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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 on. . ..

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 gamea™
~ainclair User
“Highly recommended for its versality, originality
and guality. Definately well worth obtaining”.
-ZX Computing.
ET.50
Written by Graham Stafford.

ZX Spectrum 48K

What the
real critics say. . ..

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 Bes: or The Rest.

o

INVASION OF THE
BODY SNATCHAS!

At last! a version as fast and furious and as
+ru5:ratung;y- addictive as the arcade onginal
Landers, Mutants, Bombers, Pods, Swarmers and

ultimate space game!
ZX Spectrum 48K

Please send SAE for our latest catalogue and
detalls of our forthcoming software

Catalogue FREE with every order, P&P included.
Please add £0.50 per item for overseas orders.
Please make chegues/P0O's payable to

CRYSTAL COMPUTING
2 ASHTON WAY

much much more combine to produce the

£6.50
Written by Simon Brattel and Neil Motlershead.

THE ISLAND

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

ZX Spectrum 48K £7.50
Written by Martin H. Smith. |

Please Supply:
Invasion of the Body Snatchas
Rommei's Revenge [ The Islar

Halls of the Things [l The Dungeon Master

Catalogue (please enclose SAE Gin. x 8in.)

HALLS OF THE THINGS

A stunning multi-level maze ‘arcade - adventure
“Excellent and dangerously addictive - could
change the Specirum games scene
overnight”, wSinclair User,

"Spectacular - One of the best games I've seen,
finely balanced between simplicity and
addiciiveness - superb graphics and colour - |
CAN'T RECOMMEND IT HIGHLY ENOUGH"
—..Popular Computing Weekly.
ZX Spectrum 48K £7.50
Written by Neil Mottershead, Simon Brattel and
Martin Horsley.

ROMMEL’'S REVENGE

& brilliant interpretation of the most visually
stunning arcade game of all time. Superb high
resolution 3D graphics with full perspective plus
a host of new and exciting features make
Rommel's Revenge the most spectacular game

ever produced for your Spectrum!
ZX Spectrum 48K £6.50

Written by Martin Horsley.

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

PROGRAMMERS! Written any good
software? send it to us for evaluation ano
details of our excellent royally scheme.

| enclose cheque/PO for..........
NAME.
AODRERE. . . .. i seinras et

EAST HERRINGTON
SUNDERLAND SR3 3RX
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HEWSON GONSULTANTS
3 GREAT NEW ZHSPECTRUM TITLES =
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DILTHIUMLIFT e S () S

The year is 2934. Di-Lithium crystals are 2 R
humanity's most prized possession because they e gl COETTg m_‘b 5 "

are the energy source of every space cruiser. The 4 %
Seiddab, humanity's enamies, have an enormaous BT R Moy o '
stock of crystals in vacuum vaults, buried beneath . AT £ -

their military HQ. The crystals are held in : s e

structured arrays, guarded by laser-armed Droids,
pending their transfer to an invasion fleet.

You have been smuggled into the vaults with a
limited axygen supply. Your orders are to LIFT the
crystals before the Droids cut you down. . .

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

48K ZX Spectrum. 55 95

KNIGHT DRIVER

&g . ' e 'm late, Fm late, | have got to get there. Just put
: e, T e my foot down and hope. What a bend, I'll never
make it. Up the kerb = that's slowed me down.
- - I'm off the road completely now. Nice scenery
around here. Pretty flowers and a lake. What am |

/ g doing? | must get back on the road. Oh, this is
Vi hard. I'll never do it.
F - Steer your car round a tortuous circuit of roads,

' braking and accelerating as you go. Avoid the
e * kerb, islands and parked cars. Learmner and
| professional levels. Kempston joystick compatible.

48K ZX Spectrum only. Bﬁ 55

FANTASIA DIAMOND /g4

The magnificent Fantasia Diamond, heidoom of A
your household has been stolen and taken to an » F
imposing fortress. You called on the services of }-? gh
Boris the masterspy, but he has been caught and v !
imprisoned by the Guardian, who patrols the -
rooms and corridors of the Fortress, looking for : il >
intruders. 3
Mow you must go and retrieve the Diamond and
rescue Boris. On the way you will meet many
characters, some evil and some friendly. You will
have to leam to elicit the help of the friendly ones
in order to complete your task, but remember they
have their own lives to lead, so they may not
always do as you ask

A most enjoyable and challenging graphic

adventure for the 48K ZX Spectrum. Elﬂﬁ

Mail order to:
* Are you looking for a publisher for your programs? If so, HEWSON CONSULTANTS

why not drop us a line or better still send in a sample of 60A ST MARY'S STREET
your work, for fast evaluation and prompt reply. WALLINGFORD
OXON OX10 QEL




“GET AWAY FROM IT ALL"

NEW!! FREEZ' BEES (48K)
#PenGuin Palvirizin!

NEW! SAM SPADE
The Fastest Digger around.

NEW!' ROBOT RIOT (48K)
Metal Mayhem at the

., ACME ROBOT CO.

E MISSION IMPOSSIBLE
* It certainly IS.

MAGEDDON
t your Apocolypse NOW!

RN q-ed out CPU
WITH 6’UT Off\il‘léls WORL D)
SPECTRUM

& e
Selented titles nvnllnhle irnm Bnﬂls,

Ell games just £5.95 inc VAT and P&P | —
§lVersoft Ltd, LondonHouse, 271 1273 Ring St, = =
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MICRO GAMES ACTION

e,

Edlifor =

Roger Kean

Oliver Frey

Consultant editor
Franco Frey

Liond lesno
oyd Mangram
Rod Bellamy

LEARNING AT PLAY : .
We begin an occasional look at educational soft-
ware and some reviews.

Plus Advertisers Index and Reviews.

Advertisement manager
John Edwards

Production
Michael Arienti

© 1984 Newsfield Ltd.

Crash Micro is published
monthly by Newsfleld Lid.
PO Box 10, Ludiow,
Shropshire S¥Y8 1DB

Tel: 0584 5620

Nomaterial may be
reproduced in whole or in part
without written consent from
the copyright holders.

Mono printing, typesettin
&Hﬁi&in it e

1ith

Feb Edge Litho Ltd.

3-4 The Oval, London E2.
Colour printing by
Allan-Denver Web Offset Ltd.
Northfield, Miltan Keynes.
Colour origination by

Scan Studios, 44 Wallace Rd.
London N1

Distributed by

Wells Gardner, Darton & Co.
Faygate, Horsham, W. Sussex
Tel: 029383 444

Subscriptions: 12 issues £9.00
LUK Mainland (post included)
Europe: 12 issues £15 (post
included).

Single copy: 75p

If you would like to contribute
to CRASH please send articles
or ideas for projects to the
above address. Articles should
be typed. We cannot

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

undertake to return them March.

unless accompanied by a

SIERRE soxasiad snveiope. CRASH READERS TALK TO SINCLAIR
RUN IT AGAIN takes command of missile command.

Cover lllustration: Oliver Frey CRASH Readers Questionaire — your chance to tell us how to do it!
Plus the news roundup, reviews, articles and guide.

A Mewsfleld Publication 5
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CAN YOU HANDLE THE ULTIMATE?

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

ALL ULTIMATE GAMES ARE ARCADE STANDARD,

Lunar Jutrnan 48K 2X Spectrum  JetPac lE '4BK .E ¥ Spectrum
of BK Expanded VIC 20

Pssst 16/48K Spectrum

SO-SOFTWARE

FEATURE PACKED, 100% MACHINE CODE.
AND PURE ADDICTION.
SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR
YOUR MIND#%
Bwailable from: W H. Smith. Boots, Jahn

ONLY £ 5 o DU EACH frutpmmtontme i

|All games joystsck or stores and all good softwere retailers. Or send the coupon dinect
ke-,-hua.rd :uniruﬂl ‘We'll pack and post your arder 1o you absobutely free in thn UK

IIT#H"' | |:"]r:|r.|1 take my computer to the edge of meltdown. Send me the following: I
] i [ ] Pssst |:! Tranz Am

Cookie || Lunar Jetman

|| | JetPac [ JotPac - Expanded VIC 20

| enclose -..th ue/POfor€E___ MNome

Address

:' Atic Atac

Send to:

|
|
|
Ultimate Play The Game, - l
The Green, I

Ashby de la Zouch,
| Leicestershire.

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




ALL TITLES £6.95 INC VAT.
SELECTED MICROMEGA PRODUCTS
THROUGH: BOOTS, GREENS, ASDA,
JOHN MENZIES, LASKYS, WIGFALLS,
RUMBELOWS, HMV, SELFRIDGES,

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

Trade Enquires

PRISM 01 253 227,
WEBSTERS SOFTWAREL486 84l
LIGHTNING RECORDS ANE 1 969 5255
MICRO DEALER«#==ST Al 4351

«

]
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BACK AGAIN

First of all may | take this
a unity to thank everyone
of you who has written to
CRASH to say how much you
liked the launch issue of the
ne. A magazine like
CRASH relies so heavily on the
goodwill of its readers and the
support of the software
houses. | can already see that
we are going to get a lot of
feedback from you, and you
gan be sure that we shall do
our level best to incorporate
any ideas you may have. But |
should also like to thank the
software houses who have
been so generous with their
compliments.

A magazine is a living entity
— a kind of three-way
partnership between publisher,
reader and advertiser. After all,
the advertiser is the one who
produces the games that you
want to buy. What the
magazine hastodoisactasa
forum for information — and
that's what we intend 10 be.
That is a major reason for the
CRASH HOTLINE (which is
obviously proving very popular
too)! It offers the reader an
opportunity to tell us (and in
turn the software houses) what
you enjoy. There may be some
teething troubles with the
HOTLINE because it has
exceeded our expectations, so
you may find it constantly
engaged! We apologise for any
inconvenience, and suggest
you use the write-in coupon if
you have problems. We are
doing our best to make further
arrangements to expand the
phone system to cope. But
keap it up!

Along the same lines of
sussing out what you like, we
are &%ﬂmn a CRASH
QUESTION
The more people who fill this
in, the better and more
accurate the results will be. It
will help us in presenting

RE for issue three.

A AN

information in a way you
prefer, and we hope it will be of
benefit to the software
producers too. So look out for
that next month.

THE TERMINAL MAN

I'd like to thank readers for all
the nice letters that we have
received already (as | write
CRASH issue 1 has only been
on sale for a week) and quite a
number of you expressed an
interest in our comic strip THE
TERMINAL MAN. So to satisfy
your curiosity, here a few
detalls about the two people
who make the strip possible.

Artist Oliver Frey, who is also
deaig:ar for CRASH Magazine,
has been drawing comic strips
for longer than he cares to
-remember starting off with

IPC's War Plcture Library
series of which he did over
twenty. Some are being
reprinted even now. He has
also done a lot of illustrative
work for the old Look & Learn
and drew that publication's
strip The Trigan Empire for over
a year before the comic was
st-::gpad. He had a close brush
with Superman too. If you've
seen the film (the first part that
Is), perhaps you remember at
the very beginning, the little
boy reading his Superman
comic that then turned into the
title sequenca? The whole
comic book was only two
specially drawn pages which
Oliver did for director Dick
Donner to use in the film.

In recent months Oliver has
been busy with several Dan
Dare strips for the Eagle
annuals, and has also drawn
the weekly version In the
comic. In Terminal Man,
Oliver has been partly
responsible for planting the
seed of the idea In the writer's
mind.

for a CRASH

Oliver
Htcmm ty sl
Author of the The Terminal

Man is Kelvin Gosnell. Kelvin
wanted to be a pilot. Two
physical drawbacks thwarted
this ambition: less than perfect
eyesight (medically
undesirable) and a propensity
to throw up during aerobatics
{undesirable for cleaners of
cockpits), He therefore
resigned himself to a non-aerial
life many years ago and was
delighted, shortly afterwards,
to discover that he not only
enjoyed writing about flying but
that people were willing to pay
him rmna:r to do it.

His writing career started on
the comic Action in 1975,
scripting a World War 1 tale
called Suicide Club. A long
enthusiasm for science fiction
was rekindled when he realised
there was no SF comic in the
UK. The result was the very
successful 2000 AD comic
launched in 1978 and a top
seller today. Kelvin became its
editor.

Since then he has handled a
number of strip characters,
from Dan Dare In the UK to
Storm in The Metherlands. He
continues to handle feature
work, Ranlcu'laﬂy in aviation,
since he discovered this gets
him free flights in an
assortment of flying machines.
He cannot decide what has
been his best aerial experience
— playing at the Battle of
Britain in a Tiger Moth v
Chipmunk dogfight over Kent
was good, but 50 was being
‘target for the day’ for an RAF
rescue Sea King in Norfolk.

A terrified Kalvin Gosnell 3
beneath an RAF rescue Sea King
helicoptar.

Photography by lan Kennedy

e
ER., ATA V2~ -~

In last month's issue we gave
an incorrect price in the review
for GRAND PRIX DRIVER by
Britannia. The price of E5.95
quoted should have read £6.95

Also, in our Guide section
the review JUNGLE TROUBLE
should have ascribed the game
firmly to Durrell Software, the

ucers of the game, as

artech are actually Durrell's
distributor and have no hand in
the writing or producing of the
game. We apologise for our
error.

A Newsfleld Publication 9
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Each month I'll be choosing the best letter from the
postbag, and, as well ag publishing it, I'll send the writer £12
worth of software of his or her choice (it can be two cassettes
as long as they come within tha £12). I've had to grovel on
bended knee to the editor for this, so you'd better be grateful!

Send your letters to Lloyd Mangram, CRASH Forum, PO
Box 10, Ludlow, Shropshire SY8 1DB. | can' promise to print
everything that comes in because spaceis precious (I'm told )

but I'll do my best.

| am shocked to see just how
many letters we have received
. Don't ﬁ me wrong,
I'm laining — but
aren't you all s sed to be
banging away at that
coll board or
somethi ill, | guess it's
only fair after us
ou half to death, you sho
able to get your own

Seriously , thank you
for the letters. te a lotl have

made the CRASH team blush

to the roots of their d¥'d hailr.
There are some that if we
printed them would make
e believe | made them up.
n the event it was a tough task
to pick out a winner, especially
as some cute cookies offered
me bribes in the form of fiattery
{It"h get you nowhere. . |) Alter
soma reflection | thought this
ﬂ:a from Mr. Ashton fo treat
simulation game with more
respect was the best of some

very good letters.

SOON TO BE

| have just bought the first adition of
CRASH and | cannot wait for the
second ong to come oul. Although |
am not yet a Spectrum owner, | hope
fo be one soon, as | hava had one on
order for the past three weeks.

| have also bought a number of
other magazines and software
raviews, hut none of them go Into so

i ST

much detall as CRASH. This
magazine will certainly help me and
| hope many others in choosing the
best programs to buy. | also liked
the article on Interfaces and
joysticks and | hope you continue to
include items like this aach month.”
All In all, T5p. well spent! Keep up
the d work.

DM, Markillie, Marshall Road,
Cambridge.

HACKERS

Just thought 1'd write to say what a
great mag you're wrlttni Does that
get me the 12 quid? No?? Ah wall,
we always live in hopa! Anyway, at
last us Spurtocratic Hackers
{Spactrum users with an affinity to
modems, alternative databasas,
shooting many a green man and
loud noises) have got a decent
magazing that deals spacifically
with the Spactrum. Many readers
may not know it bul the best add-on
for tha Spectrum in my opinion is
thie Prism VTX 5000 modam. IT's
great fun. Especially using Micronet
— all that sofware with no postal
delays!

Asfor my favourite software, that
has 1o be Lunar Jetman, Atic Atsc
{completed), Ant Arfack and
Cheguerad Flag.

Oh well, | suppose I've said
anou;ih. do | get the £127 grovel,
grovel!

Stephen Lacey aka The Mad
Hacker.

Keep up this unbridled guality of
latter writing, Stephen, and you
could sarn yourself a fortune in no
tlmﬂt il LI 3

| own a 48K Spectrum, with which |
am very pteased, but I'm already fed
up with the keyboard (aren't we all}!
| have thought about buying a Fit It
Yourself keyboard, but fitting these
involves cpening up the computer
which makes the guarantee invalid. |
was wondaring whether anyone
makes keyboards for the Spectrum
which just fit on top of the
computer. Or a plug-in keyboard,
currently avallable for the ZX81.
Also | am planning on buying a
reconditioned or second-hand
colour television 1o use with my
Spactrum. Do you think this is wise?
Please could you give me some.
advice on buying colour televisions.

| am curmantly using the family set
which is a Phillips 3745 Telstaxt
colour set and it gives a very good

performance. Do Teletext TVs
oenerally give & much batter
parformanca?
I think CRASH Mag |5 brill! And
having & phone-in chart is fantastic!
Karl Flaschke, Wembley, Middx,

Karl, our technical dapl, will be
writing soon regarding F.LY.
meantime, | have a Teletext oo but
it gives no better result than my
ifttle partable eolour TV. LM

A LONG READ

I've nothing earth-shattering (o say
aboul games as | am very new to the
sceng, but | would like to
congratulate you on your superb
new magazine. Please don't alter it
it is just perfect tha way It is. I've
néver known a magazine to take me
20 long to read, notl bacausa it was
boring but because there was so
much Information crammed into it
The reviews were the finest and

most complete avallable and are the
only oneas I'll ba reading In future to
determine whether or not | buy a

e. Even tl'nuﬂ: | only had my
g:‘ltrum for Christmas, | spent the
previous couple of months buying
and reading computer mags 1o
datermine which | would continue
with once L had my micro.

I thought | had seen the bast until
otvset ad ity il
mag, whic me {o o my
mind. Keep up the axcellant work
and best wishes for tha future.

lan Foster, Uttoxeter, Staffs.

Thanks for your comments; lan.
Sorry about the delay too! We had
an issue lined up for November 18
last, but there were s0 many new
titles due out before Chrisimas that
the news trade asked us fo

until after the holiday. By the time
we knew of this delay it was foo lafe
to pulf out those two ads that
tﬁoaamd with the earlfer dafe.

NO LISTINGS

FH?&M for the new magazine

SH. It's just what the majority
of Spectrum owners have been
waiting for. | hopa zuu don't lose
sales ause of the name CRASH.
I think SPECTRUM should have
beean part of the titla,

Please review utility programs.
I'm glad you haven't clutterrad up
the pages with program listings,
which never compare with the
commaercial games. | don't like
comic strips, I'll look to the BEANO
for those. ¥

R.d. Hammaond, Pickering, M.
Yorks.

Some interested newsagenis have
said the same about CRASH foo but
we think peopie will get fo know the
name soon enough. Utflity

will have an increasing area o
CRASH as we go along and will
soon be appearing in the Guide
Saction I'm told. m Lhé:"
were never, ever on the agen
CRASH! Samr]hmri fust -';Inr the fﬂﬂmj
anyway. about the comic,
mﬁ u you won't find somathing
like THE TERMINAL MAN in Beano.
The overall plans for the sfory are
extramely interasting — it'’s o
be guite mammoth. You might argue
that it doesn't look though it'll have
much o do with ¢ . but in
fact it will, in an indirect way. But
more | ntiy it's inte asa
piece of ant nmant with
strategy, adventure and arcade
overfones. | don't see why only
Quicksilva should be allowed to get
fﬂ“ with the Faluwian Empire!

Your Letters continue on page 92

10
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A NEW DIMENSION IN EXCITEMENT FROM VORTEX SOFTWARE

Stop the advance of the Millitoids. Survive the maze
ol death, rationalise the paradox zone and overcome
the dangers encountered in the flatlands.
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—SPECTRUM 48K——

Achieve this and return to the
transporter capsule before the deadline.
But beware. There are lethal Hoverdreids.
Bouncers and land mines everywhere

3D full colour graphic effects, machine

Lo

__|ANDROIDTWO(S) £5,05 EACH
TOTAL VALUE £

Enclose PO/cheque payable to VORTEX SOFTWARE

7 KEYBOARD/JOYSTICK OPTION

code fast action and multi screen

NAME

wraparound zones make Android Two a
mindblowing action game

SEEK OUT ANDROID TWO AT
~ ALL THE BEST DEALERS.

(‘SOFTWARE")

ADDRESS

Send 1o mail order address
VORTEX SOFTWARE 280 BROOKLANDS ROAD MANCHESTER M230HD

DEALER ENQUIRIES WELCOME-

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

A Newsliald Publication 11
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Energy 30,000

Producer: ELM
Computers

Memory required: 48K
Retail price: £4.90
Language: Machine code
Author: Paul Braithwaite

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

uota forthat mine, and work
then moves onto another.

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

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

CRITICISM

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

12 A Newslield Publication

utterly addictive.'

‘The graphics are nothing
to- write home about, very
simple and quite small, and
the game idea is very simple,

but because of its speed and
the accuracy it demands
from the player, I'm sure this
is going to appeal to a lot of
snappy arcade players.’
‘The least of your pro-
blems are the creepie
crawlies, although just when
you're one chunk away from

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

COMMENTS

Control keys: Z/X left/right,
IJ up/down, well laid out

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

k_ue[ Faint Lt

AT -

Potty Painter

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

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

this is going on there are two
nasties chasing you. On

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

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

Joystick: Kempston
Keyboard play: highly
responsive
Colour: avara?ﬁ

Graphics: fairly small,
simple and perfectly
adequate

Sound: good .
Skill levels: gets impossible
after being hard

Lives: 3

General rating: Maddening,
addictive, good value.

Use of computer 68%
Graphics 60%
Playability 80%
Getting started 63%
Addictive qualities 95%
Value for money 70%
Overall 73%
R was e R = P ]
CRITICISM

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

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

A classic painter but a bit potty.

‘For someone who has
never played this type of
game in the arcades, | think it
would have been better to
say more about it in the inlay
than it actually does. On the
whole | thought this was a
reasonable copy of what is




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

Control keys: cursors, or
user-definable, 4 directions
required

Joystick: AGF, Protek
Keyboard play: responsive
Co rgf'lnll'c reasunahtet N
G §: average to g
Sound: poor

Skill levels: gets harder
each round

Lives: 5

General rating: average, but
reasonable addictive

Use of computer 68%
Graphics 55%
Playability 58%
Getting started 60%
Addictive qualities 57%
Value for money 59%
Overall 60%
EeSanee, —Saca s

Android 2

Producer: Vortex

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

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

rent things, but overall our

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

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

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

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

CRITICISM

‘If you have seen 3D Ant
Attack then you will know
that the graphics are great
but that the game itself is not
so good, well Android 2 is a
game with great 3D graphics
and is also a good grama in
itself. Thaanimatl-::m s good,
a well laid out screen, and
generally a great shoot'em
up game.’'

Android 2 — the a-mazing superior Robot.

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

‘The game Iis ver
challenging, in fact | found it
hard and good to play. Good
graphics, with lots of move-
ment and good value for
money.'

Control s: 1/Q up/down,
?.I'P left/right, bottom row =
ire

Joystick: Kempston

Keyboard play: very

responsive

Colour: excellent

Graphics: excellent

Sound: excellent

Skill levels: who needs 'em?

Lives: 5

Screens: continuously

scrolling

General rating: excellent on

almost all counts, highly

addictive and first rate

value for money. Highly

recommended.

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

Alchemist

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

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

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

Playing the game isquitea
complicated matter. The
Alchemist can wander about
as himself until he reaches a
drop or a steep hill, and these
obstacles may be overcome
by transforming into an
eagle, which is made to fly by
flapping its wings. The dread
castle is full of rooms,
caverns, passageways and
stairs, filled with a wide
variety of monsters, useful
objects and minor spells
which may be used once,
and of course the four pieces
of the magic scroll. The
Alchemist is only allowed to
cargr one object at a time

he's the most skilful!)
i.m a strategy element creeps

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

The two weapons you
Bgssass hurling lightning

Its or casting spelis if you
have found one, use up your
energy, which is replenished
ﬂnli\: by time. Encounters
with monsters also drain
you, though this depends on
whether you are carrying
some useful object like an
axe or a sword. So there itis,
O Skilful One — care to have
a go?

CRITICISM

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

nes, axes, a boulder and
much more. The presenta-
tion is very good, with a high
quality title screen and ade-
guate instruction, although a
bit more advice would not go
amiss! The graphics are very
good and so is the sound,
with a rather spooky organ
tune which sets the scene
well. In playing, the game is
axtmmntyge , fun and very
addictive fil‘l|tE|]r' another
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Time is running out for the Alchemist. . . .

=peviesl

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

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

ame is not unlike Atic Atac
n feeling, and has about the
same level of playability.
Although it couldn't be call-
ed a shoot em up, it still
manages to be very addic-
tive, sinceitis so easy to lose
your one life.’

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

estroying

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

COMMENTS

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

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

Sound: very 1g-::~cnd

Skill levels:

Lives: 1

Screens: continuous
scrolling

General rating: excellent

Use of computer 80%
Graphics 85%
Playability 90%
Getting started 68%
Addictive qualities 89%
Value for money 95%
Overall 85%

Chuckie Egg

Producer: A& F
Software

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

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

cade versions of 'Donkey
Kong'. The aim of the game
is simplicity In itself. You are
alittie yellow — well chicken
it looks like, but probably a
Il 'ol farmer boy, with a
wide brimmed hat, and you
must travel the wide plat-

14 A Newsfield Fublication

tions since the original ar-

forms collecting eggs, whilst
avoiding the understandably
agitated chickens. Depen-
ding on the screen, there are
various combinations of
long and short platforms at
different heights, connected
with ladders and/or lifts.

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

CRITICISM

‘This game has a very
good use of colour, very
good, bright graphics. neatly
animated and detailed. It has
rau climbing ladders, jump-
ng over holes, jumping down
from one level to another,
riding lifts, and generally col-

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

‘This is hardly a new game
type, but it's certainly an ex-
cellent addition to the collec-
tien of holejumpinglad-
derclimbingnast avc?dmg

ames for the Spectrum.

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

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

ou're being careful about
ining up, whereas if you
dash at aladder and have the
ascend/descend key also
pressed, he whizzes straight
up as desired. What must be
remembered Is .to change
directional keys while whizz-
ing, or he may end up going
in the wrong direction at the

top of the ladder. One kind-
ness IS that he can withstand
some tremendous falls from
one level to another. An ex-

cellent arcade game, with
high addictivity built in. But
it's very expensive at almost
£8 — the one drawback.’

COMMENTS

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

ood

kill levels: gets harder with
every screan

Lives: 5
Features: speech
vocabulary with Fuller Box,

and 1/2/3/ rlayer games

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

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

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

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

The playing area is a very
expanded and colourful pup-
pet stage which makes up 16
screens, at the end of which
Punch has Judy locked up.
You are the hero, Bobby, and




Knocked out by a custard pie, hero Bobby hears the horrible laughter
of the theatrical mask above — That's the way to do it!

you must rescue Judy by
jumping over or ducking
under rotten tomatoes
thrown by Punch, leap over
gaps, use the flying carpet,
swing from the angels’ tails
and avoid the back-attacking
custard pies, whilst leaping
over gaps filled with soldiers
and clubs. Every once in a
while Judy will throw a
sausage. It Bobby catches
three of these they can be us-
ed in an emergency to
transport him to the next
screen without harm.

A scanner above the stage
shows Bobby's progress.
Each screen is timed for
points and each one com-
ﬁlatad awards a policeman's

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

CRITICISM

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

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

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

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

COMMENTS

Control keys: 6/7 walk
leftiright, zero= jump, 8=
sausages!

Joystick: Kempston and will
work with Sinclair ZX 2
Keyboard play: positive,
though jumping takes some
practice

Colour: excellent

Graphics: very good

Sound: excellent speech
and tunes, though a little
bare during a screen

Skill levels: 1

Lives: 3 (1 more after 60,000
points)

Screens: 16

Features: programmed
speech

General rating: excellent
Use of computer 91%
Graphics 85%
Playability 90%
Getting started 88%
Addictive qualities 87%
Value for money 85%
Overall 88%

I'm In Shock

Producer: Artic

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

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

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

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

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

CRITICISM
‘The graphics are quite

Wide frozen shrieks of laughter — I’'m in Shock |

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

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

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

COMMENTS

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

Keyboard play: fast and
over-responsive

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

Sound: good

Skill levels: 5

Lives: 3

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

Use of computer 58%
Graphics 47%
Playability 52%
Getting started 62%
Addictive qualities 50%
Value formoney 58%
Overall 55%

Supersnails

Producer: Games
Machine

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

Despite a story about Doctor
Van Winkelhoff who has
genetically engineered
snails imported from West
Africa into a breed of
Supersnails who leave super
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glue trails behind them, and
are now trapped in his
|aboratory trying to escape,
this game turns out to be a
‘Light Cycle’ grid type game
made famous byu the movie
Tron.

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

e

Superglue trails in the lab.

CRITICISM

‘The thing that most im-

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

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

‘If you buy games as much
for their colour and graphics
(as anything else) then you
may as well forget
Supersnails. If, on the other
hand, you enjoy a fast, utter-
ly single-minded game, then
this is about the best ver-
siuon around. The lines move
extremely smnnthl{' {only
pixels afterall)and| think I'm

right in saying that this is the

only B-directional version,
which opens up the game's
tactics quite a bit.'

COMMENTS

Control keys: player one,
Q/A up/down, ZIX leftiright:
player two, P/L up/down,

16
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MISYM. SHIFT leftiright
Joystick: Kempston
Keyboard play: very
responsive

Colour: sparse!

Graphies: extremely simple
but very fast

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

General rating: above
average to good, addictive.

Useofcomputer  71%
Graphics 34%
Playability 70%
Getting started 68%
Addictive qulities 74%
Value formoney 60%
Overall 63%

Microbot

Producer: Softek
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Andrew Beale

Andrew Beale has done a
number of games for Softek
and this one will probably be
accounted as among the
best. It has similarities in its
scenario with the ‘you're in-
side this computer' school.
In this, possibly your
millionth re-incarnation now,
you are a microbot, a
miniaturised robot, whose
task is to enter the electronic
brains of proper-sized robots
and repair damage to them.
The scenario points out that
you wanted to be either a
Brain Surgeon or a truck
driver, and as you couldt
possibly meet the necessary
specifications, you had to

become a Brain Surgeon!

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

.rambling Victorian mansion

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

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

ellow fix-a-tive blobs.

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

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

CRITICISM

‘Fixing holes in the pipes

Broken pipes and brain damage in Microbot,

1 Joystick:

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

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

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

COMMENTS

Control keys: A/Z up/down,
QIP left/right, M = fire
mpston,
Sinclair, AGF, Protex
Keyboard play: responsive
Colour: good

Graphics: good

Sound: very good

Skill levels: 1

Lives: 3

Screens: 12

General rating: very good

Use of computer 73%
Graphics 80%
Playability 70%
Getting started 65%
Addictive qualities 68%
Value for money 80%
Overall 73%
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TRUM SOFTWARE

ODYSSE
A wvery exciting 100% M/C game 10
test your skill, concentration and ability
to the full. Shoot the sound-sensitive
Mutons, only to be tollowed by the Astro
fleet and missiles, which than unleash
the pterodactyl-like monsters.

Features include: Pause Function, Bonus
Man, and much, much more
For the 16K and 48K ZX SPECTRUM.

ONLY E5.50 incl. p. & p.

THE FABULOUS WANDA
AND THE SECRET OF LIFE

for COMMODORE 64
An adult fantasy
garme with Arcade Action

You are travelling lar
. frem home looking for good
D,pnr"‘" fimes around the Linmegoss

when you are intercepted

by the evil Brutus of the Federanhion
Brutus forces you to go and seek the Secret of Life,
the Linsyar e and Fv&rﬂhmg - Enpwn only (o the
Fabulous Wanda, ahostass in the Spaced -Out Innan
Highswille an the planet COPUS, You are teleported
down t Highsville whera the Customs man
demands money lor Telepart Tax, THire is 8 video
game in the Terminal with 3 credits left
Mow you ane on your gwn and you must decede how
1o proceed to Highswille Mainstreet to find the
wanous establishments 1o enter and

DGLES for BBC/B

Dﬂﬁtglﬂ_‘ll:i with poophs of all ages i mand this
programme piosdes an aid to lsarn and matoh
colours. aswell a5 baing very solermainmg. Noboanly

have colours o be maiched in sequence bdl co
ardination skills can b doveloped by mowving the
garrect coloured OGLE to maich a pattern displayed
on tha scran, intarast! and amusermoent ane provided
by you as ﬁrm:l-:!_h having o contrcd your pat dog
Flash by guiding hirey ko collect the matching OGLE
carmy it back and to drop f &t The correct position
There are two levels of play

An ey level fior the YOLNQEr PErson

& professional level for 1he older person wath play
against the clock and Hall ol Fame

OGLE COMPETITIONS ARE FUN! E8.95

FEABRS A AdEA SRR R AR AR RS e e e

Please add 5lp to cover post and packing

I enclose a cheque P.O. payable to GAMES MACHINE LTD . for £

o detut my Access Barclaycard acthunt mo
Signature i

NAME
ADDRESS _

DEALERS AND DISTRIBUTORS REQUIRED

'J;_‘I_EH |

el

100% (a8t sction maching code. Avoid the

obstacles and hazards to climb the mountam to,
THE UNIVERSE AND EVERYTHING rgach the Spesr, Then siay the Condor belors it

carrias your bird off!

At last — a game truly far all the 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 Fune-
tion, Print-out Option (to take your Word
Seeker on long, boring journeys). Lots
and lots of fun

For the 16K and 48K ZX SPECTRUM.
ONLY £4.50 incl. p. & p.

PERPECTION
SOFT W

R

AVAILABLE AT ALL SPECTRUM SHOPS, HMV, SELFRIDGES. JOHN MENZIES
LEISURE ZONE AND ALL GOOD COMPUTER SHOPS

DEALERS PLEASE CONTACT US FOR THE NAME OF YOUR NEAREST DISTRIBUTOR

MEW RELEASE
AAARGH! CONDOR for Commodore 64

BARRELDROP! for 48K SPECTRUM
Poor Gordon! His drainpipes are blocked again and
the cnly way 1a claar them s 1o drop barrals down
them. Gordon stands on the top of his roof with §
Barrals, Vhan the game starls ha'll rall one down
the rool. Press SPACE o drop it throwgh the oot
accurately mto the centre of & drainpipa and you'll
score the number of points i the pipe, which sall
star 1o Hash, and Gordon will get the barrel back lor
another go. The barrel will be lost i the drop is
inaccurate, or Mo @ pips atready hillad, bt - Flash
the dog is on hand! Fyou kaow you' re goang 1o lose
Thid barrsl and you can sea Flash peeping oul from
Lhe Bottorm-raght corngs press D and Flash will save
i Once you clean all 5 pipes, you will got a bonus,
but there's a surprise nstore before you get fhe next

st of pipes ta Bl E5.95

SUPERSNAILS lor 16K or 48K SPECTRUM
Snals specially importaed from West Afnca are
being kept in D, Wan Winklehoff's Inboratony far
genetic expediments. The Doctar has turned tham
into a supar-bresd of snail wha now leave betrd b
tragil of super ghpe that will irap any smaal 1ouching il
Twva af the snalls, continuwally moaving and
confrolled by the players, eSCapa from thewr pamns
nto the laboratory. Unfortunately, only one of the
snadls can escapa iom hetd inlo the autsde woild
without raising the alarm. ¥ou must therelorni frap
WL |:|||:-:|II1-|:'I and then try b escape through the
small door which will then appoar

. 1 CHURCH VIEW - TYLORSTOWN - FERNDALE
i e RHONDDA - MID GLAMORGAN - CF43 3NE
e TEL: FERNDALE (0443) 730325

-

FORCE FIGHTER

If you enjoy arcade

through its defence system.

Features include: Bonus Man, Spead

Bonus on every sheet, Hi-Score Record-
ed, Freeze Frame, Joystick Control,
Smooth-Action Graphics and lots of
smooth, arcade action.

Fortha 16K and 48K ZX SPECTRUM.
ONLY £5.50 incl. p. & p.

‘shoot-em-up’
games, this is the game for you 15
sheets of last-action graphics. Thrills
alore. Be the Commander of Star-Striker
EI‘JH{:E FIGHTER pursuing the enemy

GHERT

for COMMODORE 64
A fast Arcade Action Game
hor all the family to play
Wrigten o 100% Machine
Code tor super-fast action'
Egbert works on the
production line at 'LEYSPACE
It was a comiortable lile unisl
the invasion of the TEBBITES
from the planet TOR. Egbert’s union has
baen axtgrminated and the Tebbites have &0 Thed
deadly Pats running wild in the workplace. As il that
wasn Lenough, the évil invaders have forced E gleart
to take care of an Egg - damaging the Egg will have
tatal consegquences for poor Egben El_.‘i-hnﬂ 15 O
on piecework - can he earn a decent wage? Can ha
aven sutvive ! WARNING! You may get an ulcer by
playing this garme
SIX LEVELS DF SKILL ANYSOOY WHO CAN DO
LEVEL 6 SHOULD WRITE AND LET US KNOW!

ARITHMETIC FUN-TIME for TIS9

Elememntary addition, subtraction, multiphcation
and division exgrcises providng valuable praciice
and dnll for young childran whio are develoging
their basic mathematical skills

Lises colour graphics and sounds to gwve a good
presentabion with the sums appearing 0 large
letters on 8 blackboard

The Computer plays back surms wisch the chold hask
difficulty wath gshowereg the child the cofrect
soluthions. Uses the basec TS console 595

;'I."‘.-u. .'

DEALER
ENQUIRIES
WELCOMED

CBM 64, New Release, SMILEYS #?"&
e

o

Fealure  Eagt Actian - 100% Machide Code Gamies Magtune Led,, Busingss & Technology Centra
R N::.i"lllr-:::ils. af |I|II|-c:-.4';j-..'r \ K Bessemer Dove, Stevenage, Herts. 561 20
£5.95 * Keyboard or Joystick Cantro Tafephone: [0438) 116581
ary E
WANDA_ SEND TO -
[BARRELDROP
IE:IIEEE::;:{'D 2 — GAMES MACHINE LTD,,
3 = FREEPOST
SUPERSNAILS ’
OGLES STEVENAGE,
[ m [ARTAMETIC | vy HERTS SG1 27TH.
[ CM TOTAL

GAMES AND EDUCATIONAL PROGAAMMES WANTED FOR ANY HOME COMPUTERS
fanans AR AE R r

Bae A EEER RS R E R R W R EEE R
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Brer! Deep in the confines of the 15 T
frosty blise miaze Pengy is pushing

his way out of troable, Pengy’s fro-

ren wasteland 5 a random mare

constructed of blue ice blocks

raided by the dreaded Sno-bees,

The sno-bee’s sting is deadly, but

Pengy can retaliate by sguashing

tham with the ice blecks that he

pushes around, Pengy is based

on one of this year's arcade

successes, and this  version

captures all the action and addic-

tion of the original. Packed Tull of

teatures, super smooth graphics,

Hashing and banus blocks, double

score bonuses, dirzy bees. and

hours of entertainment!

ANY SPECTRUM. @

100% machine code, fast,
smooth, hires arcade action
Kempston, cursor key, joystick
or keyboard operation. Games
available direct £5.95 inc.
p. + p. 24 HOUR DESPATCH,
or from good software outlets.
Trade enquiries invited. Good
programs always wanted.

ANY SPECTRLM. Fullarcads teatures; reaists robibling
tour coloured ghasts, dol and power podts, very inleslligam
chasing/ runmeng ghosts, adl blue ghosts Iof Donuises,

wnne, normal or INVISIBLE maze, 10 differend sessct-
able levels. 100% maching code action, excelent fass

14 LOWER HILL ROAD, EPSOM, SURREY KT19 8LT J graphica. sound attects and tunes

rl

72—7 DORIC COMPUTER SERVICES PRESENT ,{/ '
| THE ORACLE'S” 4,
PN CAVE =

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

48K SPECTRUM

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

The closest yel to a true animated graphics adventura., excellent value for money’ Popular
Computing Weakly

‘auperb high resolution with smooth scrolling ... with the nights drawing in this program should
give you plenty to think about’ Micro Adveniure Dec 83

“The graphics are smooth, startling and exciting. They show the way for the development of the
graphics adventure in the next year Sinclair User Annual 84

‘Each guest is selected by you at the beginning of the game and you will have five game days in
which to complete it. The time factar is exceptional in adventure games' Sinclair User Dec 83

Available from W H SMITH, selected mm—’ Also available direct at £7.95 (Postage and

branches of BOOTS and J MENZIES and packing free) from:

other leading refailers. DORIC COMPUTER SERVICES, 3 THE OASIS,
Trade Enquiries welcome . GLENFIELD, LEICESTER LE38QS

Telephone 0533 314345
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CHRIS PASSEY & MATTHEW
UFFINDELL revisit some old favourites
(and some new versions) in our second

Game Type comparisons

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

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

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

A Newslield Publication 19
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KONG Ocean
KILLER KONG Blaby
GODZILLA & THE
MARTIANS Temptation

KONG Anirog
KILLER KNIGHT Phipps
Assocaites
KRAZY KONG P S.5.

KONG (Ocean)

Ocean's Kong is a close
cufy' to the original. It starts
off well with Kong making
his entry, climbing to the
top, then stomping and
causing the girders to
slope. Now the ape starts
the barrels mllln?.. They go
sideways down the ladders
Killer Kong's seemed to

~ favour falling through

holes). There are a total of
four screens, featuring
fireballs and elevators as
well. The graphics in this
game are the best of all,
and are large (terrifyingly
large barrels), well animated
and fast. The man jumps
well, in fact he goes so high
his head passes through
the next floor up. The keys
are well laid out, it's Kemp-
ston compatible and there's
a training mode.

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

20 A Newsfigld Publication

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

KILLER KONG (Blaby)

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

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

Killer Kong is a version with
many ladders and is not at
all like the original really. It
is just a miss-the-fireball
game, though I found it very
playable. The jumps need to
be timed right (like Anirog’s
version) because the
graphics aren't smooth. |
can say the sound is great
and the colour is well used.
It's much more addictive
than Anirog’s version and
has more joystick options.

MU
ROl ™

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

affair. On the whole, very
unaddictive.
CP

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

QB 8RS8 8lo B|O

288338 8 gl 8w
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control is very bad,
unresponsive — fust up,
over and down — terrible,
The graphics are limited
and the keys poorly
positioned. Sound and
colour are also poor (all in
BASIC), no joystick options
and generally well below
ﬁﬂar's standards.

KONG (Anirog)

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

CP

This version doesn't start
off too well — no screen
page, and the inlay says
nothing about joystick
options although once
loaded it informs you that
it's Kempston compatible
(sigh — unplug computer,
fit interface and reload). A
demo autoruns after 30
seconds. Screen 1 looks
like screen 2 of the arcade
original except there are no
conveyor belts. Screen 2 is
very much like screen 1 but
with more ladders leading
up to the next platform.
here are lifts on the third
screen, but only the fourth
screen looks like the
original, where you must
pull blocks out of the floor
and watch Kong fall. The
demo had nice smooth
graphics, but the game
didn't. I found the jump
disappointing — you must
jump when a fireball is right




against you, or you'll land
on top of it. The colour and
sound is well used, and a
fair game can be played on
this version, although |
think Anirog have overdone
;‘r! Sn the ladders.

KILLER KNIGHT

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

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

MU

KRAZY KONG (P.S.S.)

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

CcCP

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

SR e RGO -4 R
Next Month: Missile Command
PRI St tashattis i s\ il dddgabelast i, darasih by S8 S
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SINCLAIR TALKS TO
CRASH

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

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

ABACUS ARCADE PACK

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

e wiimars 1

a rave CRASH review in last
month's issue. Author Kevin
Flynn has recently completed
Proteus, which unfortunately
we can't review until next
month due to pressures of
space. Abacus are still selling
the game separately at £5.95
each but you can buy all four
games in the ‘arcade pack’ for
only £14.95 — a saving of
almost £9,

m
R EEEEE————

The Quill Drips Gold

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

The series is called The Gold
Collection and contains eight
litles. One is yet to ba
announced, but the others are
Magic Castle and Diamond
Trail, which have been out for
some time, (and were the first
to be written with The Quill).
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Africa Gardens, The
Adventures of Barsak the
Dwarf, Spy Plane, Devil's Island
and Mindbender.

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

arsak the Dwarf is written by
P & V Napolitano. You must
help Barsak collect nine
treasures of his forefathers and
“it" is set in a mythological
underworld. Spy Plane has by
D. Brammer, has an unusual
satting for an adventure in as
much as the game takes place

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

MICROMEGA SCREENS IN
BOOTS

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

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

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

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

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

|
JET SET FROLICS

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

Reclusive programmer Matthew

Smith makes a rare a rance for
the CRASH camera en
manically mining.




finished work on decoration of
Willy's enormous new mansion,
The size of the house is a
rather daunting, as it contains
B4 rooms, and is therefore
some three times bigger than
the mines below! Each room is
in an indescribable mess
because when Willy's new
found fair-weather friends have
a party, do they have a party!
Alan Maton of Software
Projects had hoped the game
would be released before
Christmas and planned
accordingly. But the sheer size
of the game, the amount of
animation in it, and the fact
that it is intended to be a big
improvement on Manic Miner
has caused Matthew the kind
of headaches that Willy himself
would appreciate. Another
week should see the program
work finished, we were told.
The inserts are already printed
and waiting — 80, come on
Matthew, get off your Eugene’'s
Lair and back to the surface!

FALUVIAN REPORT

Quicksilva have just launched a
club members only magazine

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

ROLAND MOVES HIS
WARREN

Software house Rabbit have
recently moved from their
premises in Harrow to a new
home in Wealdstone — in fact
it's called ‘The Warren' and is a
suitable name as Roland

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

time 18 year old Terry Grant

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

concept of a software director
{o be a new one, and they feel
there is a need for such a job.
Terry, who studied computer
science before joining Rabbit,
feels that a detached view of a
game will often produce more
realistic results and that it's
very easy for a programmer to
get too tar inside the game. His
role is to ensure that Rabbit
games have consistently high
levels of playability and will
maintain the intarest of players
for longer pericds,

uncrashable.

# 99 columns or 250 rows.
# Fully prompted input.

functions.
# Unigque iterative facility.
* Totals/Sub-totals.

+ many more.

offices”
Home Computing Weekly
3/6/83

has used one previously"
Sinclair User June 1883

manual.

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

# Extensive repaat facilities.
% Supports ALL Spectrum

“If more programs shared the
quality of OMNICALC then we
might see more Speclrums In

11 IS

ane” W

g

" advisabile,

¥z ¥ WHEELIE (48K Spectrum) Take the motorbike
< 3¥ M in your Spectrum for a bum-up. Survive humps,

A% bumps and jumps as you seek the elusive ghosinder
’# — and then your problems really star. Crash helmets

EVOLUTION (4BK Spectrum) Tyrannosaurus Rex, Stegosaurus,

FPHCNE (] -8B83 941

£5.85

“It is ideal tor someane who
has just found the spreadsheet
concepl, but it is also a very
powerful tool for anyone who

Complete with comprehensive
£9.0965.

Podopteryx, Brontosaurus are some of the creatures on the
fascinating journey from the star ol lile o man Educational
and fun, this adventure, took 3500 million years the first ime it was
2 played .. . Can you do il quicker? — just EB.95
Fik CREVASSE/HOTFOOT (AnySpectrum) Canyou makeitacross the ice-cap
whilst chasms apen and close all around you ... or help a hungry rabbit in a

+* hoslile world . . . 2 original games on onea casselle — only £4.95
gt THE TRAIN GAME (Any Spectrum) The game thal slars where model railways lefl
_+.~.... ofi.Fullgraphics lealuring passenger, goods & express lrains; tunnels; stations; lurniable
FO bonus games; irale passengers; collisions, derallments; and everything else you expacl
from a major railway! — Superb value £5.95
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The CRASH roving camera ‘bumps’
Into Ocean Mmers

pool
our review of their game Transver-
sion.

e A R EA—
COMCON TAKES OFF

In last month's joystick article,
we reporied on a
programmable joystick
interface called Comcon and
made by Frel Ltd. CRASH is
always interested in any small
company making a debut with
an item of interest to games
players, and it's doubly
pleasant when the company
turns out to be a close
neighbour in little old Ludiow
itself. A Frel spokesperson has
now informed us that
production models of the
interface will soon be available.
It features a matrix board
representing the Spectrum
keyboard, and Is said to be the
simplest method of
programming a universal
|oystick so far. Anyone
interested in further details
should write to Frel Ltd. 1
Hockey's Mill, Temeside,
Ludlow, Shropshire SY8 1PD.
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IMAGINE-ATION

Known colloguially as the ‘Glass
Tower' in micro-software
conscious Liverpool, | ine’s
new headquarters office in Sir.
Thomas Street is actually a
beautifully renovated four-
storey bullding of red brick.
Appropriately enough, it is
situated only a short distance
from the site of where |,
Liverpool's famous Cavemn
Club used to be. Appropriate
because there are some
uncanny parallels between
Imagine-ation and
Beatlemania.

When Brian Epstein
discovered the Beatles playing
in the Cavern they were
unknowns. Epstein was an
accountant running a record
business. Imagine's Director of
Operations is Bruce Everiss. In
the late 70s Bruce Everiss
started up a unique shop called
Micro Digital, one of the first
shops in the UK to sall home
computers over the counter to
an unsuspecting populace. The
shop was a great success, 50
much so that Mr. Everiss
attracted the attention of the
high street glants, and
eventually the business was
sold to Laskys. Like Brian Eps
tein's record shop In the early
60s, Micro Digital was a hot bed
of young talent — in this case
not musicians but software
enthusiasts. Among the
employees were names later to
emerge like David Lawson and
Mark Butler. After Micro Digital
went to Laskys the various
enthusiasts merged their
energies into what bacame
Bug- , but with so many
rﬂung, o-ahead talents

nvolved it was not surprising
that they should want to go
their separate ways. Lawson

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

The infant company was a
phenomenal success and
within months had earned its
first six million pounds sellin
Spectrum games. With gmwt?n
had to come planning so
Lawson and Butler did the
obvious and asked Bruce
Everiss to come and run the
company.

Arcadians Mark Butler & David Lawson.

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

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

lan Weatherbum (Alchemist) back al work.

CRASH Editor, Roger Kean. Imagine’s Director of Operations, Bruce Everiss,

and PA, Jenny

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

continued on page.92
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WHEELIE

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

Microsphere seem to have
done it again, following up
their excellent Train Game
with another wholly original,
beautifully put together
ame in Wheelie. You have
ust taken delivery of the
ultimate two-wheeled
machine — the four cylinder
fuel-injected turbo-charged
Zedexaki 500. While you're
out on the road trying it out,
you see this sign saying
‘Private road — no speed
limit to brave riders'. All ex-
cited, you enter the driveway,
the gates slam shut behind
Lﬂu' and you are trapped in

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

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

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

MEH

FUE L S

RPM

ISCORE -20218

Become Eddie Kidd for the day — Microsphere's wonderful Wheelie.

oy, Wl

TARGET -Q0236

CRITICISM

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

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

1'd like to think that there's

still room for improvement
as time goes by, but certainly
these are exceptionally
good. Smooth, very detailed,
with loads of animation. The
spills the biker takes are all
quite varied, depending on
the type of mischance he
hits. It's all quite realistic. At
first you might assume that
you can memorise the layout
of the ceverns, but I'm afraid
not, each game they change.
All in all, this is one of the
most enjoyable games | have
played for a long while, and
I'm sure it's going to keep
players entertained for
hours.'

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

user-defined keys. Very
good. As for the game, well it
is pretty good. Lovely
gra::l:hics, very, very difficult
and challenging. Excellent
value.’

COMMENTS

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

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

Keyboard play: very
responsive

Colour: good

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

Skill levels: several

Lives: 4

Screens: new regenerated,
and scrolling

General rating: addictive,
generally excellent, good
value.

Use of computer 89%
Graphics 86%
Playability 90%
Getting started 95%
Addictive qualities 99%
Value for money 99%
Overall 893%
P

The Pyramid

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

In essence The Pyramid is a
simple game, as all good
games should be. Your hero
is Ziggy, who sits in a little
bubble capsule equipped
with a 'hi?hly effective phas-
ed plasmic laser' with which
he can atomise any of the 60
weird aliens that live inside

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

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

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

CRITICISM

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

‘This ogame is nicely
packaged and presented
with excellent instructions.
In playing it's enjoyable
because all the colours are
used, the graphics are
smooth and very detailed,
each character having its
own movement and anima-
tion — there's even a recoil
effect on the laser. The game
is great fun to play,
25
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frustrating when you start to
get down a few levels, die,
and have to go back to the
start. Very challenging. | lik-
ed it!'

‘Presentation and
Eraphics are excellent and
he range of control key posi-
tions and joysticks that may
be used all add up to vez
Enﬂd value for money.
ighly addictive game.’

COMMENTS

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

Joystick: Fuller, AGF,

Protek, Kempston,
Mikrogen :
Keyboard play: very
resposive

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

Lives: 1

Screens: 120

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

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

Doomsday
(Castle

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

Doomsday Castle is the se-
quel to The Pyramid. Often
follow-ups lack the flair of
the original, but in this case
the same excellent graphics
have been used and added
| to. The scenaric has also

been enormously expanded,
. and the cassette is accom-
| panied by a long, highly
amusing and informative in-
lay of instructions which
clearly explain the various

roles of the 5 different alien

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

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

26
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house 6 large elfin stones in
Doomsday Castle, where
their dangerous power can
be harnessed for his own
nasty ends. Super hero z.-'gﬁy
has been sent in to find the
stones and escape with
them. Some hope! Each
chamber is filled with Urks,
Garthrogs, a Googly Bird,
Nucleoids and r'phacs,
Ziggy, in his by now familiar
defence capsule, has 1o
laser Urks to death to keep
up his laser power, which he
needs to blast away one of
the four red exit doors. Most
of the time these doors are
protected by the Garthrogs,
who sail up and down on
lifts, shooting blindly at
anything. Only when a Gar-
throg is ‘up’ can Ziggy get in
a shot at a door. When the
door is sufficiently
destroyed, Ziggy will be
sucked through. Each
chamber has an anteroom
which may contain a crystal
or one of the 6 ancient
stones. Only these 6 give you
scoring points, which are be-
ing eaten away the longer
you remain in the castle.
High scores are coded and
may be sent to Fantasy for

gﬂﬁiw’

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

CRITICISM

‘What makes this game
fun to play, is the complex
relationship between all the
creatures. Googly Birds only
want to sleep, for instance,
but Urks keep trying to wake
them up and make them fly
about, so it becomes as im-
portant to shoot Urks to pre-
vent this happening as it
does to shoot them for laser
replenishment. Added to
that, there are numerous
routes through the castle but
not all are as useful as

others, so there is an adven-
ture and strategy element
thrown in. Mind you, coping
with the furiously fast ar-
cade element
enough for me!’

is quite

All | can say is BUY IT!"

'Fanfasy certainly seem
determined to drive people
nuts with immensely long
games at impossible odds.
Not that this is unplayable,
quite the opposite, it's great
fun, with good graphics and
good sound. To offer any real
criticism one would have to
play for months! Excellent
value.'

COMMENTS

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

Use of colour: excellent
Graphics: excellent

Beset by alien enemies, Super Hero Ziggy battles against overwhelming

odds.

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

Sound: good

Lives: 1

Screens: 25 halls, 49
passages

General rating: addictive,
playable, very good value.

Use of computer 85%
Graphics 90%
Playability 88%
Getting started 78%
Addictive qualities 86%
Value for money 92%
Overall 87%




Castles
to he Won!

If you enjoy & hard and fast action
me that also has masses of
evels to play through, then
{ Fantasy's The Pyramid and
Doomsday Castle are probably for
you! Now's your chance to win a
copy of the |latest release,
Doomsday Castle — a highly rated
mind-blower. In association with
CRASH, Fantasy are offering 100
copies of Doomsday Castle to the
first 100 correct entries to the
questions below. Easy? Waell,
perhaps, but playing Doomsday
Castle is no easy task!
Fantasy was formed early in 1983

Bob Hamilton and Paul Dyer.

b, it seems, gets his games ideas
when running over the Welsh hills,
which might explain why he thinks
ﬁamaa players should have to work

ard too! They are both software
i fessionals from the defence
ndustry with experience in real-
time assembly language

rogramming, and a real-time
ascination with sci-fl. This puts.
them in a strong position to write
games software.

The company's original name
wasn't Fantasy to begin with, and
before it was changed, they brought
out two very pngular games with a
‘gpace’ theme. But Bob and Paul
were keen to develop a 'space’
theme game which was new. “'It's
 almost impossible to come up with
l'ﬂﬂl"i‘tFl!ﬂl'f new concept,” says
~ Paul, "but we think with The
yramid and Doomsday Castle we
have come up with two games

ich are very different from all the

100 Doomsday

CRASH/FANTASY COMPETITION

1 What was tha company's original nama
befora thay changed it to Fantasy?

2 Inlast month's Issue of CRASH, what was
tha name of the dying space ship In THE
TERMINAL MAN comic?

3 Name ths super-haro of The Pyramid and
Doomsday Castle

4 How many chambars are there in The
Pyramid?

5§ MNameathe lwo 'space’ thame gamas
praviously raleased by Fantasy (which
were also under the original company
nama).

6 MName any two monsiers you might
encounter in Doomaday Lastle,

7 Nama the artist who painted tha CRASH
cover [llustration for the |ast issue and
this iasua.

8 Count up the program antrias in this
manth's Spactrum Guide Section
{excluding the Game of the Month on page
45), divida the result by 3 and give us the
answer,

The firat 100 correct antries drawn oul of
the bag wiil each receive a copy of
Doomsday Castle. Competition closing
date |s last posi on 16th. March 1984.

Fantasy do extensive market
research amongst schools to find
out the essential ingredients of a
good game, and the results point to
these being: fast action, exciting
graphics and as much colour and
sound as possible. The other
important factor is complexity — a
feature very evident in Doomsda
Castle. "It's vital that as the skil
level of the player increases, so the
depth of the game increases with
them," says Paul.

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

Now all you have to do is get these
ludicrously simple questions right,
whip them into us as fast as
possible and you, too, could join
the throng of people driven to utter
distraction by the awsome
problems of surviving the action-
packed Doomsday Castle!

Name, address and answers in a letter or on a postcard please, to
CRASHIFANTASY COMPETITION, PO BOX 10, LUDLOW, SHROPSHIRE SYs 1 DB
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CURSE THE CURSORS

CYAN YELLOW

65y e

So many games now use the cursor keys
anything to make life easier is a welcome
In our last issue we took a look at joystick
closely at the joysticks themselves ina fu-
neat attachments which will take some

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

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

The obvious advantage to this
system is its cost. There are no elec-
tronics involved, no wires, no edge
connectors and no hardware pro-
gramming. The obvious disadvantage
is that the joystick will only control
the cursor keys, and by no means all
games on the market opt for them.
Nevertheless, a great many games
do, or have user definable keys, or
make provision increasingly for cur-
sor type joysticks. Obviously if a
game does offer user-definable keys,
then its no problem at all to set up for
a clip-over joystick.

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

ZE A Newsfield Publication
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cursors) is the raised box containing
the levers. From this rises the joystick
itself. Below the box surface the
joystick, which can rock in all direc-
tions, is fixed to a shaped cam which
in turn activates the four levers.

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

Another contender for the clip-on
cursnr&aystick is the Spectrum-Stick
from Grant Design Ltd. This one
comes in three pieces, and so packs
into an amazingly small box for
posting. The central unit is a closed
box a mere three inches by one
and three-quarters and an
inch high. Two
Z-shaped arms
are attach-
edto

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

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

i‘jﬁ—?—?‘:ﬂr dructliund control that
a on to the game player’s equipment
controllers, and we will g i 3'1 3

ture issue. In the meantime, here are two
of the sting out of the cursor curse.

ooking more

joystick I've used, and comp
ares on equal terms with any
of the more famous names.
It reproduces B-directional
movement with perfect accuracy,
andis so light to handie that there
is no risk of computer movement
or even of joystick damage through
over-ardent playing!

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

Graot Dasigre's nuar St Spectum-Sick

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

St. Peter, Bucks SL9 0DA.

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

folk NR10 4JJ.

Both joysticks should be available
from good computer retail outlets.
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The battle could be yours.....
@. ....but it won't be easy!
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of the game

5 Sir Thomas Street
Liverpool, Merseyside L1 6BW

Dealer Enquinies Contact:
Colin Stokes on 051-236 8100 (20 lines)
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“THE WRATH OF MAGRA"’
ae A THIRD CONTINENT
SERIES ADVENTURE

fhe first born has been destroyed. The
- Black Crystal of Beroth has been banished.
e alllance of Evil has been defeated by the
armies of Lord Fendal. So ends the Third
ey B Aae. Now we invite you to write your name
. 1 the history of the Fourth Age of the Third

) Continent.

You will meet friends and enemies, old and

. new, 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
dllow you to become part of this tale of
revenge,

“The Wrath of Magra' comes as three, 48K

programmes on casselte, boxed with in-

struchon manual and book detailing the his-

tory of the Third Continent and the many

spells you will be using throughout the
4 game. For the 48K Spectrum @ £12.50

- NOTE: "The Wrath of Magra'' is a complete
adventure. You need not buy “Volcanic
Dungeon’ or "Black Crystal'" to play it

Available from Feb 'B4

-

3

CARNELL SOFTWARE LTD




WHATIT IS

Whether you are a beginner
or an experienced
programmer it will make no
difference with the
DYNAMIC GRAPHICS
package from Procom. You
will be able to program
professional looking
graphics on your Spectrum.
DYNAMIC GRAPHICS
comes in two cassettes at
the price you would
normally pay for one. But do
not let the low price put you
off. DYNAMIC GRAPHICS
is by far the most unique
and much needed software
aid on the market today.

NET 100k
MY A7 WHAT WE

£14-95 4 W S7265
inc. VBT and PEP fm yﬂ”a,

1 DYNAMIC PROGRAMMING
2 DYNAMIC ANIMATION
3 DYNAMIC SOUNDS
4 DYNAMIC FILING

5 DYNAMIC EDITOR

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

EASY TO USE

DYNAMIC GRAPHICS is the one
that everybody will understand, The
instruction manual is simplicity itself.
Mo more strained eyes — the manual

THEFIRST|
DYNAMIC PACKAGES

Thi s a character designer with a difference  Full screen
animation of sprites # 27 functions including sprite

handling 96 characters which can be saved on tape to use has large 10 x 8 pages with plenty of

in your own programs * Easy methods of including diagrams to make it easy for you.

character designs in your own basic programs # No

gwledga of maching code needed & Ecraan sa{xingl :!rm YOUR TICKET TO RICHES?
rites may be treated as super large characters (4x4). The

list is endless. You will be able to design literally thousands 35?3-1’3&':?;?@??{213‘“%1? ﬁ:';:gd

of different characters from Pac Men to space men or space we will market it for you and maybe

ships to battleships. make you rich.

TAPE 2

This is the ultimate utility for composing hi-res graphics on
your Spectrum. As well as essential hand draw cursor
controls (or joystick) there are many advanced features, I1I

such as fast fill and rescale.
There are in all over 50 commands. A constantly updated

status display.

Generated prompts are fully HOW TO ORDER | Post to: PROCOM SOFTWARE, 308 HIGH ROAD. o
displayed. Now you can design Telephone orders LOUGHTON, ESSEX.

screens as good as the software (01) 508 1216 Piease send me the following

mpﬁniﬂﬂ. hecitiand Hotders Uecasy) Barciayeant | EEE;&TE;‘% for the ZX Spectrum

anlyl can purchass by telephone. Please
g card ng., name, address and items
required, and yaur order will be despsiched

|

I

I
PROCOM ' |
BY POST I I enclose my cheque/P.O. for §

SOFTWARE
' |
|

I
|
Simply write you! requirements in ihe I prefer to pay with my ACCESS/BARCLAYCARD |
|
I

coupon provided, enclose your cheque/F 0
OF USe your Access or Barclaycard. Please

make chegue payabie to; PROCOM

Card No.

309 HIGH ROAD B sl s s Signature
IN PERSON ame

LO U G HTD N Visit our premises, at the address below for Address
ESSEX :!gﬁ:tugelzclmn = wa will be delighted b I
Tel: (01) 508 1216  Dealer inquiries to Prism (01)253 2277 | et toav) Tel: (Evel

e I e et Served by ol trakdes CM2

L d abowve mazst he the same as card holder _i




BPenguins, Man Eafin a|| r;,j
? Mutant Telephoies®

""'Sky|ubs ands

* A\MLIL.M!LE SHORTLYAEOR:IHE m
COMMODORE 64.

D

l‘. Brand Cornplex,
Road,

R elton, Liverpool,

i side L25 7SF
-423 7990







LLLLPE B0.0 |81 875 8170 saue

—~— 'awpqm:::u ‘Iseg jealls zumnmm ]
=y m!;g,:r;;ﬂ;;ﬁggg;ﬁmwos 13V INVD ITALS IAVOHY
i % 7 0693 993 IMONHD

. & z

ssesppy : JNVD ITALS
oweN 3AVOHY S2'S3 SNOOT1IVE AZVHD
‘oN P83 }§paId I0 pasojous "0'd/enbayd (1oL (WISIMINYH) INYD
HHLPE 9020 101 V8P 18pJ0 |jBW W0y} 198410 JTALS 3AVOHY 06'93 HIAIH ITONNF

‘sauo)s Jjayndwoa Bujpes) |je pue
sejzuel uyor @ ‘SUNWS "H'M Wouj ajqejieAy

inoA Buiseyo
sbuiponp Ajseu awos ale alay) INo yoiem INng—uUas.os
8yl ysiuly 0} uioo pue sbba g| 108|020 0] aABY NOA

JAVO FTALS 3AVYOHY 06'93—9D9D3 IIONHD

i gy a2
- - g A .
il L e T A
. e i
" [ L
- * \
2 [
(i i
~ "
-
i e

iAlajes aseq aluoy "00} S8|IP0J0JO
8i0jaq 00} spuim ybiy pue sabessed MoLIBN "80BuUSLWU pue siapids Buljea-ueLu ‘seAljeu Ajseu Jo A1 2/joxs
8} 8/e spnojo (ejsA10 821 Ing uoojeq jeaib B S,J JINYD ue yum ‘Buiyiuens 106 s 11 (INL ISIMINVYH) INYD

J1ALS 3AYOHY SL'S3—SNOOTIVE AZVHO 37TALS 3AVOHY 06'93—H3A34 IT1ONNC |




“The most fantastic range —
of games from the creators of Avenger, Sentinel,

Protector and many other superb programs.
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IGHT ACROSS THE SPECTRUM
ANFINITELY.. .~ . - =
Wﬁ‘?ﬁ?é " VARIABLE
- EXCITING -
INTERESTING

Games available at selected Dranches of

W.H. Smith, John Menzies Rumbelows,
Greens and all good computer stores.
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Please send me cassette,/s ticked below
I have enclosed cheque/P.O. for E

il Ll Fireflash for 2X Spectrum £5.95
| |EE S Ll Galactic Warriors for ZX Spectrum £5.95
i | *,5 “ﬁ' T3 i Ll Proteus for ZX Spectrum £5.95

e T T L] Sentinel for ZX Spectrum €5.95
' i L Munnery's Mergatroilds for ZX Spectrum 48K £5.95
BYRINTT Ll Avenger for ZX Spectrum and ZX8| £4.95
L2 Ll Super Digger for ZX Spectrum £4.95
Al ﬂ_.,,i'-:ﬁ'lg L! Moon Lander for ZX Spectrum £4.95
GRUAN T L Ul Protector for 78] £4.95

Q [ Bug Battle for VIC 20 £4.95
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t~ Prices include p&p
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716 Liangyfelach Road, Swansea. SAS 9EL ﬁ{ PRI aty o IO
Telephone (0792) 799193 = Cassettes despatched within 24 hours
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Atic Atac

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

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

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

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

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

CRITICISM

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

‘Atic Atac is in no way a
true adventure, but neither is
it a shoot the baddies game.

Tic Tac, who's thare?

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

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

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

T=fire, Z or SYMBOL
SHIFT = pick up and cfroE
Joystick: Kempston, AGF,
Protek

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

Colour: very good
Graphics: excellent with
masses of detail

Sound: good

Skill levels: just generally
impossible!

Lives: 3

General rating: excellent

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

Earth Defence

Producer: Artic

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

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

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

CRITICISM

‘The graphics are fairly
simple with nice explosions,

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

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

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

COMMENTS

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

Joystick: Sinclalr,
Kempston

Keyboard play: responsive
but difficult to control well
Colour: average to good,
changes with screens
Gmrﬁlw simple with good
explosion effects

Sound: reasonable

Skill levels: 3

Lives: 6 cities

General rating: above
average to good.

Use of computer 62%
Graphics 64%
Playability 60%
Getting started 68%
Addictive qualities 62%
Value for money 64 %
Overall

All saems lost as Earth’s defences
crumbile.
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The House of
the Living
Dead

Producer: Phipps
Associates

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

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

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

CRITICISM

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

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

resembles Morph off the TV
38
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Wet, clammy bat wings — House of the Living Dead.,

— at feast my cousin thinks
so.’

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

COMMENTS

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

Sound: average

Skill levels: gets harder
Lives: 4

General rating: average with
more appeal to younger
players.

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

The Birds

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

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

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

CRITICISM

‘The colour is reasonable
and graphics quite good, if a
bit Jerky. The bird characters
are animated by two frames
and might have looked

smoother with three. There's

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

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

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

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

COMMENTS

Control keys: 6/7 left/right,

zero for fire

Joystick: Sinclair 2
:(ayboard play: reasonably
ast

Colour: reasonable

Graphics: just average, bit

jerky

Sound: reasonable

Skill levels: 1

Lives: 3

General rating: not enough

going on to make it really

worth the money

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

S

Still shooting em up in The Birds,
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The Guardian

Producer: P.S.S.

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

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

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

Your only other weapon is
aStar Smasher that destroys
everything in the square. But
you only have two of them.
The more screens you get

through, the more enemy
there are. As you can see,
holiday package tours keep
well clear of Migon.

CRITICISM-

‘| liked this game, one of
the best yet from P.S.S,, but |
can imagine that it has a
specialist appeal. It is. in-
sanely fast! The ship zooms
round the grid at astonishing
speed, so avoiding an enemy
can take you uncontrollably
into another. Definately a
game which develops split-
second timing skills.’

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

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

COMMENTS

Control keys: an ample
selection — Y/UIIOIP =
fire, AISIDIFIG = left,
HIJIK/LUENTER = right,
B-SPACE = Star Smasher
Joystick: Kempston
Keyboard play: lightning
fast responses

Colour: simple but well
used

Graphics: very simple but
very fast

Sound: good

Skill levels: gets tougher by
the screen

Lives: 3

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

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

Thrusta

Producer: Software
Projects

Memory required: 16K
Retail price: £5.50
Language: Machine code
Author: Patrick
Richmond

e — e e e ]

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

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

CRITICISM

‘I must say, that Thrusta is
a unique type of garmne, and a

CLX

Thrusta 1 drops a boulder on a hatching alien — but the others are
cracking open. . ..

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

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

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

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

‘I thought the graphics
were very neat with all those
loathsome eggs wobbling,
cracking, to reveal an ugly
alien In each, and Thrusta 1
looks good too — a real

39




space ship at last! This turns
out to be adifficult game and
playable with it, each level
harder than the one before.’

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

COMMENTS

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

Colour: very good
Graphics: very good, nice
and big

Sound: continuous, above
average

Skill levels: harder by
screen

Lives: 3

General rating: playable, fun
and generally good

Use of computer 75%
Grapnics 70%
Playability 75%
Getting started 75%
Addictive qualities 72%
Value for money 69%
Overall 73%
SO | R e e T

The Birds and
The Bees

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

As a game type, The Birds
and The Bees is a sort of
‘Scramble’ cum ‘Defender’
with ‘Centipede’ connec-
tions. It’s all about Boris Bee
from Birkenhead, who has
discovered a fabulous field
full of flowers, and dragged
his hive into the field ready to
start collecting nectar. Un-
fortunately there are a

40

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

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

The screen display shows
the blue sky and green
ground. The sky is full of
clouds, some raininP, and
the sun. It's also full of
various birds which fly back
and forth. On the ground
ducks waddle about, cen-
tipedes and caterpillars
crawl up and down, and of
course there are the flowers.
If Boris manages to land pro-
perly on a flower, it opens up
and releases its nectar.
Below the main display is a
bar code which shows how
much nectar Boris has col-
lected on his trip. There
comes a point when he is ful-
ly loaded and must return to
the hive to deposit it. The
more flowers he visits, the
slower he flies, and the more
birds home in on him. There
is also a 'Scramble’ style
radar screen which shows
Boris's position and that of
other creatures. The playing
area is totally shown on this
screen with the landscape
scrolling back and forth as
Baoris flies about.

The game is compatible
with the Currah Microspeech
unit, which enhances the
sound enormously, as well
as prcwidlngh spoken com-
ments like ‘Nectar’ when a
flower is touched, or ‘Oh
dear' when a bird is run into.

CRITICISM

‘With a micro speech unit
on, the sound is very good,
but | tried it without, and it's
still very good. The title tune,
‘Flight of the Bumble Bee'
of course, sounds marv-
ellous. At first | thought
the controls were soggy, but
it becomes apparent that
this is done on purpose, and
simulates real life better.
Boris has to slow before he
can turn, and before he can
change height. The more
nectar he has on board the
more sluggish he gets, so
flight tactics and radar wat-
ching become very impor-
tant to honey production! If it
looks a little simple at first,
don't be misled, it turns out
to be very difficult to play,
and satisfyingly frustrating
too.’

‘The graphics, as one
might expect of Manic
Miner's author, are very
good. The bee is nicely
animated, legs and wings on
the go, so are the ducks and
other birds, and the flowers
when they snap open. Every
character is big, and drawn
with lots of detail. The game
is a lot of fun to play,
because of the graphics, and
because the basic idea s
quite original. | think it will
prove fo be quite addictive
too.’

‘This isn't one of those
massively complex games to
play, but the problems are
sufficient to make it in- -
teresting and the graphics
are powerful. It takes a bit of
getting used to the way Boris
is controlied, but once you
can fly him about, you can
get to be clever at avoiding

the birds until they all gang

up on you.'
COMMENTS

Control keys: sensible, Q/Z
up/down, /P left/right, B
drops nectar to speed Boris
up in an emergency

J ick: Kempston, P'mtek,
. AgF

Keyboard play: responsive
when used to it

Colour: very good
Graphics: excellent
Sound: very good

Skill levels: 1 gets harder
Lives: 5

Features: Currah
Microspeech compatible
General rating: Very good,
addictive, recommended.

Use of computer 88%
Graphics 90%
Playability 80%
Getting started 75%
Addictive qualities 80%
Value for money 83%
Overall 83%
e s

Games
Designer

Producer:
Quicksilva/software
Studios

Memory required: 48K
Recommended retail
price: £14.95
Language: machine
code

Author: John Hollis

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

Games Designer comes
packed in a neat betamax-
sized video cassette box, and
contains a detailed booklet
on the program. On loading
the program the first thing
you are offered is a main
menu with a list of eight
options: Play Game, Select
New Game, Alter Sprites,
Configuration, Movement,
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Attack Waves, Load from
Tape, Save to Tape.

At any time, pressing
ENTER returns you to the
main menu. Selecting Play
Game allows you to play
whichever is the ‘current’ of
the eight different games
included in the program.
Control keys may be altered
to suit the wusers own
preferred layout. The second
option, Select New Game,
lets you choose between any
of the other seven games.
The eight titles are: Atrack of
the Mutant Hamburgers,
Cyborg, Reflecttron, Turbo-
Spider, Tanks a Lot,
Halloween, Splat and Qbix.

Having played these as
they exist, you may fancy
redesigning them. Option
three allows the sprites to be
altered and a menu tells you
what can be done. This in-
cludes the shapes of the
aliens, ships or laser bases,
missiles and bombs, shjelds
and explosion sequences.
Their colours can be

' changed as well, Having sel-

ected the sprite type to be
altered a sprite editor fillsthe
screen, showing all the pix-
gls that make up the sprite.
These can then be manipul-
ated from the keyboard with-
out difficulty.

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

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

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

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

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

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

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

CRITICISM

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

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

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

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

COMMENTS

Keyboard positions: up to
youl

Joystick options: up to you!
Keyboard play: positive

Use of colour: up to you!
Graphics: excellent and
then up to you!

Sound: up to youl

Skill levels: up to you!

Lives: uo to you!

General rating: Highly
recommended

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

LASERWARP

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

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

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

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

CRITICISM

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

dull (dark).’

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

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

COMMENTS

Control keys: S/D leftiright,
ENTER = fire

Joystick: none

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

Graphics: very good
Sound: good

Skill levels: 5

Lives: 3

Screens: 10 waves plus
master

General rating: very good

Use of computer 88%
Graphics 85%
Playability 78%
Getting started 50%
Addictive qualities 80%
Value for money 80%
Overall 77%

Laserwarp — such a fast game the camera fails to capture the spead of
the alien hordes.
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FRANCO FREY
takes a NOI$S$SY listen to the
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Ever had your mother con-
stantly nagging at you while
playing something in-
teresting? Well, now you can
improve the situation by hav-
ing the Spectrum do the
same. Impossible? Not any
more with the Microspeech
unit. The only difference is
that the voice will sound like
a Dalek rather than a Siren
(your mother) and that you
can switch it off whenever
you feel like it (Try that with
your mother)!

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

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

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

42

statement: "

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

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

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

variables consecutively to
the reserved s$ string
(always with PAUSE 1 in bet-

ween), or you can con-
catenate individual string
variables to form s$. A more
compact solution istouse a
string array and concatenate
and even slice the individual
array elements.

If you don't mind
operating with allophone
codes directly, you can
bypass the interpreter and
operate directly on the FIFO
buffer by POKEing the codes
directly into the buffer
memory area. Once loaded
you set the stack pointer to
one below the lastiteminthe
buffer to be voiced by POKE-
ing the stack pointer and —
bedlam! Your Spectrum
becomes an instant party
killer! Loading the buffer can
be executed with a small
BASIC loader program either
via INPUT command or via
DATA statements:

=

LET & = 65361

20 READ b: LET x = b

30 PR n=1T0(x~-1): READ b

40 POKE a,b

N IETa=a -]

B0 NEXT n

0 POME 63365, 255

B} POKE 65364, (65361 - a)

100 DATA 21,41 39,26 20 26 97 1,16, 70,

41,39,53,3,19,55,3,34, 14,270,113, 55

10 LET a = A536]

20 INPUT "INPUT "'; (65362 - a):
", CODE = " br IF b = 0 THEN
@0 T B

a, b
a

Z

=1

SEEs
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A=

10 20

e = 63361 TO {a «

1 INT c, PEEK ¢

120 NEXT ¢

130 PRINT a, 65361 - ap PRINT:
PRINT "PRESS ‘s TO RUN"

160 TF INEYS = 3" THEN GO TO 200

150 GO TO 140

200 POME 65365, 25%

210 PRE 65364, (65361 - &)

1} STEP =1

&

Whatever way you choose,
always make sure your stack
area doesn't drop below




|
|
|

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

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

ram area (Play

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

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

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

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

believing to hear each and
every word or thought
repeated by an inhuman
voice. Before consulting
your psychiatrist, try enter-
ing LET keys = O and you
will find immediate remedy
and absolute tranquility
while you key in your |atest
software creation: This com-
mand will disable the voicing
of all the BASIC keywords
and printable characters and
you will instantly be able to
hear yourself think again. . .

CRITICISM

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

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

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

LIMAR . JETHAN Ultimate
HRLASTERMIND Martech
RIRDS & BEES Buag - Ayie

COLOURCLASH Romik
SHARE ATTACK Romik
I0 MOMSTER, CHASE Fomik
VOICE CHESS Artic
THE GOLDEN BATON
THE TIME MACHINE

Digical Fantasis
Digical Fancasia
Digital Fantasia
fjgital Fantasia

ARROW OF DEATH 1
ARROW OF DEATH 11
FIREBIRDS Lyversoft

LIMAR RESCUE Lywernofc
WINED=-CUT Ouicksilva

GRAND PRIN DRIVER Britannla
GOLF Mr. Micro
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Kempston-type joystick or
keyboard

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

SHOOT EM UP

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

owls

b

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

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

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

Send cheque/postal order to:
LOTUS-SOFT, 43 MAES ROAD, LLANGENNECH, LLANELLI, DYFED SA14 BUH

} (BLOCK CAPITALS PLEASE)

HAWKS
BOWLS

LORD HARRY Plaase
Tick
v

BULLTABLES

Tolal Enclosed | £

See our games and much more al
POSI-TRON COMPUTING
3 STEPNEY ARCADE
LLANELLI (05542) 59624
And at REGAL SOFTWARE, GILLINGHAM
GAMES CENTRE, LONDON
and other good retail outlets

TRADE ENQUIRIES WELCOME

B Lt




speed up as each screen Is
cleared, until the maximum
speed is reached on screen

Cra

Our reviewer Matthew
Uffindell delves into his
software library for this
month's reappraisal as he
hops onto FROGGY, the
most engaging Frogger for
the Spectrum, a game by

- D.J.L. Software.

As long as you can go
along with the fact that
frogs drown if they fall in
the river, then as a game
type ‘Froggers’ have a lot
going for them. The object
of the game is to guide
your frog across a busy
road without getting
squashed under the
vehicles, and then across
the river on logs and turtle
backs without falling off,
getting eaten by crocodiles
or run off the screen edge,
and so into a frog home on
the far bank.

On the road in this
version, there are trucks
and much faster hot rods
to leap between. The river
has four lanes alternating
between logs and rows of
turtles, each moving in the
opposite direction to the
other. You must hop from
one to the other without
falling into the river. The
turties have a nasty habit
of submerging, and if this
happens while you are
riding on one, you will lose
a life if you don't jump
across to a log in time.

Once onto the last lane

f; Glide Game of the Month

(logs) you must jump neatly
into one of the five frog
homes. A miss-jump loses
a life — a successful one
results in a large smiling
frog in his home. Every now
and then a baby frog
appears, floating down the
river on a log and crying
out for you to rescue it. To
do this you must jump onto
the log carrying him and let
it leap up onto your back. If
you get him safely home a
bonus of 200 points is
awarded.

As the game goes on
more hazards appear, such
as aligators in the river and
snakes on the bank of the
river. The game will also
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7. Turtles also get scarcer
and the logs get smaller in
size. The entire game Is
played against the clock —
about 25 seconds is
allowed to get a frog

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

This game is a very good e
copy of the arcade original & ==
and is very well produced. & =
When | first saw it | though = =
the character block S
movement would spoil the =
game, but | was proved B
wrong. It is very addictive
and enjoyable to play. This
must be the best 'Frogger’
around and | would
recommend it to anyone.

The game plays with a
Kem pstonriuystich (load
one side of tape) or cursor
keys (load other side of
tape) and so cursor key
jl::-ésticks like Protek and
AGF. Use of colour and
sound is excellent as are

Nice frog homes — low deposit, mongages
aveilable — 0JL's charming gama tams & frog
o @ prince,

i 5
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the instructions and '
general presentation.
Matthew Uffindell.



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

grams in previous

issues, the number of the issue

being indicated in brackets after the retail price.

The mammoth task of ensuring that every program
for the Spectrum gets reviewed in brief for this section
still goes on as we go to press, so certainly for the next
two or three issues The Living Guide won't be

thoroughly complete.

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

Reviews indicate what joystick option has been pro-
vided by the producer, if any. Programmable interfaces
may obviously be used with almost all programs
regardiess of joystick options. Please note that the use
of the word joystick invariably refers to the type of joy-
stick interface that can be used.

INVADER/ GALAXIAN/

PHOENIX

Space Invaders began It all and the
more sophisticated Galaxian and
Phoenix games conlinued W, The
games lisied under this heading are
among the ocidest avallable for the
Spectrum. Consequently some
versions have not stood the test of time
a2 well as others. In Invaders seried
ranks of variad allens |iggle acrass the
screen getling lower and lower.
Galaxlans altack In lesser numbers
but make wp for it by swooping all over
the place in an unsportsmaniike
manner. Phoenix games are similar,
but the aliens are bird-like, there are
eggs 1o hit, often meteors as well, and
finally a mothership to destroy. In the
main most versions are vary alike and
it hcﬂnmn down o a matter of personal
choice.

Arcade:
Invader/Galaxian/Phoenix
Asterolds and Space Bames
Scramble/Defender/Missile Defance
Cockpil Games
Maze Games
Ghost Gobbling
Platform Games
Grespie-crawlies
Froggers

Grid Bames
Paimers
Trekkies
Miscellanaous

N
R

Sports Simulation
Simulalions
Strale

Advenlura Bamas
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ARCADIA

Producer: Imagine, 16K £5.50
Generally considered to be the best
shoot 'em up game around. Aliens
come in droves from the right, each
wave mora suicidal than the last.
Continuous fire and thrust {io half
the screen height nngs with good
keyboard positions. Excellent hi-res
smooth graphics. Joystick:
Kempston (and softlink 11} or Fuller.
Addictive and difficult 1o master,

ASTRO BLASTER

Producer: Quicksiiva, 16K £4.95
Author: John Edwards

Quicksilva's go at galaxian/phoanix
is creditably fast and difficult to
master, featuring five attack waves in
three phases — Cybird, Meteor and
Plasma, sach of which have thair
own characteristics. Oddly enough
the first wave is the most ditficult.
You're given five shields. Graphies
and sound are neat. Joystick:
Kempston.

GOSMIC GUERILLA

Producer: Crystal, 16K £5.50

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 aither
side of the screen, The cantre block
is a stack of humans and your threa
space ships (and lives). Your shipis
at the base, firing up. Aliens zip
across o the centre, grab a human
and abduct him to the side.
Eventually they can get at tha threa
ships and sleal those. For each one
they get 1o the side you lose a life.
Too rapid lire shoriens the range so
it's better to be accurate than fast.
Features fast motherships that zip
along the base just above your head
and fire at vou, rapid mutants and six
difficulty levels. Joystick: Kempston.
Aecommended.

FIREBIRDS

Producer; Softek, 16K £5.95
Author: Gragme Deving

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

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

FIREHAWKS

Producar: Postern, 16K £6.85(1)
Author: D Hoskins & C Davias
Firehawks is literally a Phoenix
game but practically it's an Invader
mulation. Your mission isto defand
your planet from the deadly
Firahawks of tha title. They coma in
search of anifgr. and should ona be
allowed to land it turns into a giant
Phoenixand flaps away — and ol
game. The birds line up at the top of
the screen and you fire up with your
laser beam. In the way are plasma
screens which resamble decorative

- breaze blocks. The birds have to get

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

GALACTIC ABDUCTORS

Producer;: Anirog, 18K £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,
only throwing back their skulls. 1 03
percent machine code. Hi-score.
Joystick option.

GALACTIC TROOPER

Producer: Romik, 16K £5.99

Author: lan Morrison

Haltway between an invader and
galaxian type, this three skill level
game offers reasonably attractiva
graphics and plenty of them. You're
at the base firing up at ten bomb
racks containing five aliens par rack.
Above them a mothership flcats
lazily from left to right and back
again. To hit it you must blast out all
five aliens from a rack so you can fire
through the gap. Allens reproduce
fast! For more points there are a few
saucers that venture out, but they're
easy to hit. The allens 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: Kempston or
Sinclair, machine code, only average
value for money.

GALAKZIONS

Producer: Mikrogen, 16K £5.95

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

GALAXIANS

Producer: Artic, 16K £4.95

A good copy and a classic version
with nine levels of play, hi-score,
personalised scoring, one or two
players games. Features swooping
Galaxians and hi-ras explosions.
Joystick: Kempston. Machine coda,
Very good value for moneay

HAWKS

Producer: Lotus-Soft, 16K £5.50 (1)
Author: Derek Jones

This is a pretty hefty shoot em up
where you're pitted against waves of
hawks which drop eggs. These eggs
hatch out in the ground and become
mutant hawks which form up for
later attacks. You are in control of an
old Asteroid Mining Vehicle which
can fire missiles at the birds and
laliing eggs, a laser and also lay
mines over the downed eggs. These

also blow up the vehicle if they go off
under it. Thera are a large numbar of
control keys so speed and reflexes
are of the essence. Good colours
and graphics, plenty to do and
axciting to play. Good control key
positions and reasonable sound,
multiple skill lavels, General rating,
good & addictive, overall CRASH
raling 75%. 100% M/C.

HEADBANGER

Produger: Liamasofl, 48K £4.95
Llamasoflt is one of those companies
that got famous fast, though looking
atthis game one wonders why. The
&Ky is raining hammers (makes a
change from ravening aliens |
suppose) and Chico must carry bags
of maney from one side of the
screen to the other under the partisi
shelter of four blocks which ara
being eroded by the falling
hammers, In between the shelters
Chico can nut the hammars for
points, but after ten he gels a
headache and must then nut a red
aspirin hammer. Hammers hitting
his body instead of his head lose a
lite. Getting a money bag across
salely resiores one shalter. Badly
put together and rather pointlesa.

INVADERS

Producer: Artic, 16K £4.85

Although this is a standard and close
copy of the original, the hi-res
graphics stand up quite well 1o the
tast of time. Nine levels of play and
four variations of alien,

INVASION FORCE

Froduear: Artic, 16K £4.95

Artic's engaging and addictive
phoenix game has the mothership
protected by a force fieid hovering
above your base. Should your
missiles hit it they are returned back
asthree! The mothership is only
vulnerable in its control centre.
There are loads of bomb-dropping
alians 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. Genaerally
recommanded.

KAMIKAZE

Producer: A&F, 16K £5.75

Basically a galaxian game. Pit your
wits against wave after wava of
suicidal fighter aircraft which swoop
down on you dropping bombs, Clear
two screens and you get a bonus
screen against easy-to-hit
helicopters belora returning to the
main feature. Graphics are attractive
if & bit flickery and the mushroom
shaped explosions are good.
Continuous sound of attacking
aircraft unliess you drown them out
with tha sound of your continuous
fire. Hall of fame, no joystick option

SPACE INTRUDERS

Producer: Quicksilva, 16K £4.85

A close copy of Invaders with rathar
small graphics that work in
character blocks. Fast but out of
date
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| SPACE RAIDERS

Producer: Psion, 16K £4.95
Another close Invaders copy with
better graphics than Space
Intruders, but slower and not
particularly addictive (o play

SPACE ZOMBIES

Producer: Mikrogen, 16K £5.95

Ona eritic thought this was pathetic,
ancther liked it. Certainly a ‘quaint’
game. You're at the screen base
firing up at & bunch of highly
eoloured alien zombies which chug
1 about the screen |ike a train, gatting
| longer with each screen. The
graphics are big, thara's continuous
fire. & nice moving star background,
and the main feature is the arratic
and highly unpredictable movemant
of the aliens. T hree speeds, one or
two player games, plenty of levels (at
least six betore | got killed off).

! Joystick: Mikrogen |1, good value
but not terribly addictive.

TERROR DAKTIL 30
Producer: Meibourne House, 48K
05,95

Maot, you might think by the title, a
galaxian/Invader type game, bul itis
really. There's a 30 landscape and
20 massed Daktils In the distancea
moving |sut like space invaders, To
nit 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. Y ou get more points for
hitting the swooping ones, bulit's
zafer to dodge them, Mot up to
Melbourne House's usual standard

and the sound — what happened o
i?

THE DETECTIVE

Producer: Arcade, 48K £5.50
Another game which sounds
unlikely as a galaxian type
eontender, but then, wa couldn’t
quite figure whal tha title had to do
with the game. But it isa good game
anyway, Nice packaging as usual
from Arcade and reflected in the
graphics. Avoid the falling objects
which change charactenstic by level
orshoot them for points. Tyres (71)
form up like thunderclouds and fall
on you, 8 wrelched dog keeps
stealing your peints. Avoid him by
using the wrap-around screen. 25
levels. Joystick: Kempston and AGF
or Protek. Good value

WINGED AVENGER

Producer: Workforce, 16K £5.00
Something of & cult among galaxian
fans, with two options (2-part load)
for the'brave” and 'also-rans’. Six
skill levels, laser, forcefield barrier
and simple but effective graphics.
This is a fast game lor the experts —
novices might not even realiss
they've lost all their lives.
Disappointing graphics and
ultimately not of lasting appeal
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ASTEROIDS/SPACE

With some exceptions, Asteroid type
games tend to be less colourful than
mog! arcade programs = - Some are
virtually black and white, bul the
category is still one of the most
ﬁwllllr, Algo included under (his
gading are cn'qrmn which have
very liftle to do wit

CONFUSION

Producer; Blaby, 58K £4.95

There's something of a ‘frogger feel
to this ultra-fast gama. Alien ships
zip along parallel tracks which you
must traverse, shooting them for
points. Impossible without a joystick
and difficult with, goas with
Kampston or AGF or Protek.
Generally less than one expacis
from the usually excellent Blaby
people

asterolds.

BLACK HOLE

Producer: Fantasy, 16K £5.50
Cantre screen is the Black Hole,
from which emerge three typas of
alien crati. Two ol your weapons are
dellected 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 1o avoid on the left of
screen, the area to which you're

but tog many kays make this game
hard toenjoy, &@nd thera are (00
many for a joystick to handie

BLOCKADE RUNNER

Producer: Thorn EMI, 16K £6.95 (1)
Author: Graham Johns

Just whan you thought they had run
out of reasonably original deep
space zappowham games, along
comes Blockade Runner. You're in
this supply ship, running the
blackade of earth by somea nasty
aliens and there are 5 layers of
defences to get through. Firsta
dense shower of meteors which can
be dodged or shot, then a layer of
vertical laser barriers which you
must dodge, then tractor beam units
try to pull you off course, finally a
fleat of alien ships try to blast you to
kingdom come. Should you survive
this frenetic gauntlet, you must then
transfer your cargo pods to an earth
ship. Control responsa is frightenly

fast and violent—it has to be 1o
dodge the laser beams. Pity the

confined. Control in eight directions,

control keys are laid out for the
Sinclair joystick—they're vary
awkward. A popular game for shoot
em up addicts with plenty of
playability, but maybe lacking in
great lasting appeal. Joystick:
Sinclair, Kempston. 6 skill levels, 5
lives. CRASH rating: fairly good,
overall 83% M/C.

COSMIC DEBRIS

Producer: Artic, 48K £4.95

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

DEEP SPACE

Producer: PSS, 48K £5.95

A standard version of asteroids with
rotate keft and right, thrust,
hyperspace and fire, wrap around
screen and alien ships. Can'l
comment on the game’s quality
since none of our three review
coples would load.

JETPAC

Producer; Litimate, 16K £5.50
There's nol much can be said about
Ultimate that hasn't already been
zald. Graphics and presentation are
of the highest standard. In Jetpac
you must get your spaceman 1o
assemble a rocket and fuel it, steal
a5 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 afier
fiva pianets. Five levels of different
gliens. Joystick: Kemptston. One or
Two player games, conftinuous fire

and movement in elght directions
Highly recommended

KOSMIC PIRATE

Producer: Biaby, 48K £4.85
Thera's a factory below on the planet
which you must plunder, guiding
your ship through the heavy alien
space traffic. deceptively simply
looking gamawith good graphics
and sound and reaily a ‘frogger’
variant. M/C. Joystick: Kempston

METEROIDS

DK Tronics, 16K £4.95

In @ way it's as well this game is in
the cheaper brackal because itisn't
avery good program. The

graphics are jerky in movemant and
the relative spead of craft to
asteroids is too slow. Worst of all
you can only use one function at a
time so you can't fire while 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
Quicksilva, 18K £4.95

Mercifully, Quicksilva have proved
their originality in the games field by
going onto games which make this
one look as silly as itis If you like
asterold games then this is pretty
{ast. Simple outlines hover ina blank
black space. Ship oflentationisin
eight directions using all the numbaer
keys which means you can't
concentrate on the game

MISSION IMPOSSIBLE

Producer: Silversalt, 16K £5.95(1)
Author Jereamy Brown

This is & Lander lype game whera
you must guide your craft downtoa
planet’s surface and rescue strandad
astronauls or miners or something
and return them to the mothership
above. To gel down to the planet you
must dodge your way through the
masses of asteroids, and then relurm
thraugh layers of enemy shipping

Controls provide a retro rocket for
braking, important when landing as
an inaccurate or fast landing results
in death. On the relurn journay 1he
retro becomes a gun to shoot at the
aliens. On higher levels there is also
aforcefield as a added hazard
Throughout, the graphics are very
good and move smoothly, Thusisa
very difficult game and bound to be
addictive. Takes time to get good al
il. Sanaible control keys, jaystick:
AGF, Protek or Kempston. 3 playing
speeds, over 50 screens, generally

recommendad. Overall CRASH
rating 80% M/C.
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PLANETOIDS
Producer; Psion, 16K £4.95

A very good copy and a classic
version with the best graphics of the
lot. Nice bright yellow asteroids
which shattar satisfyingly. A bit
slow, 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 toin
an emergency, No skill levels, which
means the addictivity rating is low,
but good value at the price. No
ioystick option

SCHIZDIDS

Producer: Imagine, 16K £5.50
imagina come up with soma of the
besi games — this isn't one of them,
You're supposed to clear the space
lanas of civilisation's debris by
bulidozing it into a biack hole in the
centre of the screen. The graphics
are black-and white, though nicely
drawn but the game is confusing.
Joystick: Fuller

SENTINEL
Producer: Abacus, 16K £5.00
Prevent the enemy from attacking
the live Sentinel space stations with
your four ships, Careful though —
your three remaining ships (livas)
are docked with the station so if your
protective soreen isn't affective you
can lose lives before you've even had
g chance lo usa them! Enemy comes
in various forms and meteroids make
life impossible at times. Your
weapons are laser and a guided
missile sp you have to contend with
left/right rotation, thrust, laser fire,
missiie fire and two controls for
guiding it, which makes Sentinel a
ame for the four-handed player!

h, and there's a force field for the
station — five-handed player! A
good fast and furious game. Good
value No jovatick option.

SHUTTLE

Producer: Blaby, 48K £5.95

Take your shuttie craft fram the
mothership and descend to two
specially created landing spaces on
the planet’s hilly surface to rescue
the siranded astronauls, which
stand on the hillsides waving their
arms frantically. You can only take
one al'a lime and landing results in
the nearest dashing toyour craft and
partial safety. Unfortunately the sky
is crowded with bi-directional
metears. The graphics are cute and
the saund 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)
Mot the most addictive of Blaby's
games, but st very playahle.
Joystick: Kempston, AGF or Protek

SPECTROID STORM

Producer: Abarsoll, 48K £4,95

A very new asteroid game and one of
the most colourful with a pretty
packed scresn. Wrap around action
and multi-shaped objects. Good
acceleration and braking but
requires a tender fouch as the action
is quile viglent. Hyperspace, no
difficully levals. It looks good but it
needs morg playability to putitin the
top rank. Joystick: Kempston, AGF
or Prolek

J DEEP SPACE

Producer: Postern, 16K £7.95(1)
This is the, by now. tamous real 3D
game which uses rad and blue
spectacles to create a three
dimensional feeling. Sadly the affact
dogsn't came off at all, with few
people reporting any success with
the effect. On top of thal, 1he game

48

itsalf is not sutficiently exciting
enough to be worth the very high
prica asked, Basically youship
maoves vertically at the left of screan,
confronting the alien ships which
move fram right to left. You can
‘zeom’ in and out of tha screen to
match the depth of the attacking
vessels. 6 control keys, no joyatick
option, smooth movement but not
colourful and only average sound.
Overall CRASH rating M/ C.

VIOLENT UNIVERSE

Producer: Fantasy, 16K £5.50

This game has an essential
difference — instead of {iring ahead,
¥ou lay gas clouds behind you to
destroy the aliens, The aliens are
made of anti-malter, S0 as they rush
headling inta your vapour clouds
they're anihilated. You must score
1000 points within 40 seconds to get
to the naxt level, an idea which
makes this game extremely addictive
to play. Wrap around screen, 8-
diractional movement in a vary
crowded screen. Hiding insida one
of your vapour clouds is a sneaky
way of avoiding death. Joystick:
Kempston, AGF, Protek, Fuller or
Mikrogen Il. Good value

SCRAMBLE/ DEFENDER/
MISSILE DEFENCE

For many arcade enthusiasts defender
and scramble pames are the kings of
flying. shoot ‘em ups. They require
quick reflexes and excellent hand/eye
control. Of the home computer they
demand programs with sensible
control knLIlynul: or I]u]r:ﬂnks for

ood results. In scramble games you

y @ misslon againsta hidden enemy
base, whereas as In defender games
you must rescue humanity at the same
time. In either case the game |s played
in profile, showing the lnpmnrhr ol
the ground over which you are flying

issile defence is simpler, showing
missile traces descending on your
cities. You must Tuidu the antl-migsile
defence by sighting cross hairs af the
leading points of
lraces.

enemy misgile

ARMAGEDDON

Producer: Ocean, 16K £5.90

This version is a classic missile
defence game with excellen
graphics, asgeclaily the sunburst
explosions. The missile traces split
Into sevaral traces, coming thicker
and faster with sach wave. The
avallable number of misslles in your
armoury for each wave is shown at
tha base of the scréen and above
thal are your six cities which you are
protecting. After each attack wave
the program updates your score and
cities left. Nice title graphics and
‘end’ card. Recommended.

ARMAGEDDON

Producer: Silversoft, 16K £5.05(1)
Authar: C Knight

Silversoft's version of the much-
copled ‘Missile Command' arcade
original is well up to scratch with
good use of colour, and average
sound. The graphics are simple but
eftective with very nice explosions
and a suitably disgusting frying
sound to accompany tham. Features
six cities, thres missile bases,
aircraft and bomb-dropping
satellites, a nd heat sansitive missiles
which hover above a detonation until
i¥s sale to descend further. Gets
increasingly fast, medium addictive,
sensible control keys and Kempston
joystick (via a 2-part load), Overall
CRASH rating 68% M/C

COSMIC RAIDERS

Producer: Mikrogen, 16K £5.95
'‘One of the few times an arcade
gamae has been improved upon,’ said
Fersonal Computing Today. That

might be a bil exaggerated, but the
graphics and control response are
very good indeed. You must race
across the planet and destroy the
alien master shipsin thelair. The
cityscape beneath is densely
populated and grean grabbers keep
abducting the humans. Knock out
the aliens with smart bombs, but
then you must catch the falling
humans bafore they splat. Hosts of
ather alein fighters threaten you.
Features long range scan. roversa.
Long range shows the whole
distance to travel. Keyboard
positioning |s sensible, which s as
well, as this game does nat have a
jovstick facility

DEFENDAR

Producer; Mikrogen, 48K £5.95
Authar: C Hinsley

The title says it all, and it turns out 1o

ba a pretly classic looking ‘Defendar’

game with the familiar zig-zag
cutline landscape, waving humans,
and assorted alien aralt, There is the
radar screen at the (op as well
Conltrol is quite good with sensible
keys allowing for thrust, reverse,
laser and smarLbombs as well as a
hyperspace facility. Bul there is
something lacking in the feel and
play. Perhaps it's the speed which
seems slow compared (o other
varsions combined with the fact that
It seems quite easy Lo play. Inlay
slates user-definable keys, but thera
aren’t any. Good, bright graphics
and reasonable sound, Overall
CHRASH rating 83% M/C

FIREFLASH

Producer; Abacus, 16K £5.95(1)
Author K Flynan

This is a very supearior ‘Missile
Command’ style game and a games
designer in one — another from the
specialists in games for eight-
lingered players. Your base has 4
missile launch pads supplied by
underground tunnels, and 2 laser
bases at erther end of the screen
Incoming alien misgiles splitinto 4
small and hard 1o hit warheads il not
desiroyed quickly Your must salect

the launch pad required, fire the
missile, guide it 1o'its target and
detonate it at tha correct moment. If
that's not enough, low Hlying alien
cralt bomb your installations. If you
like a fast, difficult to master gama,
then this is for you. But many factors
can be modified by the clever POKE
lacility which allows you 1o redesign
the game to sull your own taste. On
tha revarse side is a free game called
‘Destroyer”, Uses 6 control keys, no
Joystick option, excellent graphics,
recammended. CRASH ovarall
rating 78% M/C.

GROUND ATTACK

Froducer: Silversoff, 16K £5.95

This is similar to 'Penatrator by
Melbourne House, but is nowhere as
good a program. It's the sister game
ta ‘Orbitar’. Here you must attack the
allens in their underground caverns
Weapons are bombs and laser and
thare are fuel dumps for points,
Thrust and decelerate and nine =kill
levels (different speeds of play) with
the cursor keys and 8and 0 for
direction and fire, which Is not the
best arrangement. No joystick
lacility. There are batter value games
around of this type.

HARRIER ATTACK

Producer: Martech/Durrell, 16K
£6.95

This game seemed to upset a lot of
magazine reviewers because of its
unstated reference to the Falkiands
War! Bad taste perhaps? In any
event, a completely daft reason to
give an excellant game a poor
review, Y ou must take off from an
aircraft carrier, dodge guided
missiles fired at you from an enemy
ship, then fly aver a heavily
defended island, bombing the anti-
dircraft guns, aveiding the enemy
fighters and shooting them down.,
Keep your speed up or you'll run out
of tuel before reaching the climactic
bombing run on the lown (Por
Stanley perhaps?) Then it's back to
the aircraft carrier 1o land: Fast
responses and first rate graphics
(the sun on the sea is particularly
good). Five skill levels. Keys are
cursor (pily) with zero to fire, nine to
bomb and SPACE ta eject, Joystick:
Protek or AGF on the cursors
Highly recommeandad




HIDDEN CITY
Producer; Bytewell, 16K £5.95

Good, smooth graphics and threa
different frames make this a very
playable game. No bombs here, only
alaser and a quickly used up fuel
supply, The first part makes you fly
across a plain towards a vertical cliff.
Enemy missiles attack feom the floor
and from the cliff. If you enter the
cave at the base of the cliff the
second frame scrolls across,
presenting a8 maze containing fuel
dumps. On surviving this there Iz a
‘seramble’ cavern with missiles and
floating mines, and then the city 1o
dastroy. Six difficulty levels, invisible
barriers and time warp, Joystick:
Kempston

INVASION OF THE BODY SNATCHAS
Producer: Crystal, 48K £6.50(1)

A word of warning — this game
{indeed all new Crystal programs)
has a special loader which makeas
you think it isn't loading properly. It
is a classic copy of the famous
arcade original and featuras
Landers, Bombers, Mutants,
Swarmers and Pods. Thera is an
gxcallent radar screen, onayou can
really use for lining up shots, and
spectacular explosion graphics
Sadly unless youown a Fuller Box,
the game is totally silent As usual
with ‘Defender’ games, there is not
much colour, bul the graphics are
{ast and smooth. All in all probably
the best version for the Spectrum
yet, Rather awkward control kays,
2% left/right and M/M up/down, Ato
G fire laser, H 1o ENTER smart
bombs. Joystick: AGF, Protek,
Kempston, Fuller. CRASH rating,
playabie and addictive, averall 70%
M/,

ORBITER

Producer: Siiversoaft, 16K £5.95
This is a much better game than
Silversoft's 'Ground Attack’ and is a
good version of the classie
'Detendar of arcade fame. The
animated graphics are neal and the
sound amusing. Control keys are
much better placed than in GA as
wall, Climb, dive, thrust, revarse,
hyperspace, smart pombs a nd laser
all help you protect the humanoids
from the marauding alien cralt.
Features an excellant long range
scan. No joystick facility, M/ C.

PENETRATOR

Producer: Melbourne House, 48K
£6.85

Probably the definitive 'scramble’
game {aor the Spectrum Four rings of
defence surround the alien base,
each with /ts own problems ol
landscale. Missiles take off
continuously guided by radar units
{excellent animation) which get
more accurate |f you fail to destroy
enough of them. Spacial leature
allows you Lo reprogram the game o
make your own landscape and alter
the enemy’s defences. Highly
recommended. Joystick: Kempsoft |

REPULSAR

Producer: Softek, 16K £5.95
Authar: Andrew Beale

This is Softek’s version of missile
defence and it is a close copy of the
original. [t's graphics are nowehre
near as good as Ocean's
‘armageddan’. On the other hand i
does have the extra feature of plenty
of enemy planes buzzing around 1o
destroy as well as the missiles
themsalyes and the axplosions are
satistactory. It is also faster to play
than Ocean's varsion, but somehow
less fun. One side of this tape is1or
the keyboard (with a dreadful
layoul) and the other side is for the
Kempstan joystick. The inlay card

|

doesn't tell you that key
Mistor fire. Eight

directional movement,
generally okay, but nof as
playable as Armageddon

ROCKET RAIDER

Producer: C-Tach, 16K £5.95
This is the poor mdn's ‘Penatrator
and no mistake. The inlay blurb
promises & long range scan — but
nothing appears on it exc epl the
extremely limited landscape
available to Ny over, Fly is hardly the
word — you only move i the thrust
button is held down, and when you
do that nothing else in the gama
moves except the lowering fuel
gauge. Hitting the fuel tanks
replenishes your tank and anyone
can knock them off without difficulty
because the missiles are easily
avoided and the flying saucers don't
doanything. There's nodanger, no
thrilis and no skill needed, Keyboard
positions are fine and tha and of lite
explosion Is the most imaginative
graphic in the game. One or 1wo
players, poorly compiled machine
code, no joystick oplion The inlay
card states that pressing key "2’ gives
you'up’ and ‘reverse’ They mean 'L
gives you reverse.

SCRAMBLE

Producer: Mikrogen, 16K £5.50
This is an enjoyable copy of the
arcade original and a flexible
program as you're given a 4-option
menu (1 = missiles, 2 =UFOs, 3=
Meteors, 4 = Fortress) which means
you can leap {rom part to part as you
choosa, or fight your way through
the correct saguence if you're a
showotl. Three speeds with the
graphics a bit shaky on fast. Usual
lasers. bombs, fuel dumps, missiles
with a neat 2-option on returning to
the next life whare you left olf, or
changing landscape each iime. The
meteors are too difficult to be

%={BLABY COMPUTER GAMES|™
FOR SPECTRUM AND DRAGON SOFTWARE 54
SPECTRUM BARMY BURGERS ‘COTCHA'’ KILLER KONG

You afe totslty confused and ase
being atiacked from Doth sides by
ihe most nastieat Aliens known in the
Universs 48K M/C £4.95

GOLD DIGGER

Digg your way through the Mine and

find the Gold Negpets, but kesp

away from the ‘Mugget Cnashars’
AR M/ C 4 95

CHOPPER RESCUE

Seipntists am baing entombsd under
Radio Active waste, CBR yOu 28 @
Helicopter Pilot, rescue them all in
Nirmaa! #3K M/ C E5.50

KOSMIC PIRATE
Guise your Pirgte Vessal through the
masshve flest of Space Craft that has
encircied the planet Verox and try 10
whepd your essantial needs.

48K, M/ C £5.50

DRAGON 32

PLAMET COMOQUEST

Land yous Freeghter Ship safaby and

then you may faturn 10 your next

Solar System. (Skill levels olc )
£5.95

CoDo0

Siwrning Dodo and the Snow Bees —
¥ou are thae last surviving bred of
Dodos alone in  ihe niarctic,
surrpunded by lce Blocks and Snow
Bews. Shoe the kce Blocks onto the
Snow Bees or alecirfy the walls 10
ill them B H- ]

BLARY COMPUTER GAMES

BARMY BURGERS

Baps, Burgers, Cheess and Lettuce
— they are ol there, all you have fo
do is put them together, |1 sounds
sasy dossn't i, but not whan vou are
being chased by a fried Egg and
Saussges! 48% M/AC £5,50

HIGHRISE HARRY
Fealuning Harry Highrisa and tha
Aust Bugs — Guide Harry the Painter
abong the Girders, up the Ladders
onta the Lifis, but mnd the Slides
Five Whacky screans

dax MrC 550
PLUGGIT
Young Percy Plugglt musi gat hatk
to hes Ciércunt Bosrd in himse, plense

SPECTRUM 48K

BLABY COMPUTER CAMES

halp him ta find the rght keys.

48K M/ C {550
GOTCHA
After pacaping from tha kocal Mick,
Ernbe is soon back up 1o his old tricks
wpain! 48K M/ C [5.50
DoDo
Starting Dodo and the Snow Bees -
You are the last surviving breed of
Dodo's  alane  In tha anlarchc
surrounded by oo Blocks and Snow
Bees. Slide the lce Blocks onto the
Snow Bees or electrify the walls 10
il thym 48K M/ C £6.50
LASER AUN
Fly the tranch to destroy the T.LE
fighters. This game is shown 0 o
pRrspactive 5,05

DEPT CM * BLABY COMPUTER GAMES CROSSWAYS HOUSE * LUTTERWORTH ROAD * BLABY * LEICESTER
TEL: 0533 77364 - TELEX 342629 JRHHG

DEALERS PLEASE ASK ABQUT OUR VIDED TAFE WHICH CONTAINS DUR FULL RANGE OF GAMES

KILLER HONG
Featuring five screens of acads
action — Elavators — Kong — Mamo

Bamels - Hamburgen — Bnd @ven
Maria's Girl 4BK. M/ C £6.50

SHUTTLE

Guide your Shisttiecraft down 10 the
surisce of Plane! Nexon, rescue the
sirandad Space Patrol Gnd retum
therm ona by one 1o the safery of tha

Mothershp 4BK M/ C £4.96
DISTRIBUTORS PCS South West
Centre Soft Exitir
Birmingham 032 S0434
021-520 791 RETAIL OUTLETS
WH Smiths
Crash Micros
Lighting Recosds nivel mll
Londion major softwane
01 968 5155 putlets
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enjoyable, and the sound isn't
amazing. Mo joystick option and the

| keysarea bit of a handful (2 = down,

47 up,B= brake, 7 = thrusl, 0 = lasar)
and all lower row are bombs, All in
all fun to play and good value.

ZAXXAN

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

With a change of one letter, the
game avaryone has wanted (o get
their hands on has reached the
Spectrum at last and caused a stir at
the 8th ZX Microfair whare it was to
ba seen on the Crash Micro stand for
the first time. The compiled machine
tode graphics are surprisingly
smooth, Considering how much
detall has 10 keep scrolling
disgonally across the screen. The
object is to take your attack fighter
through the increasingly dense
defences and destroy the Zaxxan
farl. Features gun emplacements,
fuel dumps, enemy aircraft, laser

| beams and walls with force fialds —

and of course the shadow of your
fighter onthe floor. Colour is wall
used and the sound is fairly good
Good control keys and Kempston
joystick. Good value for money,
addictive 1o play and 8 musl! for
‘Zaxxon' fans. Overall CRASH rating
Td% M/C

There are now a number of
programs ~ which give you a forward
view through the space ship's screen,
enough to make a category of their
own. We've decided to call these
cockpil’ 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
£5.85

Author: B G Carnhiil

A mammath game lor wet Sundays.
You'll need & printer or a nola pad
or 8 good memary, for the complax
of instructions are on one side and
the game on the other, Your task is
1@ rid tha space lanes of pirates

| whose home is an the Black Planel,

which is invisible until you find the
Key, which has been broken into
seven parts and distributed on
saven different planets, which sach
have a different arcade adventura,

| which each has different key

instructions, which means you've
gol 1o know it all backwards! That
said, I's tons of fun. The cockpil
view with moving stars is very
good. An instrumant panel telis you
where you are Iin spaca, where the
star base is or the planels on which

| ¥ou must land. Navigating is quite

difficull, but if you get it right the
sight of a planet looming up is very
cimenatic. You can land manually
or use the auto-docking feature.
Between planets you may well ba

| attacked by the pirates who know

you are-after them, in which case
¥ou are into a furious dog fight. It's
not a game for @ few momants,
Excellent value and highly
recommen ded

COSMOs

Producer; Abbex, 16K £5.95

The keyboard layout looks simple
but is confusing to play with. Tha
¥igw sorean shows your convoy,
which you must protect. Enemy
ships infest space and =0 do

| astercids. You have two lasers with
| continuous fire. Movement adjusts

the field of view to quite an extent
but without a long range scan it's
difficult to anticipate properly. The
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colours are fine, sound rather poor,
but nevertheless, a game with good
playability. Joystick: Kemptson

GALAXY ATTACK

Producer: Sunshine Books, 48K
£5.85

This is a real zaparoony of a game
with loads of playability, but be
warned, you need 1o be an alien
with three hands or a 15-digit
Uruggian for keyboard contral, The
programme comes in three parts; in
Space as you approach the
Uruggian's planet, you must
destroy their waves of fighlers by
centering the sight cross hairs;
then on the planet's surface, where
your landed ship is surrounded by
walkers and fighters; and than the
finale attack on the orbiting mother
ship. Control response is good,
colour and sound excellent. and
the simple response is good. colour
and sound excellant, and the
simple 3-dimensional aliens work
well. Recommended. No joystick

TIMEGATE

Ouwicksilva, 48K £6.95

Excellent moving star backgrounds,
in 30 give & real space fealing to
this S-skill level game. Long range
scan shows you whare the enemy
are and you jump through space to
the correct sector. Movement
control is instant and keeping the
enemy In your sights is.a tough
task helped by a joystick
(Kempston), If you're successiul at
clearing the entire galaxy you can
land on the aliens’ planet to refusl
belore jumping the limegate 1o
another infested galaxy. Full
damage status readouts. Highly
recommendad

30 SPACE WARS

Producer: Hawson Consultants. 16K
£5.95(1)

Introducing a new race of aliens —
the Seiddab {baddies spelt
backwards), this game is a
straighttorward zap em which does
not boast the complexities of g Star
Trek game, but is at least ta the
point. The minute it starts the baddy
Seiddies are there, etched atainst a
realistic moving star background,
Below, your instrumetns are easy 1o
read, bar codes for fuel and speed
Twin lasers fire from the visible nose
cone of your craft and are a
salisfying effect. Line up the cross

hairs on the enemy and fire away!
Tha Seiddab cralt are wall drawn
and move neatly in 3 dimeansions,
firing back when they want. There
are refuelling points in space which
you must reach in lime befare v our
power runs out. Positive movement
and smooth graphics, quite good
sound, joystick: AGF, Protek and
Kempston, Overall CRASH rating
68%. recommended as good value
M/C

3D SPAWN OF EVIL

Producer: DK Tronics, 16K £4.95
It's a bit of a cheat—1o keep the
programma in 18K the vary long-
winded Instructions are on one side
of the cassette and the game on the
other, which s irritating at first. The
viewscrean works well with stars
defining movament, but control is
exceptionally sluggish and hitting
the alien swarm is a bit like trying to
kill ants with a pogo stick, In the end
aslow and confusing game with no

e e e e e ——

Maze games come in all shapes and
sizes [this section excludes acman

slyle games however). Some of those
included here might not even seem to
fit the cainuﬂr'r. ut on reflection you
will see that in fact they are really
maze games (at least, you might if you
Iry hard),

eystick option

ZZ00M

Producer: Imagine, 48K £5.50

We waited long enough—probably
the most famous and wanted non-
avallable game, probably a clevar
ploy on Imagine's part. Bul it was
worth the wait. Viewscreen shows
you a road over which you are flying
with litile humans on the harizon
whom you must save from the
enemy bombers, Thesa come in
wavas from the laft, some just
content to wipe out humanity, others
which turn and fire at you, wearing
down your shield. Il vou survive two
waves withoul getting destroyed ar
crashing into the ground, there's a
desert infested with tanks, and the
s&a with submarines and ... Scrolling
graphics for the titles all help to
make this a very memarable game
and excellant value for money
Joystick: Fuller & Kempston,

ANDROIDS

Producer: Sunshine Books. 49K
£5.95

Androids boasts a vast maze
populated with homicidal robots and
is Sunshine’s version of
‘Franzy/Panic’. Armead with a laser
(fires in the direction you're
pointing) and five lives, you must
find the hidden exit to the next level
Special panel's replenish your force
field and lasar power. I1'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
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ANDROID )

Progucer: Vartex, 16K £5.95

What we have here is a well thought
out and addictive rape of the robots
{Franzy/Barserk’ gamea with five skill
levels and copious screens. Android
1 is & superior robot and he has o
Biast his way through the walls of the
compilex towards, what? (A reactor
actually, bul who cares, it's the
gelting there that's fun). His enamies
are several types of unattractive
mutanis (atiractive graphics)
including Groupies (in groups),
Wanderers {luny lonies), Skaters
(slithering around and hard 1o hit)
and Bouncers who land on your

head when you'ra least expacting it
Joyalick: Kempston. Recommended.

BEDLAM
Produger: MG Lothlorien, 16K £5.95
[
Avery fast shoot em up game in
which the maze is not a central
prablem, but the infestation of
beautifully animated creatures are
s supposed to be an asylum planat
and you're the only sane inmate (so
ou think)! Equipped with your twin=
ruring photon bolt, it's quite a task to
keep the ravening monsters at bay.
They move laster and faster as they
dash at you and there are.also
'salcerous guards’ nipping about,
{iring at your. The one drawback,
perhaps, is that the creatures take a
very predictable path towards you,
but it's still all extemely fast. Could
have had more variation 1o heightan
addictivity, User-defined control
keys, 8o AGF or Protek joysticks are
usable, pretty good value lor money
and an overall CRASH rating of 78%
M/C

BRAIN DAMAGE
Producer: Silversoll, 16K £5.95(1)
| Morrison & O Anderson
You'rein charge of a tank deep
inside a bored and dangerous
computer which sees your prasence
a5 2 bit of fun to enliven its dreary
Iite of computing. Hot on your tail
are Electron Panzers, Marauders.
Centurions and Rogue Programs,
each smarter than the last, The
object, quite simply, is to hit one of
thase and promote to the next level
Bul it isnt as easy as it sounds. It's a
measure of how fast the game can
ba that even with only ona hit to
goncentrale on it remains a very
difficult zap game (o play. Only one
blasi at a time but the lasser beam
ricoghets (beautifully). A complax
array of control kays allow for 4-
directional movement and turret
rotation. Neat, smooth graphics,
god sound, joystick: Kemptson,
GF or Protek. 3 control key
options, 3 skill levals, multiple
screens, prafty addictive one you get
thie hang. Overall CRASH rating 69%
MIC.

CORRIDORS OF GENON

Producer! New Generalion. 48K
£5.851(1)

A 3D Maze game which demands
‘Master Code’ skills and numeric
sequence recognition from the
player. Dacaptive in that it seems
very ordinary at {irst bul rapidiy
hecomes unstoppable. Basically you
must thread your way through the
concentric ciruclar maze to findthe
gentral control room for the evil
computer of Genon and destroy it
Doors cul the eorridors inte
segments and connact betwean
adjacent corridors. Thesa are
opened and shut by the computer
and you can open them by punching
in the correct code (each sel of
doors has (18 own numaric
sequence). With your ESP at high
levedl the screan displays the next
door's code, bul there's a nasty
manster called Bogul chasing you
Each tima he bogulises you, your
E5SP goes down and more doors
have blanks which you must work
oul before 1he door opens or shuts
tor you, The Ingenious touch liesin
the excallent sound track of Bogul's

thudding footsteps as he chases up
behind you — turn around and you'll
saa him. Meat,solid graphics an'd
unusually playable. Cursor keys far
movement in conjunction with 9
keys (used with an overlay) for code
breaking. Joystick: Kempston, AGF
or Protek. Overall CRASH rating
7%, excellent value for money if
you enjoy a bit of figuring, M/C.

CRAZY BALLODNS

Producer: A&F, 16K £5.75

A simple maze made up from
crosses is only just big enough to let
your wagagling balloon through in
places. Elsewhere you must use
precision and timing 1o squeeze
through without touching the sides.
Extra points for using the narrowest
passages. Perhaps too simplistic for
maost, but still not as easy as it first
looks. There is a time limit.

CYBERTANKS

Producer: Star Dreams, 16K £5.95
{1

Hera the maze actually represents
the streets and buildings of a gity.
You'rein command of a tank,
surrounded by the cybertanks which
you must shoot out of existence
before they get you. You can blast
your way through the maze walls 1o
get at your enemy. If you clear the
firat screen the second sheel has
mines littered around which destroy
anything that touches tham, All in all
it bacomes very repetitive and our
reviewers thought it reasonable but
only average funto play. The
graphics are quite small, although
nicely designed and move smoothly
enough — the title card is brilliant
Two sets of control keys, well
placed, joystick: Kemston. Overall
CAASH rating 58% M/C

00 00

Producer: Blaby, 48K £5.50

Mot at first sight 8 maze game, but
this s one where you make your own
maze for protection from the
dreaded Snow Bees which infest the
Arctic ice wastes where you, the last
living Do Do, find yourself stranded
(beal that lor a scenariol) 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. If you're clever you can
glectrocute them against the walls,
Joystick: Kempston, Recommendead

EMBASSY ASSAULT

Producer: |CL/Sinclair, 16K £4.83
As the nation’s top secret agant your
mission is o acquire top secrel
cpdes from the code room of 8
foreign embassy, Actually all you
have to da in this dreary game is
wend your way through a 30 maze,
up and down stairsand tind the
room, then get out, all timed against
the clock. No thrills no spills and
vary few frills. Each move means
wailing interminably for the
corridors 1o slowly build up. Ming
levels with the simplest taking
saconds,

ESCAPE

Producer: New Genaralion, T6K
£4.95

Perhaps the most beautiful looking
game yel lar the Spactrum. Escape
pits you againsta 30 maze seen
from slightly above so the horizontal
pathways are ocbscured by the
hedges. Somewhere in there is the
key to the axil. As you enter a
manster shoots in and homes inon
you inexarably, Gel the key and ha
Speeds up. Get out and you're back
with a maze and two monsters. Five
levels and a ‘nowin situation. it's
deprassing! One of the most panicky
games we ve seen. Joysiick:
Kampsoft ||. Recommended.

ESCAPE-MCP

Producer: Rabbit, 16K £5.69

The Z80 processor bites back. Yes
your Spectrum has gone berserk
and you have been de-atomised
You must escapa through nine lavels
whila the MCP homes in on you and
tries to destroy you. Escape-MCF
{eatures a series of simple but (as
becomes claar when you play)
fiendishly laid oul mazes,
reprasenting the logic paths of the
processor, You start top left and
must first reach a key and then an
exil to the naxt level. Slowly and
inexorably the MCP sight homes in
on you and the trick is fo move along
the paths in such a way that you
leave yourself encugh time 1o make
the key and exit. Not at all easy.
Cursar keys and user-dafined. so
almost any joystick can be used. An
addictively infuriating game and
exceallent value

ETX

Producer; Abbex, 16/48K £5 85

In 48K ETX speaks, though mostly
whal he says after the locquacious
intra is ‘Ouch® ET is stranded on
Earth searching for odd bits with
which to construct a phonghome
The bits are hidden in NUMEerous
wells. He's pursued by a mad
professor and a nasty from M15 (or 6
or something). Only 'young Ernigis
nice. The game is charming to look
at but a little puzzling to play since it
seams Impossible to excape the
wrelched professor. Program
contained on both sides of the
cassette. Joystick: Kempsion

FRENZY

Producer: Quicksilva, 16K £4.95
Almost every software housa has its
varsion of tha arcade favourita,
‘Berserk', which pits you against evil
robots in @ complex of simple mazes,
represanting the different rooms of
some alien HQ. Life in these places
must be hell because all the walls are
electrified, killing you and the poor
old robots. Quicksilva's varsion |s
very good of its ty pe, with simple but
smooth graphics: You lose a life i
you collide with wall, robot or
exploding missile. Avoiding the
missiles can be done by leaping
through an axit into another room,
but as you da hordes more robots
appear The keyboard positions are

rather odd, direction and fire baing
controlled by keys 6-0 which makes
it difficult to use a joystick.
Moderately addictive but not bad for
the price.

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

Arcade seam to specialigein
obscure titles. Lattica Is a complex
maze with over 100 locations and
three levels populated witn andraids.
The walls are electrified so you must
avoid them or lose one of your four
lives. Theaim is to discover the
location of & 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 directional movemant.,
Good value

LORD HARRY & LADY HARRIET
Producer; Lotus-Soift, TBK £4.85(1)
Author: Derek Jones

Thae title indicates that if you want a
lady hero you can load side 2 instead
of side 1 for Lord Harry. The
inabriated Lord is lost in his frignd s
ornate garden the morning after the
night before. He must wander round.
eating mushrooms to keeap alive.
whils! trying 1o find the secrel axil,
Thare are four interlinked gardens
all tullof puddies and trees in
addition to mushrooms, The trees
bar his way, the puddfes lose a life —
and to make matiers worse thare are
two guard dogs chasing around aftler
him, In ane of the gardens thare is a
poisanous mushroom which, If Lord
Harry aats it, is the and of him unlass
ne finds the exit within 88 seconds
Reasonably well laid out control
kays_ attractive use of colour. but
perhaps more aimed at the younger
player rather than the arcade freak,
Joystick: Kempston. Good value for
money, overall CRASH rating 63%
M/'C

MAZE DEATH RACE

Progducer. PSS, 48K £4.85

You're in your car, lost in this
endless maze, avaiding the hazards
like rock falls, ice, oil slicks and the
maniacs in their evil cars. Collect 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 screan 1o screen s
effective. A good, fast game
Unfortunately you can t alter
between the three skill lavels once
selected, and the instructions don't
tall you that it's the cursor keys
which operate. No Joystick oplion
but it will work with AGF or Protek
Maching code, moderately addictive

MAZIACS

Producar: DK Tronics, 48K £5.85(1)
Author, Don Priestiay

This pure-1|nd-y{:ur-way-1hrc}ugh-—a-
maze-and-escape game is among
the best ever from DK, Simple in
concepl, its playabilily liesin the
lovely graphics and its speed of play
The aim is toenter the maze and
discover the gold, which will be at
least 200 moves away. Embedded in
the walls are many useful items like
food and swords. Keep your
strength up by eating and use the
swords against the dreaded Maziacs
There are prisgners also embedded
in the maze walls and thay will tall
yvou the shortest route (o the gold by
marking the path in yellow. This only
jasts for a few seconds however The
swords only last for one attack, and
without ane an awlul Maziac wil
surely kill you off. Once you've
luunc‘f the gold your problems really
starl as you can i carry both gola
and a sword, so it makes sensa to kill
as many Maziacs as you canon
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the way in. The playing area shows
one fiftiath of the total maze, but the
VIEW facility shows you a twelfth
Excelienl graphics and animation
with plenty of detail. User-defined
control keys, joystick: Kempston
and cursor joysticks via user-define
4 gikill levals, ra ndcm!z genarated
maze aach game. CRASH rating:
::ghl‘,r recommended, overall B2%
Il ok

PLUGBIT

Producer: Blaby, 48K £5.50

Author Rob Jones

The hero, Percy, is & little IC chip
who has become unplugged from
his sockeat, You must guide him
through the maze of circuitry inside
‘Uncie Clive's’ computer and plug
him in again. There are two keys 1o
find which, when used in the correct
door, will unlock them, but they
must be done in the right ordar. The
miaze is full of resistors, diodes and
capacitors which are chasing Percy,
and his enargy, which starts at 1200
units, runs down very quickly, To
add lo his problems, the walls of tha
maze are elgctrified. The anly
weapon is an enargy beam which
fires in the direction of movement.
Only a small part of the total playing
area |8 visible on screen. Good
graphics and smooth compiled
movement. Auto start and cursor
contgrol keys are a slight drawback.
CRASH rating: a worthy maze game
it not quite up to Blaby's addictive
standards. Overall 63% compiled
M/C

OUETZALCOATL

Producer; Virgin Games, 48K £5.95
f1)

Author. Garath Briggs

Quetz is one of lour Aztec Gods
you'll maat in this 3D maze which
repragents the interior of an Aztec
temple with four tloors, Quetz is the
nicestand provides giass beads lor
you to collect and gives you a map of
the ficors when you bump into him,
The map disinlegrates with use, 50
use it sparingly. The other gods all
present different problems to
overcome on their particular floors
The floors are connacted by shafts,
mostly black and a few blue ones. If
You use a black shaft, it destroys the
beads you have collected, The
longer you take o find a blue shaft
the mom black ones will appear
Should you find the exit salely, then
the beads you have found can ba
used to barter with the natives for
your lite. It is a playbale game, with
quite good 3D graphics and 6 skill
levels, but not much sense of real
danger, Average, CRASH rating 56%
MIC.

RAIDER OF THE CURSED MINE
Producer: Arcade, 48K £5.50

This is only & maze game in a very
general sense. The game was
recently upgraded to have 30 lavels
to play through. Each level shows a
cross section through a mine with
several lloors visible and three lifts,
Your miner {nice animation) must
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walk through the mine, using the
lifts, and collect all the diamopds
littered about whilst avoiding the
spiders, ghost and boulder-throwing
troll. When all the gems have been
collected a lamp appears at bottom
left which must be collacted before
progréssing to the next level. Nota
fast game, and at first it doesn't seem
addictive gither, but the ease with
which you progress is matched by
tha sase with which you seem (o losa
lives. Getting to the 30th level
rewards vou with a picture of the
surface. Nice graphics and sound,
trhe clever player lines up all his lifts
irst

ROBBER

Producer: Virgin Games, 48K £5.95
(1

Author, Keith Mitc hell

This is a 3-part game. In tha first
seclion you must cross a room 1o 2
cupboards and collect a doorkey
and a stethoscopa. A guard moves
about with a torch and you are
caught if you appaarin his beam.
There is also a sale key hidden in the
room. Getting through this dumps
you onlo a collapsing bridge with
spikas beneath. The third partisa
maze whera you must swim under
water, avoiding fish and get out
belore your oxygen runs out, then
crossan invisible maze avoiding
man-eating birds, get through
narrow passages avoiding the
bouncing balls, and lastly a maze
which disappears as s00n as you've
saen it. Sounds exciting but it isn't,
This is a good sketch for a much
betler game. The inlay instructions
are incorrect and the game has a
tendancy to freeze terminally at odd
times. Primitive graphics and
unresponsive control don't help.
Poor. CRASH rating overall 48%,
Compiled M/C

ROBON

Producer: Softex, 16K £5.95
Author Andrew Baale

This ‘Frenzy/Berserk’ game, unlike
most of Softek’s other programs, is
not very good. At the slowest of the
nine skill levels it's a bit boring, and
at the fastest it's quite meaningless
The usual format is followed;
electrified walls, robots, unkillable
‘Raboks' which leave exploding
mines bahind, Four directional
movamant with unanimated
characters, 100% machine code,
three lives, hi-score, no joystick
option. Oddly the control keys are
cursor with nine to fire, so you could
use AGF or Protek |oysticks for the
maovamant but not for firng,

RBBOTICS

Producer: Ocean, 16K £5,90

The name was changed from
‘Franzy’ to avoid confusion with
Quicksilva's game ol the same name.
As usual the walls are electrified. But
the graphics are much better than
anyone else’s version, biggerand
better animated. Only the robots'
heads are vulnerable, and their
lioating leader is invulnerable. You

can only escape him by jumping into
another sector. The game speeds up
as you clear seclors, and more roboi
patrols appear, Move and fire in
aight directions. Joystick:
Kempston, Good value,

ROBOT PANIC

Producer: Soft Mill, 16K

You're the robot sent into 1he space
ship hold to kill off the escaped
nasties. A time limit imposed by the
cargo hold walls moving in to crush
you does not give this game enough
impetus to be exciting. The graphics
are limited and nol smooth and the
nasties remain static. Five different
&t of creature. Only one life makes
it irritating as you must wade
through the setting up each time.
Low playability. Cursor keys, 5o you
could use AGF or Protek joysticks.

SPLAT

Producer: Incentiva, 48K £5.50 (1)
Author: lan Andrew & lan Morgan
Put simply, Splat is dangerously
addictive! The hero, called Zippy,
must move round a large maze,
eating clumps of grass, invisible
grass, and plums, whilst avoiding the
spikes, water and the adges of the
maze, This would be child's play if it
weren't for the fact that the maze
scolls all by itself, in any direction it
fancies, If Zippy gets trapped
between a wall of the maze and the
wall surrounding the edge. then it's
SPLAT! Escape is on level 7 bul with
each level cleared the next becomes
more difficult and the maze scolls
faster. Panic sets in at a moment's
notice, When you get through a
soreen the computer vells out
Yippee! Simple, efteclive graphics,
smooth movement, usar-defined
control keys, joystick: Kempston,
AGF and Protek. Highly
recommended, overall CRASH
rating 82% M/C

8TYX

Producer: Bug-Byte, 16K

You must move your man through
three horizontal areas; top, a simple
maze infested with spiderstogettoa
door into the middie section, which
is the river full of prahnas, and then
o the beach, to pass through the
lower area where the dead spirits
lurk. If you make it through, the exit
is guarded by a shrouded ligure
whose touch is death. It's a simple
set upand would not be interesting if
it weren't for the fact that it's not
aasy. The screens are always the
same but with more denizens as you
goalong. Keyboard positions are
good, the graphics neat and
exceallent eight directional
movemant. No joystick option,

TOBOR

Producer: Eifin, 48K £7.95

The title frame promises excitement,
but the game doesn't deliver. Poor
graphics and movement make you
wonder why it needed 48K in the first
place Basically you must take on
s0me robots in a simple outline
maze. Keyboard positions are
irritating and there's a poor
response. Mo joystick option. Not
really worth the very high price, and
cartainly not as much fun as aven
‘Jawi’ which they did and handed
over to DK Tronics.

30 MONSTER CHASE

Producar: Romik, 16K £6.99

Author, Dave Noonan

This is a 3D ‘corridor’ type game.
The maze ison three floors and your
misslon is o find the missing keys
and return them to the start position,
Then you must find a bomb-and
deluse it belore it detonates (against
the clock). To make the task harder
there are monsters moving about the
maze that can be killed by one of
your limited supply of grenades. To
help you the monsiers can be seen
onaradar screen. The 3D graphic
represantation is very good and easy
to visualise. The keyboard positions

are well thought out and a joystick
may ba used. The monsters appear
very suddenly in front of you for a
sacond befare you lose yvour life —
like a scane from Alien! Five skil|
levels and an absorbing game. Good
value far money,

30 MAZE OF GOLD

Producer: Gilsoft, 16K £5.95

Author: T Gllberts

This |s a maze withoutl monsters or
robots. The maze is seen from aye
level in 30 blocks, soit's a gameof
orientation and gecgraphy. The aim
I8 lo wander the maze, collecting
gold bars which lie on the floor and
get 1o the level's exit quickly before
the value of gold you are carrying
falls to zerol This is no easy lask, a
pencil and pad would help. There
are ten levals of play from 0
{impossible) down to 9 (villags
idiots). | tried village idiots — and
believe me, they have to ba
university graduates anyway! To
help, for lavals 4-8 you can select an
overhead plan view whanaver you
wan which shows you your position
and heading, the exit and positions
of all gold bars left to collect. Il
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
maoving north. For the
contemplative. an excellent game
with loads of playabilty. Cursor keys,
joystick: AGF ar Protek.

TUTANKHAMUN
Producer: Micromania, 48K £5.95(1)
Author: Dominic Wood

Tutwas an Egyptian despot who
stored his worldly goods in a large
tomb. Your job as archasologist or
grave robber, is lo wandar the five
tombs and collect as much treasure
as you can, You may start at tomb 1
or al alater stage if you wish. The
maze scralls left and right and
vertical tunnals wrap around top to
bottom. What makes this game
difficult is the lerocious speed ol the
beasts that inhabit the tombs
Monsters include mummies, cobras,
spiders and skulls. You are provided
with a continuous tiring laser, but it
anly works horizontally, which
makes you vulnerable in the vertical
tunnels. There is &lso a smart bomb
1o be used once per tomb or life, but
its affects are very short-lived
indeed. At the lop is 8 map of the
anlire complex. Doors block the
tombs from esach other. Lively
graphics, speed and good key
pasitions all combine to make this
very playable and addictive. Overall
CRASH raling 72% M/C — a
maze/zap game with a diffarant feal




VOLCANIC PLANET

Producer: Thorn EMI, 16K £6.95(1)
Author: Nick Burroughs

It is your lask to destroy the evil race
ol Zerans, wheo live on a voicanic
plangt, Ta.do this you must make
your way through an underground
complex to the depths of the city and
place a bomb on the volcanic plug
and than make your escape before it
goes ofl, 5 skill levels provide a city
with betweean 3 and 15 floors. Tha
soreen only shows a tiny part of tha
whole with a small map of the entire
floor you are on. Floors are
connectad by litts which only travel
between 2 lloors. The Zerans ara
equipped iwth blasters and Huge
grushing staves. Dotted about are
tool repair Kits and spare oxygen
botilas, but the Zerans will take them
first if you're not quick. Your armour
and lite support is eroded by Zeran
attack. The graphics are very good.
pspacially the wondaerful blaster
effect, and all in all this is.an
gxcallent maze game with planty of
potential. Lots of control keys,
joystick Sinclair and Kempston. One
drawback — poor sound. Apart from
that, a vary good gama, overall
CRASH rating 69% M/C

THE WARLOCK OF FIRETOP
MOUNTAIN
Producer: Puffin Books, 48K £6.95
(1)

Author- N Mottershead & S Bratfiel
Put together by Crystal for Puffin,
this is a simpler and more playabie
version of Hall of the Things, and
adapted from a successful book

¥ou must enter the labyrinth
beneath the crags of Firetop
Mountain o get the Warlock's
treasure. Thisis guarded by Orcs,
Spiders, Slime Mould and other
horrars, Your weapons are a sword
and a bow. To get to the treasure
you must collect 15 keys. Most doors
open and shut at command and the
maze scrolls smoothly as you move
Azin HOTT thera are alot of control
keys — 18 in all, and practice is
essential 1o stay alive. Good looking
monsters, which home in on you as
soon as they aspot you, loads of
speed in the lights, and for the price
you get a copy of the book as well
Putfin have a winner with this one
Overall CRASH rating 73% M/C

THE WIZARD'S WARRIORS
Producer: Abersoft, 48K £4.95

This Is a robot/maze game, bula
eonsiderable improvemant on the
‘Berserk’ type. The complex is
haunted by robots which fire away
blindly at anything, and which you
must destroy. The aarlier ones are
prety-dumb. but later additions gel
harder 1o hil and are better at hitting
you; some are aven invisible (use the
radar to spot them). Machine code
Joystick: Kempston. Addictive and
good value
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GHOST GOBBLING

Since its introduction Pacman has
probably been the most enduring of
the arcade games. For Spectrum
soltware 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 little to
distinguish one from the other. Some
of them will be the subject of a CRASH
Comparison In the near [ulure.
Meanwhile we list them here very
briefly, only making points where
there is any point (il you see what |
mean). For anyone who has never seen
a pacman lype game [can there be
anyone?) you are presented with a
simple maze, often connected left to
right by a wrap-around tunnel, the
passageways of which are litiered
with regular dots. Your gobbler must
wend his way round eating up every
dot like a good boy before he can
rogress lo the next (evel of difficulty.
gu 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 1o gobble ghosts for a short
while. I1's all terribly enthralling and a
joystick can be usetul.

EGE FARM

Producer; Lasersound, 16K £5.50
‘I'm a real mean chicken,’ says the
cover in this game where the dots
are eggs and two enraged hensare
after you for eating them. The hens's
advantage is that they can mova
diagonally when you can't, 80 if you
delay one nanosecond after the slart
you've had il. However, once you gel
the hang of it the hens are 5o easy to
outwit that the game becomes
boring and silly

GHOST HUNT

Producer: PSS, 168K £4.95

Good. classic version with three skill
lavels and clear graphics. A pity,
though, that the makers don't tall
you which keys to use either on the
inlay or the screen. In fact thay are
the cursor keys — nat the best
arrangement for fingers but usetul
because you can use a Protek or
AGF joystick.

GHOST'S REVENGE

Producer; Migromania, 16K £5.95
Unfairly written off by a review ina
well known magazine, this program
rates as one of the most flexible and
playable of its kind. Large, bright
graphics with the usual features and
a smooth action. Only four ghosts,
but at the higher skill levels they are
frighteningly inteliigent at getting
you. 10 skill levels, tunnel, and an
unusual feature in theinvisble maze
mode, which starts off easily enough
with all the dots autlining the paths,
but bacomes difficult as you eal 1he
dots. Good sound oo, and all round
good value Overall CRASH rating
T2%, 100% M/ C.

GNASHER

Producer: A & A, 16K £4.85

Author; Jonathan Nixon

The mazein R & R'sversion is
simpler than many but the reward is
exceptionally clear and detailed

graphics with very smooth
movement. Yarious fruit appear to
be ealen for extra points and this
version doesn't suffer with virtually
invisible edible ghosts. Powar pills,
tunnel and increasingly 1ast screans
Very positive keyboard acltion,
joystick option: Kempston but most
importantly user-defined keys if you
don't like the cursors. One of the
best gobblers around,

GOBBLE A GHOST

Producar; CDS, 16K £5.95

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

GOBBLEMAN

Producer: Arfie, 16K £4.95
Another standard version, pity
though that Artic couldn’t have
made the ghosts a little slower after
galing a power pill since it makes
them impossible to catch

GULPMAN

Producer: Campball Systems, 16K
£4.95

This is slightly differant in that
there's only one ghost 1o chase you
but the more dots you eat, the faster
he gets. Five screens, nine speeds,
no pills or tunnels, but prefty
addictive.

HAUNTED HEDGES

Producar: Micromega, 16K £6.85
Author Derak Brawster

Derek Brawster is Naplune
Computing, but this 3D pacman is
marketed by Micromega. The price
probably reflects the fact the 3D ina
titie or game sells better than mere
two dimensions. In effact, though,
this is very much the ordinary ghost
game with a running figure instead
of the usual toothy orange.

HUNGRY HORACE

Producer: Psion, 16K £5.95

Many critics regard this as the
definitive pacman game for the
Spactrum, and of course Horace has
begat a number of sequels in other
categories. Highly attractive
graphics and smoothly animated
make it a joy lo play. Thare are
several mazes of incréasing
complexity to get through, No power
pills — just wits. Highly
recommanded. _

MAZECHASE

Producer: Hewson, 16K £4.95
Considering the guality of most
Hewson programmes, thisona s a
complete mystery, Put it down 1o
history. It's probably thia simplest
one available. with matchstick
figures, white ghosts and some fruit
as power pills. Four sCreeans, Cursor
keys 50 works with AGF or Protec
joysticks. Mot very good

MAZEMAN

Producer; Abersolt, 16K £4.85
Abersolt's maze is a bit more
complex than most and the graphics
are clear and bright

MONSTER MUNCHER

Producer; Ocean, 16K £5.90
Ocean’s graphics are always
pleasing, and this version works as
well as any olher

MUNCHER

Producer: Silversof, 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 slaris a
new game when it's 5. In fact the
keys used are quite sensible. No
joystick option
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PLATFORM GAMES

‘Oh no, It wasn't the aeroplanes - it
was Beauty killed the Bmk' nﬁu the
‘man at the end of the film King Kong.
As television is said to have killed
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 orm games. but
there are quite a few other types, all
nhlmrzg::nd thuwm?d It:llullh
ever r either um or
climbing ladders and usually gﬂ. As
with most arcade ﬂm" joysticks are
usually a help to higher scores.

BARMY BURGERS
Producer: Blaby, 48K £5.50
Author: G Capawall
Sound and graphics are strong
points of Blaby games and this
maddening sesame séed bun of a
Slma is no exception from its
elightful titlecard onwards. You're
presented with four platforms with
the various elements of three
hamburgers suspended from them.
Thetask is to walk your chel over the
ingredients which drops them level
by level until thay make up complete
burgers; burger, cheese, lettuce and
top half of the bunin that order. This
would all be very simple were it not
tor the fried egg and two sausages
which dog your footsteps. A blast of
pepper will hold them up but thera
are only five blasts per life. The chef
can move up and down the platfarms
using the ladders, but so can the
pursuers. Each screen provides you
with more ngqu and sausagas lo
chase. Three lives with points scored

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

BONKERS
Producer: Procom, 16K £5.50(1
Author: David Jamas

A bunch of five sarthlings are
trapped on a space station by loads
of aliens. You must get them safely
down through the fioors to five
airlacks at the botiom. At first you
have only one monster to contend
with, but as you go along, more and
more appear, Each floorhas a
moving 'lift' through which you
descand. The animation and detail
are very good and the game gets
extramaly difficull. Our reviewers
thought this was a winner. Cursor
kaysor E,S,D.X (which is a silly
arrangemeant}, Joystick: Kempston,
Fuller, AGF & Protek. 5 lives, well
over 10 screens, good sound.
CRASH rating: 78% M/C.
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BUGABOO [THE FLEA)

Producer: Quicksilva, 48K £6.95(1)
Author: Indescomp

One of the mast colourful and
maddeningly addictive games of tha
pre-Christmas period, ‘Bugabog’
boasts featura film titles and an
engaging hero in the flea. Bugaboo
has falien into a deep @ and
must hop his way uut.gbr eapi

from ledge to ledge. The strength of
leap is determined by releasing the
key when the bar indicator at the
bottom of the screen reaches the
desired level, As it moves extre mely
fast, this is not an easy task. The
gorge is swamped with vegetation
which gets in the way, and thare's an
appalling yellow dragon which pops
up and eats Bugaboo. 2 keys control
left/right hops and the cursors scroll
the screen. Excellent, colourful
graphics with vary smoaoth
movemeant, goad sound and highly
recommended. No joystick option.
CRASH rating: addictive qualities
80%, overall 91% M/C,

DIGGER DAN

Froducer: Ocean, 18K £5.90

Digger Dan is armed only with a
spade. Ha must dig holes in the four
levels of platforms, using the ladders
to gel up and down. Four mansters
chase him around, hopetully
upanding in tha holes, which he
promptly fills in to kill them, There
are sale spots at the end of each
platform but ha can't linger because
the oxygen's running out. An oxygen
bottle appears from time to time but
getting al it can be difficult. If the
screen is cleared it returns with fresh
and slightly more clever beasts. Only
one screen and speed, but the
graphics ara smooth and nicely
animated. Dan can jump down
through the holes too, useful ina
light spot The contral key positions
are sensible, bul with six of them, a
bitof a handful. Reasonable value
lor maney

GODZILLA & THE MARTIANS
Producer: Teamptation, 16K £5.95
Author Neil Streater

Despite the title this is a Ko ng game
— the only one in 16K for the
Spectrum, but sadly it shows. The
animation is very poor and
limited.the characters are small and
the maovemnl is jerky and ill-defined.
There is a falling oxygen level fora
time limit, but it appears to reach
zaro and stay there without ending
the game. Control keys are badiy
placed with 1/zero for jump
left/right, 5/8 walk left/right and 7 far
up. Anotherirritation is that there is
only one life and one skill level
Joystick: none. CRASH rating: 35%

¥

BOTCHAI

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

Ernie cannot stop until he gets to the
other side and ¢limbs up a level.
There's also a mean copper on the
loose who, if he catches Ernie, sends
him to the bottom of the screen after
beating him up! Timing is the
essence in this very difficult and
attractive l-:mmn?blg ame. Not ane for
beginners! Sensible control keys,
joystick: Kempston, reasonabl
smooth complled machine cnd\;.
CRASH rating: overall 77%
recommended.

HOME RUNNER

Producer: Britannia, 48K £5.95

This Is a lively game with attractive
graphics and is really & variation on
the Jumping Jack theme, Here the
platforms are more solid looking and
the holes open and closa al random,
Unlike Jumping Jack you can use
the hold key to make your man hover
aver the holes. The various monsters
jump down through the holes which
makes liming an important feature of
the game. On level three the Graen
Grinner appears, bouncing up and
down, happily oblivious of the
platforms or holes. Britannia is a
rélatively new company, 5o it's nice
to be able to say that both their
games (Stopming Stan in this
section is the other) are very
playable and good value.

JUMPING JACK

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

Atfirst sight the extremely simple
graphics might be a disap pointmeni
—but this s a classic game. Jack's
stick figure is beautifully animated.
The platforms are merely thin black
lines. At first there are anly two
holes, one moving down lavel by
level, and one moving up similarly.
Each successful jump creates
another hole, 5o it gets frustratingly
difficull to progress. Should Jack fail
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. Getting right
o the top resuits ina line from a
poam — you have to coliect the rest
of the lines, but the poem isn't the
redl reward in this game — it's
playing the game. Subseguent levels
add more monsters which must be
avaided by using the wrap around
screan. By the time you're dealing
with twanty holes and six monsters
it's a nut house. Quite simply one of
the most addictive games around
and excellant value for money.
Joystick: Fuller, Kempston.

KILLER KONB
Producer: Blaby, 48K £5.50
This is a very fine version with
excellent graphics and plenty of
screen variation. The datail is first
class as well with neat animation,
Mario's girlfriand shouting for heip
but rewarding the succesful climb
with big kisses. Features lifts,
trampolines, long narrow passages
requiring expeart timing to Em
through, a fairly butch looking Kong
and probably the best sound an any
Erngrnm available. Joystick:
empston or AGF & Protek.
Recommended,

KONG
Producer: Ocean, 46K £5.50
Author: Paul Owens
Ocean's Kong is a pleasing version
too, with chunky graphics starting
with Kong stomping up the screen
and thumping the girders into
osition. The animation is good with
ast and positive movement. Here,
the objects tend to come tumbling
down tha ladders, whereas in the
Blaby version the platforms are more
broken up and barrels ete drop off
the ends of the platforms. So it'sa
litthe unfair to make lining up the
man on the ladders such a critical
business. Features a hammer which
can knock out a few barrels.
Keyboard positions are okay.
Joystick: Kempston. Generally good
value, butdid we detect a tendency

for the barrels to anticipate death?
Five screens.

MANIC MINER

Producer: Bug-Byfe, 48K £5.95

This is the best platform game
arogund, in fact it's probably the best
arcade gama for the Spactrum, From
the moment the full colour title
blasts onto the screen aceompanied
by what sounds like the massed
Coldstream Guards band, it 's ail
wonderful. An amazing demo mode
takes you through endless levels 1o
whet the appetite. Contral ks are
simple; left/right/jump, and it seems
incradible that Bug-Byte managed
o pack so much animated detail into
ane 48K program. You must take
Willie the Miner through the warrens
of a long abandoned robot-worked
mine beneath Surbiton, collecting
keys at each level in order to
proceed 1o the next. Jumping up the
plattorms (s easy — avaiding the
slime, poisonous pansies and manic
mining robots is not. Some
plaiforms collapse when you tread
on them, but forward planning let's
¥ou use these on your way back
dawn to the portal. Excellent quality
all round and top noteh value, Highly
recommended.

MONSTERS IN HELL

Producer: Softek, 16K £5.95
Authar: Martin Lewis

Abova the flickering fires 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 he can bang them on the
head with it. All the while the power
drain is enormous — visiting the
flickering crosses raplanishesit, but
they move once used, so you can't
just hammer holes and |solate
yoursell from the monsters. Kill off
25 of the lesser idiots and the
clevarer ghouls appear; ten of those
despatched and the Mad Monk's
clones appear. Ghouls must fall
three levels to die; clones four, but
the next lot can only die in the fires
of hell itself. While the graphics are
attractive, the lack of sereen
changes could make the game
boring to play after a while and it's
really a no-win game. Nine lives lo
help, machine code, no joystick
aption,

MORRIS MEETS THE BIKERS
Producer: Automalta, 16K £6.00(1)
Author: 8§ Curlis

Automata aren't noted for bringing
out arcade games, but true to the
company’s mad hatter image, Morris
is loopy and original. It's also a very
good arcade game. Morris (acar) is
shut in & nightmarish concrete multi-
slorey car park with several ramps
connacted by two creaky lifts. The
car park s full of hazards like tyre
clamps, tin tacks, parking fees and
carbon monoxide fumes, all of which
make Morris feel very sick. Waorst of
all are the kamikaze bikers of the
title, whao roar around the placs,
Morris has a weapon — a ma gic
horn. You must make him travel the
car park to collect enough coins to
be able to get through the axit
barrier. Unpaid-for exits result in
sudden death. Should you succeed
thare are eight more car parks, each
worse than the other. A dubious
bonus is the hit single 'Leader of the
Pac' on the reverse side of the tape
by Lady Sinclive and Pimen. User-
defined control keys, joystick:
Kempstan or AGF & Frotak via user-
defined cursors. A good game with
an averall CRASH rating of 74%.

PANIC

Producer: Mikrogen, 16K £5.95
Panic is a standard digger-filler
game, where you rove several floors
with your spade trying 1o clean up
the monsters by digging holes for
them to fall into. A neat touch is that
you must reach them quickly and
batter them to death or they change
colourand get out of the hole, which




mE&ns you must mash em up
through two holes before they die.
The going gets tougher as you
progress. Mot bad and reasonably
addictive.

STOMPING STAN

Producer: Britannia, 48K £5.95

This is'a three-part game, which
sarts off with moving platfarms
through which you must jump up
whena hole appears above you,
avolding the monsters, some of
whom are on their way down. When
you reach the top platform collect
the four keys to reach the next
scraen. Thisis a static mazea
populated by robots who are out 1o
get you the moment you entar,
Collect another four keys, which
promptly takes you a more complex
plattarm game with bigger monsters
and holes that open and close when
you're not expacting them ton. Good
graphics, positive controls and fun
o play with & fairly high addiction
rating. Joystick: Kempston,

SUPER DIGBER

Producer: Abacus, 16K £5.95
Authar: Andrew Blackburn

As |ls name suggests, this is a Panic
style dig-dug game, where you roam
the platforms with your pick-axa,
digging holes for the monsters o fall
in. When they do, you dash up and
bonk them on the head, Killing tham.
It you fail to reach them in time they
get out. Ladders connect the various
levels and as well as going up you
can jump the monsters. Qur
reviewears thought it was too simple a
version to interast axperts,

espacially as the & screens privide
litthe increase in difficulty and there
ara only three monsters to contend
with, but it is attractively ainmated
and probably ueni; good for younger
players. Coming from Ababcus, its
simplicity is surprising as their
games are usually tiendishly hard to
play. Cursor keys, joystick: AGF or
Protek, average sound, but good
value with a free game on the
reverss, CRASH rating 62% M/C.

CREEPIE-CRAWLIES

There are two lyrgu of game which
come under this heading, both very
similar in appearance. The first is the
sort where you are pitted agains! a
centipede creature which descends
from the top of the screen by moving
left and right, line by line ha
forest of mushrooms. - the other is the
sort where you are the centipede
creature, travelling through a lenced
garden, eating snalls and whatnot
else, whilst avoiding Nowers, lences
etc. Both lypes tend o be very lastand
scores are improved with a joystick.
Mos! versions are very similar - so
I's a question of personal choice ..

BOZY BOA
Producer; CDS, 16K £5.95
Author
Guide Bozy round the garden,
eating snails, beetles and ladybirds,
a1 the same time avaiding the fence,
flowers and your own langthaning
body, Each time you eat a beetle
another segment is added to you
and another flower appears. Eat all
len beetles and you enter another
gardenwith a higherfence ata
higher speed. Five levels, the fastest
being quite demented. Automatic
joystick selection if connected —
ampsion. A nice louch is the fune,
'In An English Country Garden,” sel
off by bright and reasonably smooth
graphics. Probably a limited appeal
overall

CATERPILLA

Producer: Ocean, 16K £5.90

Like Quicksilva, Ogean are moving
an 1o better games than the basic

arcade copies, however, their
standard creapie has all the usual
leatures and plays perfectly well.

CATERPILLAR

Producer: CDS, 16K £5.95

CDS have produced a pretty classic
version of the centipede game, with
a fast moving caterpillar which
reverses diraction on contact with
screen edge or mushroom, an
Irritating spider, an innovative
mushroom-laying flea, and a
poisonous scorpion which turns
mushrooms red. If the caterpdllar hits
ared fungus. B segment drops off
like @ bomb. The man can move
left/right and up/down (within four
lines). Cursor keys so Protek, AGF
joystick can be used. Ladk of skill
levels results in a limited playing
appeal. Average value. Machine
Code.

CENTIPEDE

Producer: DJ Tronics, 16K £4.95
This is another pretty standard
version, complete with spider, but
for its price it's probably better valua
than Caterpillar,

CENTROPODS

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

With its simpla but charming
graphics and machine code speed,
Rabbit's Centropods is probably the
best of the lol. There's a spider, a
flea and a bottom line snail (o avoid.
The control Keys are the most
sgnsible I've come across — 0 for
ieft, P for right and O/F together lor
up. You sail sedately down
automatically. A fires. Continuous
sound elfects add to the thrills,
you clear the screen the wretched
creatura gets longer and faster, No
need for a joystick here, excellent
value.

CREEPY CRAWLER

Praducer: Mikrogen, 16K £5.95
Author: 5 Townsend

This is a very ordinary ‘Centipede’
game, surpnising that anyone would
be offering somathing like this
today. Apart from the creapy itaslf
{and the mushrooms of coursa)
thera is only a spider and a simple
flea to worry about. The colours are
bright and the graphics smooth,
sound continuaus and the game
very last to play. Bul poor control
keys (3/4/8/8) and the fact that it's 12
months oul of date are against il.
Also the inlay states that there are
user-delinable keys — thare aren't.
Overall CRASH rating (for its speed
mostly) 58%. Joystick option;
Mikrogen.

CYBER RATS

Producer: Silversolt, 16K £5.95
Author: | Hayward

Despite its title this is & centipeda
game, Instead of one fragmenting
crealure, youare presanted with
individual rats'which work their way
down from the top of the screen and
ther@ are even faster purple ones
They hide behind clumps of grass,
and once they reach the lower levels
of the sereen you are hard put to
avaid them, Cursor keys for
movement and limited upward
motion, namnstruection on inlay card
for firing (it's 0}, but Kempstan,
Protek or AGF joystick option
Because the game is simpler in
layout than most centipade games, it
is also much faster. One or two
players. Average value for monay.

GALACTIC WARRIORS

Producer: Abacus, 16K £5.95(1)
Author, Michaal Lee

Difficult to decide whether this
should be under the Galaxian
heading or the one we've put it
under, bul at the and of thaday
Galactic Warriors is moreof a
‘Centipede’ game than a ‘Galaxian’,
Your mission is to save Earth by
manning the last missile base. An
alien mother ship (can ba shot if
you'reé quick) spews out'a row of
smaller altack craft which then
descend the screen in zig zag lines
justlike a centipade. Aboutkyour
head the sky is littered with small
astaroids. When the train of alien
craft hit one, they reversa direction,
and the line is split into segments
whenver you hit one of their number.
The asteroids can be blasted out of
the way by your lasar — magenta
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ones take 2 shots, red ones only one.
When hit, alien craft turn into
magneta debris. As they traverse left
and right, the aliens drop bombs on
ou ina continuous shower. Apart
rom dodging them, there is a force
field which is effective against
contact with aliens and missiles, but
blows you up if you use your laser.
Excallant 'attract mode’, good
kayboard positons, joystick; none,
Owverall CRASH rating 67% M/C.

{BRIDRUNNER
Producer: Quicsilva, 16K £6.95(1)
Author: Jefi Minter/Salamander
Thisis not a TRON syle grid game as
the title suggests but actually a
'‘Centipede’ with ‘Grid’ pretensions.
Looking a bit like a series of blips on
an oscilloscope the blue centl pede
dashes left and right down the
screen following the red grid. To the
left of the grid an alien ship fires
objects into the grid which im pede
the centipede, causing it 1o revarse
direction, At the base of the grid,
another alien crafl moves from left to
right firing a laser blast upwards,
causing the creatura to split into the
traditicnal segments if hit. You're
just inside the grid, able to move
along the base and upwards for a
few lines. Your laser oo destroys
sagments-of the centipede, but
watch our for the laser craft and the
side ship, and avoid contact with the
centipede, It's designed to be fast
and addictive, but none of our
reviewers found it very inspiring. |/P
left/right and zero to fire, Joystick:
AGF or Protek. Small graphics,
average sound and an averall
CRASH rating of only 47% M/C

MEGAPEDE

FProducer: Softek, 16K £5.95

Author, Andrew Beols

Softek’s version of the noble creepy-
crawlie game is just aboul as good
as any. Here the scorpion tends 1o
drop fleas rather as though they
were bombs, which makes an

interesting variation. Machine Code,

nicag raphics, nine skill levels.
Good.

MILLIMON

Producer: Arfic, 16K £4.85

Author; D Campbell & G Portar
Millimon is a 'Centipede’ game with
the usual features, a descanding
centipeda, darting spider and snails
{snails?). Artic have chosen (o place
the status report down the laft of the
screan rather thanat the top or
bottom, which makas the playing
area unusually sguare The graphics

o

are average, not at all
smooth and thegameis
slow and pretly easy to play
on the lower levels. 6/7/8/9 and
zero make for poor control keys, 3
skill levels, 3 lives, 1 or 2 player
games. Mo joystick option. There arg
batter versions available. Overall
CRASH rating 55% M/C

SLIPPERY SID

Producer: Silvarsoft, 16K £5.95

Author: 8 Godwin

Slippery Sidis a large snaka ina
arden whose lask in life is to eat
rogs. Everytimehedoas soa

poisonous toad appears which he

can’t eat until having consumed a

g =

magic mushroom. Death occurs
instantly if he touches the brick walls
ar himsell. Silversoft have given
enough elements to this fast game to
make it quite addictive. The
keyboard positions, however, are 8
bit daft, but you can use a Kempston
|oystick. Five skill levels with an
extra life for getting to the fourth
garden. Sound could have been
better, otherwise good value for
money.

SNAKE

Producer: Artic, 16K £4.95

Author: P Baker

Snake is, of course, ‘Snake’, where
you guide your pet reptile round the
screen aating the files and avoiding
the walls, poisonous mushrooms
and his own tall. Every time he eats &
fly his tail grows longer. The
graphics are very lightweight with all
the drawbakcs of BASIC. The sound
is continuous although
unimaginativa, but the game does
have a nice ‘attract mode’. The
control keys are another drawback
— B/7/8/8. Awkward to use. They
goem as though intended for use
with Sinclair Interface 2, but if so, it
doasn'l say 8o, May please younger
kids but there are much batter
varsions available Overall CRASH
rating 45%.

SPECTICEDE

Producer: R&R, 16K £5.50

A diet of scorpions, flzas, spiders
and worms in addition 1o the
ubiguitous centipede. Three skill
levals and hi score. A well rounded
version,

SPECTRAPEDE

Producer: Protek, 48K £5.95

Now everyone has had their fill of
basic arcade copies, many
companies are getting down 1o
producing better games and Protek
have become notad for their
simulation games like Airliner, which
| suspect makes them far happier.
Their crespie version is pretty
respeciable, however. All the usual
features like scorpions. worms, fleas
and the inevitable multi-legged
monster itself. Three skill levels and
hi-score. Can, of course, b playad
with a Protek joystick (and therelore
AGF as wall),




FROGGERS

Having become fed up with decimating
allens, the arcade copiers turned to
more domestic chores like squashing
frogs wnder lorries. The game
requires you 1o hop a aCross a
busy highway, avoiding certain death
under the wheels. Sit on a river bank
avoiding the odd snake or twe and take
3 chance ol crossing the river on the
back of turties and logs, then leap to
the salety of a frog home. No one’s ever
explained why {rogs should drown in
the river - still . On the whole the
game provides more interest, batter
graphics and a more addictivity than

most arcade copies. Joysticks are
more than useful. As w cman
pames and cenlipede games thera is
usually very [itle between any
version.
FROGGER

Producer: A&F, 48K £5.75

This company always produce
charming graphics and their Frogger
iz no axcaption, as 48K would
suggest. All the standard features,

FROGGER

Producer: Rabbil, 16K £5.99

Rabbit provide a four lane highway
0 cross, a barriar gand a river full of
logs and crocodiles. Hera you may
use the crocs for jJumping on, but if
you land too near the mouth you will
lose a lite. Three lives, but you must
get five frogs safely across before
maoving to the nextseraan for faster
traflic and more croos. Cursor kays
and user-defined, so you can get
practically any joystick to work.
Good value.

FROGGER/SPECMAN

Producer: C-Tech, 16K £5.50

As this has two dgnma:s for the price
st one, [ showld be good value for
money, but it isn't. Sorry

FROERUN

Froducer: Anirog, 16K £4.95
Machine code and atiractive
graphics and good sound. Features
snakes on the bank, logs, turtles,
crocodiles and lady frogs to rescue
for extra points, Atits price, pretty
good value,

FROGGY

Producar: DJL, 16K £5.95

A highly rated version with very busy
3-lane highway, turties that sink
under your weight, crocodiles in the
frog homes and five lives. There's a
time limit too which can be very
cruel. For exra points Lhere's a
stranded frogling 1o rescue, Four
skill levels and seven spaads,
Joystick: Kempston, or AGF and
Protek on the cursor keys.
Recommended.

JOGGER

Producer; Severn, 48K, £4.95
Unfortunately, none of our reviewers
have seen this game yet, so we'll try
ind catch up with the joggers
another time,

LEAPFROG

Producer: CDS, 16K £5.95

This is & standard version which
effers the usual hazards butadds a
snake on the bank if you linger too
long, and dragonflies in the frog
homes Tor extra points. Attractive
graphics bul it's a bore waiting for
that damned tune between each
game. Uses cursor keys, so Protek
ingdAGF joystick interfaces may be
used.
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ROAD FROG

Producer: Ocean, 16K £5.90
Ocean's version doaesn’l have turties
(probably went on strike) but some
of the logs sink, and thers are snakes
an the bank. Six frogs to get safely
home for a second screen and the
traffic moving faster. Unlike some
versions you can only go forward.

Mo joystick option.

ROAD TOAD

Producer: DK Tronics, 16K £4.95
Marketed by DK and made by Elfin,
Road Toad is a frogger by any other
name. The graphics are akay but the
hazards aren't that keen, and the
sound is poor. Thare are better and
mora addictive versions available,

YOMP

Producer: Virgin Games, 18K £5.95
Author: Terry Murray/Roy Poole

In the main, Virgin's first batch of
fgames wera pretly poor and madly
overpriced (£7.95). Now they've
brought the price down, but frankly
this still isn't good value. You are
supposedto'yomp’ your Paras over
the highway and then get them
through a minefield. There's no
disguising the fact that thisis a
frogger game with ‘'mined-out’
pretensions. The basic programme
makes controlling movement very
difficult and the way tha traffic
moves along the highway makes it
almosl unplayable. Only ona
moament in the repeating cycle can
get your men through safely. In the
minefigld movement sensors mean
sudden death through mistakes, but
| wonder how many people will even
bother getting there? Four skill
levels, no joystick oplion.

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 sirict grid as
ned by the computer.

BLIND ALLEY

Producer: Sunshine Books, 16K
£4.85

Author: Simon Lana

Blind Alley is what passed for sport
in the year 3017, you ara told on the
inlay. In fact the game looks
confusing at first, but that's because
it isfast and there's no time to think,
Thia really is a game whera those
with quick and sure instincts win,
You must steer your ship round tha
grid in such a way that you black off
ather ships, forcing them into a blind
alley where they are forced against
your trail, their own trails, or the
edge of the screen. Of coursa it
usually happens the other way
round ... You start off against two
ships, then four, then 6 and so on. It
gets very hard! Workd with
Kempston joystick. Avoid hitting
ravarsa of the direction in which
you're travelling — it's instant death
Recommended.

CRUISING ON BROADWAY
Producer: Sunshine Books, 16K
£4.95

Authar: Jalft Naylor

The graphics don't portray the
tamous streets around Times Square
in New York as the title suggests,
thay could be any strests that the
grid représents. You're in your car
whena cop pulls in behind, you
dacide 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 s the
facility to create a temporary block
in the road and hold up the eop.
Clear the frama and more chasers
joinin or you get a more complex
grid to traverse. A simple, effective

and highly addictive no win game.
Jaystick: Kempston (and Softlink |1).

GRIDRUN

Producar: Arcade, 48K £5.50

Fobot security picks up your trail
just when you thought you had given
them the slip (trust robots to be
bloody minded). Now they're
catching up with you — and no one's
ever survived the grid before.
Actually the grid resembles a pac
mén tylpu maze in this fast game,
You drive-around the rectangular,
concentric rings, switching lanes at
the compass point junctions. Driving
in the opposite direction is the robot
security car. Nevar the twain should
maat! You need good reactians, but
it might have been a more skilful
game if there were more crossover
paints. No joystick option,

GRIDRUNNER

Producer: Quicksilva, 16K £5.95(1)
Maore of an electronic grid meets
centipede than a true grid game. See
main review seclion.

LIGHT CYCLE

Producer: PSS, 18K £5.95

Light Cycle is similar in concapt to
Blind Alley where you fight it out on
tha grid with an oppanent. In this
case only two trails however, either
apainst the computer or a second
player, The graphics are simpler but
more effective, representing the
laser light trails left behind your
crafl. Seven speed levels, no joystick
option. A very fast game to play for
hours,

TRANSVERSION

Producer: Ocean, 16K £5.80(1)
Author: C Urguhart & N Pierpoint
Undoubtedly Ocean's best and mosi
addictive game to date. It combines
simplicity of idea with speed and
kilter frustration, You are captain of
the Elimax. Your task: to clear the
galactic grid of alien spawn, There's
no shooting since the Elimax simply
destroys tha spawn by moving over
it. But there are 4 alien ships situated
on sach edge of the grid firing at
you. Each one, operating and firing
indepandently, moves along its
edge, homing in on you, and aims its
missiles along a line of the grid. You
can be facing up to four missiles at
one time and it's death to remain
stationary, or operate on a single
line, for mare than a second. With
each screen cleared you are faced
with a differant and more difficult
arrangemant of spawn to clear.
There is also a 'between frame
screen’ of spiral shaped spawn for
bonus points. Only one life so
frustration levels can be dangerous.
Excellent packaging, well used
sound, very smooth graphics and
good control keys. Joystick:
Kempston, AGF and Protek. CRASH
rating: Highly recommendad, averall
83% M/C.

PAINTERS

Another of the earlier arcade type
amn which proved gnpullr Was
dinter, and the idea has spawned
ﬂnr versions, several of which are
available for the Spectrum. The
principle behind a painter game Is to
make your character traverse a maze
or grid, colouring the structure as he
gs. Inevitably Is some

nfiuence al work which Irllr:ltl:
prevent this harmless activity ...

COLOUR CLASH

Producer; Romik, 16K £7.89

Author: | Morrison/D Andarson
Colour clash contains four phases in
a paint-the-squares game which
demands strategy as well as skill, In
phase one you fill the numercus

squares by "painting’ round tham,
and if you succeed, you have a
chance to eat the pursuing paint
pots pacman style. Phase two ls a
bonus points section whera you
must press the fire button at the right
mamant 1o guide it to the Nashing
arrow. Stage three is the same as
stage one only you are forced to
paint eaach square one at a time
rather than dodging along any line,
The fourth and most demanding, has
you attempting to surround the paint
pots. Three keyboard layouts, |
oystick: Kempsaton or Sinclair.
hree skill levels, excellent graphics

and good value for money. .

HIGH RISE HARRY

Producer; Blaby, 48K £5.50

One of the most origiinal painter
games. Harry must rustproof loads
and loads of girders but he's being
chased by tha rustbugs. As ina
Kong-type game, Harry's only way
of avoiding the bugs is o jump over
them, but he must paint every inch of
the border before he can paint
another on the same screan. Mean!
Three screens including slides and
lifts. Uses cursor keys, joystick:
Kempston, AGF or Protek. Highly
addictive and good value.

OH MUM MY
Producer: Gem Software, 16K £4.95
{7)
You are in charge of a party of
archaeoclogists exploring Egyptian
tombs. Each tomb has 5 levels, and
oneach you will find treasure
houses, a scroll, a key, a mummy of
the royal family, and two guardians.
Ag soon as you enter a tomb, one of
the guardians will be awakened and
start chasing you. The olher remains
dormant unless you are unlucky
enough to uncover it. You may only
exit a tomb once the key has bean
uncovered, and you can kill off a
gg:rdlan only after the scroll has
n found. This may not sound like

a'painter’ but in realtiy it Is. The
tomb is divided into squares with
pathways between them. As you zip
along a trail of dots shows your
routae and when all four sides of a
sguare have been uncovered the
contents of the square are revealed.
It seams quite easy at first but at
higher speads and skill lavels it
becomes more addictive as the
Euardiu ns become more intelligent,

xcellent user-defined keys,
joystick: AGF or Protak via cursors,
good colour and graphics, 15
skill/'spasd levels, overall CRASH
rating 69% — more fun than
addictive perhaps, M/C.

PAINTER

Producer: ASF, 48K £5.75

A classic version, simple, beautiful
g ics, good sound and utterly
addictive, You must aerosol the
spaces batween the paint pots and
datfy paint rollers chase you round,
chuckling gleefully when they catch
you and roll you flat, You start off
against one roller, then two, three
and so on. While it's not difficuli to
begin with, it gets pretty fast when
there are saveral rollers up against
you, Good keyboard itions, no
joystick option. |W‘

TRAXX

Producer: Quicksilva, 48K £5.95(1)
Authar: Jelf Minter/Salamander
Producer by Salamander for
Quicksilva, Traxx isbasically a
‘painter’ game with an ingenious
difference. You have a grid of boxes,
30 in all, and the basa of the bottom
centre box is already painted purple.
You're a little green cursor, and as
you move gnto unpainted track it
turns purple behind you. The object
is to paint all the track, but the
differance is that the paint is elastic
— it won't stretch further than 3
sides of a box. so each box must be
compleled before moving onto tha
next, There's a chaser, of course, as
many as 9 depending on the skill




level, and 9 playing speeds. Sansible
control keys, joystick: Protek or
AGF. Mixad viaws with the main
criticism being that it was difficuit to
cantrol in & silly rather than axciting
way, it belng too easy to overshoot a
turning. I you do so tha alastic paint
zips back and you have to start
again. Fair value for money, CRASH
rating 61% M/C

TREKKIES

From the earlier days Star Trek has
spawned a number of computer
versions, all basically alike. Th
usually have several skill levels a
work on option menus which allow
m to use Warp Engines. Impulse
ines, Phasers, Photon Torpedoes:
view the short or long range scan,
Llill]‘ map or the immadiate sector.
atus reports show weaponry lefl,
w. damage etc. Some give you 2
@ plan view, others a cockpit view
with a more arcade element as you aim
Pur phasers at the darting enemy.
he enemy s usually the Klingon
Empire, though there may be some
Romulans around. All the games have
star bases for docking and repair. The
higher the skill level the more anemy
ships and bases there are, and the less
Federation star bases. Among the
better programs, it's much a

matter of persenal choice. Here we list
the fealures of each briefly.

STARFIRE

Producer: Virgin, 48K £5.895

Author M C Davis

Virgin always have good, clear i
instructions, and this was one of the
better first issue games. Features:
Galactic war report, detalling
mission, alians laft, starbases and
stardates left: Computer call — miain
menu; Long range scan, wall laid out
with the eight adjacent seclors
shown: Navigation, menu for moving
from seclor to sector: Battlestations,
arcade style viewscreen with four-
directional movement and fire at
visible enemy. Docking with a
starbase istricky, and there are also
time portals in space as well as
asteroid storms to contend with, On
balance a reasonable game with ten
skill levels.

STARSHIP ENTERPRISE
Producer: Siiversolf, 48K £5.95
This comes with a good instruction
manual. Two players can always
play a star trek game, one reading,
thie other punching buttons. The
alaxy map shows the 84 quadrants
B x 8), each quadrant is sub-divided
into 84 sectors. Commands are!
Mavigate which provides 2 grids, one
for navigating within the sectorsof a
guadrant, the other for moving to a
new quadrant: Short range scan,
shows the contenis of the guadrant
in which the Enterprise sits: long
range scan shows the eight adjacent
quadrants: Phasors, switches you fo
arcade style view screen with four-
directional movement and fire al the
vigible aliens: Torpadoes, allows you
to engage the enamy from a
distance, avoiding their weapons:
Damage report, speaks for itself:

Shields, allows you to sel the avel of
defence: Computer offers you the
main menu and also contrals the
status reporl, galaxy map, damage
rapairs and auto docking. The action
is 1ast and furious if you move into a
sector or guadrant occupied by the
enamy, and it's difficult to break into
your command computer if it's
fighting, so have everything ready
belore engaging the enamy. Good
value for money, Kempston |oystick
option for arcade sequances.

STAR TREK
Producer: Neptune, 48K £5.50
Author: Doerek Brewster This version
offers good valuefor money since
the tape aiso contains MUNCHMARN,
which happens to be a very good

ac man version indeed. Neptune's

tar Trak offers all the options as
listed in the above review, the major
ditference being that it hasbattie
plan views rather than arcade style
fights with the aliens. In using the
weaponfy, you must enter the
direction of attack (0 degrees to 360
degrees), and its strength, then sit
back with bated breath as the phaser
or missile trall moves across the
screen towards the enemy. Instani
action is reguired on angaging the
Klingon rotters as they fire tha
instant you are spotted. Excallent
graphics make this an engaging
version to play at speeds which
certainly reguire more than one
Captain Kirk per game

STAR TREK

Producer: Impact, 16K £5.00
Anyone thinking to themsalves 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 from which it must have
originated. Apart from the fact that it
finishes loading with an OK repon
and nothing else, no instructions, no
suggestion of skill levels (though
there are supposad 1o be levels) not
a thing to halp; you then have to list
the BASIC and tell it to run! There
are no graphics beyond words and
figures. This is totally unplayable
and not acceptable by today’s
standards.

STAR TREK

Producer; AR&R Software, 48K £5.50
This is a vary playable version aven
though it pre-dates guite a few of the
others. There is the familiar galaxy
map with its 64 sectors, one of which
is always displayed al the top of the
screan, showing in graphic lorm the
Enterprise, Kingon ships, Starbases
and stars present. You are told the
sector you are in, energy level,
shield level, lorpedoes laft, the
stardate, Klingons left and the status
condition. Command options
Iinclude manoeuvring, shields,
phasers, photon torps, scan, galactic
map and computar. The computer,
when selected, allows you to
mavigate, use hyper-drive, use smart
bomb, send out a probe, sali-
destruct and check status. In
additon to the fiendish Klingons
Romulan vessals with invisibility
cloaks may attack you. Good value
for money although the graphics
could have been mare colourful

ZX TREK

Producer: impact, 48K £6.50

After siating their eariier attempt, it
would be nice to say something
good about this version from the
game company, but I'm afraid not.
Cne reviewer points out thatasit is
written in BASIC it makes the game
slow, Wall Starship Enterprise is
writtan in basic and that is pretty
fast, Hare the keyboard response is
slow and arratic, there is optional
sound, but sound slows it down
turther still, and the graphics are
simply netl good enough. It is also
highly priced. Software producers
should do themsalves the favour of
deleting out of date games like this
one and spend some time produging
beattar material.

ARCADE

MISCELLANEOUS

AH DIDDUMS

Producer: Imagineg, 16K £5.50
Author; D H Lawson

Dori't be fooled by the title — this is
no game tor cissies! When it first
appeared it had all the reviewers tied
in confused knots. You are a teddy
bear, shut in the toy box with tha
other toys for the night, but your
baby's crying 80 you must gat out
and go and comfort him. The only
way out is by using all the coloured
bullrdln? bricks and assembling them
corractly, whilst avoiding all the
nasty toys who want to stop you,
When you escape the box you
realise it is inside ancther, bigger
box, and that one's inside another,
and so on ... What confused
evaryone 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 instructions
on screen: this is the outline idea —
pick up the brick and take to top of
scraan slightly to right of correct
colour block, then drop it. The brick
should slide into place as if by
maglc. Considering the packed
screen, the graphics are excellent.
Confusion of keys, but thisisn'tan
arcade spaed game. Watch out for
clockwork soidiers, play paople and
the aggmuwa train — and the
baby's crying — there, there, there....

ANGLER

Producer; Virgin Games, 48K £5.95
Author: Dirk Olivier

A'quiet day on the river fishing
sounds like a load of fun, but this
game manages to be aboul as

“thrilling a= a real day on theriver

fishing! Baneath rour boat pass 18
layers of varigus fish. With each
game you're given 100 casts of the
line to hook as many as you can.
Some fish are fine to catch, some
can be quite dangerous, and caught
crabs eat away yourcatch. There are
five lavels of play which determing
how close o your hook a fish musl
beto geat caught. The language is
BASIC, so are the graphics and the
idea. May be okay for i-ur\f young
children, but thare's nothing here for
the sarious player, Makes you
wonder why 48K of memaory was
required. Virtually nil addictivenass
and an overall CRASH rating of 38%.

AQUAPLANE

Producer; Quicksilva, 48K £6.95
Author: John Hollis

Many of the games in this section,
almost by definition, are quite
original and Aquaplane is one of
them. It'5 a nica day and you fancy a
spol of water skling. After a moment
you're suddenly surrounded by
racks, but they're fairly easy to get
through. Following on though, the
witer's instantly full of row boats,
and il you get through again the so-
called G and T rich-kids arrive,
incompetently flapping their yachts
all over the place. Should you
survive the hee-haws, there's the
sharks ... Skiler and boat are séen in
profile, controls (up/down/thrust)
move both boat and skiler, bul not
strictly in relation to each other, like
the real think, the skilar
inconveniently follows a slightly
different path to the boat. This
makes it difficult to get both safely
through the gaps. It's a very
anjoyable game to play, but the
lasting appeal is slight. A clever
touch is that the border colours are
split harizontally to match exactly
the colour of sea and sky In the
gama, thus glving the impression
that the entire tv screen is in use, Try
it first and buy if you like it.

BARRELDROP

Producer: Gameas Machine, 48K
£5.95(1)
Author; Russell Vincent

Starring Gordon and
Flagh, Barreldrop isa
games compendium, Gordon
suffers from blocked
drainpipes—al least his house does.
He cures this affliction by the
curious method of ralling large
barrels down the sloping roof and
letting them fall through the blocked
pipes. He only has five barrels and
it's important they fall exactly down
the centre of each pipe. If they don't
he loses the barrel for good.
Fortunately his faithful dog Flash is
on hand sometimes and if called in
time, the dog will recover the barrel
and return it for another go. Clearing
all five pipes successfully resultsin
another screen which may be
anything from a riddle 1o guess to an
arcade shool am up sequence. I's
quite an original idea, in which
nathing is too ditficult, and yet
thare's so much that it becomes very
difficult to get through. Playable and
fun, good value, no joystick options.
Ovearall CRASH rating 65% M/ C.

CHOPPER RESCUE

Praducer; Blaby, 48K £5.50
Author: G Capawall

The game starts with a helicopter
dashing in 10 rescua the title from a
dreadiul spelling error, CHOPPER
RISCUE it says, but the choppar
comes back to insert an Ean
remowve thel. As is their want,
scientists are baing entombed by
radicactive waste dropped from
overflying planes. You must rescus
tham in your [nicely animated)
helicoptar by shooting away the
waste and making tunnelsin it to
reach them. Each one must be
returned Lo the safety of the helipad
before getting the néxt. The gun
fires in thie direction of travel and
there's not much time. If you get hit
by the falling waste you're dead.
This is-a vary last game, almost
impossitle with the cursor keys, and
difficult enough with a Kempston
AGF or Protek joystick. Addictive
and good value. Recommeanded.

Producer: Ultimate, 16K £5.50

Also available in ROM cartridge form
at £14.95. Uitimate’s graphics are
famous. In Cookie you are Charlie
the Ghet, with mixing bowl below
and dusthins to the side. On the right
is the pantry containing the
ingredients which must be got into
the bowl. Unfortunately, the
ingredients are pratty wild and
they're accompanied by assorted
oblects that shouldn't bein 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 tha rotters into the bin. Should
you get it the wrong way round you
lose points, time energy and
everything. Each screen provides
different and more difficult
ingradients. Anothar game that
needs a joystick, Kemptston or
Protak. Hi-score, ona of two player
games, B-directional movement and
the amoothest of graphics around.
Addictive and highly recommended.

CYBERTANKS

Producer: Star Dreams, 18K £5.50

A complex maze of green blocks Is
tha home of the enamy cybertanks.
Take your tank round and shool ‘em
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up. You can blast away tha blocks (o
get at them, but they are fast, Three
lives, hall of fame, joystick:
Kempston AGF or Protek. Nice
graphics and playable, but perhaps
not very addictive.

DDOMBUGS

Producer: Workforce, 16K £5.50 (1)
This Is an original type of creaple
crawlie game bul it Isnota
‘centipede’ game. There are
basically two screens. In the first our
hero, Tarant Tula, finds himself in
the Grubbers' Lair. There's a trap-
door leading to the next screen
which only opans aftar repeated
hammerings of Tarant Tula's head
There's also a pile of honey for the
bugs to eat, but Tarant (to use his
first name) must take a mouthful of
the honey between each attempt on
the door. The Grubbers, little round
things, wander about and when they
meet & green, squirmy
Bubbergrubber is lormed, These eal
honey teo, and should two of them
meel a Red Backed Grubber results
These are the ones that kill off old
Tarant it they catch him. Aim s to
get through the trap door before any
amount of Red Backs are bred
Tarant can, however, eal the
Grubbers and Bubbergrubbers.,
Onece through and Tarant is
prezented with a simpie maze
guarded by three Red Backs, Il he
should get through safely he arrives
in another lair whare the bugs breed
faster, Neat graphics and a pretty
maddaningly addictive game to play
Only one life makes for lerminal
frustration un nearing a hi-score,
Continuous movement makes
Tarant Tula a bit difficull to control
although the control keys are

sensibly placed, No joystick option.
Overall CRASH raling 67% M/C.

EXTERMINATOR

Producer; Silverscft, 16K £5.95(1)
Author. | Marrison & D Anderson
This is a very good 'Berserk’ type
game in which you are pitted against
seven types of robot with varying
characteristics and one thing in
common—thay're out lo get you!
Level promaotion occurs
automatically on reaching tha
required number of paints. A novel
feature is the provision of two sets of
control keys which allow either 8-
directional movemeant or rotational
movement, bath with directional fire
Strategy demands that you shoot up
the more dangerous types of robots
first to stay alive for longer. Sensible
keyboard positions, joystick:
Kempston, AGF and Prolek. Good
value for money, overall CRASH
rating 83% M/ C

GOLD DIGGER :
Producer: Blaby, 48K £4.95

Its aliunderground and you're
tunnelling mines looking for the gold
nuggets. Purple gnuggets gnashers
ara hot on your trail, howeaver, so il is
important to dig strategically round
the red rocks so you can dislodge
them to block off the tunnels or even
drop them down and aquash the
gnashers. Nine speed levels.
Joystick: AGF or Protek, Kempston.
Cursor keys. Notas addictive as
muost other Blaby games, bul a good
beginner's game anyway

GOLO MINE

Producer: DK Tronics, 16K £4.85
They say this is a stralegy game, but
that's hardly true, You do need some
strategy ta go for the gold in the
quickest way, but it's not the main
ingredient. Use the lift to go up or
down from the surface and then dig

lowards the gold sites, Not
evarything that glitters s gold
though. Tunnels can collapse and
thers are underground streams,
Energy runs out fast underground,
especially if you are carrying gold. In
addition, the lift may collapse if you
are carrying too much weight.
Replenish 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

GOLD RUSH
Producer: THORN EMI, 16K £6.95
(1
Author: Martin Marris
The gold mines of Oron are
bottomless caverns where goid
nuggets rain down from the roolf.
The Oronian miners place girders
across the caverns to catch the
nuggels and direct them into
buckets. Life would be pleasant were
it not for the skulls that lloat about
eating Oronians and moving the
?in:lars around—and of course the
alling nuggets can be very painful to
an unprotected Oronian head! The
screen is splitinto three equal
segments, a safe home to the right to
which an Oronlan canngt return, &
store for the girders to be used on
the left, and in the centre the cavern
itself. Directional keys move the
Oronlan about and the firing key
positions the girder. Nuggets may
roll 1o the left or the right when
hitting a girder, 50 soma sirategy is
required to keep the structure
working to your advantage, Points
are scored for a nugget hitting a
girder, and more for getting one into
a bucket al the base of the screan. Al
the higher skill levels the skubls will
eal the nuggets as they fall
Unfortunately, there's no sound, but
the graphics are smooth and
colourful, an unusual and medium

addictive game, two keyboard
posiitons. Overall CRASH rating
B3% M/C.

GRAND PRIX DRIVER

Praducer: Britannia, 48K £5.95 (1)
Authaor: Chris Waber

Alnn‘g with Thorn EMI's Road Racer
and DK Tronics' Speed Duel, a
contender for the 30 Spectrum 'Pole
Pole Position' game. The effect of
the road winding about and the
maoving landscape in the
background Is quite good in this
version, and the hollow graphics of
the racing cars also works quite weall,
but the main drawback is that your
car Is quite hard lo control, When
overtaking, an indicator at the
bottom tells you which way the car
o be overtaken will veer, but to get
past salely it is essential to come
almost lo a halt If you manags 1o
pass the 30 cars on the track then a
little man appears and wavers a ﬂa?
to tell you that you've won. Good, i
overlong, explosions on crashing.
General fealing was that this game
can become repetitive quite quickly.
Good keyboard positions, joystick:
Kempston and Sinclair {Interface 2),
Fair to averaga, overall CRASH
rating 55%. Compiled M/C

EROUND FORCE ZERD

Producer: Titan, 16K £5.00

At first glance it looks like a simple
gamae, but infact it is quite hard,
Very similar to Romik's ‘Specira
Smash', which has more options
than this version. Your plane keeps
crossing the towering skyscrapers of
New York, looking for a placa to
land. There isn't anywhere, o0 with a
genocidal brainwave you decide to
bomb the city flat to make a landing
strip. With sach pass over the city
your plane gets lower, so it's
essantial to knock out the biggest
towers before they knock you oul.

WILD

By THE SILICON KID

Being alone inthe West was never particu

WEST HERO

The Game
larly safe, even atthe best of times, so when

the Wild West Hero took up the challenge of ridding the rockies of bandits he found a
few slight problems. Being outnumbered sixty to one can be irritating especially
when some annoying person has planted ‘Killer Cacti', ‘Treacherous Trees' or some
other lethal objects around the battle area. Combined with the fact that the killing of

one gang simply brings yet another bigger, nastier and faster gana of bandits made
life, well, somewhat awkward, but then again he was ‘The Wild West Hero'.

Only £5.90 inc VAT p&p

Wild West Hero uses full colour graphics, hi-res, smooth movement, dramatic
sound effects, 100% machine code, high score, two play option, compatible with
Kempston or Downsway joystick interface.

All Timescape products are guaranteed for life, if our software everfails to load return
the cassette for an instant replacement.

All orders despatched within 24 hours of receipt of order.

pineal

SOFTWARE
1 VIRGINIA GARDENS, rnm;vénlllés. MILNGAVIE, GLASGOW
Gé
Telephone: 041-956 5058
| 7 " Pleasesendme Wild West HoroNOWT ]
Nama 4

e S e e B e B

Dealers ring Paul Holmes
041.-956 5058

Copying, lending or hiring “Wild West Hero" is prohibited. CM
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Several skill favels with taller
buildings, Simple to play with only a
bomb controf. Despite its simplicity,
raasonably addictive.

GUN LAW

Producer: Vortex, 16K £5.85

In real life the famous James Gang
were reputed to be lousy shots,
unable to hit a man six feet from
them when all five tried to gun him
down. However, Vortex have pul the
whole thing right with this well made
programme where, as Marshall, you
can stalk them down the dusty
streets of town, Tiring at figures as
they appear in doorways and
windows. Y our reflexes must be fast
as you won't get a second chance
from these baddies. Bullets are
restricted, so it's important not to
shoot innocant people. Despatching
a baddie earns you dollars. The
graphics are generally good,
although the gunsight could have
bean better. Reasonably interesting
and indecently addictive.

JAWS REVENGE

Producer: Worklorce, 16K £5.85
This is a game for hungry people.
You're a shark on a jaws-agape-
feeding-franzy. Fish, swimmers
{moving at Olympic speeds) and
boatmean all go down your throat.
Some fish have a habit of turning red
and poisonous, 50 don't aat thosa,
and the fishermen in their boats
throw harpoons or drop depth
charges to stun you. You can catch
the depth charges and defuse them
batore they reach the sea bed. And
the sea bed itself isn't flat so don't
run into it. It's a sort of Penetrator
meets Galaxians under water. An
amusing game with good graphics.

| Mo joystick option.

JAWZ

Producar: DK Tronics, 16K £4.95
On the same thema, Jawz is the
other way round. ¥ou must use your
underwater gun sights 1o shoot up
tha maruding sharks, whilst avoiding
the gunge dropping from poisonous
jelly fish on the surface. The gamea
was ariginally made by Elfin— it's
being marketed by DK Tronics
probably hasn't made all that much
differance because unfortunately it
has a very limited appeal for serious
arcada addicts. Good for younger
childran.

JUNGLE FEVER

Producer: A&F, 16K £6.90

Get your man to jump over the traps
dug by Pigmies and than swing
across a pit using a rope tied to a
free. What comes after that is hard to
say because this game with its
effective graphics is not easy. The
damnead rope got me every lime.
Good fun o play and reasonably
addictive but perhaps a little
overpriced. Mo joystick option.

JUNGLE TROUBLE

Producer Marfech, 16K £6.95

A game with a similar theme to
Jungle Fever. Collect an axe and
leap across stepping stones setina
crocodile infested river. On the othar
side you climb a ladder to get to the
trees, which fau must nhur down,
The trees will fall on you {If you're
not quick to jump out of the way)
and they blunt the axe — so back for
another. Monkeys live in tha 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
youhave lo do is swing across a fire
pit using a rope, jump & chasm and
then home for tea. A busy game with
plenty of oppartunities for failure
and so pretty addictive,

KNOT IN 3D

Producer; New Generation, 48K
£5.85

Extremely hard to see how this
extraordinary game works at first. It
could really be thought of as a grid

gama or a bozy boa game but with
you as tha snake actually in the
screen but in a 3 dimensional space.
Confused? Well you will be. Staer
yoursell through the white void
avoiding yourown brightly coloured
trail and that of the chasers, twisting
and turn!n? to find space to move in
bafore it all gets filled up. Uses
cursor keys 8o AGF or Protek
joystick would help. Tremendous
value for money, and addictive too.

LUNA CRABS

Producer: Micromaga, 16K £6.95(1)
Author; Marvyn Escourt

¥You must know the fealing—there
you are, on a Saturnian moan, away
from the satety of your explorer's
ship, taking samples of moon rocks,
when suddenly there are all these
nasty red crabs surrounding you and

obbing green spit all over the place,

artunately, you have your guided
missile cannon. Descriptive 30
graphics are affective in this simpla
shoot-back-at-em game, as you
whirl and turn to avoid the green goo
and to aim at the fiendish crabs.
Good animation and colourful
graphics, but in the end & game with
limitad playng appeal. Sensible
control keys, no joystick option and
only one skill level. Overall CRASH
rating 62% M/C,

LUNAR JETMAN

Producer: Litimate, 48K £5.50(1)
The follow-up to Jetpac' is, as
expected, a fabulous game. If it has a
drawback it's that it is too difficult to
play, but s is usual with this sort of
game, exparts can get a long wa
and prove that you can scoral After
failing to construct his space shop in
‘Jetpac' properly, Jetman has
crashed on the moon with only a
Moonglider for company, plus a
clutch of assorted and unexplained
eqguipment, alien missile bases and
hordes of horrible alien creatures.
Half the fun of the game is
discovering what makes what tick,
ginca Jetman can pick up objects
and transport them himselt, or drop
them an tha Moonglider for
transport. He can get inside as well,
where he's safe from the aliens, and
drive the Moonglider along. But it
won't cross holes in the ground.
These must be filled with bridging
units carried on the side of the
vehicle. Whenevar an alien hits
Jetman, it creates another crater,
The basic aim of the game is to
destroy the allen bases—but this
task certainty must rank among the
most haroically difficult of all timeal
Superb graphics and sound
(improved with talking aliens if you
have a Currah Microspeech unit
attached). a lot of well planned keys
which make the joystick options
{Kempston, AGF, Protek) a bit
redundant, One or two player
games. Overall CRASH ratlni"
85%—nhighly recommended. M/C.

MINED-OUT

Producer: Quicksiiva, 48K £4.95
Author: lan Andraw

Forget the inlay card, which was
probably written by a stoned
Quicksilva copy writer, and play the
gamel You are presented witha
blank field, densaly sown with mines
and you must get to the other side
without blowing up. Teke astepata
time and watch the warning which
telis you wheather there is a mine in
an adjacent square — is it left, right
ar ahead? What happens when there
are two or even three mines? The
tension mounts and clever, logical
thinking is your only safeguard.
Leval two offers maidens in distress
to be rescued and later lavals 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: Imaging, 16K £5.50

With a wicked glint in their testh,
Imagine invite you 10 take part in the
fight against the DK (Tronics)
menace. Your weaponsarea
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 cantra,
exciting the interast of the horrid DK
bugs, and in séconds the teath are
baginning to yellow, purpla and
black out all over the mouth. The
trick with this gamea is manoeauvring
the wratched toothbrush into exactly
the correct position for the
toothpaste to be squaezad from the
tuba. An excellent gamea with
wonderful graphics, but so
depressing towatch! I'm afraid It left
an unplaasant taste in my mouth, but
| have to say it's good value.
Joystick: Fuller,

MRS MOPP
Producer: Computasolve, 48K £5.50
1]
Author: Tina Bilfet
The game which sets out to prove
that it's better Io create a mess than
have to clean it up. Mrs Mopp's
tamily must ba the messiast in the
world. They litter cups, clothes, dust
and just about everythng else all
over the floor. Moppsie has five
utensils 1o halp her in the task, but
only the correct utensil will pick up
the appropriate rubbish. There's also
a kitchen sink, washing machine and
dustbin she must use whean the
utensil carried becomaes full, Picking
up a utensil s done simply by
moving up against it and it can be
deposited by reversing the
soquence. Like any hard working
housewife, Moppsie likes a tipple
now and then to keap up up her
spirits, but if you let her spirit level
get too high she becomes drunk and
disorderly. If the work load becomes
too much, she'll give up and leave
homa! Tha anly extra alds are
magical spells, but all too often
these seem to be out of stock. Wall
aced control keys, |oystick:
empston, Cute graphics, smooth
movement and an original game o
play. Reasonably addictive, overall
CRASH rating 69% M/C.

NAANAS

Producear: Mikrogen, 16K £5.85

The cassette inlay says 'Naanas’, the
title scraen, ‘Nanas’, obviously a bit
confused! Another of Mikrogen's
new games which insists that there
are user-dafinable keys when there
aren't—obviously a bit confused|
The aim of Naanas (or whataver) is
to dash around catching bananas
which 8 monkey is throwing down. If
they hit the floor and you tread on
ong, you slip over and lose a lifa. In
addition there are coconuts
dropping with painful
consequences. And that's it.
Graphics era reasonable but pratty
simple and the monkey doesn't
move at all. The cursor control keys
wark guite well in this game, no
joystick option. Pretty and fun to
play for a short while. Overall
CRASH rating 52% M/C.

PARADROIDS
Producer: Mikrogen, 48K £5.85
Author C Hinsiey
If Paradrolds scores, it's on its
‘differantness’. The idea is to move
up and down your energy beam,
firing laft and right at the paradrolds.
The jump off the various ledges all
the way up the sides of the nuclear
reactor you are defending. Should
;mr successtully parachute to the
tom they reach the reactor and
mutate inta much more vicious
droids. The graphics are quite good,
brightly coloured, move smoothly
and react quickly to the control keys
(wall laid out). the rasult is a
réasonable game, but somewherg
tha idea has faltered—it's too sasy to

play and so becomes
boring. The inlay states

keys, but there aren't.
Overall CRASH rating 54% M/C.

0DYSSEY 1

Producer; Perfection, 16K £5.50(1)
Author; T Williams

First prize winner of the games
saction of Computech 83, Odyssay 1
Is & three-part mixture of arcade
games, designed 1o test the skills
and reflaxes of shoot em up freaks.
Screen 1 is a ‘Berserk’ type with your
man at the cross roads of four rooms
filled with firing robots. He' can move
in any direction with rotational
controls, go forward and fire up or
down at will. Getting through this
screen lands you up Inan 'Arcadia’
typa situation where wrap around
wedges of alien ships fly overhead
dropping missiles on you as you
shoot up at tham. Mean trick hare s
that once dropped, the missiles wrap
around vertically, gradually filling
the screen with weaponry. Screen 3
pits you against ptarodactyl-like
creaturas which swoop down in a
wholly original and alarming

manner. The genaeral feeling of our
reviewers was that thiswas a
surprisingly difficult and addictive
game to play. The graphics are falrly
small but the 100% machine code
program makes everything work
extremaly well and smoothly. No
joystick option, overall CRASH
rating 72%. recommendad.

OSTRON

Producer; Softak, 16K £5.95
Formerly named Joust, Softek 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 biurb, but
basically you're on Lhis Ostron thing
(electronic ostrich) and tha enamy
are variously-colourad buzzard
thingies. Thera are several fioating
platforms on which you can land
before rising to the occasion by
flapping your wings and attacking
the enamy. When you meet, face 1o
face, the one's wha'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 percant
machine coda, joystick: Kempston.
Good value.

P8ST

Producer: Ultimate, 16K £5.50
It sounds a bit rude but it's a
wonderful game with Ultimate's
‘usual magnificent graphics. Robbig
the robot must keep the swarming
insect life from eating his plant. To
do this thare 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
tha right insect or it only serves to
stun fora moment. The insects also -
kill oft Robble as well as the plant,
which shrinks away if it's sater lor
too long. Letting it grow results ina
bloom and a new level. Amazing
rlrhk:u. 100 parcent machine coda,
directional movement, ane or two
player game, sensible control keys
and Kempston joystick.
Recommended, Also available in
ROM cartridge form for £14.85

PUSH OFF

Producer: Softwara Projects, 16K
£5.05(1)

Author: Andrew Giles

There are now several Spactrum
varsions of the arcade original,
‘Pangy’ avallable—Blaby's ‘Dodo’
was oné of the first. Software
Projects’ version is excellent, Bertha
tha ladybird iz in a garden being
pursued by four nasty insects out for
har ichor (blood to you), The garden
is full of graen bricks which she can
burn out of her way, or sand
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shooting off in the direction in which
she's travalling. By this method she
can crush her enemies to death. The
insects can also burn up the bricks
o reach her. Four bells in sach
quartar of the screen, if rung by
touching them, cause the insects to
go into a temporary tizzy and make
them vulnerable. The colours are
bright, graphics fast and smooth,
good sound, rather poor control key
layout, joystick: AGF, Pratek or
Kempston, eight skill levels, CRASH
rating, very good to excellent,
overall 85% M/C.

QUACKERS

Producer: Rabbir, 16K £5.99
Quackers is designed more for
children than shoot ‘em up addicts,
but its cheerful graphics should
make it popular, It's setina
fairground duck shooting gallery,
where four rows of repeated 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: Rabbit, 48K £5.95

The Spectrum hardly has the sor of
graphics capabillity of the big road
facing games in the arcades, but as
faras Spectrum racers go, this is a
pretly good one, An overhead view
shows the track which varies from
wide 1o very narrow, straight and
curved. Off you go with several
others cars. Bumping another car or
running off the road. slows you
down and costs fuel heavily. The
object is to get as many points as
possibla before running out of
petrol. The graphics are very good
with the cars being quite large. User-
defined control keys (accelerate,
brake, left, right) or cursor so you
can use a Protek or AGF joystick.

RIDER
Producer: Producer: Virgin Games,
48K £5.95 (1)
Authors: Roy poole & Terry Murray
The writers of 'Yomp' have come up
with anothar quasi-military theme
game in two parts. First screen you
leap from a plane on a parachute
and try to land on one of a stream of
rideriess motorbikes below. These
have bean supplied by the resistance
mavement of the occupied country
you are spying an. If you succeed in
landing on one it cuts instantly to the
second screen, Thisis a 3D viewof a
country road, heavily sowed with
visible mines, down which you must
guide your careering bike. Aithough
the details and large graphics are
guite good the game ends up being
unpiayable. You can'l brake and turn
at the same time for Instance. It all
palls very quickly and ends up being
much slower than it shauld.
Reasonable control keys, seven skill
levels, no joystick option. only a fair
game. Overall CRASH rating 50%,
Mixture of BASIC and M/C.

RIVER RESCUE

Producer: Thorn EMI, 48K £6.85(1)
Authar: Phil Snell

You're In control of a river speed
boat. The screen shows the north
and south banks above and balow,
nwr;rhln-g scrolling from right to
laft. You can hold the boal's position
to the left (safer) side, middie or
right (dangerous) side. The object is
to rescue explorers from the north
bank jetty and land them at the south
bank jetty. As the two jetties are
opposite, you can't just commute
between them. The boat can take up
to six explorers atatime belore
landing them, but if you losa the
boat, you lose your explorers tag,
The river is infested with crocodiies,
8and banks and logs, whieh you
must avold. If you're very good, a
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rival tirm overflies the river dropping
mines on you. More points scored
for travelling at the right of the
screen whera your reflaxes have 1o
be very fast. A fast, addictive agd
original game with neat graphics.
Good control key positions, joystick:
Kempston, Sinclair, 1 or 2 player

amas. Recommended. Overall
gHASH rating 74% M/C.

ROAD RACER

Producer: Thorn EMI, 16K £6.95 (1)
Authar; Graham Wisdom

As its name implies, this is another
conlander for the Spectrum 'Pole
Position'. The 3D Road/Landscape
eMact is pretty good, and unlike
Britannia’s Grand Prix Driver, the
graphics are solid. However the road
in this version does not actually
bend as you go round corners,
although the background does
move Controls are very good, in
addition to brake/accelerate and
left/right, keys 1 and 2 select Io or hi
gear. If you use the gears incorractly
you will blow your engine. There are
several other cars to overtake before
reaching the finishing line, Perhaps
one problem with the otherwise
excellent inlay card, is that they
don't explain how to get going,
which is a little confusing at first (see
review in issue 1), Bright and large
graphics, rather poor sound,

julgsl ick: Kempston, Sinclair, Overall
CRASH rating 70%—good M/C,

SANTA

Producer: Artic, 16K £5.95
Produced for a rush Christmas
markat, this tape contains seven
different games in a compendium,
All the games are short and onl
one, ‘Audolph Goes Racing’ is fair,
Judging by the names and games
quality, the lape is almed at younger
children and grandmas and
probably won't be in circulation for
vary long. Overall CRASH rating
2B%. BASIC. -

SHADOWFAX

Producer: Postern, 16K £5.95
Shadowlax came out with a It of
ballyhoo at £7.95, which was grossly
overpriced, 50 it's nice to zee
Poslern have dropped it now. Mo
one can complain about the
graphics which are quite excellent.
Unfortunately the gama has Very
litthe else to offer. You're mounted on
your white charger (the iniay blurb
might lead to suppose this was some
Hobbit-like adventure) and riding
against the black horses that gallop
on from the left at random haights.
Youcan fire a bolt at the
approaching enemy but you must
then explode the bolt at exactl y the
right moment. And that's the game
— YOu are up against the points.
Mind you, it is mesmerising, so you
do make mistakes. Definitely a game
tc get a logk at first —if you like the
idea, you won't regret the graphics.
No joystick option,

SHARK ATTACK

Producer: Ramik, 16K £5.09
Author: lan Andersan

The theme from ‘Jaws' works nicely
but 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 the octopus.
Should a shark eat the-octopus
betore you screen it, then the shark
can eat your net. Having either
succeeded or failed in this task, the
rest of the game is to fiil up as much
of the screen with net without
getting eaten yourself, Three |evels,
one or two player gamas. Joystick:
Kempston 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 £5.09
Author: Mike Singleton

Throw rocks down from a high
castle wall onto the massed
attackers trying to climb up. As tha
rocks fall they knock the attackers
off, often several at a time as one
falling man catches another. The
stick figure animation is cute and the
game should appeal to younger
children, but it is vary limited as far
as the serious addicted arcade
player is concerned. Simple control
keys.

SNAKE PIT
Producer; Postern, 16K £5.95
Author: Mike Singlaton
This is pacman variant, but it is too
ariginal to lump in with the rest of
the yellow gobblers. The ‘'maze’ s a
live, wriggling one. Seven ditferant
coloured snakes are trapped in their
nests, surrounded by a screenful of
green eggs. Your job is to eal all the
eggs. Only the red snake can eat
eggs, so it instantly frees itsell and
begins eating round the sereen,
Ireeing the other snakes as it goes.
When you meet a snake head on
there is a nasty little gulping sound
and that's {t until you press S for
another gamea. Should you clear the
screen you then get a chance to eat
the snakes (tail first) as well as the
ug?a-. | never got there; this is very
difficult, The graphics are superb,
aulle anough 1o turn the stomach|
ity the control keys are so
awkward, and no joystick option.
Addictive and good value,

SPECTRA SMASH

Producer: Romik, 16K £6.99
Aurhor: John Ball

This is similar to Titan's Ground
Force Zero, bul rather more
complex, in that you have limited
height control over the plane, and
thera are gun turrets on some
buildings firing at you, none an the
easiest leval, more and mare on the
harder ones. Bombing the guns first
vaiuus:y helps. Should you land
successfully, having bombed the lot
flat, the angry natives reward you by
5andin? 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,
gight levels, joystick: Kempston,
AGF, Protek, Sinclair. mJ/c.
Recommendad.

SPECTRON

Producer: Virgin Games, 48K £5.95
(1

Author: Mark Kirkby

Probably Virgin's best shoot em up,
probably their best game in fact

This is a no-win 'Berserk’ Iype game
that demands fast reflexes and a
sixth sense lo get very far. One
reviewer was able to count as many
&8s 216 enemy robots on the screen
at one time. Enemies include
Swarmers, Speeders, Launchers and
Electrons (which leavea
indestructible electronic fences
behind them). Your robot fires
automatically when on the move and
control is B-directional, Well thought
out, with detailed graphics, vary
good sound, no joystick option but
well placed control keys. Overall
CRASH rating 77%. Recommended.

/C.

Fgll% CHASE

Producer; Gem, 16K £4.05 (1}
Youare in control of a ship equipped
with depth charges which can be set
to explode at nine different depths
depanding on which numerig key
you selact. Beneath you, submarines
cross the screen in one direction,
cccasionally firing missiles up at you
which must be dodged. The artis 1o
select the correct depth at which to
explode the charge to kill the sub. At
higher skill levals the subs change
depth randomly. On the whole a
game more intended to appeal o
younger children. 4 skill levels,
reasgnable graphics, poor sound,

simple control keys. CRASH rating
49%—paor for addicts, good for
chlldren. M/C.

TRANZ AM

Producer: Ultimate, 16K £5.50

It's post-holocaust America and the
country's a barren desert with a lew
cities here'and thare where you can
get fual. Otherwise a clutch of Mad
Masxalikes in deadly Black Turbos
are out to kill you while you hunt the
wastes looking for eight gold cups
The playing screen is only a 500th of
the available area. Instruments on
the left show; time taken, miles
travelled, a map of the States
showing cities and your location,
lacal radar showing cups (if any)
and enemies, speedo, fuel gauge,
engine temperature and lives laft, 8-
directional movement, excallent
graphics, highly playabla. Joystick:
Kempston. Igughlr recommended.
Also available in ROM cartridge form
for£14.85;

TURBO DRIVER

Producer; Boss (UK ), 16K £5.95
Another for the racing car addicts.
Turbo Driver features very large
vehicle graphics and an attempt (net
entirely successful) 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
lite ditficult, and i you go too
carefully you'll run out of fuel. The
track is quite straight, and there
aren't those wonderful explosions of
the original arcade version, but this
is & popular programme and does as
well as the Spectrum will allow. m/c.
Joystick: Kempston.

30 ANTATTACK

Producer: Quicksilva, 48K £5.95 [ 1)
Author: Sandy White

Somea of the best ever 3D graphics
for the Spectrum which work
excellently not anly on the
numerous bulldings but also on the
softer forms of the hero, hergine,
and dreaded ants which swarm
through the walled city of Antescher,
The object of the game is to jump
over the one spot low encugh in the
outer wall, find your girlfriend (or
boytriend—you can select which),
and escape before the ants get you.
You can run and jump in four
directions, throw grenades to kill the
anls over varying distances, or stun
them by jumping up and down an
them. The scene can be viewed from
any one of four angles. Itisn't sasy!
There are 12 control keys required
and it takes a ot of time to get used
lo them, but the graphics make it all
worthwhile. One criticism aimed at
the game is that there's more
technical virtuosity in the program
than game play and it can become
repetitive after a while. Neveriheless,
an amazing game. No joystick
option really possibla. Very highly
recommended, overall CRAS

rating 85% M/C.

30 COMBAT ZONE

Producer: Artic, 48K £5.95
According to Artic. this is their best-
selling programme to date, and no
wonder. The first real 30 effect in the
Spectrum. Travel across the flat
plain and battle with enemy tanks,
flying saucers and super tanks — a
kill or be killed battle of wits amo ng
the pyramids in real time. The game
gives a tremendous sense of maving
about in 8 Space and can be quite
hpynotic. Battle radar to spot the
enemy and calculate distance.
Joystick: Kempston. A first rate
game and highly recommended.

30 DEATHCHASE

Producer: Micromega, 16K £6.95 {1
Authar: Mervyn Escourt

Selected as Game Of The Month in
issue 1, this is just a fabulous pame,
The idea is simple: at the base of tha
screan is the front of your motorbike
with two gloved hands garipping the




nandlebars. Ahead is a flat
landscape with a few trees and 1wo
other bikers eircling around. As

§00N 85 you accelerats to give chase
they ride hell for leathar. When
you're in range you can stari liring.
Whaen thay're both blown away the
scene changes to night time and
repeats, than back to day 2 and so
an. Occasionally a halicopter and a
tank oross the horizon and gain
more points for you if hit. Bu what
makes this game one of the most
compelling to play are the trees you
must weave th rcuah in pursuit of the
enemy bikers. With each screen they
get more numerous, and the effect of
whipping through tham is truly
alarming! Return of The Jedi has
nothing on this! Excellent graphics
(marvellous explosions), superb
sound, sansible control keys,
joystick: Kemptsan, Excellent.
Ovearall CRASH rating 92% M/C.

30 DESERT PATROL
Progqsuaa-r Computar Rentals, 16K

This simply Ian’t a very good
prgramme. The 3D is primitive and
the graphics uninteresting. You
must take your tank in batweaen
minefialds to the eventual safety of a
road, whilst avoiding fire of enemy
tanks. For a start off you cannot
move and fire at the same time; if an
enemy tank gets into position and
fires everything stops and you're
dead — no evading: 1o avoid the
enemy you marely turn until they
disappear from thea screen; if you
creep round the edge of minefields
then they won't fire on you anyway.
So-all it addsup 1o is a dull and
boring game, Cursor keys and 0 to
fire — allows use of AGF or Protek
joysticks.

3D TANX

Producer; DK Tronics, 16K £4.95

3D here refers to the distant bridge
where rows of lanks pass before
your gunsight and the realistic
trajectory of your shells which must
be aimed right to stradie the
thickness of the bridge. The
graphics are very good and 5o is the
sound. Skill and timing are essential
to good scores — and staying alive,
bacause the tanks fire back.
Mowhers near as easy as |t looks,
and at the price, excallent value.
Joystick: Kempston with Softlink Il

30 TUNNEL
Producer; New Generalion, 16/48K

You're rughing headlong down a
tunnal and different objects flash
past you, which you must shoot,
There's bats, spiders, rats and finally
a delightful Underground train,
complete with twinkling headlights
and passangers inside. Tha latter
must be dodgad rather than shot.
Running into the sides of the tunnal
cause loss of a life (five in all), and
you can undertake this subterranean
madness al three speads. In 16K it
loads in two parts and there is no
Uﬂdar?fglnd train. Mixed gpinions,
some liked it, some didn't.

30 VORTEX

Producer: J K Graya, 16K £5.85

This is vary similar 10 3D Tunnel,
excapt that the tunnel (or vortax) is
defined in multitudes of coloured
dots rather than solid blocks, which
glves more of a tunnel-like feal. 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, tha 3D animation of the
objects isn't quite so good and there
ara no skill levels which means it
quickly loses imterest. There is a

leng but very amusing intra in the 2-
part load. User-defined control keys.
=g it works with almost any joystick.
Good value but limited playvability.

TRAIN BAME

Producer: Microspheare, 16K £5.85
(1

This is another game simple in

concept and marvellous to play. In
fact it's dangerously addictive and
should probably be put on the
government proscribed drugs list! A
complex railway layout with 24 sets
of lettered points, allows you to drive
up 1o three trains around, plcklngup
passangers from three stations, On
the higher skill levels runaway goods
trains also enter the system and
must ba redirected to get rid of tham.
Passengers arrive an the platforms
in tha colour of the train they want 1o
catch, and get angry if kept waiting
too long, turning white with ragel
Great sound, nice graphics,
maddenly frustrating to play and
simply wanderfull Get one today!
Seven skill lavels with various sub-
levels; rating, very good. Overall
CRASH rating 78% M/C.

WILD WEST HERD

Producer: Timescape, 48K £5.90(1)
Author; Silicon Kid {1?)

Step out into the cacti-strewn desert
and fight it out with rampaging
gangs of banditos in this good
‘Berserk’' lypa game. Instead of maze
walls there are the caclti and
treacherous trees, which kill on
contact. You're armed with a

SPORTS SIMULATION

geem contrary o the vigorous nalure
of spori, but a number of programmers
have lurned their hands 1o simulati

various sports with mixed success.
least playing them on your Spectrum
is somewhal more active than
watching the real thing on telly.

BOWLS
Producer: Lolus-Soft, 48K £4.50 (1)
Author: Derak Jones
It you're fed up with zapping aliens
or roaring round the race track, why
not retire to the peace and guiet of
an English bowling green? This
game offers tha services of tha
computer as a mediator rather than
player between two opponents. The
computer throws the jack’ and then
gach player has 4 alternative turns o
wi, the object baing to gat your
bowl as close to the ‘jack’ as
possible, Cursar keys 5 and 8 are
used to determine direction of
throw, and the strangth is
determined by choosing the weight
of ball, a heavier ball going further.
There is a feature which
diagramatically shows how close the
bowls are ta the jack after each
throw. The game is neatly executed

continuous rapeat firing Colt 45—
and just as well, the bandits are
numergus. One of the best "Berserk’
games yat with large graphics,
smooth movemeant, sansible control
keys, joystick: Kempston, Good
sound, increasingly difficult screens.
Overall CRASH rating 83% M/C.
Recommendad

IPZAP
Producer: Imagine, 48K £5.50
Author: lan Weatharburn
in Zip Zap you are a severely
damaged robot with 8 motor that
wan't turn off and anly limited
braking power, 80 you tend to travel
in circles. A telaport delivers you
(nice graphic) into a swirling mass of
miserable aliens from whose deadly
touch you are parlly protected by a
failing shield, Theidea is to buzz
chaotically around in confusing
circles to collect four power units,
When you touch one it automatically
attaches itsalf to the teleportal,
When all four are in position you can
get back to the teleportal in time. By
Imagine's standards, not their best
game, but still better than most
Rarnaa around, Joystick: Kempston,
GF, Protek, Fuller,

» y
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Athletics on the computer scréen may

but suffers the common fault of
sports simulations — the lack of
ultimate reality undermines the skills
required to play it. However, it is
good valua for money and will
doubtless appeal to many. Overall
CRASH rating 57%, good if you like
the Idea. BASIC.

CHAMPIONSHIP DARTS

Producer: Shadow, 16K

Author: D Lockett

¥ou might think a game of throwing
skill would be difficult to translate
into 8 computer game, but Shadow
Software have managed very nicaly
in this cute and gentla game. Aftera
fine title card, a large, traditional
darts' board appears. By prassing
any key you freeze a fast moving
swaep line, which determingas the
sagment your dart has hit. At the
base is & cross saction through the
board showing the rings — double,
single, treble, single, outer bull, bull,
i's slegant, simple and very
effective. A sensible
dema/instruction mode shows you
how to do it. You can select the
number of points requirad fora
game, enter the two players' namas,
and the program gi_'uldaa {,nu through
three shots in each turn. Y ou must

finish with a double or bull of course.
Parhaps nol exactly exciting, buta
fine game and worth the money.

FOOTBALL MANAGER

Producar: Addictive Games, 48K
£6.95

Author Kevin Toms

Universally agreed as one of the besl
of Spectrum games of any type. This
is as much strategy as simulation a3
you choose a team from 64 on offer,
and try to work your wa!{:up from
Division four to win the FA Cup. The
background to the game is quite
realistic, with players losing strength
value and gaining it by resting a
match, morale worsening with lost
matches, declining crowds and
resulting loss of gate money, and all
the technical and strategic problems
of & club manager. Having selected
your team, studied the opponant’s
dossier, you can sit back and watch
the fully animated, edited highlights
of the matchl An amazingly
angrossing game with saven levels
of play and highly recommended.

GOLF

Producer: Abrasco, 16K £6.95

For 18K usars this is a very good
program with guickly assembled
graphics that clearly show positions
of tes, green, falrways, bunkers, trée
hazards and rough. Thera's no
animated golfer as in the Virgin
game, but it's made up for with
clearly visible balls that follow a path
of your shol. You can input
commands to use a1 or 3 wood of
given strengths, or 1-8 Irons which
ask wehther you want a soft or hard
strike. If you pick batwean 7 and 9
iron, you are realistically asked
whether it should ba a chip shotora
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 pull. The
only drawback might be a tendancy
to crash if an incorrect variable is
enterad, Anattractiva and
responsively fast game. One/two
playars and choose how many holes
to play.

GOLF

Producer: Virgin Games. 48K £5.95
Author: David Thomson

In this varsion of the noble game,
ané lolour players may lake part
and play between one and eightean
holes, choosing handicaps up to 28.
The higher (worse) your handicap
the more arratically random your
shots become. Thera's an option 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
direction in which to swing, an
animated golfer appears and hits the
ball. Once on the green a putter is
automatically selected, While fun 1o
#y there are several drawbacks.

e graphics are very slow, each
hole being built up character line by
character line. The random guality
af the handicap system undarmines
its value — everyone should choose
a rero handicap! And the compass
paints are needlessly difficult as
Morth keeps sh H’tln? direction with
avary 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 incorract
command in the BASIC which stops
tha program dead. It's easily
corrected but annoying.

GOLF

Producer: Artic, 49K £5.95
Sub-titied 51 Andrews, this game is
based on an accurate raproduction
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| of the world famous golf course,
Each hole is drawn out sShowing the
well known details and a brief
description and history is given. One
or two players may take part, playing
a propeér game or single holes of
their choice, You are asked whether
you wish 1o use a wood or iron,
strength of shot, expressed asa
percentage, whether you want the
shot to go straight, fade or hook, and
what angle. Arnving on the green the
scréen culs to a close up for the
putting. The graphics are black on
green and vary simply drawn. The
program is in BASIC so altar typing
in figures you ENTER, but words are
accepted automatically. The
temptation to enter W for wood will
rasull in a break into program — the
main drawback of an otherwise
interesting game.

POOL

Producer: Abrasco, 48K £6.85
Wuthor K Eaves

A suddan flurry of interest in Pool
makes for some interesting
comparisons, One of the newer ones
is this version from Abrasco for two
1o eight players, with the aption of
playing 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
controlied by use of the cursor keys
(slow and fine tuning) or the zero
key for fast positioning. A very clear
strength bar indicator is used to
datarmine the distance the cue ball
will travel, and is positionad with
keys 5or 8 (min/max). Considering
the limitations of the Spectrum and
TV screens genarally, the graphics
are quite good and the movement of
the balls is convincingly accurate
though terribly busy. Game rules are
a close copy of the real game, the
balls are marked as spots or stripes
and you lose a turn for a foul shot.
Good.

POOL
“Producer; Bug-Byte, 16K £5.95
This version is unusual in that the
cue ball cursor may be placed
anywhare on the table, which allows
lor greater control over the shot. On
the other hand this is not a very
ciose copy of the real game. In
addition to the cue ball, there are six
other numbearad balls (you scora the
value of the potted ball) and each of
the two players takes it turn, playing
through until all the balis have been
potted or he has missed three
conseculive pols, or potted the cue
ball. In this sense the game s a bit
limited. The graphics are clear
although more use of colour could
have been made — all the balls are
red, but much bigger than in the
Abrasco version. Practice probably
makes parfect, for it isn't as easy to
play as it looks,

PODL

Producer: CDS, 16K £5.95

Author Mike Lamb

CDS have done very well with this
version.Itisn't a classic stripe or
spot game, There are six balls, three
red, threa blue. The cursor moves
round the adge of the table with key
8, picking up speed as it goes. A 4-
block bar indicator is used for
strangth of shot, a sensible
arrangemeant where each key stroke
adds a block. The graphics are vary
good, with neat movement and
perhaps the best slopping effect of
any of the pool/snookar games
available, One or two player games,
scoring and hi-score. Good value.
Machine code.

SNODKER

FProducer: Artic, 16K £5.95

With the minimum space devoted to
score lines or emballishmeants, Arfic
have produced about the biggest
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playing table for their game, which is
a classic six colour, nine rad ball.
Instead of @ moving cursor, the cue
ball radiates a direction indicator
line controlied by the cursor keys,
and the strength of shot is given by
using keys Ato Z. The table is
corractly marked with D and spots.
Balis pocketed appear in a green
band at the base of screenand 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,
althoughthe balls do stop very
suddenly. Machine code.

STAR S8OCCER ;

Producer; Watson, 16K £5.95

This is & quite differant football
game from Football Manager by
Addictive, and is really a computer
varsion of those old football games
where you controlled your mean with
rods and handles. It's designed for
two players, but since you nead
much of the keyboard, quick change
overs are essentiall After loading
you are presented with a Super
League of sight well known teams
and a league scoring table. Having
decided which team each is 1o play,
the two opponents may selecta
playing formation; 3-2-5; 4-2-4: 4-3-
d; or 4-4-2. The playing field now
appears with all the numberad
players of sach side set up ready for

the kick off, The ‘players’ are not
animated figures, but numberard
squares, unlike the well-known Atari
version, Passing the ballis done by
selecting the player's number to
whom you want to pass, and the
game rattles along with both sides
attempting to tackle, intercept and
score goals. Goal kicks and corners
are featured but not side throws,
This is highly addictive 1o play — it
could even be the end of football as
we know it.

TEST MATCH

Producer: CAL, 48K £6.95

This game should bowi over all
cricket fans (non-fans will find itall
double-dutch). Fast action with no
wait times makes it a speadad up
version of the real thing.
Participation is very limited,
howewver; you're allowed 1o selact the
bowlersin your team and order the
batsmen, but from then on the game
runs itself automatically, Only in the
event ol a good midlieid shot do you
have to sit up and decide whether
the bastmen should risk & run or not.
In fact the odds seem pretty good
since the fielders are not very
accurate long shots al wickel.
Features howzzais of bowled,
caught, run out, lbw, and follows real
cricket very closely with the
exception of Australian beer cans on
the pitch.

SIMULATIONS

Under our headings a Simulation
Game Is one which conforms lo the
definition that it attempts to simulate
real situations ol a mechanical nature,
and lhltngaﬂlilhl me Is to use
instrument displays to control the
game as well as usual visual guides.

ADMIRAL GRAF SPEE

Producer; Temptation, 48K £5.85(1)
Author: Siman Mansheld

Set in the South Atlantic during the
Second World War, this game
recreates the actions of the German
pocket battleship Graf Spee. The
aim is to sink allied marcham
shipping and survive attacks by
allied battieships. 2 screens provide
you, as Captain, with a sea map of
the Atlantic and indicate your
position and that of enamy shipping.
You can direct your ship towards the
enamy, and whan closa encugh,
change to a sea level view ready to
eangage with either guns or
torpedoes, Instruments show you
your speed, heading, enemy
position and distance in yards, On
sighting the enemy, his ship appears
gradually above the horizon. If
armed, it begins Flrun%bach. A
sarious drawback is that to keep the
engmy in your gun sights you
actually have to come o a stop —
not very realistic. The option menu
for controlling your shipis also
extremely finicky. Average block
character graphics, good sound and
use of colour, 7 skill levels. Okay for
its type, Overall CRASH rating 54%.
BASIC

AIRLINER

Producer: Protek, 16K £5.85

Take command of a modern BAC 1-
11 jet airliner and land it salely at
Edinburgh airport. You can also take
ofl and land at a second airport. The
controls are necessarily simplified
from the real things, but they are
complicated encugh and same
knowledge of how big jets actually
fly helps, There is no view through
the cockpit window unless you are
ona correct flight approach path
when the runway lights will appear
Extensive instructions look
daunting, but ara worth digesting so
that you don't have o panic at tha
last minute. Operates in real time,
but things happen quickly when the

airportis approached! Sensible,
clear graphics, reasonable control
responses all inall an absorbing
game.

FLIGHT SIMULATION
Fsign, 48K £7.85

An early Spectrum program, and
always popular, this simulates the
effects of flying a single seater light
aireraft, including landing and

taking off. There are 2 airfields (one
very difficult and surrounded by
hilis), lakes, beacons and a very
good map of the whole area. |t takes
many minutes to fly over the whole
mag. Instrument flying is essential to
success and, as usual, there is a lot
of accompanying instruction to
digest. The cockpit view is simple
but oddly realistic. If you enjoy
contemplative games, than this is
still one of the best, although watch
out for some oddities it you try
loaping the loop — the program
doesn't seéem to cope with that!

THE FOREST

Producer: Phipps Associates, 48K
£2.85(1}

Author: Graham T. Reiph

An amazing program which
simuiates the sport of orientearing
— yet manages 1o be much more
than a sport simulation. An
enarmous area of geography is
enclosed in the program, u:mTy a tiny
bit of it already mapped for you.
Included is a 12 point crienteering
course for you to complete in the
shorlest possible time, checking
aach pointin the corract sequence.
The display shows you the terrain
six metres in front and uses symbaols
for the differant terrain, trees,
shrubs, lakes, tlowns etc. Special
point features are displayed as
messages and an eye level indicator
tells you whather the ground is
falling or rising, 50 you can 2asily
follow the contours. In addition you
can go off and chart the unmapped
areas The program will draw
contour and terrdin maps for you or
make up 30 views. A massive
program, excellent value,
recommended. Overall CRASH
rating 88%. M/C and BASIC.

HEATHROW - ATC

Producer; Hewson Consultants, 16K
£7.95

Author: Mike Male

If you geta littie gueasy flying, you
could always have a goonthe

Producer:

ground as an air traffic controller —
in this case at the busy Heathrow
airport. You must direct incoming
flights from the holding stacks salaly
onto the runway. Your instrumeants
include radar, showing the aircraft
call signs, blips and trails; displays ~ /
giving the altitude and bearing, }
heading and speed and size of the
aircrall. There are T levels of play
including a demo mode, and you can
pragress to handling mixed traffic,
restricted airspace and outhound
Hights, as well as cope with
emargencies like unknown aircraft
intruding. radio tailure, |oss of
runway and on board instrument
fallure. After this you'll naver fly
again! Recommended.

HUNTER-KILLER

Producer: Protek, 48K £7.95 (1)
Author: Rod Hopkins

This is a submarine simulation game
set off the coast of German
Helegoland (North Sea) during the
Second World War. You are
commander of an ‘S’ type submaring
and your mission is to find an enemy
sub in the same area and hunt It
down. Sailing too close to the coast
may result in your hitting a mine or
running aground. 3 screens show
you the control room, the chart room
and the periscope view of the
surface. The instrumentation is guite
complex, including ballast indicator,
hydroplanes, batiery charge, engine
speed, rudder angle, heading, asdic,
echo sounder and much more. In the
pariscope you may see enemy
shipping and enamy aircraft which
will hunt you If you stay on the
surface too long. Under water you
use electric engines and racharge
the batteries on the surface, when
you use a diesel engine. Thae
accompanying booklet is very
detailed and essential reading. Good
graphics and realistic sound, real
time operation. Qverall CRASH
rating 61%. BASIC and M/C.

NIGHTFLITE 2

Producer: Hewson Consultants, 16K
£7.95

Author: Mike Male

Drastically upgraded from their
original "Nighttlite’, this flying
simulation allows you (o pilot a light
aircraft al night, taking off and
landing or do acrobatics. New
features ara a shifting perspective
which allows you to see the correct
view of the runway lights from
whatever angle you approach the
airport, many more lights from
surrounding hamlets, and a realistic
changing engine noise depending
onspeed. Instrumentation is
complex and includes variable lap
controls. T modes of aperation
ingluding two auto-pilol modes and
atraining mode, and & difficulty
levels. Aftar-flight debrief feature
and certificate print-out. 100% M/C

STRIKEATTACK

Producer: Micromart, 48K £5.95
The scenario promises an excellent
game — your mission asa Phantom
pilot is to penetrate anemy terfitory
and bomb a specified target,
Stacked againel you are AA artilfery,
SAM missiles and enamy fighters.
Entry point is at 70 miles. 10,000 laat,
80% rpm, 400 knots and 90 degree
heading Chances of attack depend
on the flightpath — below 2,000 feet
there's only a 10% chance of attack,
which iz still very frequent. The
lechnigue for avaiding tatal oblivion
is to break (hard turn) at4 or 6 gees
and change altitude rapidly to avoid
missiles, If you stick to-the rules in
the 12 page manual you will be able
to escape every allack. The display
shows & ‘radar’ picture with you in
the centre, target to be bombed, and
enamy positions, Thera are aiso
details like speed, heading, rale of
climb, target distance and extra
messages for enemy attack, The
poor variation of attack and slow
dispiay speed (BASIC) and the not
too exciting graphics are a bit of a let
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down considaring the potential, but
if you are an enthusiast of RAF slang
you may appreciate the extra
messages as the program is written
by aFl.LL JTF Dyer

STRATEGIES

'Slmlnr‘ says the dictionary. ‘is
Generalship, the art of war;
managemeni of an army or armies ina
campalgn - art of moving or disposing
Iroops or ships so as lo Impose upon
the enemy the place and time and
conditions for fighting preferred by
onesell.’ The best mu'ﬁ game
stiempt to simulate real conditions ina
wide spectrum [aheml) of aclivities,
and lo manage your forces,
whether be armies old and new,
or an awkward work force. Most
computer versions are lengthy games,
so [U's important to be able lo ‘save
them for another convenient time.

AIRLINE

Producer: CCS, 16/48K, £5/6.00
Start off with £3 million and turnin
into £30 million and take over British
Airways. Hijacks, strikes, crashes
and rising fuel costs all take their
toll. If you enjoy strategy gamas
revolving around empire building,
than Gﬂ% are the people for you.
Clear text and illustration graphics.
Good value for money.

APOCALYPSE

Producer: Red Shift, 48K £9.95
‘Apocalypse’ is a game of nuclear
devastation. It's a long two-sided
load and a game for 1-4 players, It
can take batween four hours and
four years 1o play and if you outgrow
the scenario, Aad Shift have others
toadd on. A large selection of maps
allows the action to take place

anywhere and at almost any period.
You set up the ampires, thair
centras, their armies and weaponry
This is a very llexible game of real
war stratagy which should keep the
addict going for & long, long time.
Very good value.

AUTOCHEF

Producer. CCS, 16/48K £5/£6.00
You have a million in capital and
must increase this to 25 million in
the shortest possible time. The
problems you must cope with
include wary shareholders who are
watChing your every move,
as8essing your performance and
who may even force you to resign if
you're not doing well. Inflation, a
sluggish economy and coplous
strikes are other problems you will
face in this lively strategy from CCS,
It's all very well eating fast food, but
how fast is the money?

BARON .
Producer: Temptation, 48K £5.95
Authar: Simon Mansfieid

The game |s for 2 to 4 players and
takes you back to mediaval times
(apart from one noted
anachronism). At the start of the
game each player is awarded a
castle, lands, workers and maney in
the form of ‘dubloons’. The object is
to plant your acreage, feed your
workers, hire mercenaries {and feed
them), buy them weapons and raid
your neighbouring barons to take
maney, slaves and land. Slaves are
useful bacause they do as much
work as your workars but only eat
half @s much food. The weapons
your mercenaries carry depend an
what you spend and can include
lasers (7} There are natural disastars
to contend with like plague and rats,
and if you feed your workers
generously they'll give birth 1o
babies. Games of between 5 and 55
moves may be pre-salected. the

winner being the most powerful
baron at the end of the slectad
number of moves. Thare are na
graphics to speak of and the
response times are gquite long,
Overall CRASH rating 48% if you're
in & group. BASIC,

BRITISH LOWLAND

Producer; CCS, 48K £6.00

Author-K A Walls

I you've ever thought about putting
the British car industry back on its
feet, here's your chance! You are the
Chairman of a small sports car
company, and by careful
management you must accumulate a
bank balance of £1.500,000. At the
start you are presented with a bar
chart showing the last 8 months
production, histogram showing days
lost over [ast 6 months, a status
report, and a bank account and
profit/loss account for each month,
From then on a monthly option
menu allows you to: open a new
production line, close one, raise the
prices of cars, lower them, or
continue on with the other problems
in hand. These includeannual pay
neggotiations, industrial injury, a
wide range of union demands like
longer tea breaks and shorter
working hours, and discipline
problems like pilfering. The game
offers a wide range of strategic
options and takes into account tha
morale of your workforce if you are
too autecratic. Good, clear text
graphics back up the well thought
out program

CORN CROPPER

Producer: CCS, 48K £5.00

Okay cornbalis, timeto gel 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 aye on the bank balanca.
Woeather plays an important part,
and as usual with these games lile
just ian't a doddle. Good, clear and
colourful graphics.

DALLAS

Producer: CCS, 48K £5.00

The name of the city has become
synonymous with oil and JR. Tha
object is 1o take over the Ewing
Empire or be taken over by them if
you lose. A map of the Dallas area is
divided into & 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
successiul you are the more likely
you are (o be hit by sabotage and
other disasters. Oil prices lluctuate
all the while, affecting your
revanues. A good strategy game on
the whole, although the random
elements do seem to intrude too
affectivaly.

DICTATOR

Producer: DK Tronics, 48K £4.95
One of the best early games from
DK. You've just become President of
Ritimba, an equatorial banana
republic, Your ml{;n will be brief and
unenviable. How long can you
survive your greedy and hated secret
palice, bullying army, irritating
guerillas, bathersome commies,
snot-nose landiowners and revolting
f"‘“ nis? Money may be borrowed

rom the Russians or Americans (it
they feel like it). As the game
progrésses the options run short,
Can you make it to & weaithy exile or
will you die at your post?
Recommended,

m@m:mjmnm uhln],'vmum in machine code

Write your own machine code adventures
DAL Lndalot s s vt

which allow

o

FOR THE 48K SPECTRUM AT £14.95

Now available in W H Smith, and from many
computer shops nationwide, or direct from us by
post or telephone.

m&:mﬁpmyﬁmbﬂfﬁdﬁuﬁgk-yﬁdwdﬁmrmﬁ
ldvumuuujmpuintquaﬁry:ummynwilnlnle at the moment without
Uﬁll!lmﬂluld.ﬂﬁnnl}'ﬂun}mumyuut:wnﬂmzm Im:nl‘.iu.ns,
describe them and connect routes between them. You may then fill them
mlhol:]uumdpmlnlumuf}rwcl'lmuﬂamstmﬁl}murm
}Fﬁumljaltuam]npﬂimt“ﬁth:n}rudinuwitl:ijmsrmmofﬂu.
Apnnfmnuladvumu:mr]nu;tdtowfm]mummpiﬂion.

SAE for full details of our range.
Dealer enquires welcome.

When you have done soTHE QUILL will llow you to produce acopy of - GILSQIFT ~ Credit Card Order line
your adventure which will run independently of the main QUILL editor, ;';r‘:;“"'mm ®0222 41361 Ext430
t0 that you may give copies away to your friends. South Glamorgan E
M@miﬁpmﬁllﬂlwﬁhadmutdwlmhimnmikahWﬂn}r CF6 8LE i\gﬁ
up-a:tof its use in writing adventures. (0446) 732765

— = T —— —— " g S — e, — —

&

63



EVEREST ASCENT
Producer: Richard Shepherd, 48K
£8.50

You have 20 days to reach the
summit of Everest, starting off with
limited funds {money comes in from
sponsors if you seam to ba dain

well, but it isn't credited to you i
you've lorgotten to buy a radia). You
must hire Sherpas with homaly
names and varying strengths and the
habit of deserting you if you're not
fed properly. Their equipment and
supplies are expensive and they eal
like horses, Neat graphics and the
familiar prompt menu for buying and
moving about, It takes some getting
into and early expeditions usually
last a short time until you realisa
what's needed most. A good

average

BANGSTERS!

Progucer: CCS, 48K £5.00(1)
Author: P Boulton

The object of this amusing game is
1o become top dog of Spectral City. i
You're gang leader up against 4
other rival gangs trying to own the
city through operating speakeasies,
distilieries, casinos and brothels.
This can be done by buying up
various joints, raiding those of your
rivals, bribing the appropriate
authorities, assassinating your rival
gang leaders and generally carrying
on like an utter rotter. The success
of your gang will rely heavily on thair
numbers, equipment and maorale, all
of which must be carefully
regulated. The game follows tha
traditional strategy formula of option
manusand results. The Moral
Majority are unlikely to approve!
Good value, Overall CRASH rating
58% Offers 9 skill levels. BASIC.

GREAT BRITAIN LTD

Producer: Simon Hessel, 48K £6.95
You ara Prime Minister of Greal
Britain and your aim is to stay in
powar as long asyou can. Having
chosen which party you wish to
represent you are presanted with the
stale of the nation, the rate of
inflation, unemployment rate,
exchange rale {or the pound and
dollar, your popularity rating,
nation's balance at the bank and 30
on, Factors taken into account are
population figures and relationship
of OAPs to children, number of
compnies in business, tax incoma
from various sources, expenditure
for the previous year,-and the prices
of commodities. The general aim is
1o work towards the General
Election and win it. A highly
complex pragram which takes you
to the thrills of Election Night — and
beyond (if you're a success)
Recommended.

GENERAL ELECTION

Producsr: Buy-Byte, 48K £6.895
Authar: | Wason and D Wolff

The pbject is to win more seats in
parliament than your opposition (it's
a realistic simulation anyway). Thera
are 100 constituencies split up into
five ragions. In each region seats are
graded as Very Sale, Safe, Marginal
or Vary Mnrﬁlnal. Fram tha title card
of Maggie shouting the game’s title,
it's all go. Unfortunately so much of
the game |s a dice-throwing board
game and it's beset by piles of
confusing instructions as complex
asan axplanation of Einstein's
refativity laws. In the end, rather
boring to play.

INHERITANCE

Producer: Siman Hessel, 48K £5.95
This is & two part game. Great Uncle
Arbuthnot ls dead and you inherit
his entire estate, but first you must
prove your financial acumen by
turning £10,000 imo £100,000in 26
weaeks by investing on the stock

can also gambile at the casino or at
the races, Only an completing part
one can you load part two, hare you
have got the manor house plus its
ailing soft drinks factory. The aim is
to find the secret formula for
Paradise Cola and successiully
market the drink whiist coping with
fires, strikes and frauds. The game |s
all text but it moves al a lively pace
and is playable from the star.

JERICHO 2 ;

Producser: Elephant, 48K £5.55

A text strategy game in which you,
asJoshua, have a go gt bringing
down the walls of Jeriche, You are
provided with certain slege
implements like ballistae, battering
rams. lowers and carts, plus 300
men. The arl is to assign men to
particular tasks while juggling with
the necessities of building further
siege an?mm, gathering the
material for them, keeping food
supplies up and attacking the weak
points of the walled city. Unfed men
daesert — it's a tough life.

JIBSAW

Producer: Artic, 48K, £5.95

As the title says, this |5 a compuler
ligsaw puzzle. The program contains
2 pictures, an old steam train and St
George and the Dragon. Both
graphics are very nicely done and
can be seen for a flash during the
Ipading, or an pressing the Help kay,
During play the pictures are divided
up into squares and muddied up.
You use the cursor keys to shuffla
them inlo the correct sequences,
Depending on the selected skill leval
there are more or less squares 1o
shuffle. Our reviewers found the
gamea amusing and difficult at first,
but unable to hold the attention for
long, Overall CRASH rating 47%. A
game with a difference and likely to
appeal to puzzlers.

JOHNNY REB

Producer: MC Lothigrien, 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
inturn is allowed to move some ar all
of his units their pre-ordained
number of squaras, and then use
them to attack. The game is set In
the-American Civil War and the idea
is to capture thae enemy unit's flag,
The'graphics tend to be small to fitin
everything and it takes some time lo
get the hang of how o play, but once
that's done there's hours of fun if
you like war strategy games. it has
proved very popular

LOJIX

Producer: Virgin Games, 48K £5.05
Author: Stephen Webb

This is a puzzle game where the
object is to fit 22 irregularly shaped
pieces into a square shaped grid. On
the left is the blank grid, and to the
right the 22 vari-coloured sh g;}ss,
each identified by a letter of of the
alphabet. To fit a plece you select
the one you want by prassing the
appropriate key, whereupon a black
Gursor dolappears in the grid which
can be moved by using the cursors
to tha cantre of where you want the
shape fitted (this is the grid square
which corresponds to the square in
the shape where its identifying letter
I8 situated). The shape may be
rotatad betore fitting using key 9. It
may aiso be removed from the grid
by using key R, Looks simple but is
likely to take a player a long time to
sort out and if you like these puzzles,
offers good value. Overall CRASH
rating 53%. M/C.

LDST

Producer: Virgin Games, 48K £5.95
Auither! John Hunt

Lost is a graphics survival adventure.
Youare lost in a forest clearing,

market and the Metal Exchange, You

(31}

surrgunded by mountains with only

5 days supply.of food, There ara
animals and snakes which pPop up
now and again and may be Killed il
you're guick enough off the mark —
or they may get you, A complex list
of graphic symbols at the start teils
you whal you are seeing, fruit treas,
caves, water, sattlements elc. You
can move 4 characters at a time, but
this allowance decreases over poor
terrain. Weather plays an impartant
role and between each move the
weather forecast is displayed: Thisis
bullt up so slowly it randers the
game almost unplayable after a few
minutes. Colour, graphics and
sound are all quite weall though out,
but in the end it becomes more
baftfling than enjoyable. Keyboard
response is poor, no joystick option
general rating: average. CRASH
overall 57%. BASIC,

PARAS

Producer: MC Lathiorien, 48K £5.50
If you enjoyed ‘Redweed’ or 'JoRnny
Reb' then you will lind Parasa
suitable follow up. The object is to
bring the war o a swift close by
destroying the enemy’s line of
communication — a bridge. To do
this your 15 men are dropped behind
enemy lines, Thay may be equipped
with 5 differant weapons and an
unlimited number of grenades. As in
the previous war games each man
may be moved according to a strict
table of squares allowed, and then
allowed to fire betore the enemy gpt
their turn. Unlike the 2 previous
titles, Paras has far more
complexities bullt in and will provide
endless fun for war gameaddicts.
Bright graghn:a. but many symbols
to digest. Good instructions
enclosed on a leaflet,

PLUNDER

Producar: CCS, 48K £6.00

Author: D G Evans

Plunder is a pretty massive strategy
gama wheare you lind yourself in
command of a British Galleon with
the object of stopping the Spaniards
from running gold from the New
Lands to Spain. There isashort,
medium and long game option with
J skill levels for sach. The screen
gives youa high resolution map of
the Morth Atlantic, divided into
squares by a grid. You move your
ship about with the cursors, seeking
engmy galleans, troopships and
battleships. If one is encountered
you may attack or retreat. Attacking
gives the option of firing or boarding
or bath. Firing on & galleon may be a
mistake — if it sinks then you losa its
gold. Depending on your battle
success the morale factor of your
craw goes up or down. Thare are
several ports open to you which
must be entered via an arcade style
sequence for docking. In port you
may take on axtra crew or wea ponry,
have repairs made, buy food, jewels
oropium, or sell if you already have
any. The display informs you at all
times of the gold stopped, goild
acquired and spent. waather
conditions (which atfect finding
enemy shippping), number of
viclories, men lost, ships sunk and
s0on. The length of the game Is
determined by the number of moves
¥you make, and these are also
displayed. Allinall, an entertaining
game, but one that can become
repetitive with playing.

PRINT SHOP

Froducer: CCS, 48K £6.00

Another standard from CCS in
which you get only 12 weeks to
make the profit which will stop the
bank from ¢losing down your |
printing business. Work scheduling,
staffing, purchasing and estimating
to clients for their work are aimed to
teat your business acumen to the
hilt. Each month you receive a
balance shee! 1o see how well you
have done. This is a text game with
aption meanus.

PRIVATEER

Producer: MC Lathiorien, 48K £4.50
It's a good price but reflects the fact
thal this'is an updated ZX81 program
and looks like il. A 3-phase naval war
gama which gives you command ol a

oyal Navy ship lighting French
Privateers. Ui is a suitable game lor
an introduction into the whole batile
strategy area, but too simple for
hardened veterans.

RED BARON

Producer: MC Lothlorien, 48K £5.50
This is a real time simulation of
World War | plane to plane aerial
combal with you, as the pilot of a
Sopwith Camel, pitted against air
aces of the German airforce. A main
manu offers & options; Enemy plang
spotting, which at length shows you
what an enemy plane is doing
1grl!lui;ﬂ'lh.:ﬂllj.n-, Training Night, which

amiliarises you with the controls
and graphic display: Laval of play —
thera are 19; Campaign game, in
which enemy planes are sant up
against you; Design your own game,
whera you can alter the
specitications of the planes and
plots; and Quit. The main problem
with what might be a really good
game, is that the cockpit view |s very
disorianting. If an enemy |s behind
YOou, ¥ou gel a view over the back of
your plane, which doesn't seem vary
realistic — it's almost as though you
were fiying backwards, or sideways
if you look left or right, Controlling
your aircraft takes some getting
used to and the real time element is
likely to put off shoot em up addicts.
However, for those who enjoy
simulations, this one represents
fairly good value for mo nEy,

REDWEED

Producer: MC Lothiorien, 48K £5.50
A scenario borrowed fram H G Wells
puts you in charge of London's
defence against the invading
Martian war machines, whilst semi-
sentient Redweed threatens 1o put
your units out of action as it grows
across the map. You have many and
varied units from heavy artiliery 1o
flamethrowers (used against the
redweed). Your enemy is three war
machines and your task is to out
think them. Small bul elfective
graphics and a menu driven game
where you and the Martians take
Enuﬂums ina very civilised manner

iftean skill levels 1o test your
tactical abilities. Good value for this
popular game.

——



REFLECTIONS

Producer; Artig, 16K £5.95

Author: Brian Nesnan

This is an original strategy/puzzie
game where you must move a torch
arcund the edges of a 12 by 12 grid
and discover the locations of
Invisible mirrors by seeing where the
torch beam is reflected. You can
salact between 10 and 39 mirrors. If
the beam is reflected when fired’
you may then elect to guess the call
in which the mirror is placed and
then its angle. If you are wrang you
lpse points and you spend a point for
every firing of the torch. The
graphics are simple bul effective and
it raguires quite a bit of thinking
Likely to pall with mueh playing
however. Overall CRASH rating 50%.
M/C.

ROMAN EMBIRE

Producer: MC Lothlorien, 16K £5.50
In this cast of thousands it is the first
century BC and you are the

Emperor. (A working knowledge of 'l
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-
trainad) with your 80,000 men. There
are nine ganerals on your side,
including yourself, and 18 legions of
5,000 men each, The ideais to build
uparmies from the mean, appaint
generals and launch campaigns to
persuade the barbarian hordes how
wondearful life under the yoke can
be. Three levels of ditficulty.

SAMURAI WARRIOR

Producer: MC Lothlorien, 16K £5.50
You are a Samurai warrior living
during the Kamakura period in
Japan (1185-1333). There are no
bonus points for killing Richard
Chamberlain, but there are for
defeating your opponents and
surviving into old age. You can, of
coursa, commit Seppuku if you
would rather. Up against you are six
groups of bandits and nine othar
samurai of differing abilities, any of
whom may be superior Lo 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 Gamues, 48K £5.95
This can't go under an 'arcade’
haading and should probably be
consigned 1o the dustbin anyway.
But if anything does coma into this
game itis a touch of strategy and a
hell of a lot of luck, The object is to
get your electronic collie dog 1o hard
8 load of sheep into a pen and
prevent them drowning or chomping
the crops. it's all incredibly slow and
ladious to play, and very BASIC

SHIP OF THE LINE

Producer: Richard Shepherd, 48K
£6.50

Youan officer in the Royal Navy or
the 17th Century, in command of a
ship of the line in the Mediterransan,
and the object is to do battle with
ather ships in order to win favour
with your superiors. The shipin
queslion is a cutter with a crew of 50.
Pressing any lmi,' gives you a graphic
view of the sea. |f a ship is sighted
you may engage her or run, Should
¥Ou engage you are told the enamy’s
strength. If you win the ancounter
you may sink the ship or it may
surrender, in which case you win
prize money. All in all a rather simple
and undemanding gama with faw
thrills.

SMUGELER'S COVE

Producer: Quicksilva, 48K £6.95

I's 1753 and you are on a hunt for
Blackbeard's lamous treasure,
hidden in 8 complex of caved on the
north Cornish Coast. The program
burbles away at you in piratease of
the *Argh, Jim lad, me scupper, there
‘e ba,’ type. The top half of the
scraen confaing weall designed and
instantly appearing location
graphics, but the game gets
nowhere, Il seems impossible to get
bayond the first few locations and
then it ceases to be any fun.

SPECTRUM SAFARI

Producer: A J Rushton, 48K £5.85
I'va been told that this game Is now
marketed by C D 5 Micro Systems,
but they haven't confirmed that yet.
Inany event it is a jolly and original
mixture of arcade bits with
text/graphics adventure which
should keep you on your toas unlass
you're 8 DAD purist. The (dea s to
take your party of stranded
explorers across anisland infested
with highly intelligent wildlife with
univarsity degrees, and besat with
natives who want to barter away
their food and men to replace that
aaten by the men or the intelligent
wildlife. Once you have visited a
village it disappears forever,
presumably wiped out through lack
of resistance to some vile white
man's diseasa, but it teaches you
caution in your bargaining, If you'ra
getting short of explorers (lives) in
your party. Losing tham all means
death to the player. The main object
is to find the only boat, buy it and
sail away from this Magnus
Magnusson madhouse. Every animal
encounterad has some problem for
you;, sometimes iis an arcade style
situation, sometimes they want to
Know the answar (o a difficult
mathematical problem. If you faila

member of your party gets eaten.
Mice clear graphics and a veritable
MGM musical score makesthiza
vary anjoyable game.
Recommended.

SUPER SPY
Producer: Richard Shepherd, 48K
£6.50

Cross and recross the world in
search of Dr Dealh’s secret island
lair. Full of coded messages and
puzzies, mysterious packages,
waitresses, hotel managers, taxi cab
drivers and the like. Be wary of
parcels and flowers thal explode and
watch out for Dr Death's horrid little
midget. It could be a lively and fun
game lo play, but in the end it satties
for mere confusion which tends to
wear the player down. If you like this
type of game, probably worth it

TIMEQUEST
Producer: Midrogen, 48K £6.95
This is a game in which you must
find the pieces of your craft which
have been scattered throughout time
owing 1o gn accident in warp-space,
Thorughout your guest you must
defend yourself from the inhabitants
of thal time, such as a bunch of
ARoman soldiers in 137 AD. The
screen displays your attackers,
Weapons you may pick up, and the
salvagabla bits of your craft as wall
as yoursell. To the right is a status
table and below a series of text
options which are activated by
gr&sslng the desired initial letter,
hese options allow you to move
across the screen, choose the
direction, and attack, pick up,
change weapons and so on. The
game has very limited graphics and
is neither arcade nor really an
adventure. It claims to be in real time
{aclock ticks away with every move
made) but as it's staged across eons
of time this is scarcely possible.
Poor. Overall CRASH rating 33%.
BASIC,

VALHALLA
Producer: Legend, 48K £14.95(1)
Valhalla is much too lengthy and
complicated togo into in a brief
raview. It boasts the best animated
graphics in an adventure yet,
numerous locations, lots and lots of
intar-reactive characters who carry
on with or without you, and kill each
othar off all over the place. Interrupt-
operated text input allows you to
type in commands while other
actions are taking place and the
program accepts quite complicated
sentences. There are six separate
but linked quests, although much
fun may be had just living lite as it
comes in Valhalla. Accompanied by
an excellent book which tells you all
you need lo know in fo-nonsense
language. Expansive bul worth it,
although there were mixed feslings
about the ultimate value of the
gama's central objectives. OVerall
RASH rating 82%. M/C

SMUGGLER

Producer: CCS, 48K £5.00

Author; P A Hainsworth

The inlay says that skill, inspiration
and calculated risk are the main
ingredients of success. Five levals 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 £250,000 by
smuggling goods In from the
Mediterranean (avoiding Ships of
the Line). Factors to juggle with
imclude crew costs, commodity
costs, port dues, maintenance costs,
size of vessel and how farit can
safely travel and at what loading.
Random elemants include the
weather, which may sink your vessel
or run it aground, and there are
always the priates to watch out for.

TYRANT OF ATHENS
Producer: MC Lothlorien, 16K £5.50
Another text strate ? y game: from
Lothiorien. It's tha filth century BC
and Athens is beset by hostile
armies and flests from other
powerlul Greek slates as well as the
Persians. All you have 1o dois
survive long enough o turn Athens
into the most feared state in the
Maditerranean by building warships,
training troeps and fighting battles
by sea and by land. No mention of
democracy here, and philosophy's
strictly for the cissies. Not one of
their bast games, bul reasonably
playable.

WARLORD

Producer: MC Lothiorien, 48K £5.50
This might be seen as a sequal o
'‘Samural Warrior' as it iz sel in the
same country and the same pariod
of time, You rule a small coastal
village which supporis itsell by slave
labour and by raiding other small
villages. In turn your village may be
raided by other villages or by the
pirates off the coast. Thisisa
considerably expanded game
compared 1o ‘Samurai Warrior’
Menu options allow you to train
troops from your villagers, set some
aside for land cultivation, hire
mearcenaries, attack pirates, rald
other villages, hire samurai and bulld
ships. Text only game. Average fun.

ADVENTURE GAMES

Advanture games coma in all sha
and sizes They are texi-oriented,
although graphics are often added,
somelimes for a pretty effecl,
somelimes as an Integral parl of the
game with clues not in the text. Thera
are also an Increasing number ol
'Hraphlt adveniures’ which combine
the adventure format with arcade style
graphics. They are all linked by the
common theme of a quest, a search for
some objest or aim through many
locations.

ABYSS

Froduecer: CCS, 48K £5.00

In a hidden gorge through the
Mountain of the Golden Lion, lies
the forgotten ABYSS. But brave and
foolhardy adventurers like you
somelimes strive to oross it. their
sole aim to destroy the many evil
maonsters that lurk in the shadows,
wailing for the next maal to come
strolling across the many bridges in
the ABYSS5. Scenario over, the game
beging The screan presents you
with a yellow grid. each crossing
point being a lurking’ place.
Movemeni is donea by the cursors
until you encounier a monsier
Thesa tand lo offer you a8 range of
problems, like the Ogre who can't
get his sums right—can youin 15
seconds? Or the arcade sequance
where you must hit five falling

. spiders before they reach the cave

fioor. Added dangers are creaky
bridges that may collabpse under
you. By no means a traditional DAD
adventure, but certainly one for
quick thinking swots with '0° lavels
to pass! Good value for the price and
not at all easy.

BLACK CRYSTAL

Producer: Carnell, 48K £7.50

A mammath undertaking and ona of
the earliest "big adventures. It
features graphics filling most of the
screen, showing a map ol the
various landscapes. Choose what
character you want to be and than
wada in to fight the monsters. Far
too complex to do justice toin this
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space, but if you are to play it set
aside hours for contemplation of the
book (or novel ona might say) which
explains everything. Indeed, you are
recommended to save the game at
various stages and think over the
day's events belore plunging in.
Recommendad.

BYTE

Producer: CCS, 48K £5.00(1)
Author: O&S Ben-Ami

Thisisa text-with-some-graphics
adventure, wherae the battle field is
the depths of a 3D maze in which
various computer components must
be located to bulld your own
Computer. They may be lying about,
they may be hidden and ganerally
they are defended by all sorts of
elecironic monsters you must defeat
to remain alive and progress. The
saven skill levels are neatly
categorised by the sophistication of
the computer you want to build,
aach having its own strength
characteristics. Batties with the
monstars may take the form of
mental bouts like spelling tests or
maths questions, or they may be
physical whera, lor instance, you
may nave to do semi-arcade batties
with cross bows or swords.
Graphically the text is pretty clear,
but the inputting of commands is
rather irritating and there's too much
reverse flashing going on which tires
the eye. Medium fast response
times. Overall CRASH rating 58%,
average. BASIC,

CAMELOT

CCS, 48K £5.00

Author: C Chapman & G Brooks

You are Arthur Pandragan. banishad
from Camelot by the wicked Black
Knight, but an unknown ally has
loaned you 50 bags of gold pieces.
You must travel around and collect
seven items that are hidden in
various countries. Three baazars
exist where you may buy items 1o
help you, and there are other items
hidden thai may help you overcame
problems. Thie object is to collect the
seven items and re-enter Camalot to
be crowned King. Thisisa graphics
advanture where you mave Arthur
and his band of warriors around a
map by using keys N,S,E.W, At each
slep the scene cuts to a graphic
representing castles, towns and
ditferent types of landscape. In each
thera is some problem to overcome.
like & band of brigands whom you
may fight or fiee, Battle strength and
heiptul objects already collected
help determine the outcome. Should
You win there is a search option for
more useful items. The graphics are
bright and claar, response times are
fairly good and this uncenventinal
adventura might well make an
attractive change from the usual,

COLDSSAL CAVES

Producer: C P Software, 4BK £7.95
Author: Abersoft

Alsknown as Adventure 1 by
Abersoft, this is a traditional styla
adventure where you must find the
treasure [aft 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 avallable on
command. The gamae is strictly texi
only and uses repaat 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 (o complate satisfactorily
One of the classic computer
adventure games. Recommended
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DEVILS OF THE DEEP
Producer: Richard Shepherd, 48K
£8.50

A 3D graphic adventure where you
move your undersea diver along the
sea bed avoiding electric eeis and
crabs, collect useful itams like
harpoon guns and harpoons, knives
and compasses, and try lo collect
the treasure hidden somewhera.
There are 100 screens to be
traversed. The idea is a good one but
the graphics are unifispiri ng and
very, very slow. Long load and
minutes to wait if you are killed
before another game may be played,
Balow average.

DUNGEONS OF DOOM

Producer: Tamptation, 48K £5.85
This is meant to contain two games
—either you enter and progress
down through the dungeans, or you
start al the bottom and try to get out.
I thought that it was generally the
case with any advenlure. It's maant
to be a graphic adventure,'but the
graphice ar restricled to black on
green squares reprasanting the
room you are in and the ones near to
it. Monstars appear in text only and
seem dispiritingly easy to kil off.
Slow responses and few thrills make
this a beginners-only introduction
game.

ESPIONAGE ISLAND

Producer: Artic, 48K £6.95

Artic have produced five text nnJE
adventures to date, letiered A to E.
This is 'D'. Despite or because of, the
lack of pictures, all their adventures
ire dripping with verbal atmosphers.
They contain endless locations,
options, puzzles to solve and are
never afraid of the most obscure or
most obvicus of selutions. Alwa ¥s
excallent valua. In this game you are
on a reconnalsssance flight to spy
on an enemy island when you are hit
by fire. The adventure begins in the
plane as it plunges earthwards.
There are many tangles with thea
parachule belore you reach the
ground — just grabbing it and
opening the fuselage door results in
a nasty red mess on the ground!
From thera on you must make your
way o the heart of the enemy
stronghold, secure information, and
return to your aircraft carrier in
disguise, avoiding being shol by
your own side, Biggles lives again!
Clear writing and fast respanses
combined with a variable element in
replay, make this a very worthwhile
buy. Save gama feature.

FAUST'S FOLLY

Froducer: Abbex, 16K £5.95

Faust's Folly is buried somewhaere in
this congenial game with fast
response times and some graphic
additions. Once you have sorted out
the vocaband found the entrance 1o
the underground complex, it's a
matter of the correct implements
being picked up. The computer tells
you that it isn't vary intelligent
(whatever Sinclair may tell you) and
it may not know which way |s which
without a compass to help. In almast
any location you can go in eight
directions, so don't get lost. Var ¥
good for 16K.

GHOST TOWN

Producer: Virgin Games, 48K £5.95
Author: John Picklord

Ghost Town is a pretty accurate
copy of Phipps Associates’ ‘Greedy
Guleh', but it's nowhere near as
much fun. There's the same old
empty lown with a sequential map '

ghowi nﬁllhe locations of the various 7 .

establishments where useful items
and information may be found to
help you locate the gold mine in the
desart. Once in the desert there
don'l seem to be any graphics worth

speaking of. At least the text is nicely

written and the response times are
very good. But if | had to choose it
would be 'Greedy Gulch'. Overall
CRASH rating 43%. BASIC

p i

GOLDEN APPLE

Producer: Artic, 48K £6.95

Author: Simon Wadsworth
Adventure 'E' is the latest from Artic
and fts title card explains this 1exi
only adventure very well — a large
mansion, & ship and a mountainous
istand in the distance. Looks easy
until you start. The object is to find
13 secret objects, lind 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 | musn't give any
secrets away. Absorbing!

GREEDY GULCH
Producer; Phipps Associates, 48K
£4.95
The town of thatitle is a ghost town
set in the Wild Weat, deserted now
the gold workings have run out. But
there Is 8 mine out in tha
neighbouring desert which still has a
tortune tucked away. The problem is
to find the right map, get something
to carry water inand fill it, find a gun
for protection and then get to the
mine and back. Whilst not a
massively demanding adve nture, it's
certainly an absorbing one. The
gra phics show you the map of

reedy Guich Itsell, or parts of it,
with some location graphics in the
desert. There are several m ysterious
appearances by someone you anly
see oul of the corner of your aya.
Some problems are simpler to
overcome than you might supposa
=—confronted by a crevass and
carrying a plank which wouldn't
bridge it, jumping across solved the
problam! Good value,

GROUCHD

Producer: Automata, B4K £10.00(1)
Author: Piman

The full title of this ditty is, 'My Names
Iz Uncle Groucho You Win A Fal
Cigar,” but that's much to long lo
ever repaat again! Like their famous
Pimania, the object is to wade
through a drug-induced landscape
of weirdness and insanity, which is
supposad to represant America, in
the company of Groucho Marx and
his companion the Piman, discover
the secrat identity of a famous
Hollywood star which is hidden in
the game, and then win the fabulous
prize of a trip 1o Hollywood to meet
the star in question. fiying out on

S,

Concorde and coming back an the
QE2. A rags to riches story for
someong. Entries before 1 June.
Naturally, you've got to be solid
bonkers to get it right, and a
pimaniac to boot Good fun despiie
the slow response times. Excellent
graphics and sound. Overall CRASH
rating 67%. BASIC

HOBBIT

Producer: Melbourne House, 48K
£14.95

To date the great adventure, based
on the famous Tolkien novel of the
Same name, which is includad for
the price. Thiz game has a largish
vocabulary and allows sentence with
link words. Artificial intelligence of a
kind enlivens the action as the
characters continue thelr lives
repardiass of what you do, It's
possible to inter-relate with them 1o
some degree, depending on their
feslings towards you. Some even get
killed without you knowing about it
until you stumble across their
bodies! I've forgotten what the quest
I8, but it's hardly important —
playing the game |s. Very long and
totally absorbing. A classic.

HUMMER HOUSE OF HORROR
Producer: Lasersound, 48K £7.00
Clouds obscure the moon and you
are along in the dreadful house — or
are you? No you are not alone,
there's the mad Chinese cook in the
greasy kitchen for a start off, plus
imps, ghouls and things that go
bump in the night. Every room is
seething with something or
somecne who wants you to pass
something on to someone or
something. Simple 3D graphics try
te anliven the rather ponderous
pace. Avarage fun

INCA CURSE
Producer: Artic, 48K £5.95
This is adventure 'B’, wel| up to
Artic's usual standard of text only
iarnea. You are in the South
merican jungle, near an, as yal,
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 im portani
Recommended




INVINCIBLE ISLAND

Producer: Richard Shepherd, 48K
L6860

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 Chumiey
whao gaid, 'First find the sevan
parchments of Xaro', He was never
heard from again. Now it's your turn,
Programs from this company always
seem 10 take an age to load. When it
has you are presented with a nice
clear text and neat location

graphics. Reasanably 1ast

responses.

THE ISLAND

Producer; Virgin Games, 48K £5.95
Author: Martyn Davies

Apparently you live in a clutch of
South Sea lslands, ane of which
conteins gold. Find the map, find the
correct island and get rich quick. A
maostly text adventure with arcade
sequances (o add to the flun—that's
the idea—the reality is something
gise. It's had one good review we've
sean, but goodness knows why! This
isn't & real adventure at all In the
proper sanse. You're led by the nose
along the correct guessing path until
you and up with an impossible
arcade sequence which demands
you sail your ship through a rock-
infested sea, Deviation from the
author's intended path results in
tarminating the game. Excellent
response tiems to nowhere. Sorry,
It's rubbish. Overall CRASH rating
below 20%. M/C.

KNIGHT'S QUEST
Producer: Phipps Associates, 48K
£5.85

Which Micro's reviewers got very
angry aboul this game, because it Is
written in BASIC. Lots of adventure
games are written in BASIC and ara
very good, if a little slow at times.
The piot of Knight's Quest iz a little
thin and unoriginal however, a
forerunner of their much battar
games. Some locations are simply
lustrated with small graphics and
thera are the usual assortment of
spells, weapons and monsters. Not
all bad by any means.

MAD MARTHA

Producer: Mikrogen: 48K £6.85

To prove how much fun a BASIC
writlen adventure can betry this
little dormestic ditty. As hen-pecked
husband, Hanry, steal your wife's
maney, creep out of the house
without waking baby ar tripping over
the wailing moggy, and have a night
outon the town at the casing and
other similarly Unsavoury Places,
The problem is that your wife, dear
Mariha, is an escapes from Friday
the 13th Par Six :%ﬂ & homicidal
manisc with an axel Good
vocabulary and an invariable
program that resambles a8 word
maze. Getting things in absolutely
the correct order is the name of the
game here. But if you are too clever
there are very tricky little arcade
sequences included. To purists
these be upsetting, but they do
liven up the adventure, If you have
tried Mad Martha and enjoyed it then
try ..

MAD MARTHA Il

Producer: Mikrogen, 48K £6.95
Much the same mix as before,
axcept this time Henry, Martha and
son are on holiday in Spain. Martha
has a half-cousin, a waiter called
{wait for it) Manuel. Martha sets out
on a bus tour with her son, leaving
Manual o keep an eye on Henry,
who has a secret rendezvous with a
Spanish penpal. Henry leavas their
haotel with Manuel hot on his trail,
Features a bull fight with Henry as a
the star attraction, Not to be missed!

MAGIC MOUNTAIN

Producer; Phipps Associates, 48K
£4.95

Seek out the Scroll of Wisdom in this
text advanture with location
graphics. There is the usual
assortment of items and monsters,
baffling puzzles and sudden deaths
through Inexperiance, Reasonable
graphics and medium fast responsa
times. An average effort.

MINES OF SATURN

Producar: Mikrogen, 16K £5.95
Includes part two — Feturn 1o Earth.
You're making a routine orbit of
Saturn when a radiation storm
forees you to crash land on one of
the moons. Luckily you come down
near an abandoned mining base,
Now you must set off in search of Di-
Lithium crystals to refuel your
standard ship. ‘Return to Earth’ gets
you back in space and la nding.on an
abandonad and damaged space
station, looking for a means of
communicating with Earth, Both
adventures are very standard, with
not many locations and irritating
random elements over which you
have no contral. The games lack
atmosphere and will not accept
abbreviations making you type
evarything out. Tadious.

MINES OF MORIA

Producer: Severn, 16K £4.95

The Mines of Moria are the ancient
home of Durin’s folk from Tolkien's
Lord of the Rings. Long desarted,
the mines contain old hoards of
jewsls and gold, guarded by the
ancient and evil terrors of @arlier
ages. You're insida — the problem is
getting out alive. Monsters include
Trolls, Orcs, Balrogs or Wargs.
Doors can be opened by lorce,
spalls or bribery of the door wards.
Spells can be bargained for from
wizards, and traders sell you wound
olmtment. Control is by the cursor
keys, you can gg up and down or usa
a warp which transports to other
locations on a random floor. Watch
out for the two-part load. The game
itself is a mix. The screen shows you
a plan of the floor with a list which
lets you know the level you are on
and room number occupied,
weaponry and armorial status,
number of wounds, strength, gold
collected. jewels collected and
apalts available. A line at the bottom
informs you of what's going on and
asks whether or not to fight on
meeting monsters. Rooms visited
are plotted on tha map, showing
monsters ancountered. It becomes
difficult to manoewvre after a while.
A reasonabla game.

THE ORACLE'S CAVE
Producer: DORIC, 48K £7.95(1)
Author: Chris Dorrell
Uising the classic D&D format, this is
ananimated graphics adventure.
Yiou must seek the entrance to the
caves inwhich you are trappad,
collecting 40 units of treasure on
your way, You must also collect
treasuré guarded by four special
monsters, The Mummy, The
Centaur, The Fiery Dragonor Tha
Black Knight. With each game the
layout of the caves is randomly
generated to make each play
differant from the last. Commands
ara antered (n resonse 10 8 menu of
limited options which allow you to
move, rest, explore, use (a carried
article) ar, i in the presence ol a
manster, fight or run. If you elect to
move the menu is replaced by
another offering left/right/up/down,
When 'vou' move there is an
animation sequence which is vary
wall done, expecially the descent of
stairs, The lights are fun, but you
must watch your combat strength
and that of your opponent vary
carefully. Another paint is 1o use the
aexplore facility all the while. The
game grows on you as you begin to

realise its potential, Aeasonable

response times, good graphicsand

guod value for money, Overall
RASH rating 70%. BASIC.

PHARADH'S TOMB

Producer: Phipps Associates: 48K
£4.95

Make yourself rich by plundering a
luxurious Pharaoh's tomb. Phipps
have pul togather a well planned and
sometimes amusing adveniure game
hera, with taxt and location
graphics, which are simply but
attractive. Responses are very fast
and the atmosphere draws you in
again and again. Good value for
money and wall worth playing.

PIMANIA

Producer: Automata, 48K £10.00
There's not much to be said about
Pimania, the game that launched
overnight the insignificant Pi Man to
fame and fortune. The game is
wacky, daft, weird and infuriating by
turns and to date the famous prize
worth £6,000 {plus index linking) has
not bean won. Although it runs on
standard adventure game linesit
takes lateral thinking into the realms
of higher {or perhaps camp) art.
Slow rasponses but that hardiy
matters, Pimania is a disease which
ovarcomes most things!

PLAMET OF DEATH

Producer: Artic, 16K £5.95
Adventure ‘A" finds you stranded on
an alien planet and you must find
your space ship. That's a prelty
straightforward guest for once, but
the route is far from stralghtiorward.
Atmospheric and chilling to play,
you get drawn in by the words.
Planty of hazards lo overcome.

Good value.

QUEST

Producer: Hewson, 48K £5.95

Find @ map hidden in a world
inhabited by grueseme monsters
guarding their territory and various
pieces of treasure. To undartake the
quest in question Tnu can choose o
bea wizard, a clerie, rogue, fighter
or simpleton, each with his own
characteristics and abilities. A splil
text/graphic game, it has a
reasonably wide range of
vocabulary. Generally a very good
game and a traditional format
adventure with plenty of scopa. The
anly serious drawback Is that you
can't play another game. Once
finishad the program quits
permaneantly.

SAS ASSAULT

Producer: Mikrogen, 48K £6.95
In this text and some graphics
adventure you are leading an SAS
team who must recover the Russian
Ambasador from kidnappers balpre
the Russians take the matter as an
act of war. The Russian is being held
ina farmhouse and part one is the
assault. Part two, on the reverse side
of the tape, carries the action
forward with your ratings dependant
upon how well you did in part gne, It
all moves along at a fair pace, with
text descriptions and prompts as to
the weapons you carry and how
many bursts you can fire. When a
situation develops you ane given
lettered choices like 'Go back” or

‘Fire' or ‘Wait'. In between there ara
line drawings and some maps but
maost of the agtion is reported by tha
computer along the "You hit one and
killed him,' lines. Pretty fast
responses, a lively story and
ganura“y nol bad value. Cverall
RASH rating 56% M/C.

SHIP OF DOOM

Producer: Artic, 48K £5.95
Adventure ‘'C’ takes you into space
and on a reconnaissance trip your
ship is drawn by a Graviton beam
onto an alien crulser, Fred, your pat
android, informs you that the cruiser
I8 in search of humanoid planets to
capture slaves whose brains will ba
replaced by microchips. The quest is
to find the computer room and press
the button to switch it off, You want
to be wary in an Artic adventure,
however, of switching off too many
computers should you come across
them. In'Planet of Death' there iz a
computer which you may ba
tempted to disconnect. Doing so will
duml: you into a Sinclair Resaarch
logo

VAMPIRE VILLAGE

Producer: Terminal, 48K £6.95 (1)
This graphics adventure is so
graphics-griented there is hardly
any text to contend with. The village
of Viasdarf lives under the shadow of
the vampire's castle, and as Mayor of
the village you must find volunteers,
provide them with money to buy
aquipment and food, and get them to
help you destroy the vampire
meénace. Usual vampira rules
apply—stakes through the heart, no
Ilyin%_hy day, garlic keaps him at
bay. The screen displays a map of
Viasdorf and the surrounding
countryside with hosts of biack
shapes fo buildings. You contral
your voluntaer by the cursor keys—
he's a small black dot—and you can
send him to shops to buy things (llke
garlic), the boat house for a boat to
cross the river (they drown if they
fall in), the church for holy water,
and soon. The village operates in
real time moving from day to night
with the usual rapidity of all good
horror films! An unusual game with
many other features and reasonable
value for money. Ovarall CRASH
rating 64%. M/C.

VELNOR'S LAIR
Producer: Quicksilva, 48K £5.95
Author: Derak Brewsler

Mo adventure anthology would be
compiete without this oneé. Taxt
only, but fluid, copious text with fast
response times and a sense of
humour that takes some of the sting
from the gruesome tale of lerror
which lurks within the complex of
Valnor's Lair. There's a clever use of
rapaat locations which makes you
think you aren't getting anywhere,
whan in fact you must keep entering
the same command for five or six
sleps. The denizens of this
adventure are a monstrous lot, and
the goblins are tricky indeed, Chose
your character caraﬁ;lly, wizard,
warrior or priest, and watch out for
illusions, which abound. Highly
recommended.




The CRASH HOTLINE is your Top 20 chart of Spectrum software —
S0 make sure you register your vote now! There's two ways you can
do it: either use the Crash Hotline Phone-in {the number is printed
below); or use the postal coupon below and send it to us.

Each month the results of 1}n:.}ur votes will be collated and published
in the next month’s issue of CRASH as the Top 20 programs voted on
by readers.

YOUR VOTE IS EXTREMELY
IMPORTANT — USE IT PLEASE!

p HOW TO USE THE CRASH HOTLINE

Mathod 1
CRASH HOTLINE PHONE-IN. Ring the number below. We have had
to install an answering machine. gftar the recorded message state
your name and address very clearly, spelling it out if nmessag (ifit's
an unusual name!) and then state the five games, with producers’
Ty hames, starting with number 1 down to number 5. Please do this as
‘Quickly as possible.

THE CRASH HOTLINE PHONE NUMBER 15
0584 (Ludiow) 3015

Method 2

CRASH HOTLINE WRITE-IN. Use the couﬁun below, making sure
you fill in all the details very clearly. Pop the coupon in a stamped
envelope and send it to us at the address on the coupon,

DEADLINE

Votes for the next issue must be received no later than Wednesday
29th. February. Votes received after that date will go forward to next
manth's issue,

If you use the phone-in Hotline, you may have to bear with us — jt's
already proving very popular, which means you may well find it
engaged when you ring. Try again later, and if all fails use the write-in
coupon for safety,

[rBE;;H*QE'FLTJE_\';'RE'—E];I_C_O_I_J;E&_ My top five favourite programs in descending order

] Please use block capitals and write clearly!

| Name

| Send your coupon to: CRASH HOTLINE, PO BOX 10,
'LUDLOW, SHROPSHIRE SY8 1DB

A Newsfield Publication

Whether you phone-in or write in, all the names will

go into the bag to be drawn monthly. First out of the
bag receives £10 worth of software of your choice plus
three issues of CRASH for the next three months; and
three runners-up will each receive three free issues of
CRASH for the next three months. (Should you be a
subscriber, then your subscription will be extended for
three months).

Well, here it is, Britain’s first software Hotline Chart com-
piled from your votes! However — a wrod of warning —
due to print schedules this month’s chart has had to be
compiled after only two weeks and, as yet, the system isn't
in full swing. Next month's chart wiil have had a full 4
weeks of vote collecting and will therefore be more
representative. It means that the lower chart positions as
shown here should be taken only as an indication rather
than as gospel!

CRASH HOTLINE SPECTRUM SOFTWARE CHART —
MARCH

Figurae in brackets Indicates last month's position

1 (23) MANIC MINER Softwara ] 28 (=) FLUGHT SIMULATION
Projects Pslon
2 (14)ATIC ATAC Uitimate 30 (-} THRUSTA Sofiware Pro-
3 (710)LUNAR JETMAN Ultimate jacts
4 (37)3D ANT ATTACK 3 (-) SPLAT Incentive
Quicksiiva 32 (43) COSMIC RAIDERS
5 ( 4)JETPAC Ultimate Mikrogan
8 ( 1)ZZOOM Imagine 33 (- Hﬁﬂﬂ?uEFt ATTACK Durrel|
T (33) THE HOBBIT Melbourne 34 (-) CHUCKIEEGG A+F
Housa 35 (-] STONKERS Imagine
8 (-) CHEQUERED FLAG Psion | 36 (-} THE PYRAMID antasy
8 (-) HUNCHBACK Ocean 37 (-) PUSH OFF Software Pro-
10 (16) VALHALLA Legend jects
11 =} 3D DEATHCHASE 38 (-} ORACLE'S CAVE Doric
er:mmma 38 (=) TESTMATCH CA.L
12 | 5)PENETRATOR Melbourne 40 | 9)TERROR DAKTIL 4D
House Melbourne Hse
13 (20} ARCADIA Imagine 41 ~) GAMES DESIGNER
14 (-} SCRABBLE Psion Qulcksilva
16 () BUGABOO Quicksilva 42 (35) PSSST Uitimate
16 =) EETE:.IE STORM 43 (-) ROMMEL'S REVENGE
ulcksilva

Crystal
- PBEL C.D.S.

{~} PHARAOH'S TOMB Phipps
{44) GOLF Virgin
47 (<) IT'S ONLY ROCK ‘N’ ROLL

17 (-} MAZIACS DK Tronics 44

18 [46) JUMPING JACK Imagine 45

18 (-} HOUSE OF SHADOWS 46
Shadow

20 (30 TIMEGATE Quicksiiva K-tal
21 (=) PHEENIX Megadodo 48 (-) COLOSSAL ADVENTURE
22 (13) MAD MARTHA Mikrogen Level 9
23 (26) GALAXIANS Artic 48 (20) REDWEED Lothlorlen
24 (-} CHESS Psion 50 (-} ANDROID 2 Vortex
25 (28) HALL OF THE THINGS
Crystal HOTLINE Winner this month was
26 (-) FOOTBALL MANAGER Ray Blake, Rayleigh, Essex. The
Addictive three runners-up were; K. Warm-

27 ( 6) TRANZ-AM Ultimate

ing, Hants; Scott Vincent, Farn-
28 (72)ZIP ZAP Imagine

borough; Matthew Reid, Londan
WE.
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BE

ONE OF
THREE
PEOPLE
TO WIN
SOFTWARE!

I'm sure lots of you will have
spotted the deliberate (ahem!)
error in last month’s quiz on
arcade game inlay cards.
Question 6 referred, of course,
to an adventure game and not
an arcade game. Just F"“ in to
keep you on your toes!

Anyway, carrying on from last
issue’s theme, let's see how
much you know about adventure
g:mas — story lines and inlays.

nd your answers on a
postcard or in a letter to this
address:

CRASH MICRO QUIz, PO
BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

THE
MONTHLY
CRASH 4
wr

1) If you were seeking the Scroll of
Wisdom,where would you be
looking?

The Ice Giants can be a problem,
but In what gama?

It sq?ys, ‘Loki arrives.” Where are

ou

f you found yourself underneath
Mount Elk and surrounded by
goblins, whose home would you
have penetrated?

Lots of things have been hidden in
‘time and space’, but what did
Automata hide in thera?

If you think of yourself as a Super
Spy, exactly who do you seak?
Henry and his son Arbuthnot have
appeared twice — but what's the
name of the waiter?

If you found yourself in the Ring of
Fire, what would you be on?

In The Sorceror's Castle, you might
bump into its owner. What's his
nama?
Tolkien's Lord of the Rings is often
taken as a basis for the adventure
idea. Name two games associated
with the story of its heroes,
Name the hit pop group who have
turned Automata into a household
name.

2)
3)
4)
3)

6)
7)

8)
8)

10)

11)

Entries must be received by last
post, Friday 16th. March. The
first three correct entries drawn
from the bag will each receive
£25 worth of software of their AL
choice. Results and answers will
apear in-May's issue. f

LOOK OUT FOR
NEXT MONTH'S
CRASH Quiz!
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YOUR PLANET NEEDS YOU!

Train to save Civilisation by
Subscribing to

CRADH

@ Get yourcopy
ahead of the crowd

® Subscribers’ Discount-
50p. off each

Crash Micro Mail Order
software item.

®UK: 6 issues £4.80 (post free) 12 issues £9.00 (post free)
® Europe £15 (12 issues postincl)
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Krakatoa

Producer: Abbex
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Paul Reynoilds

First shown at the December
ZX Microfair, Krakatoa grab-
bed the attention of most
passersby because Its
wealth of detail is amazing.
There's such a lot going on.
And there’s a lot to do in the
game, most of it neatly
shown in the excellent demo,
which runs automatically
after loading and between
games.

Your task as a chopper
pilot is twofold. A tanker is
sheltering in the bay from at-
tacks by V1 missiles and
submarines armed with
torpedoes. Across the bay
the dormant volcano (hence
the title) has come to life and
is threatening to errupt. You
must try to rescue as many
people from its threat as
possible. Your helicopter is
equipped with a machine
gun, depth charges and a
rope fnrraa::uin? people. The
game starts with the chop-
per on the ground on the heli
ﬁad beside the workman's
t. When your fuel gets low

and you return to the heli pad

to refuel and re-arm, the
workman dashes out and
does it all in a very busy
animated sequence. On tak-
ing off, you pass out over the
bay and reach the massive
tanker. It's crew start to leap
overboard as soon as the
enemy do them damage, and
50 pose another problem for
you and your trusty rope!

Beyond the tanker is open
sea, full of enemy, and the
Volcanic Island with its
hapless inhabitants. The
screen shows all this in pro-
file, sumlling as it goes.
‘Scramble’ style. To the left
and right of the display area
are ammeo and fuel bars, and
below are instruments in-
cluding a radar display, and
score.

‘This has to be one of the
busiest games in a lon
while! Therearesuchaloto
keys to use that it takes a lot
of practice before you can
even become slightly profi-
cient. The graphics are really
excellent, well drawn and
animated, and there's also a
lot of detail in the game

70
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Krakatoa — East of Java — the first disaster gama.

Iduas too. If Kau accidentally
a depth charge on the
tan er there's a very good ex-
plosion with chunks flying
off, and a second later a crew
man pears: and takes a
ft the stern and begins
sw mrning around. If you
succaﬂsfullh pick him up on
the end of the lowered rope,
it is very tricky to get him into
the chopper as he must beon
the very end of the rope,
otherwise he gets knocked
off as the rope is pulled
aboard, and falls back into
the seal This is a com-
plicated and demanding
.game, which | can't see los-
ng its appeal for a long
time.’
Krakatoa is both addictive
and hard fto play. But |
thought the keys were poorly

‘trol keys on the cassette in-
lay? During the attract mode,
the keys are listed for a very
short time and there are too
many to get written down
that quickly, and too many to
remember. The control keys
are difficult to manage and
laid out in a rather odd way.
Once over these problems,
the garna proves to be very
good to play, with loads of
detail, great graphics and
sound and a lot of imagina-
tion. It should keep players
going for a Inna time, if only
because it takes ages to
become any good, and the
scope for getting better
scores each time you play is
enormous with so many peo-
ple to rescue.’

SR WS AT T e
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The busy workman puluhul up the helicopter in Krakatoa.

laid out and there is no
joystick option. This makes
it even more difficult to play.
And it's a shame that there
isn't much in the way of in-
structions, because there
are quite a few instruments
which are not explained. But
these are small niggles,
because the game itself is
marvellous., Excellent

“graphics (fantastic explo-

sion when you are hit), very
colourful and with plenty of
sound. Watch out for
volcanic explosions!’

‘It's only in some small
details that Krakatoa is less
gnud. Why, for instance,

idn’t they print the 10 con-

COMMENTS

Control keys: 5 = up, 3 =
down, 7 = forward, bottom
row = reverse, 9 = fire,
zero = drop depth charge,
W = rope down, R = rope
up, ENTER = pause
Joystick: none

Keyboard play: undeniably a
handful, but very responsive
Colour: very good

Graphics: excellent, very
animated

Sound: excellent

Skill levels: 1 — it's enough
Lives: 1 — it's enough
General rating: very gond —
highly recommende

Use of computer 70%
Graphics 92%
Playability 87%
Getting started 70%
Addictive qualities 88%
Value formoney 90%
Overall 83%
e R R

KNOCKOUT

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

Knockout is a game in which
ou compete against the
trum or up to three other
players, and is effectively a
computar version of the
ngular board game ‘Re-
und'.

The object is to bounce
balls around a board and
leave them within firmly
defined scoring positions.
Each player has four balls to
a frame and opponents take
it in turns to play each ball of
the frame.

The screen dispiay shows
a plan view of the board with
black walls bent in the shape
of a tight G, the ball bainq
shot from the toprightendo
the G, rebounding off the end
walls and ending up in the
tail of the G where there are
two blue areas of scoring
and three green higher scor-
ing areas before a yellow out
of bounds.

The player's ball (up to
four different colours) is
positioned vertically for its
shot, an angle determined,
and a strength of shot by on-
screen prompts and the cur-
sor keys 6 and 7. The balls all
remain in play until the frame
is completed so there is the
chance of knocking an oppo-
nent's ball, or your own, into
better or worse positions for
scoring. Players enter their
names at the start of play
and the computer scores for
each and keeps a running
total. If you are on your own
and only enter one name,
then you will be playing
against the computer.

CRITICISM

‘You might think from the
title that this is a ‘Breakout’
type of game — but it’'s not,
more a new breed of com-
puter bowls, the sort they




Knockout — very successful,

have in pubs. | liked it very
much, why, | don't really
know! But it is a very simple
game to play and suitable for
all ages and all types. It’s dif-
ficult to say how addictive
people might find it, but at a
guess | would say very. it's
also good that you can play
by yourself or with others.’

‘The game is played in
frames up to a maximum of
nine, and is a good conver-
sion of a floor or board game
to the screen. The game is
quite good to play, although
not very addictive because
the true game calls for
physical skill in placing
shots, but the fact that it's
different places it above
average.'

‘There’'s nothing spec-
tacular about Knockout. The

graphics are essentially sim-
ple, but everything is
elegantly planned ana im-
plemented. Of all sports
simulations I've seen recent-
ly, | think this is the most ap-
pealing and a worthy addi-
tion to anyone's collection.’

COMMENTS

Control keys: all done with
prompts and keys6 &7, & Y
Colour: effactively plain and
to the point

Graphics: simple, baH
rebounds are very good
Sound: good

Features: against computer
or up to 3 other players
General rating: an excellent
simulation, difficult to
define addictivity properly,
but good value generally.

Use of computer 70%
Graphics 52%
Playability 65%
Getting started 69%
Addictive qualities 50%
Value for money 68%
Overall 62%

APPLE JAM

Producer: DK Tronics
Memory required: 16K
Retail price: £5.95
Language: Machine code
Author; E. Hickman

DK Tronics have generally
tended in the past to write
good introductions as to the
objectives of their games,
but the recent releases have
suffered with little or no ex-
planation. Hard Cheese is a
case in point, where a game
starts without aims being
made clear and where the
scenario is obviously too
complicated to sort out easi-
Iﬁ' e danger with this is
that players can run out of
patience before tapping the
game's potential.

Open wide those pearly gates and
let the jam pass in.

Apple Jam is another ex-
ample. In this case there are
no explanations at all. Itis, in
concept, a very simple game,
and the broad intentions of
the author are immediately
clear, or rapidly sorted out,
but as at least one reviewer
found, points of the game
still baffle.

Basically, the screenhas a
lift at the Ieft, a sauna box at
the right, a jam dispenser in
the middle, overhead, and
above that, a conveyer belt
which produces apples. In a
lower portion is a rat tunnel.
The screen also shows the

ame score and the hi-score,
three EJL;I’_FIE pille and the
words BAIT! A little man
is made to run back and for-
th. He opens his mouth when
correctly positioned under
the dropping point of either
jam or apples. Each time he
gulps down another
mouthful, he grows a bit fat-
ter. To work off the excess
weight he must enter the

. sauna for a few seconds and

when he comes out he's all
slim and wonderful. If he
fails to go to the sauna each
mouthful after a certain
point, it loses him one of the
ﬁurple pills. When all three
ave gone he dies.

Below in the rat run, the

rats are running. Should the

man miss any apples or jam,
they fall through and the rats
eat the food. Once this has
happened they tend to come
r"p a floor and eat the man.

e can escape by getting in-
to the lift, but that means
missing more food. Should
you do really well against
these miserable odds,
there's a giant hornet to
watch out for.

CRITICISM

‘A non-violent game for the
younger gamas-pla?’er‘
that's my impression
There's a fair use of colour
and the character block

raphics are smooth and fair
n quality. It's a nice touch
when an ambulance comes
up to collect the dead hero
after being rat-bitten, but |
think they cheated by i'lavlng
it back-up — it could have
driven forwards and turned
around.’

‘This game made me feel
quite dense — it looks sim-
ple, itis sfmﬁfe, but I couldn’'t
work out what was going on
at all. | never found out what
the RAT BAIT! was for, If
anything, and someone had
to tell me what the pills were
for. | had figured out what the
sauna did, and became
obsessed with my hero's
figure. Cansequenr)g my opi-
nions are somewhat col-
oured. On the whole, a rather
poor game.’

‘The odds have been
stacked up too high to make
this into an addictive game.
Once the rats emerge you
never have a chance to catch
more food, or sweat it off,
and it all becomes pointless.
Itis, anyway, very repetetive.'

COMMENTS

ﬁnntrui keys: 5 & 8 left &

ght

.rlcﬁyutinl;:;’Pr;}t&k. AGF I
eyboa ay: responsive

Colour: faﬁ

Graphics: reasonable

Sound: poor

Skill levels: 1

Lives: endless, but three

pills

General rating: poor on

instructions, a game for

younger players with a

limited addictivity.

Use of computer 65%
Graphics 59%
Playability 35%
Getting started 40%
Addictive qualities 40%
Value for money 50%
Overall 47%

Bubble
Trouble

Producer: Arcade .
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: Bruce Rutherford

Like the majority of Arcade’s
other games, Bubble Trouble
is built on a massive scale,
and consists of 50 screens.
In effect these are all
raasnnahl¥ simple mazes
made up from all sorts of
symbols and having a ver-
tical or horizontal wrap
around ‘tunnel’. The story is
that you're a burglar and your
aim in life, not unnaturally, is
to steal anything you can lay
your hands on. This usually
consists on four valuables
per maze, and the more you
steal, the more the points
you receive. Life could be so
simple, but of course there is
a serious problem, and it
comes in the form of over-
friendly bubbles who want to
smother you with love.
Perhaps the author got the
idea from the recent re-
showings of Patrick
McGoohan's 60s TV series
The Prisoner, where the un-
willinq victims of '‘The
Village' were kept incontrol
by vast, white balloons that
bounded after them.

There is no start and no
end to this game, since you
may select any of the fift
screens for a beginning.
Once you have collected the
four valuables in a screen,
bonus points pop up to be
collected by moving over
them. The screen finishes
after an elapsed time limit
and moves you Inexorable
onto whatever screen
follows. Your only weapon is
a dispersal key, but it only
works once every 10 seconds
and isn't terrible effective.

CRITICISM

‘Bubble Trouble is a ‘Pac
Man' variant but an im-
aginative mutation on the
theme. Nice graphics, | liked
the burglar, who's called
Basil, really a hat on legs. For
keyboard players, however,
the cursor keys for control
arenotag arrangement;
and | thought the key/stick
responses were a little poor.'

Rather like The Detective,
this game works on the prin-
ciple of wearing you down

Al
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The *Prisoner” in the maze — Bubble Trouble.

over a space of time, since in
itself it isn’t all that difficult
to play. The graphics are at-
tractive and move smoothly,
but the game lacks
something to make it really
addictive. It does have three
skill levels (an extra bubble
per level) but each level also
moves slower. In the end |
don't think this is quite up to
the standard of The Detec-
tive,’

‘Bubble Trouble is fun to
play, reasonably addictive
and very simple. It's single-
mindedness is what makes it
good to play — no concen-
tration required! So it fits
quite nicely as a pleasant in-
terlude between other
games. Not great, but cer-
tainly a reasonable game.'

COMMENTS
Control keys: cursors with

zero to fir, not the best
arra.n?ement

Joystick: AGF, Protek,
Kempston

Keyboard play: slightly
hesitant :

et 00

ra :

Suu':lhd: avegr{;gg

Skill levels: 3

Lives: 3

Screens: 50

General rating: above
average

Use of computer 58%
Graphics 65%
Playability 70%
Getting started 68%
Addictive qualities 57%
Value for money 60%
Overall 63%

Franco Frey takes a look at an
arty utility.

Paintbox

Producer: Print 'n’ Plotter

Memory required: 48K
Retail price: £9.95
Language: Machine code
Author: Joe Gillespie

If you've ever tried to draw a
high resolution picture with
the bare and BASIC facilities
of the Spectrum, you will pro-
bably want to investigate the
appropriate tools and util-
ities which exist for this pur-
pose. You have the choice of
a hardware-based system
using a I+ght pen or a digital
tracer with the required soft-
ware routine/utility, or you
can go for a less expensive
software solution such as a
graphics handling utility pro-
gram.

Paintbox fits into the se-
cond category and covers all
aspects of the Spectrum
graphics. You may select

72

between the cursor keys,
cursor-controlled joystick of
the Kempston joystick to use
as a ‘drawing-pen’. the pro-
gram is menu driven and
splits into two major func-
tions — the UDG creation
and handling, and the high
resolution screen plotter.

UDG EDITOR

The UDG Editor is excellent:
it allows you to create four
times as many UDG's as
there are in the normal Spec-
trum BASIC by storing in four
banks of 21 UDG sets into
memory, which can then be
called selectively into the
normal UDG area of the
Spectrum.

The Editor allows you to
view the UDG banks and to
recall any of the four banks
for editing. Selecting DRAW-
ING BOARD will display the
UDG bank, the UDG in

- ygumienct

magnified form, normally
and inverted, and in actual
size, and the deimal values
for eachline. You may call up
a -normal Spectrum
character, an existing UDG
character or a blank for
editing purposes. Using the
cursor keys/joystick and fire
button, you can edit or com-
pletely redraw the UDG, and
when finished, allocate it in-
side the UDG bank. In doing
this, the inverse and rotate (4
x 90°) and mirror image
facilities are very helpful.

Having created all the
necessary UDG's you can
save them on tape together
with a machine code routine
for manipulating them from
BASIC, ready to be recalled
in your own programs.

PRECISION PLOTTER

The Precision Plotter is the
drawing tool for your high
resolution pictures, and pro-
vides drawing facilities us-
ing the cursor keys/joystick
with a constant display of
the position co-ordinates.
Two moving speeds may be
selected by use of the SHIFT
key. All the drawing of Spec-
trum BASIC may be used In-
cluding: Plot, Draw, Circle,
Ink, Over, Copy, Save & Load.
Selection of Paper Colour
has been omitted from
within the screen plotter
quite deliberately to avoid
the confusions which can
arise from the low resolution
colour map of the Spectrum
(i.e. use of only 2 colours —
ink & paper withinthe 8 x 8
character grid).

This user-protection may
be overcome by break!n? to
the main menu and recalling
the screen plotter,
whereupon the new paper
colour may be selected and
the permanent memory
screen recalled.

Additionally, there are the
following useful facilities:
Fill enciosed areas, Erase
last operation, Radial Mode
— retains starting point of
the drawing line in the
original plot position, Are,
Cursor Choice — crosswire
or dot, Permanent Memory
— retains the current screen
in memory, Graphics —
recalls screen, Break —
stores screen in memory and
returns to main menu.

IN USE

The UDG Editor and Screen
Plotter may be combined by
selecting Screen Planner
from the Main Menu: all 84
UDG's may be drawn on
screen with the high resolu-

tion screen as background.
The low resolution print co-
ordinates are displayed in
this mode, and Ink & Paper
colour may be changed. By
constantly switching bet-
ween Screen Planner and
Prescision Plotter you can
build up a picture within the
limits of your own imagina-
tion and the Spectrum's
limited screen display.

The current UDG's may be
expanded by loading pre-
viously stored UDG banks,
thus increasing the amount
of UDG's on screen.
Throughout Precision Plot-
ter and Screen Planner you
may select to save your ef-
forts to tape with a
SCREENS display file save
or with a normal memory file
save, which includes the
machine code routine forins-
tant recall from BASIC (using
RANDOMIZE USR 59980).
The memory file, however,
must be protected from the
BASIC area by lowering
RAMTOP to 53059 (with a
CLEAR command). The data
to screen dump routine may
be amended so that multiple
screen files may be stored
and recalled.

The program proves to be
very foolproof in as much
that if the permanent
memory does get corrupted,
there is still the Erase
Memory as a backula facility,
soyoudon'trisk losing hours
of work. Nevertheless, it
would be wise to save in-
termediate results to tape for
protection against brown or
blackouts!

A commendable effort by
Print ‘n’ Plotter — now if only
the package included a
pinch of artistic talent, |
might be able to draw . ..

COMMENTS

Control keys: Menu driven,
self explanatory —
cursors/joystick for
positioning, SHIFT for slow
movement. Plot=Q,
Draw=W, Fill=F,

Erase = E, Circle=H, Rad
Mode =R, Line Mode = 3,
Arc=A, Ink=X, Over=N,
Permanent Memory =P,
Graphics =9, Dot

Cursor = M, Crosswire
Cursor=K, :

Break = CAPSHIFT/SPACE,
Copy=COPY, Save=8§.
Load = J.

Sound: none

Features: 24 page booklet
and excellent Demo
Program

General rating: good.




CRUISE
ATTACK

Producer: Mikrogen
Memory required: 48K
Language: Machine code
Author: C. Hinsley

Mikrogen make little secret
of the fact that this is
another ‘Missile Command’
copy, stating the fact in their
inlay to the game. In most
respects it turns out to be a
very reasonable version.
There are the six cities, but
only two laser bases rather
that the more usual three,
each one firing independent-
ly. Apart from the incoming
missile trails, there are also
blue torpedoes to contend
with.

CRITICISM

‘Of the ones I've seen
recently, this game probably
has the best graphics for a
‘Missile Command’ version
on the Spectrum. The
graphics are fairly close to
the original, in fact the
atomic clouds on impact are
an improvement. But control
of the targeting sight is
always a problem. The keys
are not well laid out (it's dif-
ficult to play this type of
game with keys anyway). But
if you have a Mikrogen
joystick, then definitely buy
this version of the game.’

‘Realistic explosions and
hi-res graphics make Cruise
Attack look good, but the
movement of the cross hair
is fairly slow and spoils the
playability. And the right
hand controls are badly plac-
m.!

‘This is a very passable
version of ‘Missile Com-
mand' with very fine explo-
sion effects. The major dif-
ficulty is moving the cross
hair because of the control
keys, and your missiles
seem to take an age to do
their job. It seems a shame
that they haven't allowed for
more than one skill level, and
| missed the enemy
satellites, although they

would have been hard to get

without a joystick.

COMMENTS

Control keys: poorly laid
out; Q/A up/down, LIP left
and right, Z fire left base,
SIS fire right base
Joystick: Mikrogen

The atomic mushroom clouds are
an improvemeant on the original.

Piman in bar room scandal — Shock Horrorl

Keyboard play: apart from
the ergonomics,
reasonable. The inlay states
user-definable keys, but
there aren't any

Colour: above average
Graphics: good

Sound: average

Skill levels: 1

Lives: 6 cities

General rating: average,

Use of computer 48%
Graphics 70%
Playability 68%
Getting started 56%
Addictive qualities 70%
Value for money 60%
Overall 62%

Pi-Eyed

Producer: Automata
Memory required: 48K
Retail price: £6.00
Language: Machine code
Author: Andrew Stagg

In a further attempt to under-
mine the integrity, purity and
clean livingness of the noble
arcade tradition, Automata,
the well-known TV pundits
on computerology, have
released Pi-Eyed. This game
is destined to .ﬁo straight to
the top of the Moral Majority
Chart of unfavoured pro-
grams! It stars none other
than the Piman, but a Piman
to whom success has had a
deteriorating effect. He's hit
the bottle and now staggers
bleary-eyed from El:aub to pub
in search of liquid oblivion.
The scene is the street,
and Piman is trnttingaaiong.
If he gets hit by a car he loses
points. You can take him into
one of the many pubs lining
the street, but he can't leave
until he has drunk all the
pints on the bar. This in-
volves diving in between the
chatting regulars without
disturbing them (loses
points), slipping up on crisp

packets and things (loses
points) or slipping on slops
(more gone).

And of course there is also
the by now obligatory treat of
a bonus hit single on the
reverse of the tape. Pi-Eyed,
described as a heart-rending
message, written by Lurch,
the office parrot.

CRITICISM

‘This is a sort of ‘Frogger’
both out on the street and in
the pubs, dod?bnu the cars
and drinkers. It manages to
be fun, and the things people
say in some of the bulldings
is often funny or insulting or
both. | found the Piman a bit
difficult to control when in-
side a pub, as he tends to jig-

bar there was a figure with a
dog in the way, and after all
efforts, the final pint remain-
ed unobtainable on the bar. |
would have to be honest and
say that this wasn't one of
my favourite games.

‘The graphics are ver
entertaining and colourful,
and the game amusing to
play for a short while. It cer-
tainly couldn’t be called ad-

gle when drunk. Also, at one-

dictive though. | would guess
it's the sort of game that ap-
peals to Pimaniacs as light
relief between .rrﬁfn to w.‘n_
6,000 or a trip to Hollywood.

COMMENTS

Control keys: 6/7 up/down
Joystick: Kempston, AGF,
m rd play: fairl

a ay: fair
raspunsw;‘, but difficult to
control
Colour: well used
Graphics: small, but neatly
drawn, although there isn't
much actual animation
Sound: continuous and
average
Skill levels: how many pints
can you take?
Lives: never heard of them
General rating: may appeal
to Pimaniacs, playable but
not very addictive

Use of computer 56%
Graphics 57%
Playability 59%
Getting started 67%
Addictive qualities 45%
Value for money 857%
Overall 57%

HUNCHBACK

Producer: Ocean
Memory required: 48K
Retail price: £5.90
Language: Machine code
Author; C.F. Urquhart

Hunchback seems to have
been quite a while a'coming,
so it's pleasing to be able to
report that it seems worth
the waiting. In some sense
it's a platform, hole-leaping
game that takes place on
one platform. The story, as
the title says, is set on a

reat castle and you are the
Evall known) hunchback,

uasimodo. Your task Is to
rescue Esmereida from the
stronghold. To do this you

must jump, leap and dodge

your way across no less than
15 screens of sheer torture.
The screen shows a large
wall reaching half way up.
Quasimodo starts on the left
and he must reach the bell
rope on the right. At the base
of the screen is a graphic
representation of the 15 ram-
rts to be tackled. The pro-
lems encountered include
fire balls which must be
leapt, pits to be swung
across on a rope, and others
which need several ropes,
castellations filled with
spearmen who raise and
lower their spears and must
be jumped, and then com-
binations of all these
elements. Additionallr there
is a red knight climbing the
wall. If he reaches the top
before Quasimodo gets
across, he sticks his sword
into his bottom! If you get
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through to the final screen
you are rewarded by the
sight of Esmerelda stuck in
her tower, ready for rescue.

‘CRITICISM

‘The graphics are smooth,
well detailed and nicely
animated, especially
Quasimodo, and the colours
are well used too. Quite what
the tune ‘If you go down to
the woods today. . ." has got
to do with Quasimodo | don't
know, but it sounds good. |
found this game very

layable, although when you
ump across the pit on a
rope, timing has to be spot
on with no +1 or =1 varia-
tion. | think that could have
been made easier.’

‘At first playing Hun-
chback is fun and difficult,
but the screens are made up
of re-using the same
elements in different com-
binations and eventually it
gets visually boring. It cer-
tainly demands skills of tim-
ing and reaction, especially
when jum’ping over spears
and dodging two arrows or
fireballs coming from op-
posite directions.’

‘Hunchback looks very
good, bright, cheerful and
with a loud tune. | think it
could have had a bit more
sound during the frame
though. It's also quite dif-
ficult to play well, but in the
end | think it palls as there
isn't quite enough variation
in the screens. This game
will probably appeal to
younger players as an in-
termediate stage between
very simple games and the
more complicated ones that
are now appearing. But on
the whole quite good value
for money.'

COMMENTS

Control keys: good, Q/W left
right Endgl’M%OL SHIFT
for]umﬁ

Joystic :Hemﬁton, Protek,
AGF, Sinclair ZX 2
Keyboard play: responsive
but jump timing very hard
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Skill levels: 1

Lives: 3 .

Screens: 15

General rating: good value
and reasonably addictive.

Use of computer 72%
Graphics 68%
Playability 65%
Getting started 70%
Addictive qulities 59%
Value for money 62%
Overall 66%
B0 e et s e g

Pat The
Postman

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

Pat has to collect parcels
from the houses and take
them to the post office.
When he has enough, he
must put them on the train.
Sounds easy?

There are twelve houses in
the town, but not every house
has a parcel for coliection.
Fortunately this game is In
no way a simulation of real
life, for if Pat attempts to col-
lect a parcel from a house
that hasn’t got one, the post

=pevie

office promptly, and inex-
Eilcably, bursts into flames.
at must then dash to the
fire station and get a fire
engine. If he's in time the
conflagration is put out and
work resumes as normal.
Dapendin? on the
selected skill level Pat must
collect either three or five
parcels before they go on the
train. To make matters
worse, there are two red cars
driving around the streets
like maniacs, and with a nas-
ty tendency of homing in on
Pat while he's on his rounds.

CRITICISM

‘It takes a few attempts to
work out what to do, since
there are no on-screen in-
structions or advice, and
nothing on the cassette in-
lay, not even the control
keys. These turn out tobe the
cursors, always a poor ar-
rangement, but made worse
here by the poor respon-
siveness. Postman Pat is
quite a good game for
younger age groups, but will
probably appeal to all. It
soon becomes easy and this
reduces its addictiveness.'

The grapmcs are fair and
would be better if smoother
or slightly bigger, but it does
make for a lively screen. The
?ame is a good Idea, can be
unto play, and would be bet-
ter still if it were more
responsive, Sometimes you
press a key and nothing ha
pens, except a carrunning in-
to you. For the younger
player mostly.’

‘This is a little confusing
at first, as there are no in-
structions as to the aim of
the game, but as you get the
hang of it, it turns out to be
fun to play. What spoils it are
the control keys and the pro-

ram's response to them.
oderately addictive for
some, no doubt, but after a
while it began to lose in-
terest for me. Perhaps more
objectives would have
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helped, -and different skill
levels with different pro-
blems to overcome, although
| must admit, | never reall
discovered what the blac
objects that popped up occa-
sionally on the roads were or
what they did.'

COMMENTS

Control keys: cursors
Joystick: AGF, Protek
Keyboard play: poor
responses

Colour: good

Graphics: above average
Sound: not much, but
strong when it does

Skill levels: 2

Lives: 3

Screens: 1

General rating: above
average

Use of computer 45%
Graphics 60%
Playability 68%
Getting started 32%
Addictive qualities 47%
Value for money 60%
Overall 52%
T T % R B T L WS

Dimension
Destructors

Producer: Artic

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: J. Ritman

Suddenly from the outer
reaches of space, a dot ap-
ears on the scanner of your
ighter craft. As you tear for-
ward, the dots grow until you
can clearly see them in 3D
form. Prepare for combat!
Your trembling finger
reaches for the firing button.
You pull across to avoid an
enemy fighter as it whistles
past you in its kamikaze at-
tack.

The inlay intro for this
game is quite prosaic incom-
parison with many, and
becomes justified when you
see the graphics. Dimension
Destructors is a sort of ‘Bat-
tle Zone' game in space, and
employs three dimensional
iraphlcs very reminiscent of

rtic's earlier 3D Combat
Zone. The object Is quite sim-
ple, use the directional keys
to line uF the approaching
enemy fighters (hollow
pyramid and diamond




shapes) in the central cross
hairs and then zap them with
pur laser. This fires twin
pits of energy which con-
verge adistance ahead inthe
cross hairs.

The title card is very
bright,well drawn, and the
credit card and points/hi-
score table is very effectively
done in scrolling letters
which run off into the
distance in perspective,
rather like the titles for Star
War movies.

CRITICISM

‘The graphics are fairly
simple but well animated in
3D and the enemy explode in-
to chunks battle zone style. |
found it quite exciting to play
and | think it's one of Artic's
best releases yet. The titles
and hi-score are very im-
pressive, if a little slow.’

‘At last, a good 3D shoot
em up — shame you move so
slowly! The various enemy
craft have different flight tac-
tics. If you're good enaug.h
you will find out where the
enemy fighters come from.
The graphics are fair to good.
It's difficult to play and in the
end | found it a little bit bor-
ing, probably due to its dif-
ficulty.”

‘Perhaps the lack of a
landscape makes this game
less spectacular than Artic's
3D Combat Zone, but it is
much faster to play and so
more fun. The graphics are
simple and somewhat col-
ourless as you might expect
with hollow 3D, but they work
very effectively. The control
response is very good, one of
the easiest cockpit view
games to control I've ever
seen. Very playable, but
perhaps not massively ad-
dictive.'

COMMENTS

Control keys: QWERTY up,
ASDFGH down, O = left,
P=right, bottom row fires
Joystick: Sinclair,
Kempston, Fuller
Keyboard play: very
responsive and easy to
gontrol

Use of colour: simple

Graphics: effective 3D, good
title cards

Sound: reasonable and
continuous

Skill levels: gets harder
Lives: 4 shields, 5 lives
General rating: above

average to good

Use of computer 73%
Graphics 69%
Playability 64%
Getting started 70%
Addictive qualities 61%
Value for money 70%
Overall 68%
e
Triza

Producer: Amba
Software

Memory required: 16K or
48K

Retail price: unknown
Language: Machine code

As it's name suggests, thisis
a compendium of three dif-
ferent arcade games on one

, cassette. The games are

Snackman, Sub Track and
Treasure Hunt.

Snackman is, quite ob-
viously, a ‘Pac Man' style
game, which features 16
selectable mazes with 10 dif-
ferent playing speeds. Sub
Track, provides you with the
opportunity to lay depth
charges from a surface ship,
to attack numerous sub-
marines at different depths,
while they fire back with
mines. In Treasure Hunt, a
reasonably complicated
maze is used in a very pure
way — that is, you must find
your way through it to collect
valuable items. When one
has been successfully pick-
ed up, another appears
somewhere else in the maze,
and all against the clock.

Side of the cassette
loads all three games into a
48K Spectrum, and each may
be selected by pressing key
7. Each game comes com-
plete with on-screen instruc-
tions. Side B of the tape will
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Triad — Screen 1

Depthcharges away !

Triad — Screen 3

load each game individually
into a 16K Spectrum.

CRITICISM

‘In Snackman, the
graphics are all quite small,

ut they move well and this
isn't a bad version. The
Depthcharge Game is also
reasonable and has quite
large graphics. | didn’t think
so much of the Treasure
Hunt, despite its 29 mazes
and 144 game variations —
which must be a record! All
the games are reasonable,
but none are original and
none of them are brilliant.
The idea of putting several
gamesontoonecassetteisa
good one, especially when
they are all ‘old’ games. |
won't rate its value for
money that highly because |
would prefer one good game
to three fair/average games.’

‘Anyone wantin a
reasonable ‘Pac Man' and
the chance of two other fair
arcade games, will find the
Triad cassette to be fair
value. Overall, the graphfﬁs
are quite good, but there isn't
really anything here to thrill.’

COMMENTS

Control keys: indicated for
each game, but all well
placed

Joystick: none
Keyboard play: responsive
Colour: reasonable
Sound: varied and
reasonable
Skill levels: depends on
ame, but several
eneral rating: fair to

average.

Use of computer 60%
Graphics 57%
Playability 53%
Getting started 60 %
Addictive qulities 43%
Value formoney 54%
Overall 55%
e R e 1 ]

Rommels
Revenge

Producer: Crystal
Computing

Memory required: 48K
Retail price: £6.50
Language: Machine code
Author: M.S. Horsley

Both of Crystal's pre-
Christmas arcade releases
were copies of well known
originals from the arcades,
Invasion of the Body Snat-
chas we reviewed in the last
month's issue. Rommel's
Revenge is probably the best
Spectrum version yet of the
favourite 'Battie Zone’ game.
There's a natural com-
parison here with Artic's very
successful 3D Combat Zons,
and it's arguable as to which
is the better since in many
respects they are quite dif-
ferent.

The display is set on a flat
plain surrounded by moun-
tains and even an active
volcano. Numerous
buildings and other objects
like telegraph poles litter the
landscape. In the centre of
the screen is a gun sight, and
above it a radar screen with
sweep arm on which enemy
tanks are seen as dots. You,
of course, are in command of
a tank, and controls allow for
forward and reverse move-
ment with rotation left and
right. All the graphics areina
hollow 3D which allows all
sides of an object to be seen
at once. The object of the
game, quite simply, is to
destroy the enemy tanks and
stay alive. The more you
destroy the more they come
after you.
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‘This is the best version of
‘Battie Zone' with more ob-
jects like poles, radar towers
and spouting volcanoes.
Missiles seem to take about
the right time to reach a
target and the game,
Fenarally. is faster. Against
t is the sound, which is poor,
nonoises when an enemy ex-
plodes and only a weak plop
when you fire.'

‘It's a bit weak on colour,
the 3D graphics are very ef-
fective and smooth, but

varyrmng is done in white
lines on blue. The tanks all
move a bit faster than the Ar-
tic version, as does the firing,
but there aren’t as many up
a}qa.-‘nsr you at one go
although it ’gets progressive-
ly tougher. Rather thin sound

Strong but silent — the huge landscape of Rommel’s Revangs,

and | was disappointed with
the explosion visuals — the
enemy tanks just seem to
df3$pf»aar when hit." -

‘This is a great game and
very playable. The tanks
aren't as over-intelligent as
the ones in Artic's version.
They always managed to
twitch out of the way of your
shots, but in Rommel’s
Revenge they still manaFeto
be a match. Also the

scape is much more detailed
— it's fun at first just to
wander round looking at the
various bulldings and struc-
tures.’

COMMENTS

Control keys: Z/X left/right,
N/M forward/backwards,
SPACE = fire. In addition
— 1/2 sound onfoff, V =
volcano errupting or not.

Both of these options speed

up the game if not in use.

Joystick: AGF, Protek,

Fuller, Kempston

Colour: poor

Graphics: good

Sound: very poor

Skill levels: 1

Lives: 4

Features: note special

Joading program which
qht make you think it

It [ tII loading properly when
s!

General rating: good

Use of computer 70%
Graphics 75%
Playability 78%
Getting started 50%
Addictive qualities 58%
Value for money 58%
Overall 65%

Mr. Wimpy

Producer: Ocean
Memory required: 48K
Retail price: £5.90
Language: Machine code
Author: Jon Woods

Considering how frequently
Spectrum software houses
crowd each other with ar-
cade copies, it seems sur-
prising that ‘Burger Time’
tgpe games are not common.

laby must take the credit by
quite a long mark for their
Barmy Burgers, which ap-
peared earlier last year, and
is a very good implementa-
tion. Ocean have attempted
to go a stage further in Mr.
Wimpy (which actually uses
Wimpy's famous logo on the
cover) by releasing a version
which has two separate
parts.

The first screen, reminis-
cent of Ultimate's Pssst, has
Mr. Wimpy attempting to
assemble the ingredients.
He must carry a tray from the
left of screen over to the right
where there are three items
to be collected one at a time,
a lump of cheese and two in-
distinguishable ingredients
but doubtless things that put
the ham in burger. The pro-
blems are three manholes
(lord knows why) which sail
up and down and kill old
Wimp off if he touches them,
and Waldo the burger thief
who steals a tray if he runs
into Mr. Wimpy. Waldo is fair-
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ly intelligent and tries to
home in.

If you manage to get all
three ingredients back
across to the left, then you
progress to the second
screen, which is the more
familiar ‘Burger Time' for-
mat. Here the layers of the
four burgers you must make
are kept on separate plat-
forms, -::Dnnectad at inter-
vals by ladders. Segments of
each layer are made to drop
one platform by walking Mr.
Wimpy over them. Kitchen
nasties chase around deal-
ing death and destruction,
although they can be killed
off by squashing them under

a falling layer of hamburger,
or by a squirt of pepper. It
gets rid of them for 30
seconds. You only have 3
squirts available unless you
pick up the bonus icecream
or coffee cup, which gives
you more chances to shoot.
When all four hamburgers
are fully assembled at the
bottom of the screen, you are
promoted to the next level.

CRITICISM

“This is a very colourful
game with smooth graphics
and good synthesised
sound. It starts off well with
an excellent title screen.
Waldo is an absolute
menace, pinching your tray,
and this part of the game can
be frustrating because the
thief is too intelligent. Good
tunes, a fairly easy game at
first, but it gets more difficult
at higher levels. | found it
tended to lose its addic-

A blur of action as four quarter-pounders with cheese encounter

Mr Wimpy.
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tiveness after 2 to 3 hours of
pla;_ing though.'

he graphics are ex-
cellent and use of colourvery
good. | liked the tunes bet-
ween games, although dur-
ing the game the sound is
rather poor. The nasties in-
clude Sid Sos, DgyE g, Sam
Spoon and Pam Pickle, and a
rotten bunch they are. This is
a fun game to play. Very
good!’

‘The graphics are nicely
animated and very well
drawn, which makes Mr.
Wimpy fun to play. Added to
that, | think they've got the
levels of frustration about
r:ght to make it pretty addic-
tive.'

COMMENTS

Control keys: sensible — S/X
up/down, N/M left/right,
A= pepper
Joystick: Kempston, AGF,
Protek, Sinclair 2
Keyboard play: responsive
Colour: very good
Graphiecs: excellent
Sound: good tunes, poorer
n ﬁame

kill levels: gets harder
gach game
Lives: 5 :
General rating: very good.

Use of computer 76%
Graphics 82%
Playability 76%
Getting started 75%
Addictive qualities 76%
Value for money 78%
Overall 7%
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CRASH MICRO GAMES ACTION ORDER FORM

Telephone Ludlow (0584) 5420.

Please send me the following titles: Block capitals please!
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if applicable
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...............................

SPECIAL DISCOUNTS

OFF ANY ORDER WORTH
MORE THAN £20
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3o that we may advice on postage rates,
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A NEW WORLD OF ADVENTURIEF
BLACK CRYSTAL

BLACK CRYSTAL

A THIRD CONTINENT SERIES
ADVENTURE

Thie Classic. six procpram adventune
game for he 48K Spacirem and: 16K
FEBY compater M softwarge colbecton
15 complete without i1 “Black Grystal
dan excsipnt Qraphcs a0veniure anoa a

well thought oot package ™ Sinclarr THE CRYPT by Stephen Renton

Spectrum 48K 180K of program in sx Crangrs. Poz MNegs and if you arag
parts only E7.50 srlucky enoloah e Dark Cyvclops ir
ZXB81 18K over 100K ol program in ’ s arcade sivie advantura
sevien parts only £7.50

WHY PAY MORE FOR LESS OF AN . Available for the 48K Spectrum at
ADVENTURE? £4.95

- User April ‘83 "'Black Crystal has
L imprassed me by ds sheer quantity and Prepare yoursalt for the mary
.. penarally high gualty of presentation | 1 shall condront you whod
- am afraid | nave become an addict & eriter THE CRYPT. You will
- Home Compuhing Weekly, Aprl ‘83 aiant scorpic Hell spawn

ADVENTURES OF

ST.BERNARD

THE ADVENTURES OF
ST. BERNARD

An exciing, fasi moving, maching code STARFORCE ONE

ArCade Qamea Wineng Yo Qusda Yo
intrepicd 5t Bernard through the perils ol Take on the robo

i Quarians ot e
e oy waslelands 1O escue s Misiross cenlral cormputer g suparbly |
from the clutchies of the aborminatls three denigrnssonal batile game

CrICHATIAR {100% machine code arcade action)

Available for 48K Spectrum £5.95 Available for 48K Spectrum £5.95

VOLTHK DHNGE VOLCANIC DUNGEON
S L i n _IB_I_-!_ A THIRD CONTIMENT SERIES
| . ADVENTURE

Entar the raalm of Myth and Magie in

this classic Fantasy Adventure. Battle

with Magpa and hor Ewil Alkes 1o rescue

the Elfin: Pringess Imprisoned n a

Crystal Cotin Deep wilhin the Valcanmo THE DEVIL RIDES IN

Dungpean. Random Dungeaon sal ups

gnsure thal vou can play s adckGlngs | uitarad tha s incamntabions as ihe

adventure over ganad over aga T ciock struck thirtean, All fell silent axcept

¢ Bty culs Oul bresome hypifhog 1o a tnl resthing o the cornsr From

associEled with othar Text Adveniures ol ol the shadows they came, all Hell's
Instrecton Manual with Map of Dungeon fury agamst me bul | was nol -

|  enclnged celemseless pnlil 1o ,-"._--ill-l of Daath

wince | wanged horss, jomead 1ha battle

ne whiohe game mechansm makoas 1o Avaicding s bolts of hell ire | ook

A very Adcectve Program, and one [hal careful mim. My chancgs were shm, bul

remams a hom lavounte with many ek hala

AOvaniurat s
= FEE A

dar Cormpiigy Weekly, Jese 15983 {Fast moving, machine code, all
action, Arcade game)

A classic textsiyle
adveniure mihe _ﬁ:ﬁ;ﬂd

realms.of famtasy O For the 48K Spectrum or ZX-B1 16K

@ £5.00 Available for 48K Spectrum £5.95

lhe above are available through most good computer stores or direct from

CARNELL SOFTWARE LTD.,

North Weylands Ind. Est., Molesey Road, Hersham, Surrey KT12 3PL.
DEALERS: Contact us for your nearest wholesaler



“THE WRATH OF MAGRA"™
A THIRD CONTINENT
SERIES ADVENTURE

Trne Arst born has been destroyed. The
Slac~ Crystal of Beroth has been banished
e ail 2nce of Evil has been defeated by the
srmies - Lord Fendal. So ends the Third
g2, Nov: v/e invite you to write your name
~ 'ne histary of the Fourth Age of the Third
~onfinent,

You will meet friends and enemies, old and
new, in the long awaited sequel 10 Volcanic
Dungeon. Using high resolution graphics
and combining the best qualities ¢! 'Black
Crystal” and "‘Volcanic Dungeon™. we will
allow you to become part of this tale of
evenge:

The Wrath of Magra'' comes as three, 48K
programmes on cassette, boxea with In-
struction manual and book detailing the his-
tory of the Third Continent and the many
spells you will be using thr "‘IL-"T‘CIU -.r--;»
game. For the 48K Spectrum @ £12.50

NOTE: Nrath of Mag 3 niele
aavent You need O
Duna Black Crysta

3 3 ble from = e

CARNELL SOFTWARE LTD




SPEECHLESS??

9 .
Micro Speech A
lets

ZX Spectrum
talk!!

M JUST PLUG IN AND USE

Micro Speech is easy to use —

simply plug into your Spectrum

and TV and enjoy a new dimension;

instant voicing of all the keys ........

infinite vocabulary at your command

........ intonation to add character 1o § o =4 N

speech ........ exciting new range of T S T T R -
sound and speech games ..........

M 1T'S AS EASY AS THIS!

LET 5%= “melrr))EE) krismus"
will say “MERRY CHRISTMAS"

M QUALITY SOUND NEW SOUND GAMES USING MICRO SPEECH INCLUDE:
T;,ml Speech Flk‘i through your M| Attic Attack : Lunar Jetman (U/timate)
‘s loudspeaker, ensuring to
quality soui:r:d BRI M| Colour Clash : Shark Attack : 3D Monster Chase (Romik)

M| Fire Birds : Lunar Rescue (L yversoft)
L l - 5 .
M WHAT_ C_AN TIT DO! M Voice Chess (Artic) | Mined Out (Quicksilva)
Unlimited vocabulary means that

Micro Speech can say anything ..... M| Mysterious Adventures Part 1 - 4 (Digital Fantasia)

it can even be made to yodel! M The Birds and the Bees (Bug Byte)

Li thing i | i
here is nothing it cannot say | Blastermind (Martech Games)

Adding a new dimension with
sl CURIRAH! [USPEEICH

Send to: MICRD SPEECH OFFER, P.O.BOX 1. GATESHEAD NE8 1AJ
or telephone: NEWCASTLE (0632) 824683 ONLY £ 29 95 EACH
Please send me MICRO SPEECH units. &

Mame (Prine cleariy)

Address : INCLUDING
U FREE SOUND GAME
M COMPREHENSIVE MANUAL

| enclose Cheque/Postal Order payable to “Micro Speech Offer”
of debit my Barclaycard/Access account No.,

| understand that | can have my money back within 10 dayvs of purchase if | am not dalighted

Piease allow 21 da of delkvery 2 mi 5 “ DEM{] EASSETTE
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STOP PRESS: NEW 'srnc'mm nomons 16K/48K £4.95
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ZUCKMAN

ZX81 (16K)

* ALL MACHINE CODE
(10K)

*FOUR INDEPENDENT
GHOSTS

* HIGH-SCORE ‘HALL
OF FAME’

* AUTHENTIC ARCADE
ACTION

*TITLE/DISPLAY
MODE
ONLY £4.95 INC. P&P

o

* . ZX Spectrum
NeW  FROGGY 16K or 48K

SPECTRUM VERSION OF ARCADE GAME
WITH FULL ARCADE FEATURES:-

Fabubous Hi-fme Coinur Qeaptos

*dusthertic Sound EMxts « 3 Tunes

"S-nl.qt&-mmnull:h“nnT o

3 Lanis of Mulkolounad whicks

'Dl"i wormen Soore, Hi-Soom, ;l'lme-hu
tors wred Hatry

“Tap & M;?Sﬂpi aritisly ul:q‘

ralicrn i FOLlics

e home-pick frog must inep scrols @
Emawy rrasiey s, Thin o iogs and warties
in the river 10 rech sty of The fver
Enanih Reng-harms

THIS MACHINE CODE GGAME MALIST B
SEEN TO B BELEWED?)

ONLY £5.95 INC, PEP

FROGGY

ZX81 (16K)

* MOVING CARS,
LOGS, TURTLES

* ALLIGATORS,
DIVING TURTLES

* FOUR ‘SCREENS’ OF
ACTION

* ALL ARCADE
FEATURES

* ENTIRELY MACHINE
CODE
ONLY £4.95 INC. P&P

]
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b JL SOFT!

DEPT CM2, 9 TWEED CLOSE, SWINDON,

WILTS SN2 3PU Tel: (0793) 724317
Trade enquiries welcome Export Orders: Please add £1.00 per tape airmail

s
S
|

Dealer enquiries: Tiger Distribution, 4 Victoria Road, Widnas, Cheshire.

051-420 8888,

Please send me the follewing ............cococviciicninns

I encloge cheque/P.0. No ..o JOF £ oocvvececrinn
SEND TD: DJL Softwars, Dept CM2, 3 Tweed Closs, Swin-
don, Wilts SNZ 3PU,




(D) HEWSON CONSULTANTS

3D SPACE WARS

Fast and furious action. Jowstick or Key-
Y, board contro Locate the Seiddab on your
« galaxy scanner. Scour the star studded
blackness for your first sight of the enemy
Track their course and react rapidly as
try to break away, Let them grow in
ur sights and punch the fire button as

they come Into range.

16K or 4BK Spectrum

30 SEIDDAB
_\HD ATTACK

meME L

This gama incorporates moving 30 graphics
of ety bulldings and alien craft. It gots
prograssively harder with two types of
The Seiddab have b thro t W . landscape. 3 lives, high score, plaver one
Earth's defences and & ing the : | and player two scors,
u are patroliing the ¢ streets

atest Knat Tank with its surface to Wa are on the lookout for high quality

simulations for all the popular home
) s the tell 1 computers. Top royalties paid. Send in
tale blips of the Seid ] appear on your samples todey for fast evalustion

r scanner, They ¢ fol on and and prompt reply.
scatter across the

ch sight of an alien craft sv
over the buildings to you ht.
a plama torp 5
attempt to dodge but the missile finds it
mark, shaking your tank and leawing a
hole in the armour.

u unleash a missile and guide it
accurately to the target. The Seiddab
explodes and crashes from sight. You
hunch r the controls once more,
because this is only the beginning . .

If you have any difficulty obtaining these
products locally, then meil order o
HEWSON CONSULTANTS LTD. 6OA,
ST. MARY'S STREET, WALLINGFORD,
OXON. OX10 0EL.
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GAMES THAT FIGHT BACK?!

SO FAR YOU HAVE RACED FOR

YOUR LIFE AGAINST ANDROID
CARS: YOU HAVE BEEN STRANDED
MILES UNDERGROUND SEARCHING
FOR DIAMONDS, YOU HAVE TAKEN
ON THE MAFIA SINGLE HANDED
AND SAVED A PLANET FROM
EXTINCTION.

NOW IN OUR LATEST GAME
YOU ARE A BURGLAR IN SEARCH
OF LOOT — IN HOT PURSUIT ARE
THE MOST FEARFUL SECURITY
FORCE EVER ASSEMBLED!

EVEN IF YOU SURVIVE ALL THIS —
BEYOND, LIES THE TERROR OF
THE ZONE!!

All these games are available for ZX
Spectrum 48K for the incredible price
of only £5.50 each including P&P VAT
etc. Just complete the mail order form
for prompt dispatch by retum of post.

Arcade are committed to original game
concepts so look out for new titles in the
Arcade range. TRADE ENQUIRIES
WELCOME. Phone Orpington 35639
10 a.m. — 6 p.m. or write to Arcade
Software Ltd, Technology House, 32
Chislehurst Road, Orpington, Kent
BR6 0DG.

Y

LAST SUNSET = ¥
FOR LATTICA sl
e o

. b ] —

Hemn Price
£

DON'T FORGET YOU CAN ALWAYS ORDER ON THE TELEPHONE
WITH YOUR CREDIT CARD. TRADE ENQUIRIES WELCOME.

*| encloss a cheque/postal order payable to ARCADE SOFTWARE LTD. for

B

_____"Piease charge to my Access/Barclaycard account no

‘Plaase delate/complete as applicable

Signature:

MName: Mr/Mrs/Miss

Addrass
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Below us the Shadow
ahove us the Stars

The Profes-
sional Pro-
grammer

Enter the professional
programmer: Steve Turner and
his assistant, Andrew Braybrook
have recently entered the field of
writing software for home
computers on a full time basis.
Their first program, 3D Space
Wars has reached new heights of
realism in its graphic design and
ingenious construction. Andrew
Hewson writes after his recent
meeting with Steve and Andrew.

Steve lives in Essex with his wife and little
son, Mark (with another child expected
soon). He was thirty this year, a fact that
made Steve think carefully about his
future and decide to take a radical and
some would say risky step.

Steve began to learn programming
when he was about 15 years old. His
career in computers really started when
he attended one of the early TOPS (Train-
ing Opportunities Scheme) courses six
years ago. After this he entered the Civil
Service as a Clerical Assistant. He quickly
became a programmer despite not having
the necessary two years experience. He
became dissatisfied with his work
however and left the Civil Service to join
one of the world's largest insurance
brokers.

He worked for four or five years making
financial developments on ICL and IBM
mainframe computers. At first he enjoyed
the atmosphere in a big insurance com-
pany who insure, through Lloyds,
everything ug to Concorde and the Space
Shuttle. He became a specialist, conver-
ting systems from other machines to IBM,
gtc. He was appointed a team leader,
working on his own systems. :

Steve has always been interested in
home computers, and owned a ZX80 for
some years. He became more interested
in the hardware — how the chips and cir-
cuits work and so learned about
assemblers to help him understand more
about it. He also tried writing games on
the ZXB0 but soon decided that that was a
dead loss.

When the ZX81 was introduced into the
market, Steve decided not to buy.
However, when the spectrum came out, he
must have been one of the first people to
buy the new model and despite working
full time still, he laboured In earnest to get
the most out of this new machine. He
dreamed up some good ideas for games
and soon found that to achieve the effects

he wanted, he needed new technigues.
The games on the market at thal time
were, in his opinion, rather amateurish in
many cases. For months, he worked into
the small hours of the night perfecting
new technigues and eventually produced
a game, unlike any that had been written
at that time. He submitted it to four soft-
ware houses and three wanted to market it
for him.

At this point, Steve was beginning lo
feel disillusioned with wnrkin? for so-
meone else. He decided that atter span-
ding over half his life enjoying working on
his home computers in his own time, he
was ready to become self employed and
use his talents for his own benefit. When
Hewson Consultants offered him a con-
tract, he decided to start working full time
on writing software for home computers.

.H-

Steve Turner

The ?ame he wrote, 3D Space Wars took
about five months to develop. Most of the
time was spent in detailed graphic design
and of course in developing the new
technigues needed for this powerful
game, Since then, Steve has developed 3D
Seiddab Attack. This took three months to
produce, most of which was spent design-
ing it. Using many of the technigues learn-
ed with 3D Space Wars the actual writing
took less time than its predecessor.

Now Steve is concentrating on another
new game, called Lunar Attack. So far it
has taken three months development and
involves a lot more than either of the two
previous games, because Steve is using
the full potential of the 4BK Sepctrum for
the first time. Previously, the graphics had
been compromised so that the games
would run on a 18K Spectrum:

Steve has other ideas which at this
stage he is not prepared to divuige. The
market for home computer software,
Steve feels, is going to change, and he
would like to see the whole standard of
software improve. He would like to see
mare arcade gquality programs, profes-
sionally produced and less amateur —
basic programming which makes up so
many at present. The public has often in
the past been disappointed by the pro-
grams which have not matched in perfor-
mance the pretty pictures on the boxes.

In the future, Steve thinks that people
will expect more and more from programs.
He expects more powerful programs with
more depth — more like novels than sket-
ches. He sees the welding of the graphical
and word type adventure game, so that
players can continue for hours with the
same program. Al present adventures
games rarely have any graphics —
perhaps just stills. Steve sees no reason
why far better graphics cannot be incor-
porated. In the long term future, Steve
predicts a major revolution in the enter-
tainment industry. This would involve in-
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teractive entertainment: Instead of wat-
ching a film, you'll be able to take part in
the film and help set the course of it. The
film and TV industries will have to work
with the computer industry. Already in the
US they are starting to use later disc
technology for the storage of pictures.
This forms a background to the storyline
which Is handled by a computer.

As a force on the market, Steve soon
realised that his impact would be greater
if he could employ others of his own
calibre. He also would find it beneficial to
be able to bounce ideas off someone with
the same technical expertise. So he in-
vited 23 year old Andrew Braybrook to
work with him.

Andrew worked at Marconi in
Chelmsford, where he was a trainee pro-

rammer in the computer centre. Using

MS, CICS and Cobol, but few
assemblers, he worked with a suite of
IBMs. After four years he had become a
trainee analyst and programmer. He had
always written cnmguten' games in his
spare time, using Cobol to throw up
games rather than text on the firm's com-
puters.

After two years at this job, his Dad
bought Andrew a ZX81, and he began to
dabble in Basic. Andrew bought himself a
Dragon 32 which he found preferable with
its better keyboard and colours to play
with. He saw Steve Turner's work and
became interested in it. He began to try to
coliate his ideas on the Dragon to see

Anrew Braybrook (keftl and Steve Tumar

what could be achieved,

Three months ago Steve offered An-
drew the chance to join up with him in his
business and Andrew took it up without a
second thoaght. Now his computing skills
are more obvious and appreciated than
when he worked In a big company, which
gives Andrew a lot of satisfaction.

Steve and Andrew find that in the first
stages of designing a game, they work
mostly individually, with a strong com-
petitive spirit to produce the best idea. In
the final staﬁas of game design they work
together with plenty of discussion as they
fine-tune their games. Steve works for the
most part on the Spectrum, whilst Andrew
works on the Dragon. They are each ex-

perts on their own prefered machines, yet
don't really know each others machine.
On the whole, Steve does most of the
graphical design work and Andrew works
more on the programming techniques. An-
drew feels that the market for Dragon soft-
ware is very undeveloped with plenty of
room for his exciting programs.

Design is problematic. It is not easy to
dream up a good idea. Steve doesn't think
it is the sort of thing you can teach
anyone. He doesn't think there are any
rules. He wonders if in the long run it
needs a different sort of person to come
up with the ideas. He gets some of his
ideas from the pub on a Sunday!

Steve is quite happy to leave the distribu-
tion and marketing to the experts at
Hewson's, so that he can concentrate on
the artistic part of producing the games.
He feels that the talent needed to come up
with these brilliant games is perhaps not
the same as that needed by a skilled artist,
but that perhaps the home computer
game is a difficult medium to use with just
as many challenges as paint and canvas.
Ultimately we like to see something nice
on the screen. He wonders if one day his
work will be displayed as 20th century art
in art galleries? | wonder what games will
emerge when Steve enters his abstract
period??

Head for
the Star
zone

At the 8th. ZX Microfair in December, Star-
zone's game Zaxxan caused quite a stir
when it appeared on the Crash Micro
Games Action stand. The game on which
itis based is, of course, the famous arcade
3D scramble game Zaxxon. Since it show-
ed up in British arcades (and rarely at that)
Zaxxon has become a bit of a cult. Natural-
ly Spectrum owners wera ea?erl',r awaiting
the inevitable appearance of a version for
their machine. Months went by — nothing.
Was everyone frightened of doing what
would be a very difficult program on the
Spectrum? It seemed so. But then a brand
new name, Starzone, appeared with a
small black and white ad for their Zaxxan.

Starzone is not a big, financially well-
heeled company at all, in fact they are four
young men with an average age of only
17.5, and Starzone, which has operated at
a profit and continues 1o do so, was
started with hardly any money at all. David
Cowell (the oldest at 19) disarmingly told
us that the basic idea had been to raise in-
surance money for cars, which could be
done cheaper through a company! David
refers to himself as Starzone's Co-
ordinator. Tim Lake (18) is the Advertising
and Promotions manager, which leaves
brothers Tim Mardon and Nial Mardon.
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bottom: Tim Lake and David Cowell.

Tim, also 18, describes his function as a
sort of accountant, whilst the youngest of
the group, ‘Mial (15) is the senior program:-
mer. It was Nial who wrote Zaxxan.

The three older members are between
school and university and intend continu-
ing with their education despite the com-
pany, while Mial is still at Abingdon
school. As they talked, it became ap-
parent that the common link is Abingdon
School (near Oxford), where the other
three were also in attendance. One of their
other games, Dalek Dan, has been written
by another pupil at Abingdon, Malcolm
Salmon2. David added, rather
apologetically, that the third game, River
Raider, just happens to be by another Ab-
ingdonite. We began 1o suspect that Ab-
ingdon is trying to rival Liverpool as
Silicon Chip Hill!

All four members of Starzone have com-
puter programming experience but Nial is
the most experienced in Z80 machine
code. He used to own a TRS B0 and had
developed a ‘Scramble’ lype game for i,
but when the Spectrum came oul he
bought one and the first program done for
it was Zaxxan. As the TRS 80 and Spec-
trum both work on the ZBQ procaessor,
there was little problem for Nial in adap-
ting to the needs of the Spactrum.

axxan was In fact ready quite some
time back, but the boys' ‘A’ levels held up
oparations, so that the game was only
ready to markel in September. Test ads
proved there was a market for It, and now
they have commissioned full colour art-

The Starzone team — top: brothers Tim and MNial Mﬂ-l'dﬂﬂ,

work for the inlay cards.

Meanwhile Mial is working flat out on a
new game with the working title of Super-
charger. it's a 'Pole Position' type game.
At the ZX Microfair they had a good
chance to look at all the various com-
petitors in the field and decided that no
one has yet come up with the definitive
Spectrum version. Nial is 'sub-
contracting' the title screen and sound ef-
fects, which are intended to be spec-
tacular, and he Is aiming for a highly
playable game incorporating features like
humpback bridges, tunnels with only
headlamps seen, a suspension bridge,
hills, bends, an ambulance to watch out
for, and the best 3D perspective view yet
seen, There will be a hi and lo gear change
with ice on the road as an extra hazard to
the other cars. He's also looking inta the
possibility of rain (giveaway mackin-
toshes with every cassette perhaps?)

Meanwhile the Starzone team — a very
calm bunch too — sit {metaphorically) and
wait for the reaction to Zaxxan. They got a
mixed reception at the ZX Microfair with
people either loving it or complaining it
wasn't enough like the original. ‘Pecple
are very unrealistic in their expectations
of the Spectrum, said David Cowell
philosophically. But their Zaxxan remains
the only version, and it's a very good one.
Let's hope University doesn't entirely
swamp their programming energies. We
mustn't be complacent, we need new
writing talent all the time.

Next Month
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EXGLUSIVE!

A FREE

NOT TOBE
MISSED
COLLECTOR'S

Inassociationwith IMAGINE,
we are giving away a free,
full size colour poster which
shows the ‘Arcadia’ landing.
The poster has been specially
designed by Imagine’s art
department for CRASH
readers and is an exclusive,
limited edition. So don't
miss out on next month's
exciting issue!

...and
even moreé
(425p) PAQES
next (dug)
month //
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Scuba Dive

Producer: Durell

Memory required: 48K
Retall price: £5.50
Language: Machine code
Author: Mike Richardson

With their latest release,
Durell, who brought you Har-
rier Attack and our Establish-
ed Game of the Month in the
last issue, Jungle Trouble,
claim for it that it sets a new
standard for animated
graphics for the Spectrum
computer. A rather high-
handed claim, but one that
seems amply justified by
seeing Scuba Dive. If you're
one of those people who
squirm with primordial hor-
ror at the sight of Great
White sharks, then stay well
clear of this game! The state
of animated graphics in this
highly original game is avery

bit as good as anything you

will see in the arcades, and
the jaws agape sharks look
pretty real.

he runs into it he gets knock-
ed out fora few seconds, and
killed if it happens Im-
mediately again. The pearls
can be collected only from
open oysters. To the right of
the display area is a status
section which records how
much oxygen is used up. It's
replenished by surfacing and
finding the boat, which
wanders off on its own. Only
by touching the ladder at the
rear of the boat are you safe-
ly aboard and ready to dive
again.

Also on the sea bed, are
hollows, actually openings
to undersea caves. These are
protected by an octopus,
whose waving tentacles
allow a precarious access.
Should you get through, the
bottom of the cave is covered
with- giant clams, whose
pearis are more valuable, but
the clams have a nasty habit
of snapping shut on you!
This cave in turn also has
hollow accesses to deeper
Caves protected by an oc-
topus each. The deepest
caves contain treasure
chests and also Spare ox-
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A plethora of fishy animation in Scuba Dive.

The basic object of Scuba
Dive is to leap off your boat,
dive down and collect pearls
from oysters on the sea bed.,
If you think it sounds easy
forget it! This is no game for
beginners of the arcade art.
For astart off, the sea is alive
with fish of all shapes and
sizes, from giant sharks and
squids right down to tiny fish
swimming in shoals, and |f
you've ever fallen for Jac-
ques Cousteau's line that
they are really very cuddly,

ou can forget that too!
hese guys are all killers.

When you press the ap-
propriate key, one of your
three divers leaps out of the
boat and can then be guided
down to the rocky sea bed. |f

BB A Newsfield Publication

ygen bottles to keep you go-
ing. And that's it. You score
points for pearls brought to
the boat but if you get knock-
ed out or eaten, you lose the

earls you may have col-
ected. The four skill levels
affect your scores, numbers
of sea creatures, oxygen
supply and the speed at
which the octopusses move
as well as other details.

CRITICISM

‘This is an original game
with excellent colour and
graphics, although it's a
shame about the aimost non-
existent sound. The fishy
graphics are fantastic (one
tends to get into trouble

while admiring the various
forms’' of marine life)! The
game isn't very addictive,
and | would have thought
there could have been more
todo like harpooning sharks,
but anyway, | liked it!’

‘The detail of the %raphfcs
Is quite staggering, Not only
are they large, but they're
also realistically very small,
The sharks have a lot of
frames to make the move-
ment work, including a very
good turning action. The

ame is full of nasty touches
ike the giant jelly fish which
float on the surface and hide
behind the boat waiting to
catch a diver as he jumps off,
The diver's movement, too, is
fust wonderful, both in diving
off and in swimming. A bit of
continous sound, the effect
of breathing bubbles
perhaps, would have ‘been a
help, but to be honest, this
game doesn't need much

elp. Like Jungle Trouble /
found it to be immensely ad-
dictive — it should probably
be banned as a health risk
before it has time to take off!
Great!’

‘Despite the simplicity of
the controls (user-defined
keys too) this is not an easy
game to play, and on the
higher skill levels it's
downright maddening. This
really shows what a bit of
dedication can do in turning

———ﬁ

Battle 1917

Producer: C.C.S.
Memory required: 48K
Retail price: £6.00
Language: Basic
Author: Mark Lucas

The author, Mark Lucas, won
the Cambridge Award for
writing this program. The
competition is run by C.C.S.
in conjuinctivon with the
magazine Sinclair User, and
the Award plus £1000 goesto
the winner, and of course the
winner receives the satisfac-
tion of seeing the program
marketed. Battle 1917 is like-
ly to prove Popular with
wargamers and perhaps with
chess players too, as there is
a resemblance in part.

The board, or war zZone, is
laid out with the opposing
forces at the top and bottomn
of the screen. Each side has
a King in the centre, pro-
tected by artillery and flank-

e

Spectrum graphics into
something to be proud of.
The game is also about as
addictive as any around I've
played recently.’

COMMENTS

Control keys: rotate
clockwise/anticlockwise,
accelerate and break. As
preprogammed very
sensible, but may be used-
defined to cope with almost
any joystick
Joystick: with user-defined
keys you can set up for
most joysticks
Keyboard play: once you get
the hang, very responsive
Colour: excellent
Graphics: words fail

d: poor
Skill levels: 4
Lives: 3 divers
Features: a neat feature
enables you to save just the
hi-scores and then load
them in to continue
General rating: highly
recommended and excellent
value for money

Use of computer 89%
Graphics 98%
Playability 90%
Getting started 89%
Addictive qualities 90%,
Value formoney 88%
Overall 92%

ed by tanks, cavalry and in-
fantry, Each unit, except the
King, is subdivided into four
characters. The characters
move as a group, but can
easilyEgat split up by the ter-
rain. Each unit also has a
fighting strength and a
movement allowance.

The battlefield, 21 by 32
squares Iarﬁe, is dotted with
obstacles like rivers, forests,
barbed wire and minefields.
Tanks aren't bothered by
wire or trees, but cannot go
through water. The rest can't

O across any abstacle.

inefields have a percen-
tage chance of exploding
when contacted. In addition
to moving around, the ar-
tillery can fire in any of the 8
Compass points desired,
although extreme short
range runs a risk of self
destruction since shots may
not land on the exact square
they are supposed to.

A prompt at the bottom of
the screen tells each player
which piece is to move next
and reminds him or her how
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Chess meets wargame in award winning Battle 1917.

many squares it can travel
and asks for the direction
wanted. When one player
has moved all his pieces, itis
the second player's turn.
When units of opposing
forces meet, battle ensues
and iswon orlost by addinga
random figure for each, from
one to five, to the unit's of-
ficial fighting strength. The
higher figure wins. The aim
of the game is to kill off the
oponent's king.

Directions are inputted us-
ing the numeric keys 1108, 1
being North and 8 being
North-West. There is an on-
screen compass promptasa
quick visual aid.

CRITICISM

‘If chess appeals to you,
ou might like this, although
ﬁ' hasn't got the same sort of
tactical clarity as chess. |
thought the graphics were
rather average and the
moves and goings on rather
slow. At least it does allow
two people to compete
against each other — really
the computer is only used as
a playing board and score
keeper. It might have been a
good idea to have a single
plarar versus the computer
option — afterall you have to
have an oponent also ad-
dicted to play properly and
that's not always so easy.'

It does take fi’ufte a long
time to play — but then, so
does chess. Whether it's as
good as chess, I'm not so
sure. It has more variety than
chess but also a strong ele-
ment of luck as to who wins a
battle. This does rather
destroy the tactical value
somewhat. It certainly isn't
what you would call an ad-
dictive game, and | think you
would have to play for some
time in two before deciding
whether it had real lasting
value as a game.

‘Definitely a game for the
strategy, wargamer freaks.
I'm sure it has lots of scope
for them. It left me cold as |
never quite know how to take
this sort of game. The
graphics are pretty good,

although only character
squares which vanish in one
spot to reappear in another,
nothing is really animated. It
does have very amusin? in-
structions in the 2-part load

which involve some
graphical shenanigans.’
COMMENTS

Cuntrulhfﬂ: 1-8

Colour: quite good

Graphics: fairly small but
recognisable
Sound: very little

General rating: good of its

kind, but a specialised taste
Use of computer 75%
Graphics 54%
Playability 58%
Getting started 65%
Addictive qualities 55%
Value for money 68%
Overall 63%

OMEGA RUN

Producer: C.R.L.

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: ;Richard
Brisbourne

We're at war again and
fanatical elements have seiz-
ed control of a heavily
defended complex contain-
ing the ultimate nuclear
deterrent, a Doomsday
device constructed to cause
worldwide devastation. The
timer on this bomb has
already started and is set to
explode in twenty-five
minutes. You must pilot your
fighter bomber to the
building and destroy it.
Omega Run hovers bet-
ween being a flight simula-
tion and a straightforward
game, but in the end, due to
the fantasy nature of the

|%>48K SPECTRUM <&

1984

A GAME OF
GOVERNMENT MANAL

1984

THE GAME OF
ECONOMIC SURVIVAL

THE BRITISH ECONOMY WITH YOU
AT THE CONTROLS! WHAT SORT
OF CHANCELLOR WOULD YOU
MAKE WITH SEVERAL BILLION
POUNDS TO SPEND & FIVE
YEARS TO THE NEXT GENERAL
ELECTION? GRAPHIC DISPLAYS,
HISTOGRAMS & AN ANNUAL
PERFORMANCE RATING ARE ALL
INCLUDED TO SHOW HOW YOU
ARE DOING. HOW MANY YEARS
WILL YOU LAST?

FREE INSIDE: Pocker Guide 1o
Running Britain |
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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 i the first of a 3
part series that budds o a
mammoth adventurers challenge.

Incentive: It could be adventageous
if you achieve 100%!!

NOD2 £5.50

SPLAT!

S Py

ARCADE

ONE OF THE MOST ORIGINAL
AND COMPELLING ARCADE
GAMES EVER PRODUCED!
STARRING ZIPPY!!

“SPLAT! is one of the mosi
addictive games | have ever played
on the 48K SPECTRUM, W is
certainly the most ofginal”
Computer & Video Games

NOW AVAILABLE FROM WH SMITH
AND BOOTS

48K SPECTRUM CHALLENGE
FROM INCENTIVE SOFTWARE LTD

NOOT £5.50

All programs run in the 48K ZX SPECTRUM and are available from all
good computer shops. In case of difficulty please order direct using
the coupon baiow
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Please send me (tick box(es) required)
1984 [ MOUNTAINSOFKET O SPLAT O
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scenario and the fact that
the instrumentation is not
based on anything actual,
we decided to slot this under
a game heading.

The screen displays a
wide cockpit view with in-
struments below. The
enemy's defences are pro-
digious and consist of laser
fields, which shoot beams
up into the sky, and which
must be avoided by dodging
around them; fighter aircraft,
which may be dodged but
should be shot down other-
wise they just keep on your
tail; anti-aircraft fire which
homes in on you if you fly
above 350 feet; and ground-
to-air missiles, which are
more frequent lower down.
Another problem is that your
aircraft carries insufficient
fuel for the run, so you must
rendez-vous with a tanker for
in-flight refuelling.

Your instrumentation pro-
vides a clock with minutes
and seconds left before the
Doomsday bomb explodes, a
compass with your heading
indicated, an altitude meter,
a tanker/target locator,
which is kept centred for an
accurate heading, a miles-to-
tanker/target indicator, and
three bar codes for fuel level,
ammunition level and
damages status. There is
also a rear view screen warn-
ing of enemy fighters with
message display.

CRITICISM

‘Omega Run' has an ex-
cellent on-screen introduc-
tion, which not only
describes the object of the
game fully, but
demonstrates the in-
struments, how they work,
and what the cockpit view
looks like when you are fly-
ing in various aspects. All
the instruction screens
dissolve one from another
likein afilm,and whenit's all
through you can then alter
the conditions, like distance
to target, numbers of enemy
fighters and laser fields, and
target run up.
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night. The sky seems to light
up when the AA guns are fir-

aircraft firing back at you! As

scope for improving skill.

of these flight games, is if

lieu of any realistic land-
scape, that would really in-

COMMENTS

Joystick: Kempston, AGF,

Graphics: very good, with

addictive and

recommended.

Useofcomputer  78%
Graphics 90%
Playability 83%
Getting started 96 %
Addictive qualities 82%
Value for money 90%
Overall 87%

Lining up a shot on an enemy
fighter.

It keeps you on your toes
okay, fighters, lasers, ack-
ack, missiles, all coming
thick and faster as you near

the target, which is a red
block. The instruments
simplify your task and are
very well designed. | liked the
view, a dark blue, flecked
with white, as though you
were flying over the sea at

ing at you. Perhaps it's ask-
ing too much, but it would
have been nice to see enemy

itis, the screen flashes when
they are. | found it highly ad-
dictive to play with plenty of

What would be good in one

they used a perspective grid
to indicate the ground in

crease the feeling of speed.’

Control keys: cursors and
zero to fire

Protek

Keyboard play: very
responsive

Colour: very good

effective 3D

Sound: good effects
Skill levels: 5 selectable,
with additional
customisation

Lives: percentage of
damage allowed
General rating: playable,

g_ _ :

MAGIC
MEANIES

Producer: C.D.S.

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

This game is a good copy of
an old arcade favourite, on
the whole a not much copied
game as yet. Blaby did a ver-
sion, called Gold Digger, and
in most respects this is very
similar, although it boasts a
rather splendid continuous
music sound track.

The object of the game is
to control your little wizard
Meltec through underground
caverns which he himself
creates as he goes. Dotted
about are lumps of lead,
resembling blue diamonds,
which are to be collected for
points. There are also red ap-
ples (underground?) which
can be pushed along an ex-
isting tunnel and made to
squash the meanies by drop-
ping them down a shaft, or
one can be used to block a
tunnel by undermining it.
Meanies can also be killed by
firing one of your five crystal
balls at them. Killing
meanies adds to your points.
There's also a cherry on each
screen which must be col-
lected. This goes wandering
about the place in a most
distracted, not to say
distracting manner.

Clearing a screen of lead
and cherry takes you on a
level to more meanies.

CRITICISM

‘Cutting out the story of
wizards good and evil and
dark ages when they spent
their efforts obtaining lead
to transmute into gold,
which sounds like an adven-
ture game, Magic Meanies is
an arcade game. It's only a

&

reasonable game, but it's fun
to play.’ -

‘The graphics are quite
small, one-character size
and they mave quite jerkily,
but they are called on to do
very little, since much of the
game’s attraction lies in the
skill and quick thinking re-
Quired. Once on the move
your man can only be stop-
ped by running up against an
apple, or by constantly rever-
sing his direction. It's a sim-
ple game but manages to be
addictive in playing. Nice,
bright colours, and an insis-
tent and continuous music
track that can be turned off if
it's driving anyone else
mad!’

‘Despite the simplicity of
this type of game, it isn't
easy to plag, requiring quick
reflexes. C.D.S. have also
provided nine playing
speeds as well as rising skill
levels. At the slowest speed
the game can become a bit
repetetive, but at medium
fast it is quite demanding.
The highest speed level is
sheer madness. Fairly addic-
tive, and a good version.’

COMMENTS

Control keys: Q/Z up down,
I/P leftiright, M fires

Joystick: Kempston
Keyboard play: very
responsive

Colour: average

Graphics: small,
f1~|:h.=41nau:t&r:9 size, but quite
ast

Sound: good

Skill levels: 9 speeds, rising
difficulty

Lives: 3

General rating: above
average.

Use of computer 60%
Graphics 45%
Playability 68%
Getting started 58%
Addictive qulities  60%
Value for money 55%
Overall 58%

Hot on your tail come the Magic Meanies,
2959Q0Q SKILL
$°8°% -l

SCORE
LIVES
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GET, LIQUIDATED?

Introducing five great new games from created Abyss — a feast of excitement
CCS guaranteed to give you plenty of and hidden danger for those who dare
trouble. defy the evils to be found beyond the

Mountain of the Golden Lion.
You'll get no peace in the prohibition ‘
days of Gangsters - if the cops don't get So if you want trouble - we've got

you, your rivals will. Try keeping your the games.

head above water in Brewery - a game all

about liquid assets. We'll try our All available for Spectrum 48K at £6
hardest to sink you in Plunder- (Abyss £5). Selected titles available

a world of Elizabethan piracy. And from W.H. Smith, Boots, Rumbelows,
we're sure Battle 1917 is more than a Greens and all good computer shops
match for anyone - it should be - it won . or

the Cambridge Award.

Cases Computer Simulations Ltd.,
As if that's not enough, we've even 14 Langton Way, London SE3 7TL.
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| GANGSTERS! - Ve
! PLUNDER

? STRATEGY GAMES

s BTRATEGY GAMES
|

. ? BTRATEGY GAMES

CC Strategy Games.
S They're no pushover.
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 IMAGINE-ATION

continued from page 24

‘locked away’ to work on
Bandersnatch which should be
ready sometime around May.
When the game is finished it
gets ‘'play-tested’ by a panel of
20 local games players which
Imagine uses. Their
recommendations will then be
used to make alterations to the
game before it can be released,
From the quiet, carpeted
splendour of the main office,
Bruce Everiss explained that
imagine have had to employ a
lot of top management experts
in recent months to guide the
company as it expands.
Between these new managers
there are a lot of degrees in

A comner of Imagine's Technical support.

sclence, psychology and
business management. They
know an awful lot about
computers and software, but
very little about games. To fill
in this gap in their experience It
seems CRASH Magazine is
being used as a “training
manual'l

Just as Epsteln and the
Beatles created an awarenass
in Liverpool and then
throughout the world about
popular British music, so the
guiding hand of Bruce Everiss
and Imagine have created an
awaraness first in Liverpool
and now throughout the world
about British games software.

Millicnaire founder, Mark Butler, thunders from his custom-buiit monster bike,

ATIC ACRASH

| am writing to you for advice. |

would like to know why, when | load
ATIC ATAC with my Currah
Microspeach unit plugged in, the
game crashes when | press @ to

| gtart, The Currah advertisement

states that ATIC ATAC and LUNAR
JETMAMN are usable. LUNAR
JETMAN works, so why doesn't
ATIC ATAC? Hope you can halp ma.
M. Beynon, Ryton, Tyne & Wear,

I think if you read through the review
on the Currah Microspeech unit in
this issus, you will be able lo see
why ATIC ATAC crashes when
played with the unit in the
Spectrum. I'm only &8 key pusher
mysell, and | don't know whal goes
on inside these things ar all! What's
more surprising is that the Currah
ad does state that ATIC ATAC /s
compatible. 'l check into this, but |
suspect the reason is simply that
agresments were reached between

EETTEHS NP NN)D

continued from page 10

the Currah people and various
soltware houses that cerfain games
would use the faciffity. ATIC ATAC
was a litile delayed In ils release,
and | think there may have been
alterations made &l the last momen!
to fit the program info 48K which
made it impossible to play with the
Microspeech unit. But of course, by
that time the Currah ads were
already in magazines.

WHY 50 MUCH?

Why do software houses have 1o
charge so much for thair software
tapes? Most tapas are priced around
five to six pounds, for that you
usually gel a few minutes of tape
with a program recorded once or
twice on each side. For around the
same price you can purchase a
music cassetie with much more
value for money.

. Congratulations, CRASH is
tantastic, it is just whal people need
to read bafora they spend thair
monay on computer lapas.

8. Hall, Blackbrook, Derbyshire.

it isn’t really fair o compare a music
cassette with a software one, Even a
reasonable music album is
expected fo sell about half a millfon
copies in its life time — chart
toppers sell several imes that.

According to unafficial figures
approximately 25 million software
cassetles were sald in the last 12
months or something like the
eguivalent of 15 top selling music
albums. As you know, there were
many more than 15 Specirum games
last year! What Il means, is that an
individual title, even a popular one,
fan't selfing in the quantities a
music cassette sells in, and don't
forget, the majority of Spectrum
cassettes are sofd only in the UK.
Now if you look at how the ‘cake’ is
sliced up, as they say, fake a fape
costing £5.95. Knock of the VAT to
leave a price of £5.17. Of course the
software house doesn'l get that —
by the time the retail shop,
wholesaler and distributor have
taken their cut the software house
receives about 40% of the price, or
E2.07. OIf this they must dock the
cost of duplication, cassefte and
box and infay printing, say 50p. Then
they are paying the autfhor a mya.fa‘zr
on the selling price of probably 10%
{52p) which leaves them with £1.05.
Owut of this ‘profit’ must come the
cosl of advertising and the overhead
costs assoclated with running any
business like salaries, rent etc. As
you can imagine, at the end of the
day the software house isn't feff
with all that much. Of course, If they
could sell a million on one title
alone, It might be a differant picture!
LM

"ﬂ..-r..ﬂ--ﬁ'{'?}
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Fighter Pilot

Producer: Digital
Integration

Memory required: 48K
Retail price: £7.95
Language: Machine code
Author; Dave Marshall

if you have ever hesitated
over buying a flight simula-
tion program on the grounds
that it will be too slow to
make an interesting game,
Fighter Pilot will probably
change your attitude (or
should that be altitude)? This
simulation moves at 802
knots (at sea level, full
reheat) and can create total
]i.!_ﬁnic at a moment's notice!

@ game allows one player
to control a jet fighter plane
in several modes, which in-
clude landing, taking-off and
air-to-air combat.

Your machine is a McDon-
nell Douglas F15 Eagle with
2 Pratt & Whitney F
100-PW-100 turbofan power
plants, and the program
writers ¢claim that the simula-
tion is as realistic as limita-
tions of the computer allow.
When loaded you are pre-
sented with a menu; 1) Lan-
ding Practice 2) Flying Train-
ing 3) Air-toAir Combat prac-
tice 4) Air-to-Air Combat 5)

Winds & Turbulence 7) Skill
levels 8) Control selection.
Before we take a look at
the options. more closely,
let's examine the aircraft’'s
equipment. In the centre of
the instrument panel is the
Artificial Horizon, showing
the roll angle and pitch
angle. An aircraft symbol
rotates to show wing angle
relative to the ground, and a

Is flyin
down.

flying nose up, when it's
ellow, nose down. To the
eft of the AH is the speed in-
dicator in knots. To the right

nose up or nose

below is the VSL — Vertical
Speed Indicator, which gives
rate of climb or descent in
feet per second. Below the

airspeed instrument are the

Blind Landing 8) Cross |

moving tape In degrees in- |
dicates whether the aircraft |

hen it's blue you're |

is the Altitude in fest and |

flaps, and below the AH is
the engine thrust indicator,a
bar scale running from0% to
100% with a red section for
reheat. This boosts the
engine but uses up much
more fuel. There is also a
radar and compass with
beacon selection, and an IL-
SIFlight Computer. The In-
strument Landing System of-
fers runway approach
guidance or it can be switch-
ed to Flight Computer to
show your precise ground
position from any beacon
within a 6 mile radius. It also
indicates the altitude of an
enemy aircraft when in com-
bat mode. The remaining in-
struments are a fuel lguage

and beneath it, the undercar-.

riage indicator, showing up
or down.

To control your aircraft
there are fifteen control
keys, although fortunately
these are not used all at
once! Joystick left, back, for-
ward and right is controlled
by the cursors (or by a
joystick!) and CAPS SHIFT/Z
moves the rudder left and
right. Q/A increases or
decreases engine thrust,
W/A puts the flaps up or

of the runway and ready to
take off. Airto-Air Combat
Practice positions you two
miles behind an enemy air-
craft and you catch up,
select combat mode and
open fire when he appears in
your sights. The enemy will
not fire back — at least, not
until you opt for staightfor-
ward Air-to-Air Combat. In
this scenario you must de-
fend four airfields; you are
scrambled, must locate the
enemy with your radar and
engage. He will lock on to
you when there is less than a
mile and 5000 feet altitude
difference between you.
Four strikes from him is
fatal. If you break off the
enemy will pursue his mis-
sion once again, and you
may find the airfield damag-
ed. The remaining option,
Blind Landing, renders your
viewscreen useless, and
forces you to land on in-
struments only.
There are three skill levels,
Trainee/Squadron
Leader/Ace to choose from.
Kempston, Sinclair,
AGF/Protek joysticks or
keyboard are selectable.
he display through the

R cel
CorwPuTiR,

q450 'E
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Air-to-air combat in this 800 knot-fast simulation.

down, U raises and lowers
the undercarriage, B puts the
brakesonand isindicated on
the instrument panel as ared
light. N selects the next
beacon and M switches the
cockpit view to a map. SYM-
BOL SHIFT switches bet-
ween ILS and Flight Gom-
puter, and finally zero fires
the guns when incombat
mode, which is selected by
pressing G.

Back to the menu. Selec-
ting Landing Practice im-
mediately positions you at
1700 feet and 6 miles from
touch down with the under-
carriage down. In Flying
Training you are on the end

windscreen is fairly simple,
green ground, blue sky. The
other features are the run-
ways of the four air bases
named BASE, TANGO,
DELTA and ZULU. These are
seen in full, correct perspec-
tive with centre lines,
distance markers and end
lights. Additionally, you can
see enemy aircraft as you ap-
proach, also in full perspec-
tive. The tape is accom-
panied by very clear instruc-
tions and technical details.

CRITICISM

‘A full evaluation of
Fighter Pilot, would take an

age as theprogram has enor-
mous potential for playing.
Also, flying my F15 was not
an easy task. The set up for
landing sounds soothingly
simple. But in eight initial at-
tempts we nose-dived with
loss of all aboard! | had a go
at a dog fight. It took some
time to find my enemy — get-
ting the hang of banking and
turninF takes time — but
when | did we had a jolly time
and | went down in flames
after a few hectic seconds.
I'm going back for more!’

‘The map facility is ex-
cellent in this game. An ad-
vanrage is that you can
switch to map without losing
your instruments — you can
see where frﬂu are and keep
ggéng, rather important at

nots! The map provides

a scale, locations of the air-
fields and their beacons,
which can be selected by
number to get the correct
heading, and it shows two
ranges of mountains with
their heights. What struck
me about this simulation is
its overall speed. You can sit
back and relax to some
degree on the longer training
flight, but mostly it's hard
work and it all happens pret-
ty fast. Very good resolution
on the graphics and instru-
ment diusplays.”

‘Detfinately the best
simulation tor the Spectrum
yet, and one of the most ex-
citing toplay. Key controlis a
fraction slow, you have to
keep a key Fressed for
results, but with so many
keys that's not surprising.
What does work well is that
the instruments respond
very well with quite a lot of
fine tuninF possible. I'm no
pilot, but | reckon this is all
very realistic.'

COMMENTS

Control keys: see review
Ja?ﬂck: see review
Colour: very good
Graphics: very good
Sound: none

Skill levels: 3

Lives: 1 — how many more
do you want?

General rating: an excellent
simulation and game —
highly recommended.

Use of computer 82%
Graphics 90%
Playability 85%
Getting started 90%
Addictive qualities 85%
Value formoney 85%
Overall 86%
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Bill Rowe, (left) and his successor,
Roy Hawker, discuss some display matters at
the Heathrow computer shop,

i\
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@ COMPUTER SHOP &

i

The new WH Smith Computer Shop, at London’s Heathrow airport —
sarving travelweary computer freaks.

i
|

A typically busy day at one of the Computer Shops in a larger WH
Smith high street store,
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ONLY THE BEST BECOME A..

A SPECTACULAR FLIGHT
SIMULATION OF THE WORLD'S
MOST EXCITING JET FIGHTER
WITH STUNNING 3D COCKPIT
VIEW AND THE MOST
REALISTIC 3D AIR-TO-AIR
COMBAT EVER SEEN ON

THE SPECTRUM!

The SUPREME SIMULATION....
it leaves the rest at the

runway threshold !!

Based upon tha F15 USAF air auperiarity jel fighter. in-
cludes landing, tale-of. stesring on the ground. 3-0 mir
1o mir combal. fully asrobatic periormancs. grisld attack
by the anamy. crosswinds. lurbulence, Wnding in fog. 4
pilot ratmgs. 4 runways, B beacons, ground features, Aris-
ficial Horizon, Pmder, Flight Computer, ILS. Maps, ulg,
wysism ladures, Map joystick compatibis — Kempston
AGF Sinciair Intertace 2 Protek & othens, 100% machine

SR i - .:. '\ =-"-;! .. i . -. i ‘i = “'3 :(' 48k Spect rum

“Joystick compatible

ﬂiegraﬁ& -'

Dept.CM, 22 Ash Church Road, Ash, Aldershol, Hants GU12 BLX
All prices include VAT and p&p (overseas add 55p per cassette) Trade & exportenquiries welcome
All cassettes carry a lifetime guarantee. Mail order or check your local computer siore.

| League
Analysis

NIGHT GUNNER — he aw batiids ¥ » g (R \&F D
| SoEnano whers only Gges survive! " | ] 1 ools Pre | &l the busy fown sguate To tha
Each mission pushes you to the fimis ot ? Tha station? The quicker you
with enemy fighters attacks g from e team performance analyss  Simohy | W h 4 re. the bgoer your tip and the |eas

all directions. guns sblaring' — gx- i, gnter the new fnture list load your ; e R, matrol you will use But bewsrs of
plosive 30 ground attack sortis. and E=: R FH lsague iable data bass, and bet your ] AL bl they. sirmpty hats
! L::;El-lzul!ﬂll Iia "IET:-:;T; i 2 k- N ‘5|:lec_1rum guide you to your Pools 1 .
el Sinclair, Protek & others f :;LE;::I:;Z"”E: St — il aill the il
4Bk Spacirum £6.95 3 Sy ny Spectrur L5.50

1 pour shilis &8 &
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With computers now
abounding in British schools,
there is a growing awareness
that computer games can be
much mare than a play toy. The
computer can act, quite
uniquely, as both teacher,
calculator, blackboard and
entertainer all at the same
time. To match the swelling
interest in education by
computer, more software
houses are producing more and
more teaching materials in a
games form. To reflect this
trand CRASH will be doin
regular articles on educational
games and reviewing programs
as they becoma available.
These reviews, like all others,
will also be entered in the
Guide as we go along.
One of the first software

houses to specialise in

rams for young children is

it Software. They have just

LEARNING AT PLAY

titlas (on a single tape). The
Humpty Dumpiy Mystery and
Wheo Killed Cock Robin are two
detective stories to develop
skills in logical thinking (see
the review in this issue). This
latest tape is only ona of a
range of seven titles which
Widgit have released over the
past six months. Counting,
Adding & Subtracting an
Quickthinking (which is
published by Mirrorsoft) are for
developing numerical skills.
Spatial observation and skills
are developed with Shape
Sorter and Pathfinder. A Turther
title in this series will be
released before Easter.

There are plans to release
more titles early in 1984, and
also to convert existing titles to
the Commodore 64, BBC Model
B and Electron. Mike and Tina
Detheridge, who run Widgit,
have increased their
programming workforce to
meet these needs, but thay still
maintain a very firm editorial
control. The programs must
meet the Widgit criterion of
giving the player enjoyment
and motivation but at the same
time having a real educational
content to develop a child
intellectually. Widgit programs

The Humpt '

Producer: Widgit
Memory required: 48K
Retail price: £6.25
Group: Very early
readers — 10 years

Side A of the tape, Humpty
Dumpty, contains two pro-
rams, and side B contains
'ho Killed Cock Robin. The
programs are aimed at
developing skills in logical
thinking and require the
player to ask questions and
make guesses based on
answers. The mystery —7
Which of the king's men
pushed Humpty off the wall?
After a graphics sequence of

" Mystery

Humpty being pushed off by
a mystery soldier, all twelve
men appear and the player
may either ask a question
Emmptad by the words, ‘Did
e have . ..', or take a guess.
Each of the twelve men have
a name and some charac-
teristic which distinguishes
them, so that asking ques-
tions immediately elimi-
nates some of the suspects.
- The second game loads
with a program contained in
game 1. Here the player is
given a glimpse of the cug:rli
and must describe him. Five
distinguishing characteris-
tics must be entered correct-
ly to describe the colour of
the suspect's hat, badge,

ara tried out in schools and are .

modified according to the
reactions of teachers and
pupils. Tina says that general
standards in educational
software have risen a lot in the
last few months and that
Widgit are intending very
definitely to keep in the
forefront of developments and
provide programs of high
quality and good value for
money for hame and school
use.

MR. T

It's a bit of a mouthful, but The
MNational Magazine Co, under
the imprint of Ebury Software,
are soon planning to release
titles under the heading of
Good Housekeeping Software,
The series is tied together by a
mascot called Mr. T.

The first six titles are Mr. T's
Alphabet Games, Mr. T's
Number Games, Mr. T Tells The
Time, Mr. T's Money Box, Mr,
T's Measuring Games and Mr.
T's Shape Games. These are
currently available on the BEC

Micro, but Spectrum versions |

should be ready very soon. Mr.

eyes, mouth and jacket. Both
programs allow for children
of developed spelling skills,
and for early readers as in-
puts may be spelt out or
selected by using the colour
keys. Two skill levels make
for easier and harder games.

Who Killed Cock Robin
asks the daunting question,
can sparrow's confession be
believed? The player must
find out who killed the robin,
where and when by using
clues and logic. Some
reading abllity is required
and there are four skill levels.

The quality of the graphics
in these games is very good,
lots of large drawings,
brightly coloured and with
some simple animation.
Describing the identity of the
culprit in the second Humpty
Dumpty game, is quite a
skilfull process, and surlarls-
ingly difficult to get right,
even for adults!

| think it was “large’ — but was it?

Money Box are already in the
shops for the Spectfum. The
games come very nicely
packaged in large white video
style boxes and include a
detailed parent's manual with
comprehensive operating -
instructions and a step-by-step
gulde to getting the best out of

the program.

Goo? Housekeepi
Software reckon that the child
should not be left isclated at
the keyboard, but that the
parent should join in the
games, discussion and
activities promoted by the
games. Mr. T is also designed
to act as a friendly guide
enabling the child to play not
against the cold, inanimate
computer, but in the company
of a lively and personable
fellow who reacts with
encouragement or slight
dismay at the child's cholce.

Mr. T programs are aimed at
children between the ages of
three and six, The cassettes
retall at £12.95, and are
available at leading computar
shops and computer
departments of major High
Streal retailers, and run on-a
48K Spectrum.

French Is Fun

Producer: C.D.S.
Microsystems
Memory required: 48K
Retail price: £5.95
Group: Various

This is a French learning
package with considerable
versatility although it only
teaches some basics,
phrases and words which
may be helpful to beginners
and tourists. The ﬁrugram is
menu prompted offering; The
House, The Countryside, The
Beach, The Cafe, The Straet,
The School, Numbers and
Time. Whichever topic is
selected you are then
presented with four options;
1) Pictures only — which pro-
vides graphics, slowly
building up, each new item
annotated at the top in
English and French: 2) Pic-
tures with test — the
graphics are repeated and
Eﬂu may opt to type in the

rench when the computer
prompts with the English, or
vice versa: 3) Phrases only —
nographics here, but arange
of useful phrases in English
like, ‘Is it possible to go
riding?’ which may be
translated into French by
pressing key C: 4) Pictures
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Dans le jardin. . . .

and phrases — which runs
through the pictures again
and then into the phrases
with your memory refreshed.

Under Numbers, the
screen displays imperial and
metric equivalents whilst
large figures at the top count
up from 1, giving the French
spelling beside them. Under

me, the display gives the
days of the week and the
months in English and
French, displays a clock face
and invites you to ask the

time. You can key in a time,
say 12.30, and this is then
drawn on the clock face, and
the French spelling for the
time given.

The program contains a
lot of quite attractive
graphics, some with simple
animation, and it will ob
viously be valuable for young
French beginners as well as
adult starters. It won't,
however, do much for your
pronounciation!

Robot Runner

Producer: Longman
Memory required: 16K
Retail price: £7.95
Software: by Micromega,
Tony Pouiton

Robot Runner is a number
game for children aged 6
years and upwards. Pilot
your robot across the
number ways of Andron.
You'll need to know your
tables and be prepared for
unknown dangers of a far off
planet.
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¥

i | d
._"1_| o | I 1 L g

When the tape has loaded
the player's name can be
entered, after which a menu
comes up asking which
multiplication table you
want touse from1xto9xora
mixture. Having selected the
table the screen cuts to the
coloured number ways, five
in all. The robot runner
stands at the bottom,
waiting to enter the first way.
Down this first way comes a
sum, say 2 x 7. Using the cur-
sor keys 6 (down) and 7 (up) a
figure at the top left can be
made to increase or
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decrease. When it reaches
the right figure (14 in this
case), your robot may cross
safely. Now in the second
way another sum appears
and you continue in this
fashion across the ‘ways’.
When he has reached the
fifth way you may guide him
to one of several treasures
on the right of the screen;
when these have all gone,
you progress onto another
and more dangerous screen.

The cursor keys 5 (left)and
B{(right) are used to guide the

.robot across the ways. To
make life more exciting there
are de-energising obstacles
that live on ‘the ways and
float down, threatenfng the
robot uniess you can get the
sum right quickly and move
on, but the cursor keys are
also used to avoid them if all
else fails.

The game is accompanied
by parental program notes
and full instructions for us-
ing the game. Loading
screns are very good, and the
use of colour throughout is
excellent.

5 M

ABC

Producer: Artic
Memory required: 48K
Retail price: £6.95
group: Ages 5-8

This program is aimed at
primary school children 5-8

LEARNING AT PLAY

Z is for ZY LOPHONE — X is for X00.

years old, and is designed to
improve spelling skills. You
are asked to ‘press a letter'.
Depending upon which
alphabet key is pressed, the
screen displays a drawing
and a large graphic of the let-
ter chosen, and tells you
what the drawing is. For in-
stance, pressing V results in
avan being drawn. At the top
it says *V is for VAN', and at
the bottom, ‘"Now spell VAN'.
These details remain for a
few seconds so they may be
digested, then the word
disappear and the child may
press the keys V-A-N. If the
word is incorrect the com-
puter beeps as soon as the
incorrect letter is pressed. If
spelt correctly the child is

rewarded with flashing
border colours and a tune.
There are several tunes in the
program. Although most
words incorporated are ve
simple, CAT, DOOR, FISH,
there are longer words like
UMBRELLA and
XYLOPHONE included.

This program is certain
for younger children and wiil
undoubtedly prove an enter-
taining way of doing elemen-
tary spelling. A drawback to
its durability mi?]ht prove to
be the tunes, which rapidl
become re Petetlw. a!thnunﬁ
they are all popular nursery
rhymes. It also seems a little

ricey for what it does, but it
$ a very easy program to
use.

Special Agent

Producer: Heinemann
Memory required: 48K
Retail price: £9.95
Software: Five Ways

This game is designed to
develop the ability to read,
understand timetables, in-
terpret information quickly
and make logical decisions
based on information in a
situation where there are
many possibilities. It in-
cludes insights into the

LU TUR S

relative speeds and costs of
air and rail travel, and lets
children become familiar
with the positions and
names of Europe's cities and
towns.

The game comesinalarge
plastic folder with the
cassette tucked in one side
and the large format, colour
book (16 pages) in the other.

The game is played on a
very large scale, and in fact
comes very close to a mix-
ture between adventure and
strategy games that might
well appeal to much older
people. Basically you sit in
your control centre of spy-
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ing with a map of Europe.
Below the map all sorts of
reports come in from secret
agents in the various loca-
tions. These may be in clear
or code (which can be
deciphered bit by bit). Infor-
mation may well be from in-
formers (which must be pur-
chased) or it may tell you a
spy has been eliminated.
ore spies can be hired.

If you decide you must go
toacity to make contact with
your agent there, a sheet of
various timetables can be
displayed and journies may
be undertaken by various
modes of transport relative
to speed, cost and conve-
nience.

The graphics are very
detailed and complex, but
the gameis fun to play, back-
ed up by a heavily illustrated
book with background to
spies in fact and fiction as
well as information on the
many cities and towns in-
volved in the adventure.
Despite the slightly high
price, this is an undoubtedly
excellent package for the
price.

Pathfinder

Producer: Widgit
Memory required: 16K
Retail price: £5.95
Group: Ages 4-9

This tape contains four pro-
grams based on maze struc-
tures and is designed to help
children devalc‘::l) spatial
skills and forward planning.
In the first you must guide a
rabbit through a maze,
aatinF carrots on the way.
This is fairly easy, the idea
bainglto look ahead, and pick
the shortest route to the exit.
There is only one proper
route through. The second
maze game Is much more ad-
vanced. In this one, a
kangaroo must be guided
through, but the player must
program the moves by selec-
ting the required direction
and then inputting how many
moves are needed. The
scope of the game expands
with the player's growing
skill, since the kangaroo's
route through the entire
maze can be planned and in-
putted before executing. To
begin with a single move ata
time can be executed by the

computer. Incorrect entries
are immediately highlighted
on sound as well as on
screen, while the entries
made are slowly added in a
column to the right of the
display area.

hethird program is called
Picnic. Guide a hungry
monster through a park and
let him eat his lunch. The
idea is that the monster
should eat four items dotted
randomly in the ‘park’, by
visiting them in a-pre-set
order, and that this should be
done without crossing his
own trail or reversing on his
trail. There are two levels,
one with the playing squares
clearly marked, and the se-
cond where the park is a
solid area.

The final game is Frogs.
Guide a frog across the pond
and collect frog friends on
the way. The ‘pond’ is a grid
of 7 squares by 10 across. In

some there are water lillies,
and in some there are frogs.
The object is to discover the
best way across that allows
you to collect more frogs on
the way, remembering that
you cannot cross a square
with a water lilly in it. This
becomes a surprisingly sub-
tle game, since not all the
frogs are collectable —
some may be unreachable
because of the positions of
the water lillies.

All four games use the cur-
sor, or arrow keys, which are
easily identifiable by the
child playing. The graphics
throughout are large and
brightly coloured. These
games should prove very
entertaining to play as well
as prﬂuiding a very real
challenge. The Kangaroo
game actually leads the
player in the direction of pro-
gramming as well.

Carrots prove better than sticks at forward planning.
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Bull Tables

Producer: Lotus-Soft
Memory required: 16K
Retail price: £5.50

Bull Tables contains three
rograms on one casselte.
ull Tables Iitself is an

arithmetic game. After

loading a menu offers the op-
tion of addition, subtraction,
multiplication or division.

“When you have made your

choice you can select bet-
ween 6 levels of skill. At the
highest level questions can
be as difficult as 23x 35 =7
At the easiest level, as sim-
ple as 1 x 3 =7 The screen
displays the sum to be done
at the top left. At the bottom

S0
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a ‘Table Man’ stands ready
above a table of numbers 0 to
9. On the right is a paddock
with a bull in it. As soon as
the game starts, the bull
charges at the paddock wall,
slowly eating chunks out of
it. The object is to get ten
sums correct before the bull
breaks out and destroys the
numbers. The game is per-
sonalised by the child when
he or she is asked to enter
their name at the start.

After the work comes the
play. The two programs
following are games. Nine
Lives provides the task of
catching twenty mice. You
are a cat, your enemy is a
black dog. The mice are dot-
ted about the screen and the
cat must go round touching
them, avoiding the dog, who
will chase the cat. Three
bones per life are the best
way of slowing the dog down
for a moment. Any mice
touched by the dog are sent
to safety.

Candyman is for two
players, who must get their
‘men’ through a series of
opening and shutting doors,

ey can see how long it
takes them as they are play-
ing against the clock.
Throughout all three pro-
grams the simple graphics
are very entertaining and
move nicely despite the pro-
%am being written in BASIC.

e package offers good
value for money.

o m—re— e -II—"|1-1—I.--IH.-.-.JI-II-I--II:_'_:Jlrﬁ -

Candy coloured stripas — fun after learning your (Bull) Tables. .

Educational Reviews

Due to shortage of space we have been unable to include
more than a fraction of the review material received, but we
shall be wading through more in future issues of CRASH.
May we take this opportunity to thank all the software houses |
who have been sending us games, your co-operation is very
much appreciated.
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Mountains of
Ket

Producer: Incentive
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: R.A. McCormack

Mountains of Ket is the first
part of the Ket Trh'agr. Each
adventure is complete in
itself, although one follows
on from the other. The next
two parts are to be released
later.

Just two weeks ago you
were framed with a murder
and sentenced to death, but

pardoned as long as you
undertook a dangerous mis-
sion. To ensure your loyalty a
magic assassin bug has
been implanted in your neck
which will kill you at the first
:Lgn of doing a bunk. It's call-

Edgar (or Spectrum to
you)! Your mission is to
reach the far side of the
mountains alive and to do
this you must locate the
secret entrance at the base
of the Mountains of Ket.
These lie a short horse ride
east of the small village.
Naturally, lots have gone
before, but none have ever
returned,

CRITICISM

‘This is a text adventure,
where your constant compa-
nion, the implanted killer bug
Edgar, is none other than
your favourite Spectrum. So
all the descriptions come
couched in terms of 'we, us’.
If you dally too long, Edgar
will get impatient and tick
you off. The problems are
traditional in as much as the
village and its inhabitants
can provide you with essen-
tial equipment, such as
weapons, food and a horse.
The initial problems are to
discover how to get them to
part with all this gear. |
managed to buy an dxe from
a shopkeeper, but when |
wanted the lamp there was
no money left, sol tried using
the axe! Adventure
characters seem to have got
very used to the bloodthirsty
ways of Spectrum users who
wander into their lives — this
shopkeeper was more than
ready for me! The statistics
told me the sad story — my
prowess and energy levels
were all less than his and

whereas my luck level was
100
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high his said ‘not applicable’
which | thought sounded
very ominous! He won.'

‘The text is all nicely laid
out and the program has
what seems to be a
reasonably large vocabulary.
Entries are processed in-
stantly, so there's no waiting
about. If you get into a fight
the statistics appear at the
top telling you your chances
of winning, and the text is
very lively in describing the
blows, offering you fast op-
tions on continuing or runn-
ing. Otherwise It continues
round by round until one of
you runs or snuffs it. | haven't
got all that far yet, but there
certainly seems to be a large
number of locations contain-
ed in the program. A map
helps. This is certainly one to
ponder over and come back
to. It can be saved fortunate-
ly so you can cogitate in bed
at n.-?hr. Looks like more

sleepless nights!”

Playability 68%
Getting started 79%
Addictive qualities 65%
Value formoney 80%
Overall 73%

Robot Riot

Producer: Siiversoft
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: Patrick
Richmond

Working for the Acme Robot
Manufacturing Co. is not an
easy business when the
robots keep running riot.
You're in the control room
one day when you notice the
robots are out and playing
dangerously. The only
answer is to send out the
Bomber!

Silversoft have taken a
well worn theme, turned it on
its head, and come out with a
new type of game. For want
of a bettercomparison this is
a backward '‘Pac Man’ type
game. Instead of eating dots,
here you lay them.

The screen represents the
factory corridors, a
reasonably complex maze.
When the game starts the
bomber, ‘you’, must move
round the corridors laying
mines. To complete the
screen every corridor must
be laid. This tempts the king
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The robots are revolting — but the game’s okay |

robot out of his central lair,
so that you can get in and

rogress to the next level.

hat you're up against is a
handful of ditferent robots
(ghosts backwards?) which
start to materialise in the
four corners, until the screen
Is running with them. For-
tunately there is also a
power mite, which
replenishes your rapidly
fading supply when you run
over it. As soon as you do,
another materialises
somewhere else. Another
unpleasant problem is that
all round the central
enclosure the corridors are
cut off by several sliding
doors which open and close.
Not only does this hinder
your mine-laying program, it
also can get you nastily trap-
ped if you're not careful.

CRITICISM

‘An original idea, and a
good one at that. A bit slow
at first, but as the game pro-

resses the action gets

velier. Quite tense, when
having laid the last mine, you
have only 30 seconds to get
into the control room once
the king robot is out.’

It's similarity to ‘Pac Man'
is a bit off-putting at first, but
| warmed quite rapidly to this

ame after 10 minutes play-
ng. Although it isn't exactly
fast, it turns out to be guite
demand.-‘n% on the player.
Perhaps better suited to
younger players than
hardened addicts, but ac-
tually quite addictive
anyway. Nice colours and
a‘m!..rsr‘."i;;ri'kur animated
characters,

‘A good use of colour and
nice, smooth graphics com-
bined with the continuous
sound, make this into a
good-average game. An ad-
vance on 'Pac Man', it is one
of those maze games that
will probably appeal to
many. | didn't find it all that
addictive, although very
playable after a few minutes.
The opening and shutting
doors, adds atouch ofdrama
too, especially as it can put

}mu in a tight spot, and
rustratingly cut you off at
the last second from your
power mite! Not bad at all.’

COMMENTS

Control kalzs: verr good, Z/X
leftiright, KIM up/down
Joystick: Kempston
Keyboard play: responsive
Colour: good

Graphics: good

Sound: continuous, average
Skill levels: 1

Lives: 3

Screens: multiple

General rating: above
average, very good for
younger players.

Use of computer 65%
Graphics 68%
Playability 75%
Getting started 78%
Addictive qualities 6B8%
Value for money 65%
Overall 70%
e e ]

Speed Duel

Producer: DK Tronics
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: K. Larter

Speed Duel is DK Tronics
contribution to the elusive
Spectrum version of the
famous ‘Pole Position’ type
game, where you roar around
a race track in pursuit of, or
pursued by, otherracing cars
in an attempt to reac the
finish line first.

This version features solid
3D graphics, complete with
bends, mmring horizon and
the road seen in perspective.
There is a choice of five cir-
cuits to choose from and you
can race against a choice of
computer cars ranging from
one to five.

CRITICISM

‘Overall, the graphics




aren't bad, with quite a !arﬁe
car, though smaller than the

ones, in Grand Prix Driver or
Road Racer, a bright blue
road with centre lines,
clouds in the sky and black
mountains in the distance.
The road is in perspective,
but it doesn't narrow down
all that much before hitting
the horizon. There are no
gears to change, which
should make the game
easier to play, but in fact the
car tends to be ver%« uncon-
troliable, wobbling from left

to right much too quickly.'

1 - ey

good touch, The graphics are
reasonable and the 3D works
about as well as any other
spectrum version, but it was
irritating that you Kkept
crashing when your car
hadn't even touched the
edge of the road sometimes.
This seems to depend on
your angle to the verge, and |
presume the program is
reading character blocks, so
that sometimes you actually
have collided when it looks
as If you haven't. A
reasonable racing game, but
only an average game.’

Speed Duel — fast but difficult to control.

‘The graphics are fairly
smooth and there's a good
use of colour too. You must
complete 3 circuits of the
track before the computer’s
cars. This is more difficult
than | first thought because
bends come upon you and
allow no time to think. This
makes the game rather
unrealistic. On top that of
you travel at not more than
50 m.p.h. or you end up in a
mangled heap of steel and
rubber! An important point
to make is that the cassette
inlay says this is a 16K and
48K game, but on the
cassette itself it clearly says
48K only. Which is it?’

‘There's quite a lot of good
detail in this version,
although | still think Road
Racer is better. The choice of
circuits and oponents is a

COMMENTS

Control keys: CAPS/Z
leftiright, SYM.
SHIFT/SPACE
brake/accelerate
Joystick: unstated
I{nr:oard play: difficult
Colour: good

Graphics: reasonable 3D
Sound: average, continuous
Lives: 5

Screens: 4 with scrolling
General rating: average.

Use of computer 58%
Graphics 70%
Playability 62%
Getting started 35%
Addictive qualities 53%
Value formoney 58%
Overall 56%

Freez' Bees

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

Freez’ bees adds another
version of ‘Pengo’ or ‘Pengy’

to the Spectrum file. The ob-
ject of the game is to walk
our penguin round the ice
ieids, burning away the ice
blocks to create space, or
send them shooting off to try
and crush the nasty snow
bees who are out to get you.
Features in this version in-
clude the penguin’'s ability to
electrify the fence, stunning
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Omne penguin dead as a dodo in Freez'Bees,

the bee that touches if for a
moment, and the illumina-
tion of ice blocks containin
bee eggs at the start of eac
phase. You receive extra
points for clearing these
blocks before the eggs hatch
out.

CRITICISM

‘The graphics in Freez’
bees are very nice, quite
large and very colourful ona
white ?rcund. They move
smoothly as well, and at a
fair pace even on the slower
of the ten speeds. | quite en-
joyed playing it and the game
itself is very addictive when
you get fluent at controlling
the penguin.’

‘Once a snow bee is on
your tail you may as well give
up as it's hard to get away,
and extremely difficult to get
round a block, turn and fire at
your tormentor. Apart from
this aspect, which | think
spoils the game'’s playabili-
ty, this type of game is reall
very simple and not wort
buying. This version has
good sound though.’

‘This version is frantically
difficult to play — perhaps

too hard to keep your atten-
tion — so it's as well that
there’s a range of speeds to
select. The colours and
graphics are good, so’s the
sound and tunes. If you're
looking for a ‘Pengo’ game,
then this Is a good and hard
version.’

COMMENTS

Control keys: Z/X left/right,
K/IM upl/down, L= slide or
crumble an ice block
Joystick: Kempston
Keyboard play: single key
action, but fast

Colour: simple but bright
Graphics: good

Sound: very good

Skill levels: 10 speeds
Lives: 3

General rating: reasonable
implementation of fair

game.

Use of computer 60%
Graphics 57%
Playability 58%
Getting started 63%
Addictive qualities 68%
Value for money 57%
Overall 61%

Paratroopers

Producer: Rabbit
Memory required: 16K
Retail price: £5.99
Language: Machine code
Author: J.F. Cain

It gets awfully lonely sittin

on your own in a bunker until
the enemy decides to drop
in! “Your bunker’ is in fact a
field gun which you control,
sitting in the bottom centre
of the screen. Above you, in
the sky, helicopters stream
by in both directions, spew-
ing paratroopers out on top
of you. Their ﬂb\jﬂﬂt Is to get
three men safely on the
ground, at which point they
stride off and return in a
large tank against which you

are defenceless (and dead!)
and that's that. Your aimis to
prevent them from landing
any men and you score for
paratroopers destroyed and
helicopters knocked out.
The game continues on
after loss of life, resetting
the score to zero, quite
automatically.

CRITICISM

‘Your field gun can be
traversed to cover most of
the screen, but {EH.I must be
accurate as firing reduces
your score. The graphics are
guite good and the game Is
fun to pia?.'

The animation of the gun
Is very good. The sense of
perspective is a clever cheat
since both height and rota-
tion of the gun are only done
with a left and right key, but It I.

101

A Mewsfinld Publication



=) evics

means the drawing of the
gun must go through what
looks like seven different
‘frames’ to create the illu-
sion. The details of
paratroopers and
helicopters are also good,
with some paras opening
their chutes immediately,
other delaying to the last se-
cond, and some poor devils
whose chutes fail to open
and get splatted on the
round. You're dead if three
and successfully, or if one
lands right on top of you.
Fun, but perhaps not very ad-
dictive.'

‘This is quite a neat idea,
which scores with its fine
graphics, but there wasn’t
quite enough depth to the
idea to keep me enthralled,
and | thought the sound
could have been better — no
gunshooting noise for In-
stance. The user-defined

keys are a good idea!
COMMENTS

Control keys: user-defined
for left/right/fire

Joystick: Protek, AGF
Keyboard play: responsive
Colour: reasonable average
Graphics: good, well
detailed

Sound: below average
Skill levels: it's main
drawback — only 1

Lives: 1

General rating: good, but
not very addictive.

Use of computer 70%
Graphics 68%
Playability 66%
Getting started 62%
Addictive qualities 49%
Value for money 55%

Overall 62%

The name of the game is a good aim — Paratroopers.
edp, o0 D0 T | e e i et el S

Stonkers

Producer: Imagine
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: John Gibson

In an unusually terse and to
the point scenario introduc-
tion, Imagine inform you that
you are poised on the very
brink of battle — the enem
have had their port and H
under siege for weeks, and
now is the eve of the battle.
As commander of your
forces, you must out-think,
out-manoeuvre and out-fight
your foe.

Stonkers is a graphical
strategy and tactics game
between the player and the
computer. Unlike many
popular war games already
available, in Stonkers you
are not expected to spend
ages setting up the scenario,
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distributing weapons and
moving your forces unit by
unit. Both of you and the
enemy already have tanks,
artillery and infantry posi-
tioned round the coun-
tryside, and the enemy’s
forces are on the move as
soon as the game com-
mences. In fact, this turns
out to be a very fast moving
game of an almost arcade
nature.

The war zone is large, and
is shown on screen in two
ways; a large map which
shows total playing area —
two chunks of land, divided
by a river estuary and con-
nected by a bridge; and a
large scale map, which
shows a big close up with
graphical details of the
various units. On this map,
when a unit is being
deployed, you can see it mov-
ing, its speed depends on the
terrain which is also shown
as contours. On the total
map a cross-hatched cursor
block, indicating the area of

WAILT I N

Stonking along with Ihagim.
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the large scale map, can be
rapidly moved by directional
keys. Pressing the fire key
switches maps. On the close
up map a X cursor is moved
with directional keys, and if
positioned directly above a
unit, will cause it to start
moving towards the coast
when the fire key is pressed.
Below the display area, a
ticker tape keeps you inform-
ed as to what's going on and
how you have been Stonking.
Keeping up the strengths
of your forces is done by
moving supplies from your
Rnn (when the supply ship
as docked) to where they
are needed using your 4 sup-
ply units. If a unit fails to
receive supplies in time it
will be lost for good.
The game moves at a fast
pace and holds a number of
undisclosed surprises.

CRITICISM

‘The game is long and fair-
ly “deep" due to the task of
destroying either the
enemy's Port and HQ or his
forces, and also due to the
scale of the war. You may be
needing infantry down on the
coast fast, but can it be
spared (or even get there in
time) from the distant
highlands? Stonkers appeal-
ed to me much more than
most of the other wargames
due to its higher quality of
graphics, Iar?e scale and
simple controls. Very addic-
tive — | found myself having
a bash during any spare
hour.’

'The graphics and overall
presentation are excellent. [
like the ticker tape which of-
fers you the selection menu
for keyboard, joysticks and
skill levels. | was surprised
by the speed at which
Stonkers moves once all the
various units are being
deployed. It gets to the point
where you barely have any
time left to think, and you're
punching keys all the while.
There are 2 skill levels, the
harder only allows you fo see
an enemy unit if one of your
own units Is in the same

vicinity, and this certainly
stretches the tactical
abilities to the limit. An ex-
cellent game.’

‘If only Imagine can get rid
of the program bug which
causes it to crash on occa-
sion, Stonkers issettobe the
best wargame |'ve seen yet.
It keeps you on the go con-
stantly without having to
wait while the enemy “has
his turn”. The simple con-
trols help a lot, too, in mak-
ing this game very playable.'

After checking with Im-
agine, we have been inform-

that the first two batches
of tapes they received did
have a problem which
causes the ram to crash
inexplicably. This has now
been corrected. If you have
encountered this problem,
you may return the cassette
to Imagine and they will
replace it. But anyone buying
Stonkers now should en-
counter no problems.

COMMENTS

Control “ﬁ: CAPS, X,V,N
left; Z,C,B,M right; 2nd.

row = up, 3rd. row = down,
top row = fire

Joystick: Protek, AGF,
Fuller, Sinclair, Kempston
Keyboard play: responsive
and fast

Colour: very good, lots of it
Graphics: very good

Sound: not much, but what
is used is high quality

Skill levels:

Screens: 2, with smooth
scrolling

General rating: excellent
battle game which manages
to be very addictive.

Use of computer 90%
Graphics 70%
Playability 70%
Getting started 58%
Addictive qualities 90%
Value for money 87%

Overall 78%

——



Producer: SCR
Adventures

Memory required: 48K
Retail price: £8.95
Language: Machine code
Author: Sheppard,
Cummins & Richardson

The task in this text-only
adventure, which is the first
of a planned series of
‘Artemis Quests', is to enter
Castle Blackstar at the
behest of a beautiful,
mysterious woman glimpsed
in a dream. There you must
recover her power orb from
the vast underground
caverns. To achieve max-
imum points all treasures
found must be cleaned of
their evil, all puzzles solved
and the orb returned to our
dear lady, who is, of course,
no less than a Goddess —
Artemis. She promises fto
covertly help you during your
quest. The maximum score
is 240 and, if successful, you
may keep all the loot!

A note in the accompany-
ing B-[Imga booklet says that
the driver software for Castle
Blackstar is based exten-
sively on the pro-

ram “feuelnped by Peter
rgill.

CRITICISM

‘As a text-only adventure
amongst the new wave of
graphll: adventures, Castle

lackstar manages to hold
its own very well. The loca-
tion descriptions are nice,
detailed and manage to
create atmosphere in simple
terms very well. The com-
puter's replies to one's more
nonsensical commands
have a good touch of
humour, and with fast
machine code response this
works very entertainingly.'

‘I quickly found the castle
at the beginning of the quest,
but having strayed two
moves away from It into the
forest, | found the compass
directions maq!cah‘y faded
and | couldn’t get back.
Twenty steps later | was still
stumbling blindly through
thick forest. ‘Climb Tree’ to

the response that such a
dangerous undertaking was
useless and | wouldn't find
anything up there anyway!
Starting to think the forest
was intended as a death
trap, | suddenly came upon a
Gingerbread House in a
clearing — and that was a
death hole — three moves
later I'd been turned into a
wriggling worm and ended
up inside some bird’s tum-
my! Great!"

‘A good text adventure
beats a mixed graphics/text
one anyday, and Castle
Blackstar ranks with Artic's
best. But SCR had better
reconsider their pricing —
£8.95 is way over the top for
what they offer. Otherwise a
great start for a new com-
pany and | look forward to
Artemis Quest 2. Exploring
the inside of the castle was
great fun, and | was impress-
ed that turning a winch in
one room actually operated
something four or five loca-

™ A e h"‘""‘-‘ x > ._,-'. g L _.:-':-_\I ‘jl '*. _‘__'. -'!.'3-..

get a better view only elicited
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tions away without my even
knowing it until later when
my apparently meaningless
activity proved valuable!
Beware of the fierce musical
eagles (neat), and | hope you
have more luck than me in
getting a source of light to
set about exploring the dark
lower regions (sorry,
Artemis, let you down there
.. .) Great game, pity about
the price.'

COMMENTS

Graphics: text only, very
simple, black letters on
white ground, clear and
easy to read

General rating: a good
adventure, but pricey.

Use of computer 80%
Playability 80%
Getting startin 89%
Addictive qualities 83%
Value for money 45%
Overall 75%

e I e e
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Dodge City

Producer: Phoenix
Memory required: 48K
Retail price:

Language: Machine code
Author: Fraser Orr

Dodge City comes packaged
in a large video-style plastic
box and contains two
cassettes. The first is an ac-
tion game, the second an
adventure game, each inex-
tricably tied to the other. The
object is to master twelve
skill levels Iin the action
cassette, and if you do you
will be given the running
code for the adventure
cassette. Without this secret
code you will be unable to

ptaé.v the adventure. At the
end of each skill level you
will be given a clue, and all
the clues are vital to solving
the adventure.

The action tape shows you
a Western desert plain with
mountains in the
background, and 'you' are a
Pony Express rider. The aim
is to collect four mail bags
while avoiding the baddies
on black horses chasing you.
They shoot at you, and you
can shoot back. If you hit
one, he falls off his horse and
dies, only to replaced a se-
cond later by another. The
other problem takes the form
of cactus plants — running
into one results in a prickly
end. On the first screen you
find yourself chased by one
baddy at a time, but on suc-
ceeding screens there are

more baddies to coniend
with. These may be rotten
cowboys, bandits, Mexicans
ulrl Indians and mixtures of
all.

You lose a life if hit by a
baddy, if you run into a cac-
tus or if you fail to collect
four consecutive mail bags.
Between each skill level the
picture cuts to the office,
where a message has arrived
for you — a clue to collect for
the adventure.

When the adventure is
loaded, you are asked for the
code, if you get it wrong the
program NEWSs itself. The
scenario for the adventure is
that you must prove your in-
nocence in the murder of
Dodge City's deputy sheriff,
who has been found dead in
Kﬂ-ur hotel room with a pearl

andle gun, presumed to
have killed him, lying at your
feet. Now, read on. ..

CRITICISM

‘The graphics of the
horses are very good,
smooth and quite realistic,
and those of the adventure
are all quite detailed, taking
up the top third of the display
area. In the action sequence,
the pursuers fire very quick-
ly, sometimes when they're
not even on the screen. |
thought the adventure was
quite a good one, but it takes
a long time to get into as you
must master 12 skill levels in
the arcade tape. This is a
daunting task. (| only manag-
ed five, but the producers
were thoughtful enough to
provide me with the secret
code so | could get to see the
adventure. Frustrated adven-
turers should send a
stamped addressed
envelope and fifty pounds
to...) Seriously though, |
think there is a danger of
becoming bored with the ar-
cade game before you
manage 12 levels. If you want
an adventure buy one, if you
want arcade, buy it. The idea
of Dodge City is debatable
because unless you manaﬁa
the first you cannot see the
second, and | wonder how
many adventure fans will
want to wade through hours
on an arcade game. Never-
theless, both games are
above average in quality.’

‘Both games have a nice
sense of humour — the title
page to the adventure is very

od, and so is the first loca-
ion which tells you '‘Dodge
City welcomes careful
drovers’. A warning when
entering the secret code —
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the characters entered don't
appear written on the screen,
only dashes appear, wmch
may confuse you into an er-
ror. The idea is a good one,
although it probably won't
appeal to serious adventure
fans because of the arcade
game coming first, and it is
difficult to get through the
adventure without those vital
clues.’

‘The action and adventure
graphics are pretty good, but
there's not much sound. The
worst thing is the poor in-
structions which don't tell
you the control keys, which
are numerous in option and
very badly laid out.”

COMMENTS

Control keys: poorly
positioned; left=
2/0/WISISYM SHIFT, right =
1/QIAICAPS/PIENTER,
down = JE/DXIKIM, up =
4/RIFICINIIUY, fire =
SITIGIVIYIHIB

l. Jnysth::k Kampstnn

' oard pla responsive,
alt -:-ugh n::on using with the

L'.':nluur good

Graphics: good

Sound: fair, none on
adventure tape

Skill levels: 12 essential 24
in all (arcade tape)

Lives: 5 (arcade tape)
General rating: above

average
Use of computer 45%
Graphics 70%
Playability 65%
Getting started 40%
Addictive qualities 57%
Value formoney 64 %
Overall 57%
A B i R -

1984

Producer: Incentive
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: RMH Carter

When George Orwell finish-
ed his famous novel about
the future in 1948 it seemed
logical toreverse the last two
figures and call it 1984. Since
then the date has had a semi-
magical connotation. Well,
now it is 1984, and to mark
the occasion, Incentive (who
brought you Splat) have
released this governmental

strategy game — a game of
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The object is t6 prove that
you can do better than our
existing politicians. You, of
course, are to be Prime
Minister. Can you ride out
three terms in power and sur-
vive two General Elections?
At the start you inherit cer-
tain figures under the
headings Sources of
Revenue in millions of
pounds, and Details of Spen-
dlnF also in millions. These
include (Revenue) Corpora-
tion tax, Value Added Tax, In-
come tax, Customs & Excise,
and Loans: (Spending)
Government contracts,
Grants to industry, Public
Sector spending, Govt.
Department wages, Pen-
sions, Unemployment,
Benefit, Child Allowance,
Foreign Aid, and interest on
borrowing.

This screen is followed by
Major Indicators, a chart of 8
items which chart your pro-
gress, and which can be call-
ed up at any time to see how
you are doing. This Is follow-
ed by details on the
Minimum Lending Rate, set
at a given figure, but which
you must adjust to suit you
requirements. There is a bar
code chart which indicates
how well the economy is
balanced between Govern-
ment, Industry, Population,
Banks and the World. If any
one of these sectors gets
dangerously out of balance,
you may be forced to rasi?n
— a flagging industry, for in
stance, may be given a boost
by an increase inthe Grant to
Industry.

The game also incor-
porates the major nightmare
of any modern government,
the wages claims. You have
to deal with those in the
Public and Private sectors as
well as Civil Servants. You
must decide on the level of
Government Investment in
banks, balance the effects of
raising money through in-
dustrial levies, keep an eye
on the funding of your own
government departments,
sort out the budget for each
%rear organise the levels of
oreign aid, subsidise in-
dustry thrnugh grants, and
finally, attend Cabinet
Meetings on a wide variety of
problems.

The game is accompanied
by a detailed 13 page leaflet
called A Pocket gu.i'de To
Running Britain, which ex-

plains the various functions
of the game and the
gconomy generally.

CRITICISM

‘After an ominous title
screen of the Houses of
Parliament, the nightmare
begins! The game proceeds
along very sensible lines, in-
forming of the next problem
to be faced, and offering
some prnmpts for beginners.
| was doin? really well, |
thought, as | added nominal
amounts to my departments
g—lealth Education, Hnuslng,

efence etc.) but then
notice informed me that
runaway government spen-
ding had brought me down!
Well of course, I'm honest —
politicians are.

COMMENTS

Colour and graphics: all
very clear, with well used
colour

Sound: useful emtrB)rl beeps

and the sound of Big Ben
chiming

Skill levels: 1 — and that'’s
enough!

General rating: an excellent
strategy game with tons of

scope.

Use of computer 75%
Graphics 68%
Playability 85%
Getting started 79%
Addictive qualities 63%
Value for money 85%
Overall 76%

Starclash

Producer: Micromega
Memory required: 16K
Retail price: £6.95
Language: Machine code
Author: Derek Brewster

You are test-fflying a new
Stagdghter in what was sup-

to be empty space,
whan you are suddenly
jumped by an Imperial Strike
Force which has jumped
from hyperspacs Tough
luck. You can't outrun them,
so you'll just have to fight it
out alone. The enemy
Mothership is protected by
four waves of fighters. The
object of the game is to
destroy each wave in turn
and fight your way through to
the Mothership and then
place a laser bolt in

whichaver of her two power
cores Is.active. Added dif-
ficulties come in the form of
meteor showers.

CRITICISM

‘This game has been taken
right from the arcades. |
can't remember the arcade
version name, but it's been
around a fair time now. The
Praphlcs are smoothly mov-

ng and quite detailed
characters. A problem you
must watch out for is the am-
mo supply which runs down,
forcing you to be accurate. A
good, playable game, but it
might lose its qualities after
a bit.

It looks deceptively sim-
ple at first. The waves of at-
tackers don't seem to move
all that fast, as they jig their
way down, but their concen-
trated fire power homes inon
your position, so you can't
stay still for a moment, and
it's easy to get trapped bet-
ween lighter fire and the
flaming mefeors that also
descend thickly from above.
Heasranamy addictive to

fag

‘Starclash is a shoot em
up ‘Invader’ type in which
each attack wave is more dif-
ficult to destroy than the
last. It's not easy to get
through to the Mothership at
all. | would say this is well
above the usual galaxian/in-
vader game standard,
almost a scaled down ver-
sion of the arcade original
Altair. Quite good.'

COMMENTS

Control keys: simple, well

placed — Z/X leftiright,

SPACE = fire

Jn tick: Kempston
woard play: responsive

ur: average to good
Gmphlcs. good
Sound: continuous, fairly

[a]
gklll levels: each wave

harder

Lives: 3

Screens: 4 waves plus
mothership

General rating: above
average type good shoot em
up.

Use of computer 72%
Graphics 69%
Playability 65%
Getting started 72%
Addictive qualities 63%
Value formoney 70%
Overall 69%
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STONKERS . .4

the name
"' oi the game

5 Sir Thomas Sireet

Liverpoo, Mtrf-f:ﬁitie L1 6BW

Dealer Enguiries Contact

Colin Stokes on 051-236 8100 (20 lines)
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WOU WHNT
TO KNOW
WHAT |
AM7T

BUT | PIF MORE
THAMN JUST SENSE
THEM — | MERGED

WITH THEM .
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THEY
INVAPEDR
EVERY HTOM
OF ME —

* AS S00N AS THE
ARCAPIA HIT THE
RIR, ALIEN LIFE

INVAPED HER-—

—=THE FORM
1S ONE WE. -
HAVE NEVER

MET

BEFORE i

— CROSS WAS
ALREADY CLINICALLY DEAP
WHEN WE WERE ''NVADED',
8 | SENSED THE INVADERS
/2 ﬁ"" IMMEDPIRTELY — A SILICON
b 4

e/ BASED FORM, SIMILAR

PFud TO VIRUSES . THERE ARE

‘v COUNTLESS NUMBERS OF
THEM IN THE RIR .

| AM-WAS —
THE ARCADIA'S

':C]'IMPUTER o - thH

THE sILICOMN
VIRUS MATEDR
TOME, | BECAME
S0 MUCH
1 MORE THAMN
: THRT 44

qrlBM A LIVING ENTITY
WITH THE WILL TO SURVIVE ;
S0 | LORCED ALL MY INFORMATION
INTO VIRUS CELLS ANEP CRAWLED
ACROSS WHAT WAS LEFT OF
THE AIR INTO CROSS' BODY,




Marooned on one world of a great unknown Dyson-Sphere behaviour arouses the suspicions of Jin Kimas. The
silar system, the survivors from the Starship “Arcadia™ answer to the puzzle iz one that Kimas wished she had
we led by ship’'s officer Cross. But Cross' strange never sought

THE VIRUS CAN ENTER HUMAMN
CELLS BUT CHOOSES NOT TO
SINCE | T CANNOT COMMUNICHTE
WITH THEM. WITH ME N THE

CIRCUIT IT COULD — 50 | USED
IT TO STOP THE PECRAY IN

IMUST GET MY

CROSS. | RE-BUILT THE PRASSENGERS.
PARTS OF HIM WHICH DDTD EARTH.,
WERE MISSING., . Tﬁ?”EEE%?_,T“”D
\ UNDERSTAND
ME 7

IO — ANE
4 |WILL HELFP
YYou, BUT TELL

JUST ToLD
ME — _
i

ONE OF 'EM
WOMN'T

COME ouT/

— THEY
WOULD NOT
UNDERSTRMP

COME ON,¥OU
- LuUmMB COLLECTION

4 OF MAL-PROGRANMED
BITS. PRY UP /

MR, CRO0SS -OVER HERE !
WE'VE RESCUEDP THE OTHERS
FROM THE ENTERTHINMENTS
SECTION. BUT WEVE GOT
A PROBLEM,

LEAVE HERE IMMEDIRTELY, . B vou HAVE JuST | JOSEF P MANPRELL 15
THSEIEFE NO TIME TO WRSTE SURVIVED A NEVER CONCERNEDP WITH
: RIVOLOUS GAMBLING.., ! - s DISASTROUS "OBTARINING MOMEY ../
o, . CRF!%H HH%E%EHLL ONLY WITH WINNING —
. ou WHAT'S YOUR GA PAL?
CONCERNEPR ABOUT ebdbion
IS GET TING '
USELESS MONEY
FROM A
MACHINE 7 4

HIS =
1S NOT FRIVOLOUS
GRMBLING, PAL ; THIS 15 E-Elgl*_loga o
GAMBLING, BEEN PLAYING THI -
DEVICE SINCE |.CAME ON BOARD i . HNEDSTGE' TNSJTHDEF?HMEEF{:E
N ANE IT'S JUST BBOUT TO:H: "! .

JOSEF P MANDRELL

o

Bl AND GET TO WORK/
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GIMME SOME ODDS oM LONGSHOT, EH? i
THIS SURVIVAL SCAM . OH, WELL CROSS DROVE THE SURVIVORS HARD:
WHAT CHANCE W I'LL BUY FOOD WRS SALYAGEP FROM WHAT

g} REMAINED OF THE STORES, VEHICLES
IMPROVISED FROM SERVICING
EQUIPMENT UNTIL AT LAST THEY
SET OUT i

=’ i ¢ TREKKING ACROSS
. PR THE HARSH TERRAIN
e - '-#'f:' i IN SEHRCH OF SOME —
-__gm 48 1/ el THING —ANY'THING —
i b TO RIP THEIR ESCAPE .

=y

- # -

SOOMN THEY FOUND A BHRE,
DESERTED VILLAGE,

CROSS, KIMAS AND MANDRELL :
INVESTIGRTED ALONE 1/ —

X7 EMPTY,
NOTHING FOR US

— | SENSE |
ANGER , ANCIENT
L BITTERNESS,,

FROM THERE —
THAT HUT.
CLASSIFY HOSTILE:
RETURN

STORY BY KELVIN GOSNELL+=
DRAWN BY OLIVER FREY:-
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WHY PO
vzl ATTACK
US,OLD MANZ
WE MERN YOoLu

|“l'ql| 'E" H T .
AS WELL GET
oW WITH T
AND
K,I LL |"l'1| E;

WE SEEK ONLY
INFORMATION
FROM YOU » WE
WILL GIVE You
FOOPR IN
RETURN -

WE NEEP A VESSEL TO
TO TAKE US OFF YouR
WORLD. THERE MUSTBE
SHIPS TO TRAVEL
BETWEEN THE PLANETS

NO H

ALWAYS

S MEAN HARM. ¥

715 THE WAY OF THINGS|%
REST OF THE PEOPLE |§
FLED WHEN WE SAW

wOL CO
ME HERE

TO WHLK. |
oL TO B

; STARSHIP
TIS A WORD |

MING, LEFT 8
D0 SICHK

BUT | FEAR THE.
PRIESTHDOD EVEN LESS,
THAMN | FEAR VILGARRE'S
HORDPES/ IF You WISH TD
SPEFAK. BLASPHEMY, THEN

| WILL JOIN YOoul /

HAVE

§ NOT HERR D> SINCE MY YOUTH.
WE USED TO SAY IT To
ANNOY OUR ELDERS.

BUT THINGS CHAMGE —

IT 15 BLASPHEMY

MNOW iy

A FEW MILES AwAY
THERE WHRS OTHER —
MORE VIOLENT
TALK OF BLASPHEM

You
SAY YOU CAME
HERE OM H
VESSEL OUT OF
'SPRACE'?
YET YoUSAW
Mo GODS P

~S'RIGHT /
SHIF CRASHED —
N-MNO GODPS OUT
THERE — JUS' SPACE/
P=-PLERASE DON'T HIT
ME AGRIM ;+/f

You SEE — HE HAS A HOPELES
CASE OF CREATIONST

| PELUSIONS, EVIL POWERS
COMMANDE HIS SOUL .
HE MUST BE
PURIFIED!

K,

VERY WELL —

PREPHARE THE KMNIVES
ANE OTHER INSTRUMENTS
FOR THE CEREMONY.

OF THIS SASTEM,
. HRE THERE
. STARSHIPS TOO 7

-

HE'S OFF HIS
GOURDE,
CROSS s

{

UIET,
MANDRELL /
L |

TELL US WHAT
YoU KNOW, OLD MAN,
\ TELL US THIS BLASPHEMY:

WILL TORTURE
THE LAST DPROP OF
INFORMATION FROM HIM
BEFORE | LET 4oUu
REMCONE HIS INNARRDPS FOR
'PURIFICATION', WR. RRCHBISHOP/

More thrills and gruesome
spills next month!
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CDS programs, the
Uuitimate experience

This is 'Winged Warlords’' a brand new

Arcade Adventure game from CDS.
Just one of a new range of exciting

programs for 1984.... |

=

Fﬁsﬁﬁiﬁ@’s_..

F II—_ — :III
3 | H . | | SFEC_T_RUHSJmﬁ | -
_ ONLY £5-95 each at W.H.Smiths, John Menzies
\ ‘Boots. and other leading Computer Stores, or...
: Available direct from CDS Micro Systems
Send Cheque or P.O. To CDS Dept. YC],
10, Westfield Close, Tickhill, Doncaster

* Selected titles only DN 9'-&TE|(030‘2)?44]29

L] New...
aniic Spectrum Adventure




—
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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

1t is @ superb program, and d well
conceived plot. Brilliant!' ‘Value for
money 100% ' Home Computing Weekly
Knot in 3D for 48K Spectrum

‘Addictive, playable game' (& V Games
3D Tunnel for 16K/48K Spectrum

‘A masterpiece of programming’' C&EV G

£595

£5.95
£595

Hurtle into a void leaving a trail for
your unseen pursuers in ‘KNOT IN 30,
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
‘3D TunNEL, with a special surprise in the
48K version.

Stamina is the vital ingredient of
‘EsCAPE’, as you'll be venturing into the
maze pursued by walking and flying
dinosaurs.

ZX81 owners must be prepared for the

Escape for 16K Spectrum
‘O of the best and most ovigingl ganies
e bave seen for the Spectrum’ Sinclair User

£405

3D Monster Maze for 16K ZX81 £495
‘Britlicet, Brillignt, Brillfant ...’

Ponilar Computing Weekly

AD Defender for 16K ZX81 £4.95

‘Ancther 30 Winner' Sinclair User

shock of coming face to face with the

T. Rex that leaps out from ‘3D MONSTER
MAZE'. ‘3D DEFENDER' takes you out of this
world and plunges you into space in a fast
moving game to defend your home planet
against alien spacecraft in a blitz of
explosions, plasma blasts and photon
beams.

All these exciting 3D games have been
designed by Malcolm Evans, the 3D
expert. They'll have you leaping out of
your seat because you don't just play New
Generation games, you live them.

Products available from
W H Smith, Boots,

Menzies, 5

Group, I-[h‘lee,(:::il:lm
all leading department
& computer stores

FREEPCOST Bath BAZ 4TD Ted 0225-316924
Mail order by returm



. QUIGKSILY
- --THE YEAR OF THE GAME LORDS.

BUGABOO (THE FLEA)  RAYMOND BRIGGS' DRAGONS BANE £6.95 FRED £6.95
£7.95 THE SNOWMAN £6.95

L1 -
¥

{
/

STING 64 £7.95

ANT ATTACK £6.95

mmwmmmmm-wAMJ, nzies. Microdealer,




