
those like myself. Good clear
graphics, with good move-
emnt f r om 'yourself'. O ne
thing the inlay card doesn't
tell you (which it's useful to
know) is that each monster's
combat strength is displayed
next to your own as soon as
you meet. This  gives you a
good idea of your chances of
winning any fight. Persever-
ance is a virtue. I defeated a
giant r a t  on ly  after  going
through f o u r  r o u n d s  o f
combat. I would think this is
going to be popular.'

COMMENTS
Keyboard positions: menu
given, s imple abbreviations
makes t h e  program user -
friendly
Keyboard p l a y :  g o o d
responses despite being in
BASIC
Use of colour: sparing but
good
General rat ing :  unusual
adventure type, good

Use of computer 8 0 %
Graphics 7 3 %
Playability 7 5 %
Getting started 6 4 %
Addictive qualities 60%
Value for money 7 0 %
Overall 7 0 %

essential if  you aren't to die
of starvation, and the swords
are also essential if you want
to s u r v iv e  t h e  d r eaded
maziacs. These spidiferous
creatures ramble about a ll
over the place, sometimes in
packs. Sadly  a  sword c an
only be used once, so avoid
the packs — they move like
greased lightning even in the
lower levels of play.

If you ask a prisoner the
route to the gold he tells you
by turning the path yellow.
This y ou c an fo llow for  a

Amazing ILIAZIACS gathering to do batik) with 'you'.

short time before it blinks out
and y o u  mus t  t h e n  fi nd
another prisoner. Once the
treasure h a s  b e e n  d i s -
covered y o u r  p r o b le m s
really start. F or  one thing
you can't carry a sword and
the treasure a t  t h e  s ame
time, so it's best to try and kill
off as many maziacs as you
can on your way in,

A useful feature is  called
VIEW. T h e section o f  the
maze o n  screen is  only  a
fiftieth o f  t h e  total, b u t
pressing the key for  VIEW
lets you see a twelfth, and
inc ludes  p o s i t i o n s  o f
swords, prisoners and food
as well as maziacs. There are
play levels  where y ou can
dispense w i t h  s uc h c is s y
aids as this!

Stil l ,  tiny portion of the total maze.
the VIEW facility.

CRITICISM
'All the instructions are on
screen, b u t  they  ar e very
good and helpful. Although
the k ey boar d  l a y o u t  i s
sensible y o u  c a n  o p t  t o
define your own keys. This is
a sort of maze adventure and
it's a good one. The graphics
are excellent with plenty  of
animation —  it ' s  f u n  and
addictive to play. I also liked
its large library of comments
when you lose a life.'

'Everything is  very  c lear
and colourful. The game has
instant appeal because of its
graphics. "You" are very well
animated tapping your  feet
when s tanding s t ill,  ev en
squatting down in boredom
if you don't move for a while.
The maziacs are also nicely

done -  they look and move in
an evil way. y o u  encounter
one (which you will)then the
battle is fun to watch. Bound
to be a success.'

'Plenty of appeal, with lots
to do  and good animation.
Helpful touc hes  l i k e  t h e
VIEW facility can be a mixed
blessing s inc e  y o u  c an ' t
move while look ing a t  the
larger map, but the maziacs
can! Addictive.'
COMMENTS
Keyboard positions: good,
but user-defined as well so
you can set up for AGF and
Protek
Joystick options: Kempston
and cursor controllers via
user-defined
Keyboard play: slightly
hesitant
Use of colour: good
Graphics: excellent
Sound: continuous and
imaginative
Skill levels: four
Lives: one
Screens: scrolling maze, set
up randomly each game.
General rating: highly
recommended

Use of computer: 80%
Graphics: 7 8 %
Playability: 8 4 %
Getting started: 8 1 7 / 0
Addictive qualities:88%
Value for money: 8 2
1
%
Overall: 8 2 %

FExteraunator
Memory required: 16K
Recommended retail
price: E5.95
Language: machine
code
Author: I Morrison & D
Anderson
As t h e  Exterminator y our
task is to rescue life, the uni-
verse and everything from no
less t han  seven ty pes  o f
crazed robot in this Berserk
type game.  Learning t h e
robot types is rather import-
ant as they all have different
attr ibutes; B l o c k  r obo t s
aren't b r ig h t  b u t  they 'r e
indes truc t ible,  s tandar d
robots don't fire anything but
home i n  o n  y ou ,  Br ains
(looking more like skulls) are
intelligent and fi re homing
missiles, Cir c les  despatch
Saucers, and  Saucers  z ip
around fi r ing non-homing
missiles, Squares despatch
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Tank Robots  whic h fo llow
you about also fi r ing non-
homing missiles,

After a few moments play-
ing the s c r e e n  becomes
alive w i t h  mov ing robots .
Level p r o m o t io n  o c c u r s
automatically  w h e n  y o u
reach sufficient points.

GENERAL
On pressing C  before or

after a n y  game  y o u  c an
c hange t h e  k e y b o a r d
positions. T her e  a r e  t w o
options, the fi rst allows for
slightly s impler  control by
having t w o  rotat ion keys ,
W/E, a moving key, L. and P
to fi re; t he  second opt ion
uses Z/X left/r ight and K/M
up/down with I  to fire.

CRITICISM
'If y o u  e n jo y  Ber s er k /

Frenzy type games then this
is a  good and  interes ting
variant. There's an element
of s trategy  involved a s  i t
becomes very  important to
shoot u p  the robots in  the
right order, most dangerous
ones first, dumb ones later.

'It seems a p ity that Silver-
soft should have had to make
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Health Warning! Ex terminating alien robots can be habit-forming.

a c o p y  o f  a  g a me  wh ic h
already has several versions.
although th is happens to be
a fa irly good one. It becomes
diffi cu lt  to judge them fairly.

th ink it's best to say g o o d
program —  t o o  f a mi l ia r a
game to be entire ly interest-
ing. I  d i d  l i k e  t h e  t o t a l ly
different ke yb o a rd  op t ions,
as i t  d o e s  ma k e  f o r  t w o
games, s i n c e  t h e  E x t e r -
minator behaves quite differ-
ently when he's rotating and
moving  f r o m  w h e n  h e ' s
under t h e  c o mp a s s  p o i n t
movement.'

'Very well animated, large
graphics, a n d  s m o o t h ly
moving i n  t h is  game. 8 -
directional movement a n d
good fi r e  rate I  found i t
highly addictive and it  cer-
tainly has lasting appeal:

COMMENTS
Keyboard pos it ions :
flexible
Joystick options: Kempston.
AGE and Protek
Keyboard  p l a y :  v e r y
responsive
Use of colour: average
Graphics: very good
Sound: average
Skill levels: 3 speeds
Lives: 3
Screens: multiple
General rating: very good

Use of computer 9 0 %
Graphics 8 8 %
Playability 7 5 %
Getting started 8 0 %
Addictive qualities 78%
Value for money 8 5 %
Overall 8 2  Y
2
%

HUNTER-
KILLER
Producer: Protek •
Memory required: 48K
Recommended retail
price: E7.95
Language: machine
code and BASIC
Author: Rod Hopkins
Hunter-Killer is a submarine
simulation game set off the
German Helegoland coast of
the Nor th Sea dur ing the
Second World War. You are
commander o f  an 'S'  type
submarine and your mission
is t o  fi nd an  enemy  sub-
marine in the same area and
hunt i t  down, The coast is
heavily mined, so sailing in
too c lose may result in hit-
ting a  m i n e  o r  r unn ing
aground. •

The s imulat ion i s  qu ite
detailed. T h r e e  s c r eens
show you the control room,
periscope v iew  and  c har t
room. I n  the control room
you can see the ballast tank
level indicator , t he  hydro-
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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 live *days' on every adventure
*Completely  new cave layout, monster position and event sequence
generated for every game
*A l l  monsters, articles and locations depicted to a level of detail that
pushes SPECTRUM graphics to the limit

'The closest yet to a true animated graphics adventure. ,excellent value for money' Popular
Computing Weekly
'Superb high resolution with smOoth scrolling w i t h  the nights drawing in this program should
give you plenty  to think about Mic ro  Adventure Dec 83
'The graphics are smooth. s tart ling and exc iting They  show the way for the development of the
graphics adventure in the next year Sinc lair User Annum? 84
Each guest is selected by you at the beginning of the oame and you will have live game days in
which to complete it. The t ime faCtoms exceptional in adventure games' Sinc lair User Dec 83

Available from W H SMITH. selected
branches of BOOTS and J MENZIES and
other leading retailers.

Trade Enquiries welcome
Telephone 0533 314345

' , : '  A lso  available direct at.C.7.95 (Postage and -

I I  m

1 p a c k i n g  free) froDORIC COMPUTER SERVICES, 3 THE OASIS,
- GLENFIELD, LEICESTER LE3 80S



I.
Use of computer 65%
Graphics 69%
Playability 50%
Getting started 74%

plane angle, battery charge,
engine speed, rudder angle.
heading, t o r pedoes  le f t ,
engine warning light, engine
indicator, a s d ic  d is p lay ,
echo sounder display, radar
display, periscope, and the
depth meter. The periscope
view shows you the horizon
and enemy shipping or aero-
planes i f  a n y  a r e  about .
Below are indicators for peri-
scope angle (which can be
turned in  either  direction),
heading, distance to enemy
and torpedoes left. The chart
room is  accessed by press-
ing the C key — the control
room slides across and is re-
placed by  the charts. Apart
from the map, details shown
are tide indicator, compass
rose, indication of  position,
minefields, enemy position,
speed of submarine and tide
strength.

The asdic comes on auto-
matically at a depth of 10 feet
or more and you can hear it
pinging. On the surface the
radar i s  a u t o m a t i c a l l y
switched on. It has a range of
22 miles and you can see the
sweep of the antenna.

Enemy aircraft are hunting
for you. I f  y ou spend too
much t ime on  the surface
they will spot you and then a
klaxon sounds, giv ing y ou
only t w o  minutes  t o  div e
below 10 feet to safety. All
diving and surfac ing c om-
mands must be carried out
properly as  in  a  real sub-
marine. S o  t o o  mus t  t h e
firing of torpedoes. Another
realistic feature is the use of
twin engines, diesel for  on
the surface and electric for
under water. Using the diesel
underwater  r e s u l t s  i n
damage. I f  y ou stay under
water too long the electr ic
engine's batter ies  w i l l  r un
down a n d  r e q u i r e  r e -
charging on the surface.

This game can be played
with t w o  Spec trums eac h
fitted with Sinc lair  Interface
1 and their  own tv  screens.
Then each player  has  h is
own submarine and can pit
his wits  against the other.
The game includes instruct-
ions for solo and dual play.
Timing and synchronisation
are obviously very important
in this unique mode to avoid
error reports popping up.

CRITICISM
'Presentation a n d  pac k -

aging isexcellent, and the in-
structions are well thought
out. But the trouble with real
time simulations is that they
are so s low y o u  can wait
ages (i.e. 15 minutes) if  the

The control room (part seen) Is to
the left of the map room.

enemy i s  about  1 0  miles
away, before you reach his
last r e p o r t e d  p o s i t i o n .
Overall I  d id  not  think  too
much of this well-boxed sub-
marine simulation.'

'The graphics are very de-
tailed and well la id out. i t
takes some getting used to
all the control keys, and the
responses are a lit t le s low,
but there is a lot to do to keep
the submarine work ing and
functioning safely . I f  y ou
enjoy real rime simulations,
then you'll like this b u t  it
isn't for the arcade freak. The
game can take hours to play
through.'

'A nicely presented game,
with plenty of instructions. If
it's a  rainy  afternoon, what
better t han  t o  b e  under -
water? I  on ly  felt  that  the
periscope v iew might have
been a bit more detailed, but
it mus t  hav e been tough
packing all this into 48K any-
way. I  seem t o  remember
seeing an ad saying this was
E5.99, but  i t  s till compares
favourably w ith  t h e  us ual
price f o r  de ta i led  s im u -
lations.'

COMMENTS
Keyb o ard  p o s i t i o n s :
complicated, 18 keys in use
Joystick options: Pro t ek
(naturally )  o r  A G F  f o r
direction
Keyboard play: slow to react,
but hardly essential in a real
time game.
Use of colour: good
Graphics: good and detailed,
but poorer in periscope
Sound: n o t  muc h, k laxon,
asdic and a nice gurgling if
you're hit
Skill levels: 5
Screens: 3
General rating: good

Addictive qualities 50%
Value for money 5 8 %
Overall 6 1 %

3 DEEP
SPACE
Producer: Postern
Memory required: 16K
Recommended retail
price: E7.95
Language: machine
code
3D has often been misnamed
in computer games, some-
times only  meaning a shape
has a shadowed edge to it,
but Postern's space game
actually employ s  s ter eo-
scopic vision to create a real
sense of depth. To play the
game you must wear the bi-
coloured spec tac les  p r o -
vided with each cassette.

The object of the game is
very simple: you command a
ship which travels vertically
on the extreme lef t  o f  the
screen and y ou must blast
the alien space craft which
travel towards it from right to
left. There are various types
of alien and you score points
accordingly.

The novel control key  is
the l o o m '  one. This  sends
you deep into the screen, or
brings y ou back  out .  T he
aliens ar e a l l  travelling a t
differing depths  across the
screen, front o r  back, and
your laser only has any effect
if y ou are a t  the identical
depth to the alien. Similar ly
they only hit you if you are at
the same depth as they are.

In 3 DEEP SPACE no one can see you sizzle.

CRITICISM
'It takes ages to fiddle with

the t v  colour , and then i t
does not quite work. The ex-
cellent cassette box and in-
structions have a lot of detail
describing how to set up the
tv (only  c olour  ones work
with this  game) but the 3D
images fail to work properly.
The graphics are reasonable

and t h e  movement o f  the
enemy d r o n e s  i s  v e r y
smooth, but the game itselt
unexciting and grossly over-
priced.'

'The c as s et te  b o x  I s
impressive, the insrtuctions
detailed, bu t  c o u ld n ' t  get
the 3D effect to work at all.
The separation of the stereo
image seems too extreme.
They t e l l  y o u  i t  w o r k s
between 4 and 8 feet, but it
doesn't. I f  you s tand really
far bac k  i t  jus t  begins  t o
happen b u t  then you're
too fa r  from the computer
and screen to be able to play.
A good idea if  it works, but
too much effort went into the
gimmick a n d  n o t  enough
into the game, which is quite
boring.'

'You c an play  this  game
without t h e  spectacles b y
estimating the depth of the
advancing space ships  by
the degree of left/right image
separation Play ing this way
saves the headache! I'm sure
the packaging and the spec-
tacles must make it  expen-
sive to produce, but for what
the game is, it's over the top
moneywise.'

COMMENTS
Keyboard positions: difficult
to control with 6 keys
Joystick options: none
Keyboard play: responsive
Use of colour: red, blue and
yellow
G r aph ic s :  s i m p l e  a n d
smooth, 3D if it works
Sound: average
Skill levels: 1

Lives: 1
General rating: poor

Use of computer 4 5 %
Graphics 5 5 %
Playability 4 0
0
/ 0
Getting started 4 0 %
Addictive qualities 45c
1
/0
Value for money 4 0 %
Overall 4 4 %
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Black Crystal and Volcanic  Dungeon
are names that instantly create images
of myste rious mytho log ica l fantasies.
If you are an Adventure freak then they
are. n o  doubt, names that are familia r
to you  as the tit les o f two  o f the most
successful adventure games around.

Now, f ro m th e  sa me  te a m o f  Ro y
CameII and Stuart Galloway and their
company Carnefl Software, comes a
sensational new adventure unlike any-
thing created be fo re  — The Wra th  o f
Magra.

Great d a rk ve ils  o f  se cre cy c lo a k it s
development and I had to lure Roy and
Stuart to  a  loca l cavern , rin g in g  with
the sounds of glasses clinking, and use
that m o s t  p o t e n t  o f  m a g i c  sp e l ls
'What's you rs? '  before I wa s d ivu lged
any o f  t h e  mys t e r ie s  su rro u n d in g
Ma g ra .  S u c h  e n t i c i n g  t a c t i c s .
smacking o f  fi l m  s t u d i o  se cu r i t y .
combined with  the release of tempting
snippets abou t  the  awfu l witch ,  have
alrady resulted in  The Wrath  o f  Magra
b e in g  t i p p e d  a s  t h e  ' U l t i m a t e
Adventure' a n d  a  s u re  fi re  h i t  f o r
Carnet! in  1984.

It w i l l  co me  as no  su rp rise  to  learn
that as two guys who have a genius for
creating adventure plots, both Roy and
Stuart have a  background  o f  wo rk  in
the fi l m  in d u st ry .  T h e y  w e r e  b o t h
involved in  the  op t ica l specia l e ffects
on S u p e rma n  a f t e r • meeting sp e cia l
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Beware
the Wrath 1
of Magra!

John Edwards hunts among the graveyard dust for some way
out of the all-encompassing horror that is CAR NELL.

Methzar grew bitter and jo ined forces with the Snow Queen and her army of Ice
giants, and an alliance of evil was formed. Into this alliance came Magra• the witch
of the Black Mounta ins, whose canniba list ic nature and ugliness made her the
most feared witch in all the lands. Together they planned their strategy and over
two years formed an army of the most grotesque creatures ever to walk the earth.
- Volcanic Dungeon

4
1
>

effects ma s t e r ,  W a l l y  V e e ve rs  a t
B irmingham F i lm Sch o o l T h e y  we re
naturally up to their eyes in mytho logy
and legend when creating the surprises
in t h e  fi l m  a b o u t  K in g  A rt h u r a n d
magical Merlin , Exca lib u t
All o f  t h e  Ga rn e t t  a d ve n tu re s a r e
centred o n  th e  European pa rt  o f  the
Th ird  Cont inent — the  t ime  when the
great land masses of Europe. America
and Africa  wre all One. At the end of the
Third Age of the Third Continent, the
t ime of Black Crystal, a great battle was
fought and the armies of evil were des-
troyed, and the balance of the forces of
good and evil were restored. No w with
The Wrath of Magra you find yourself at
the beginn ing o f the Fo u rt h  Age.

IN THE GRAVEYARD DUST
In the Wrath of Magra, you play the hero
from Volcanic Dungeon arid, as the title
suggests, yo u  are facing  the anger of
Magra. She's a nasty p iece o f wo rk i f

ever you saw one, and well deserving a
seat in the 'snug a t  the Rovers Return!
The evil o ld witch  lives ma castle in the
Black Mounta ins.  I n  p revious batt les
Magra was killed, but only in a physical
sense — her body was returned to her
castle b y the ice  giants, and  n o w she
has been b rough t  back to  life  by the
powers o f  mag ic.  She  is  fu rious and
re ca p tu re s t h e  P r i n c e s s  E d o r a ,
imprison ing  her in  the castle.

So the stage is set for you to make a
fascinating journey o f  days. weeks or
even mo n t h s ,  t o  b a t t l e  w i t h  t h e
demonic f o rc e s  a wa it in g  y o u .  T h e
adventure co n sists o f  t wo  cassettes
and a 200 page paperback o f essential
reading — mo re  o f th is later. The two
cassettes contain three 48K programs.

At the start o f  the fi rst p rogram you
are a  ra th e r he lp less, inexperienced
hero, w h o  h a s g o t  t o  p ick  u p  some
pretty se n sa t io n a l ma g ic a l  p o we rs
rather q u ick ly  i f  y o u  a re  g o in g  t o
succeed i n  y o u r  quest  A s  a  novice



wizard y o u  w i l l  n e e d  t o  ac quir e
knowledge, ingredients  and weapons
to commence your magical work and
build up your prowess and confidence.

Nothing comes easily in this  game.
There a r e  ov er  1 0 0  weapons  a n d
ingredients t o  b e  found o r  created
before y o u  c a n  m o u n t  t h e  fi n a l
onslaught on the witch. Many weapons
have to be formed — you won't find a
Saintly Staff just lying around. You may
come across a  s taff b u t  then y our
magical powers will have to discover a
dead saint and some graveyard dust to
change t h e  s t a f f  i n t o  s ometh ing
special.

Starting i n  t h e  v alley ,  y o u  a r e
reasonably safe. There i s  a  v illage
nearby, though it  isn't a good idea to
trust all the villagers. You commence
your quest by  fi nding the entrance to

Looking suitably evil, Stuarl Galloway ano Roy Cornell fend off the forces 01 good with their
Black Crystal

the mines under the Black Mountain.
The game runs  in  real t ime — ten
minutes playing time equals one hour,
so time is an important element. Some
spells can only be done at special times
or at a certain phase of the moon.This
could mean waiting for  a month! But
don't worry, you can 'fall asleep' and
bang goes eight hours. Buit watch out
— nasty things can happen while you
are sleeping!

Once you get into the mines in part
two you will need all your knowledge
and weapons from part one to combat
more t h a n  f o r t y  mons te r s  a n d
supernatural beings as you force a path
towards Magra's castle. It's a decidely
disquieting experience.

Scoring i s  continuous throughout
the game and you must watch many
things. Your physical strength must not

fall too much and you must sleep every
48 hours. Physical strength and faith
get boosted when some magical spell
goes successfully, and the reverse is
also t r ue .  Wounds ,  naturally , c a n
mount up in the various battles. And
not least, your gold pieces need careful
guarding as  y ou never  k now when
someone might want a bribe!

If you have got this  far it  will have
meant making many references to the
200 pages  o f  magic al information
contained in the accompanying book.
As the adventure takes a long while to
play you will probably  be saving the
game at an appropriate moment and
disappearing up to bed with the book to
plan the next day's campaign, hone up
your magical spells and generally swat
up on the Third Continent. Only when
all this  has become second nature are
you ready for the third and final stage.
You have made it  through the mines
and at last Magra has you just where
she wants you — on her own territory,in the castle.

She will pop up anywhere, any time,
setting traps  and being thoroughly
unpleasant. I f  s he fi ghts  y ou mus t
defend yourself. She is all-powerful in
her own domain, so you are going to
need every ounce of  protection and
knowledge to win the final confl ict.

But all the surprises are not over yet!
Only by  the powers of  alcohol did I
prise from Roy and Stuart the wicked
twist of fate awaiting you. It's new, it's
devilishly cunning — it's Evolution. In
the fi nal stages the monsters awaiting
you are creations o f  pure computer
science. Your Spectrum takes control
to c r eate unk nown per ils ,  t h ings
beyond even the wildest dreams of the
programmers themselves. Every game
will evolve its own climax.

Will you be able to handle The Wrath
of Magra? Whatever form it may take —
only you will ever know.
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Avg
°

Use of computer: 50%
Graphics: 45

0
/ 0

Playability 43%
Getting started: 65%

Robber
Producer: Virgin
Games
Memory required: 48K
Recommended retail
price: E5.95
Language: machine
code compiled
Author: Keith Mitchell
Robber is subtitled. 'A 3-part
criminal escapade t o  warn
you off a lifetime of crime!'
According t o  o n e  o f  o u r
reviewers they  should have
warned y ou of f  Robber. In
many respects this game is a
good s k etc h f o r  a  muc h
better presentation at a later
date.
THIS IS WHAT You 00
There a r e  r e a l l y  t h r e e
screens i n  t h i s  g a m e ,
although t h e  second c on-
tains four different sections.
The fi rs t screen depic ts  a
large r o o m  w i t h  t w o  L -
shaped c upboar ds  i n  i t
You're at the bottom right, a
chess pawn shaped thing, In
the two cupboards area door
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Key and a  stethoscope. A
third and v ital objec t is  the
hidden s a f e  k e y  ( w hy  a
stethoscope?) This safe key
only becomes momentar ily
visible in the beam -from the
guard's torch. He's  a t  t he
right o f  s c r een, m o v in g
erratically up  and down. I f
you get caught in the beam
you're nicked.

Having collected the three
objects you proceed to the
second screen, a  two-part
collapsing and reappearing
bridge, w h ic h  y o u  m u s t
cross without falling to your
death on  the spikes below.
Once ac r os s ,  t h e  t h i r d
screen presents you with a
simple maze; fi rs t sec tion
under water , infes ted w ith
poisonous jelly  fi sh (watch
the falling oxygen rating) ,
second part through a dark
room where you can't see the
path o f  t h e  maz e ,  a n d
infested w i t h  man- eat ing
birds, th ir d  par t  a  nar row
c o r r i d o r  w i t h  d e a d l y
bouncing balls : and lastly a
maze whic h disappears as
soon as you see it, so it must
be memorised. T he  whole
thing takes places against a
timer on the safe which shuts
off t h e  w h o l e  c omplex ,

trapping y ou i f  you're not
quick enough.
GENERAL
The instruttions on the inlay
say Z / A  f o r  up/down and
0/W fo r  left/r ight. They 're
wrong. It 's  actually  Z/X for
le f t / r ight  a n d  K / M  f o r
up /down.  O b j e c t s  a r e
collected b y  mov ing on to
them. One of the reviewers
noted a serious problem, not
so much of crashing the pro-
gram as terminally  freezing
it. Twice in a row it froze on
hitting the Z key and had to
be reloaded.
CRITICISM
'Overall the graphics are very
bas ic  l o o k i n g ,  t h o u g h
adequate for  the idea, but
they move at a very BASIC
speed, In fact it's such a slow
process t h a t  t h e  g a m e
becomes frustrating and not
in a good way.'

'An awful lot depends on
luck rather than any playing
skill. The collapsing bridge is
very random, and the jelly
fish lus t pop up  and then
disappear again, so its luck
that g e t s  y o u  t h r ough .
Neither jelly  fi sh nor  man-
eating b i d s  pose any  real

Par!

Dealer Enquiries  Welcome
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The Star Trader is unbeatable. his brain is the size of Jupiter.
he defi es you humanooda who dare to tisk all in a trade war
— wheeling and c leating in  space C a n  y ou accept  this
chaitenge to your investment skills or is it too far to tail &Ian
you are beaten? Find out  on  your 48K Spec trum for only

50

•,r

The trites t p rogram f rom Dig it a l — ,
11
-r-Lx ief  i t y .  
C O M b o i t • I t y

iimaz ing ima g in a t iv e  f o rc eS  a n d  rev o lu t ionary  n e w
programming t ec hniques  t o  res u lt  i n  us er/ c omputer
corrinhmicallorm never prev ious ly  thought  poss ible on a
mic rocomputer This  results in an experience which is more
Of an odyssey tnan a game In our land of fantasy. Parsitat
takes you and your 48K Spec trum through a quest tor the
lost artifacts  of Gwendolin E8 50

49, Iveson Drive, Ireland Wood, Leeds. LS16 6NG.

danger in the sense that they
go for you.:

*The response to pressing
a key  is  so s low that sk ill
plays very litt le par t in this
game. I thought the graphics
were ,primitive and there was
no sound to speak of. Surely
more could have been done
with 48K than this?'

'Although you only get one
life on the fi rst screen, once
into the second and thir d
there seems to be no limit,
you can g o  on and on.'

COMMENTS
Keyboard positions:
sensible
Joystick options: none
Keyboard play: very slow
Use of colour:average
Graphics: fair
Sound: hardly any
General rating: poor

Addictive qualities:50%
Value for money: 3 5 %
Overall: 4 8 %



(Meta'coati
Producer: Virgin
Games
Memory required: 48K
Recommended retail
price: E5.95
Language: machine
code
Author: Gareth Briggs
Guelzalcoati was one of the
most important Aztec gods,
The inlay tells us he was the
God of Life and Art. However
he's neither at the beginning
nor the end of this 3D maze
game, so one presumes he
was chosen f o r  t h e  t it le
because his name is better
known than the other three
who appear with him.

As the story goes, you've
been searching f o r  t h e
mysterious T e m p l e  o f
Quetzalcoati f o r  t h r e e
months, when your party is
set upon b y  a  group o f
bandits, who foully murder
your compatriots. For you,
there is something worse in
store —  you're to  be cast
from the Holy Place, and you
wonder whether they can
mean t h e  T e m p l e  o f
Quetzalcoati. Well you guess
right, and the next second
there you are, alone in the
passageways o f  t h e  fi rst
level
THIS IS WHAT YOU DO
There are four levels to the
temple an d  y o u  have t o
descend through them b y
finding a  blue shaft. There
aren't all too many of these
around, but there are plenty
of b lack shafts. Actually
black shafts are okay too, but
they damage t h e  beads
you're carrying. Beads? Yes,
beads, It seems kindly Ouetz
litters them around the place
in neat piles and you can
collect them by walking over
them. They're useful in case
you find the exit y o u  can
trade them with the native
who w il l  ki l l  yo u  i f  yo u
haven't enough.

Each level has a  godly
guardian. O n  t he first it 's
Huitzilopochtli (fortunately
you don't have to type these
names i n )  w h o  i s  t h e
Wayfarers' God, If you meet
him he will give you a map.
Level two is the abode of
Tialoc, the Rain God who
wanders about  w ith  f o u r
pitchers of water. You've got
lo pick the right one, other-
wise he'll kill you — all in all
he's not a pretty pitcher! The

third level belongs to good
old Ouetz (he of the beads)
and he'll give you a flute and
teach you a short tune. This
is just as well because on the
final level is Tezcatlipoca the
Sun God who will kill you
unless you can play a short
tune on a flute. After that it's
a question o f  how many
beads h ave survived t h e
black shafts. There's always
less beads as you progress
from level to level.

The m a p  i s  a  m ixed
blessing too. Every time you
use it, it  disintegrates a bit
more until ifsfinallyall eaten
away. When you get to a new
level i t  i s  renewed an d
promptly starts vanishing
again.
GENERAL
There are six skill levels with
an increase i n  diffi culty
between one and four. Level
five has no map to help and
level six has n o  compass
either. T h e  compass i s
collected b y  walking into
Huitzilthingie along with the
map.
CRITICISM
'This is a playable game, well
programed, a n d  w h i c h
manages to produce a fair
3D effect of the corridors.'

The 3D is quite good, with
positive movement from the
three d i rect io n al  keys .
There's enough movement
to give a  feeling o f  pro-
gressing down a  corridor.
The maze is nicely complex
too. n e v e r  came across a
blue s h a f t ,  s o  i t  w a s

-shattered beads all the way.
The more you walk around,
the more black shafts appear
everywhere, and when you
have gone down a level, they
remember to make the black
holes appear a t  the right
places i n  the ceiling too.
That said, the game doesn't

Kindly Ouitz  appears to bring
you a map.

The 31) view of the temple of
OUETZALCOATI .

TRAXX
Producer:
Quicksliva/Salamander
Memory required: 48K
Recommended retail
price: E6.95
Language: machine
code
Author: Jeff Minter

Jeff Minter's second offering
via t h e  Game Lords was
generally thought t o  b e
somewhat b e t t e r  t h a n
Gridrunner. O n e  o f  o u r
reviewers disliked it, but the
other two considered it to be
a reasonably playable game.
The title could be misleading
in that it sounds like another
grid or light cycle type game,
but in fact it is a painter type.
THIS IS WHAT YOU no
Traxx presents you with 30
boxes, five high by six wide,
with w ide tracks between
each. A t  the base o f  the
bottom centre box the track
is painted purple with a little
green cursor, which is you.
As you move the cursor from
the purple colouring and
onto 'unpainted' track, the
cursor drags t h e  colour
behind it. As in most painter
games there are a number of
pursuers darting about a t
random, I t  all seems quite
straightforward until, with an

really offer any violent sense
of excitement, and plodding
through b lu e a n d  purple
corridors, collecting beads
gets to be boring.'

COMMENTS
Keyboard positione1/2/3=
left/ahead/right
Keyboard play: responsive
Use of colour: good
Graphics: good 3D effect
Sound: average, with entry
beeps
Skill levels: six
Lives: one
Screens: four
General rating: an average
3D maze game, with better
than average graphics

Use of computer: 6 0 %
Graphics: 6 0 %
Playability 5 6 %
Getting started: 6 5 %
Addictive qualities:40%
Value for money: 5 5 %
Overall: 5 6 %

im ag in at ive ly  e l a s t i c
snapping sound, the painted
bit shoots back to where you
picked i t  up like a  rubber
band.

After a few abortive efforts
you realise that you are only
able to paint as far as three
sides o f  a  box at  a  time.
Surrounding a box correctly
rewards yo u  with a  lit t le
bleep and you are free to
drag the paint Out around
another box,

There are nine skill levels
and nine speeds in a flexible
combination; you can have
between o n e  a n d  n i n e
pursuers on any of the speed
levels. Starting with one and
one, if you clear the screen
the next level will give you
two and two. These can all be
selected by a neat key press
type menu, Alternatively a
two player game option is
offered.
GENERAL
There are no instructions in
the inlay card, but all the
necessary detail a r e  well
presented in  the program.
The keyboard positions are
sensibly p laced;  0 / A
up/down andll/P = left/right.
In the two-player game the
cursor c o l o u r  ch an g es
between players an d  t h e
scores shown,
CRITICISM
'The graphics a r e  good
quality, with smooth move-
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ment, but  the game is  very
difficult t o  control. It's  too
easy to overshoot a junction
instead of turning off. If you
over run the end of a block
you cannot turn back  and
paint i t  in.  This  makes the
game diffi cult in a silly sort of
way,'

'I l ik ed the  selec tion o f
speed factors etc, by holding
down the Z, X, C  keys and
releasing t h e m  w h e n  The
desired number is displayed.'

'Simple in outline, Traxx is
nevertheless a game of some
skill and  nerves, especially
when there are four  or  five
pursuers darting about.'

'There's a  touc h o f  the
pacman in it. i i  you join up
the four corner boxes, you're
given 10 seconds to eat the
chasers.'

'I t hough t  i t  w a s  w e l l
designed, us ing a well-tr ied
format, b u t  w i t h  n o  r ea l
innovation of its own.'
COMMENT
Keyboard positions: easy to
use and sensibly placed

Use of computer 75%
Graphics 74%
Playability 77%
Getting started 7 5 t %

Use of computer: 60%
Graphics: 60%
Playability 51%
Getting started: 65%

BONKERS
Producer: Procom
Memory required: 16K
Recommended retail
price: E5.50
Language: machine
code
Author: David Jones

Bonkers has a cheerful inlay
card a n d  a n  ev en  mor e
cheerful t i t le  page, cheer-
fully disguising the fact that
this game is a wolf in sheep's
clothing. There is anelement
of t h e  J umping p la t fo r m
game to it — in this case it's
aIl uownhill.

You're told that a group of
c r i t t i l i in g s  h a v e  b e e n
it e d  in the upper regions
of a n  a lien space s tation.
They mus t  reach fi ve air -
locks a t  t h e  b o t t o m  t o
escape, b u t  t h e  hor r ib le
aliens are holding a creepy
creatures convention (CCC
for short) and they all join in
to mak e l i f e  diffi cult. T he
CCC c a s t  l i s t  in c lu d e s
Double gangers .  a  Pa c -
d r o id ,  S q u i d g e - d r o i d .
Stomper ,  B a b y - d r o i d .
deadly space ship (in a space
station?) a n d  t w o  o t h e r
mystery guests.

Your trapped earthlings all
appear a t  t h e  t o p  o f  t he
screen in  the scoring area,
each one coming down v ia
1 0 2  A  Newslield Publication

Joystick options: AGE,
Protek, but it was felt by all
three reviewers that the
keyboard was actually
easier to use for control
Keyboard play: difficult to
control well
Use of colour: average
Graphics: good
Sound: reasonable
Skill levels: nine
Lives: three
General rating: After getting
used to its idiosyncracies it
begins to grow on you, but if
you are looking for a painter
game, there are bettec types
on the market at a lower cost

Addictive qualities: 7 0 %
Value for money: 6 0 %
Overall: 6 1
0
/ 0
the side of the screen when
the previous one has been
done in. There are five plat-
form levels, the lowest con-
taining the five airlocks. The
corridor is  defi ned by  dark
blue, the thick fl oor by pale
blue. I n  each fl oor  vertical
shafts move left to r ight and
vice versa. Your man doesn't
fall through the shafts, but
must attempt to leap down
through t h e m.  Wh e n  h e
reaches the bottom he can
jump down into a free air -
lock O ne serious problem is
that the CCC moves not only
along the corridors but also
through the thickness of the
floors — you can get caught
in the lift!

CRITICISM
'Bonkersisan immediately

engaging g a m e  t o  p l a y
because a l l  the characters
are animated. Your trapped
men stand at the top, waiting
their  t u r n  a n d  l i t e r a l l y
shaking in their boots, if you
make an earthling run along
a corridor and stop, he auto-
matically turns round after a
second and faces you, wait-
-ing for  the next command.
It's a ls o good t o  have as
many control options as are
prov ided, t w o  k ey boar d
positions and two joysticks.
although I  didn' t  think  the
combination o f  E.S,D &  X
was all that sensible.'

'Excellent game present-
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Stuck In the corridors of BONK ERS

ation a n d  instructions ge t
you well started. The game
sounds easy when you read
them —  well, I ' l l  tell you it
isn't! At screen one there is
one alien try ing to get you,
but f o r  every  screen y ou
clear one more alien joins in,
so by screen 10 there are ten
creepies after you. All  I can
say is that Procom have got a
winner — very active, very
enjoyable, playable and ex-
cellent value_ Bonkers shows
that a  s imple idea may  be
better than a  complicated
one.'

'I always liked imagine's
Jumping Jack, a wonderfully
maddening g a m e ,  a n d
Bonkers is  very  s imilar  in
feeling. T h e  animation i s
much more evident in Bonk-
ers though.  T h e  id e a  i s
simple a n d  r elies  o n  t h e
piling up of odds against you
the better — or  luckier you
are. They've also avoided the
dreadful Death March music
and contented themselves
with a n  angel fl apping u p
away from your dead earth-
ling until it  vanishes off the
top o f  the screen. This  is  a
really good arcade game.'

COMMENTS
Keyboard positions: cursor
keys or E,S,D
•
X
Joystick options: Kempston,
Fuller and v ia the cursors,
AGF and Protek
Keyboard p l a y :  h i g h l y
responsive a n d  v er y  f as t
movement
Use of colour: average
Graphics: very good
Sound: good
Skill levels: increasing diffi -
culty by the screen
Lives: 5
Screens: over 10
General rating: very good•

Addictive qualities 80/0
Value for money 8 0 %
Overall 7 7 1
/ 2 %

Bedlam
Producer: Lothlorien
Memory required: 16K
Recommended retail
price: E5.95
Language: machine
code

Named, presumably, after a
favourite h o t  d r ink ,  t h e
planet Bovryll is an asylum in
which you are trapped. Wave
after w a v e  o f  loaths ome
creatures w i l l  attac k  y ou,
each more vicious than the
last. For tunately  someone
has h a d  t h e  fores ight t o
provide you with a twin firing
photon bolt.

The game gets  o f f  t o  a
promising s t a r t  w i t h  a n
exquisitely animated fi gure
dancing on  the titles while
the computer waits for you to
select a level. Once this has
been done the planet Bovryll
materialises on the screen.
Well, i t  i s  a n  as y lum o f
course, which would explain
why it resembles a dense but
open plan maze. You're at
the bottom. One cr itic  has
said that he didn't recognise
'himself' b u t  r ec ognit ion
comes as soon as you fi re
your twin photon bolt.

You may  z ip  about  t he
maze i f  y ou  lik e.  A l l  t h e
loathsome creatures do, and
t hey  a r e  b e a u t i f u l l y
animated. B u t  ev entually
they start to fi le down to the
left hand bottom corner ( if
you s tay  down there) and
sadly follow the same route
through the maze to be shot.
However, as  they get shot,
the next one speeds up and
you have to be very fast to
surv ive. A s  t h e  g a m e
proceeds creatures described
as •saucerous guards' attack
They nip about very quickly
and lire at you. Shooting ten
of these earns an extra life.



GENERAL
The pac k aging i s  unpr e-
tentious a n d  t h e  present-
ation o f  t h e  o n  s c r een
instructions i s  v ery  good.
Control k ey s  a r e  0 / Z  =
up/down, I/P . left/right. Fire
is 0  a n d  K  allows  us er -
defined keys, which means
this could be set up easily for
Kempston, AG F or Protek
interfaces.
CRITICISM
The ability  t o  redefi ne the
control keys  is  a  powerful
facility. I n  any  event, t he
keyboard control is very res-
pons ive. G r a p h i c s  a r e
detailed a n d  t h e  s o u n d
effects are good,'

'The an ima t ion  o f  t h e
creatures is  fantastic, about
the best ever. The game is
fun to play  and very fast. I t
seems a  pity , though, that
the creatures are so easily
waylaid by  waiting at some
corner in  the r ight position
and s hoo t ing  t h e m  l i k e
cowboys c oming ou t  o f  a
burning bu i ld ing .  S t i l l ,  I
fould it enjoyable to play, but
perhaps n o t  en t i r e ly  a s
addictive as I first thought.'

'A very playable game with
smooth graphics, and it  can
get very, very fas t in  play,
and highly  addictive.'

Use of computer: 80%
Graphics: 75°A)
Playability: 85%
Getting started: 75%

Use of computer: 45%
Graphics: 50%
Playability: 55%
Getting started: 65%

COMMENTS
Keyboard positions: good as
set but redefinable
Joystick options; none
offered.
Keyboard play: very
responsive
Use of colour: muted, but
relies on gem-like sprites
Graphics: detailed and
excellent
Sound: good
Skill levels: three
Lives: five
General rating: mixed
feelings on add ictivity, but
generally regarded as good
value for money.

Addictive qualities:75'
1
/o
Value for money 8 0 %
Overall: 7 8 ° 4

Admiral Graf
Spee
Producer: Temptation
Memory required: 48K
Recommended retail
price: E5.95
Language: basic
Author: Simon
Mansfield
Admiral Graf Spee i a  sea
battle s imulation set in  the
early day s  o f  t h e  Second
World War. The Graf Spee. of
course, w a s  t h e  G erman
pocket battleship which be-
came f amous  w h e n  t h e
British c o r ne r ed  h e r  i n
Montevedeo after the Battle
of the River Plate. The action
of t h e  game takes  p lac e
before this, when she roved
the A t l a n t i c ,  s i n k i n g
shipping almost at will.
THIS IS WHAT YOU DO
You ar e  presented w ith  a
map showing land on either
side and sea in the middle.
The m a p  s h o w s  y o u r
position (the Graf Spee). and
the position of enemy shipp-
ing. I t  does  n o t  t e l l  y o u
whether t hes e  b l i p s  a r e
armed or  unarmed ships. To
the r ight of the map you are
given a  display  indicating
your speed, f ue l  i n  tons ,
heading, amount o f  shells
and torpedoes left, and your
present position.

You c an n o w  p lo t  y our
course to the nearest enemy
by the compass rose set into
the map by using keys 1-8 (1
being NW. 2 being N and so
on round to 8 being W). The
map t h e n  s h o w s  y o u r
movement a t  the 18 knots
present. Once in the vicinity
of y our  enemy  y ou press
Search, whereupon the map
screen changes to a view of
the sea, and the display also
indicates t h e  target's  d is -
tance i n  yards. Yo u  mus t
now hunt around, following
the enemy  ship's  pos it ion
until she hoves into view.

Command inputs are done
by a  fi n ic k y  m e n u ;  fi r e
torpedoes, fi r e guns , tur n
ship, d e c r e a s e  s p e e d ,
increase speed. Successfully
bringing the enemy into view
results in his smoke appear-
ing o v e r  t h e  h o r i z o n .
followed b y  t h e  s tac k s ,
superstructure a n d  fi nally
the hull. As soon as you are
within range y ou may  fi re
either guns or use torpedoes.
If the enemy turns out to be

The map screen from ADMIRAL GRAF SPEE

armed, he will begin firing as
soon as  you are within his
range. You can see the gun
fl ashes o n  t h e  s c r e e n
followed b y  t h e  w a t e r
splashes f o r  near  misses.
The whole screen flashes if
you tak e  a  h i t ,  a n d  t h e
percentage of damage done
is shown at the base of the
screen.

Depending on the level of
play chosen, there are more
or less heavily armed ships
to fight against.
GENERAL
It seems a pity  this program
couldn't have been written in
machine code, which might
have r e s u l t e d  i n  m o r e
sophisticated graphics and a
better  r es pons e  s peed .
There was  some disagree-
ment between our reviewers,
one o f  whom thought the
graphics were poor, another
considered them to be fine.
The water splashes are very
blocky, a s  a r e  t h e  s h ip
silhouttes. But the two most
serious problems  w ith  the
program are ones of playing.
Firstly, n o  war s h ip  ev e r
comes to a halt unless it  is
a b s o lu t e ly  f o r c e d  b y
circumstances. Yet  in  Graf
Spec you must bring the ship
to a  s tandstill i n  order  to
succesfully fire at and hit an
enemy. When  w e  s tar ted
playing, the first two enemy
ships  s e e m e d  t o  k e e p
darting about like gadfl ies.
and we were unable to keep
them in s ight for the time it
took t o  i n p u t  t h e  n e w
direction. S lo w in g  d o w n
seemed to make life slightly
easier, b u t  o n ly  s topping
forward movement altogether
made it possible to keep the
ship in sight long enough to
go through the lengthy menu
to fire the guns.

The second quibble is that
if t h e  enemy  s hips  begin
firing, there is  nothing you
can do until he breaks off for
a moment.  Y o u  mus t  b e

ready t o  punc h the  menu
input required, and then the
p a r t i c u la r  c o m m a n d s
r equir ed,  w h i c h  m e a n
slowing down, turning the
ship, selecting guns or torps
and fi ring. In between each
gap t h e  enemy may  s tar t
firing again and you must sit
there and be hammered until
another break occurs.
CRITICISM
'The keyboard play was quite
slow to respond, and when
the game speeds up in  an
attack, there are many keys
to use.'

'Not unlik e a  naval Star
Trek game, s o anyone who
likes those will probably find
this enjoyable. G iv en t h e
limitations o f  memory and
the b a s ic  p r ogr am,  t h e
graphics a r e  r eas onably
imaginative and effective.'

'There a r e  s o me  g o o d
tunes in this  game, and the
whole w ou ld  b e  better  i f
good graphics  were us ed
and perhaps some machine
code. But it's quite playable.'

COMMENTS
Keyboard positions:
Complex, but good
instructions
Joystick options: none
Keyboard play: slowish
Use of colour: average
Graphics: good
Sound: good
Skill levels: seven
Lives: you can sustain up to
99% damage — then it's
kaput!
General rating: Reasonably
good of its type

Addictive qualities: 50%
Value for money 6 0 %Overall: 5 4 %

A Newstield Put:006110n 1 0 3
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Gridrunner

Use of computer: 70%
Graphics: 45%
Playability 59%
Getting started: 25%

Use of computer: 65%
Graphics: 55%
Playability: 63%
Getting started: 70

0
/c

Producer:
Ouicksilva/Saiamander
Memory required: 16K
Recommended retail
price: E6.95
Language: machine
code
Author: Jeff Minter
With a t it le like Gridrunner
you might well imagine you
are in TRON land, back with
the l ig h t  cyc les , b u t  y o u
would be wrong. This  new
game f r om t h e  genius  o f
liamasolt is really a variation
of the centipede theme.
THIS IS WHAT YOU DO
A br ight r ed gr id  fi lls  the
screen, lit t le white cursors
move up the sides, apparent-
ly do ing  nothing. another
zips along the base, fi ring zi-
zag lasers up the screen, and
you think  that must be you
(you're wrong again). A blue
s quigg le- das h c r e a t u r e
speeds hor iz ontally  a long
the gr id  lines , descending
one line at a time, unless it
gets hit by the laser thingie,
in whic h case i t  splits  up,
each s egmen t  g o i n g  i t s
merry way. Then you realise
l i t t le  y e l l o w  d o t s  a r e
appearing here and there. It
takes a  few more seconds
before it  dawns on you that
the s ide ship is  fi ring these
into the screen. I f  the blue
c entipede h i t s  t h e m  i t
changes direc tion ins tantly
— o f  c o u r s e ,  t h e y ' r e
mushrooms! Finally, when a
segment of blue reaches the
bottom l i n e  a n d  c o ll ides
explosively w ith  t he  quiet,
unmoving lit t le green ship,
you wake up to the fact that it
was you.

The main problem is  that
there a r e  n o  ins truc tions
either o n  t h e  in lay  o r  on
screen. Fortunately the three
lads who reviewed this game
are experienced Spec trum
thumpers, so tr ial and error
soon established that  Q /A
gives you up/clown and I/P
gives you left/r ight with 0 to
fire. Had they  their AGF or
Protek interfaces plugged in
it wouldn ' t  hav e  been  a
problem.

The object of the game is
very s imilar  t o  centipede.
Your s hip ( the green one)
can move left  and r ight as
well as  u p  the screen for
about a third of the height.
The ship on the s ide hurls
obstructions in  the way  o f
the centipede which rushes
1 0 4  A  N e wst ie ld  Pu b lica t io n
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along l i k e  a  r u n a w a y
intercity, changing direction
should i t  h i t  one. i t  takes
several of your laser blasts to
get r id o f  the obstructions,
and, as  in  centipede, y our
laser can take out segments
of the monster, div iding its
attentions to alternate sides
of the screen. The other ship
at the base also destroys bits
of the centipede, as well as
you if you happen to be in the
way. And that's about it.
CRITICISM
'The game is  quite diffi cult
because of the speed, but it
does not inspire the playerto
keep playing.'

'The unchanging graphics
of each screen quickly made
it boring, although it was fun
at the start. There's such a lot
going on, and it's all very
fast, but then you get into the
rhythm and it becomes easy
- in the end, too easy.'

Cybertanks
Producer: Star Dreams
Memory required: 16K
Recommended retail
price: unknown
Language: machine
code
Tank games seem to be very
popular with arcade enthu-
siasts. In Cybertanks you are
presented w i t h  a  complex
maze representing buildings
and streets. You must move
around these with your tank,
blasting away  a t  t h e  four
enemy tanks. An advantage
you have is  that your  tank
can a l s o  s h o o t  O u t  t h e

City-blasting CYB ER TANK S

COMMENTS
Keyboard positions:
sensible
Joystick options: AGF,
Protek
Keyboard play: difficult to
control, very fast
Use of colour: average
Graphics: small, not much
imagination used
Sound: average
Skill levels: one
Lives: Five, with five more
added as grids cleared
General rating: Gridrunner
is not very exciting nor it is
addictive, and at almost E7,
it's poor value for money.

Addictive qualities:35%
Value for money: 4 5
0
/ 0
Overall: 4 6 1 / 4
0
/ 0
buildings. T h e  enemy  ar e
pretty q u ick a t  ge tt ing  you ,
especially on the start of a
new life; you are left in the
same s ituation whic h jus t
ended the previous life and
the d a mn e d  e n e m y  t a n k
simp ly b la s t s  a wa y  a g a in ,
This does mean you have to
keep on you r toes.

The graphics  ar e neatly
done, s imp le  one-characte r
size b locks, but there are no
e x c i t i n g  e x p l o s i o n s  t o
alleviate t h e  mu t e d  g re e n /
brown co lou rs.  Th e  sound,
too, is quite muted although
constant.

On co mp le t in g  t h e  fi rs t
wave th e  second sheet has
mines, represented by small
dots, wh ich  destroy anything
that to u ch e s them,  Th is  i s
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about the limit of the game's
dangers. and  there was  a
general fee l ing  t h a t  a f ter
playing several sheets it  all
becomes rather repetitive.

COMMENTS
Movement is  by  the, cursor
keys or 4 = up, Q = down, P =
right. 0  = left, bottom row to
the r ight  o f  V  =  fi re. The
program also runs with the
Kempston joy s t ic k .  Y o u
could use the AGF or Protek
interface f o r  mov ement .
Putting the fi re buttons on
the bottom row, makes it a bit
awk ward t o  u s e  w e l l .
Packaging and instructions
are neat, and the screen title
card is marvellous.

CRITICISM
'This was actually quite a lot
of fun to play, but it's a pay
they couldn't have given it
more difficulty levels to keep
the interest going.'

'Despite their simplicity,
the g ra p h i c s  a r e  w e l l
designed and move smoothly_
Fortunately the enemy tanks
dart about quite well, which
adds some sp ice t o  t h e
game.'

' Ano t he r  r e a s o n a b l e
game, b u t  I  t h i n k  o n l y
average.'

COMMENTS
Keyboard positions: Cursor,
which can be awkward and a
badly placed firing button
Joystick options: Kempston,
AGF, Protek
Keyboard play: positive, but
a stretch to fire
Use of colour: 1st reviewer
liked it. 2nd thought it was
average
Graphics: reasonably good
Sound: average
Skill levels: one
Lives: three
General rating: a reasonable
average

Addictive qualities:40
0
/0
Value for money 5 5 %
Overall: 5 8
3
/ 0
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Micro Speech
lets
ZX Spectrum
talk!!
trii 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
I n t o n a t i o n t o addcharactert o
speech   e x c i t i n g  new range of
sound and speech games
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will say "MERRY CHRISTMAS"

01 QUALITY SOUND
Micro Speech talks through your
TV's loudspeaker, ensuring top
quality sound,

WHAT CAN'T IT DO'
Unlimited vocabulary means that
Micro Speech can say anything
it can even be made to yodel!
There is nothing it cannot say!

Available nationwide or
direct from Currah

RIR
Adding a new dimension with

NEW SOUND GAMES USING MICRO SPEECH INCLUDE:
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Attic Attack : Lunar Jetman (Ultimate)
IJUll Colour Clash : Shark Attack : 3D Monster Chase (Romik)
rpl Fire Birds : Lunar Rescue (Lyversoft)
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SO FAR YOU HAVE RACED FOR
YOUR L IF E AGAINST ANDROID
CARS: YOU HAVE BEEN STRANDED
MILES UNDERGROUND SEARCHING
FOR DIAMONDS, YOU HAVE TAKEN
ON THE MAFIA SINGLE HANDED
AND SAVED A  PLANET FRO M
EXTINCTION.

N O W IN OURLATESTGAME
•  Y O U  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!! _AL

All these games are available for ZX
Spectrum 48K for the incredible price
of only E5.50 each including P&P VAT
etc. Just complete the mail order form
for prompt dispatch by return of post.

Arcade are committed to original game
concepts so look out for new titles in the
Arcade range. TRADE ENQUIRIES
WELCOME. Phone Orpington 35639
10 am. -  6 p.m. or write to Arcade
Software Ltd, Technology House, 32
Chislehurst Road, Orpington, Kent
I3R6 ODG.

TO: ALL MAIL ORDERS

Signature

Name: Mr/Mrs/Miss

Address

item Price T o t a i

- —
DON'T FORGET YOU CAN ALWAYS ORDER ON THE TELEPHONE
WirTH YOUR CREDIT CARD. TRADE ENOURPES WELCOME.

*I enclose a cheque/postal order payable to ARCADE SOFTWARE LTD. tot

• P l e a s e thargetomyAccess/Barclaycardaccok/ntno
•Please delete /complete as applicatile
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STORY BY KELVIN GOSNELLe
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HA L T!  R E T U R N  T H E
C A P TI V E  L (0 LI HA V E
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H A R M  Y O U,

Y O U  W I L L  N O T HA RM  I -15
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t;'EPTH PT THE INTRUPERS

110 A  Newfi eld Publication

I KNOW FROM THE
PASSENGER L I ST THA T
YOU A R E  I N  K I M R  E.,
YOU HAVE L I MI TE L 7
P S I  -  P O W E R S  CI ND
TH E S E  W I L L  B E  USEFUL_
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T R U S T  YOU, OI N
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WHAT HAS JIN SEEN? WHO IS CROSS?
FIND OUT NEXT MONTH!
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*  Magic Orchard

PRCCOM
SOPTWARE

Bonkers and Breakaway are available
from Prism, Woolworths, Rumbelows,
John Lewis and Debenhams•

*  Dealer inquiries welcomed
*  Overseas inquiries welcomed
DO YOU HAVE A GOOD IDEA FOR A GAME?

CALL US!
COMING SOON!

Bricky Micky *  Bermuda Triangle
*  Time Bug
*  Final Frontier

•1 P w  F O R
THE ZX

SPECTRUM
HOW TO ORDER
Telephone orders
(01) 508 1216
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uilly) can purchase by telephone. Please
give card no n a m e ,  address and items
required, and your order w ill be despatched
the same day

BY POST
Simply write your requoremehts in  the
coupon provided, enclose your theque iR6
or use your Access or Barclaycard, Please
make cheque payable to, PROCOM
SOFTWARE and post to address below
Allow 7 days tor delivery.

IN PERSON
Visit  ow premises, a t  the address belOw tor
a great select ion — we will be delighted to

Card No

Signature

Name

Address
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 I P O S T TO. PROCOM SOFTWARE 7
309 HIGH ROAD, LOUGHTON, ESSEX.

Please 5end n it  M e  fo llowing  diem%
Bonliers

I I  ( E5 .5 0 )  n  G r id  Master
Breakway
(E5.50 each

, Please fict, item
, roclose my cheque..P0 tur L
melee Po pay oath trip 4
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iDelere whenever not anclicanle

I List  o f  new
games!

PROCOM SOFTWARE
3 0 9  H I G H  R O A D  •  L O U G H T O N  •  E S S E X . 7  Credit cards valid d sighed by card holder
.T E L : ( 0 1 )  5 0 8  1 2 1 6  r   Addre ss above must be the same as card holde,=
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WITH U T  0
SPECTRUM

Selectentles uvaitible from Boots,
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_Enquiries we ico l tgaV IL :71  -
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I n i r L I V  6 M

NEW!! SANE SPADE
The Fastest Digger a r o u n d .
NEW!! ROBOT RIOT (48K)
Metal Mayhem at the
ACME ROBOT CO.

MISSION IMPOSSIBLE
t certainly IS.

TERMINATOR
t of the ROBOTRONS

EDDON
r Apocolypse O W !

N DAMAGE
out CPU.


