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SPOTRHEIDIEFERENGEE

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. .

What the N -
real critics say. ... | [’ lf_i
| L. ".En'

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 Best or The Rest.

HALLS OF THE THINGS

A stunning multi-level maze ‘arcade - adveniur

“Excetlent and dangerously addiclive
| change the Spectrum games
overnight Sinclair Uss

THE DUNGEON MASTER

Let your Spectrum be your guide in a totally new
dimension in adventurés in the true spint ol
traditional role playing games where YOU design
the scenano
“I have been a Dungeons and Dragons fan for
several years..The package provides eaxcellent
enterfainmean! lor all fans of the cults and should
prove a good introduction to the game”
Sinclair User

Spectacular - One of the best games 've seer
finely balanced bahween simplicity gL
addictiveness - superb graphics and colour
CANT RECOMMEND IT HIGHLY ENOUGH

"Highly recommended lor its versality, originality Popular Computing Weakly
and guality. Definately well worth oblaining” ZX Spectrum 48K £7.50

ZX Computing Written by Neil Mottershead, Simon Bratieland
X 5“’:"“"“ ABK £€T7.50 Martin Hor

Written by Graham Stallord

The ultimate test of logic and deduction! Can you
solve the hidden mysteries of the South Pacific |
Island on which you have bean stranded - and |
escape alive! A brilliant classic style adventure

| game to facinate and frustrate you for months!

‘ ZX Spectrum 48K £7.50

| THE ISLAND
|

Written by Martin H. Smith

INUASION OF THE
BODY SNATCHAS!

Al last! a version as fasl and lurious and as
frustratingly addictive as the arcade original
l anders, Mutants, Bombers, Pods, Swarmers and
much much more combine to produce the
ultimate space “Hmﬁi

ZX Spectrum 48K o )
Lh-'-r-uru- by Simon Brattel and Neill Moltershead J

ROMMEL’'S REVENGE

A brilliant interpretation of the most v
stunning arcade gamea of all time. Supem hig
resolution 3D graphics with full perspective plus
a host ol new and exciling fealures make
Rommel's Revenge the most speclaculir game
ever produced for your Spectrum!

ZX Spectrum 48K £6.50
Written by Martin Horslay

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

Catalogue FREE with every order, PAP included
Flease add €0 50 per item for overseas onders

DEALERS! For detalis of our axcallent
denler discounts (including expon]
ring Chris Clarke on 081-205 6603

Hommel's R al The -
Flease make cheques/PO's payable to Halls of the Thing The Dungeon o PROGRAMMERS! Written any
i i Fwire canel il 1 & fobPEvalustion ar
CRYSTAL COMPUTING Catalogue (please enclose SAE Bin x 9in) perhnare gl gy ".u:rh,- <

2 ASHTON WAY
EAST HERRINGTON

SUNDERLAND SR3 3RX NAMES
i; 7 c ;

| enclose chegque/PO lor
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Take a giant step closer to reality with
New Generation Software. The 3D
Graphics of New Generation programs
bring the screen alive and makes other
games look as flat as snakes and ladders.

Spectrum owners will find that seeing
is believing when they open the door on
*THE CORRIDORS OF GENON', the latest
creation from New Generation. You will
be saving the Universe from the evil that
now controls all things. But beware — the
sound of footsteps approaching could be
Bogul!

Corridors of Genon for 48K Spectrum

It is a supert program, and a well

conceived plot. Brilliant” ‘Value for
O, Home Computing Weekly

Knot in 3L for 48K

‘Addictive, game' CI& V Games

3D Tunnel for 16K./48K Spectrum

A masterpiece of programming' CEV G

£595

I T——— P T TR T

Hurtle into a void leaving a trail for
your unseen pursucrs in ‘KNOTIN 3D
Weave your way through up to five trails
but be careful, you could get knotted! Or
travel through the depths of a moving
tunnel full of bats, rats, spiders and toads in
‘3D TunnNEL, with a special surprise in the
48 K 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

‘Cine of the best g mast original games
1w bave seen for the Spectrum” Sinclair {’ser
AD Monster Maze for 16K ZXR1

‘Brilliant, Brilliani, Brilliani

Popnalar Computing Weekly

3D Defender for 16K ZXB1

‘Anatber 10 Winner' Sinclair User

£4.95%

EADS

£A95

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-Nmm
all leading department
& computer stores

FREEPOST Bath BAZ 4TD Tel 0225 316924
Mail order by returm




Release For /
DRAGON '

SOFTEK INTERNATIONAL LTD.
12/13 HENRIETTA STREET, LONDON WC2

WLANING! All programs are soid acCording 1o
Softek’s lerms of frade and conditons of sale
Copies of whecn are svasabie or

FERCpL

ral

TELEPHONE : 01-240 1422

at selected branches of the following: Boots, W.H.Smith, Menzies,

= HE €5 e -

%

& Selfridges as well as through our nationwide dealer network

Al natively fill aut this eowu @i s 'l o vwour Softek
- ] 1

game by return of post | apecTRUM uTwiTES

All Softek software comes with a perpetual guarantee. Should it ever fail | 1§ whGERcowLIR

to load return it for a replacement. If the tape shows signs of physical

damaae then please enclose £1.50 10 cover costs.
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Crash Micro is published
manthly by NewsfHeld Lid.
PO Box 10, Ludlow,
Shropshire SY8 10B

Tel: 0584 5820

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

Mono printing, typesetting

& finishi
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stamped addressed envelope.

Cover illustration: Oliver Frey

MICRO GAMES ACTION

THE INVASION HAS BEGUN

1883 was an amaz
software, LLOYD

anty rich K:" for

Spectrum

takes a look back...

EDITORIAL
Weicome to CRASHI

ADVERTISERS INDEX
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EXperience CDS programs
for

yourself..

This is Spectrum Safari’

a brand new Adventure

game from CDS.

Just one of a new

range of exciting

programs for 1964 ...

Arcade action....

3D Space adventures...

Education and pure
fantasy.... |

DS Micro SYSterT>.

UM SAFA

Education

CDS MU‘DSYSC&TIS

ONLY £5-95 each at W.H.Smiths, ‘Boots,
John Menzies and other leading

Computer Stores, or...

v Selected titles only




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

Great ideas have never bE‘En alien to Puffin. And these stunning fantasy book and software

T packs are no exception! A truly exciting and
. BESIE(;ED!. JINTO original combination ot story and computer
| s o N &

programs from sci-fi to sorcery. | NE—

- . )
- . AL THE WARLOCK OF FIRETOP
-j ' MOUNTAIN . s
' : a " Book and software pack —E£6.95 .
- Sollwore lope onl £5.50 Lo SRR (5
A5 - JOTTWOre 10D€ Oy - -y “” BF Imii Oy i
.3 - A maze ol hideous complexity mlliﬁ'lh’ F‘_g
- : riddled with nasty surprises and -
THE KORTH TRILOGY—£4.95 EACH fiendish traps hes N W :

C k it ht of the Korth B Osiween you
Dare you toke on the awesome might of the Korth Empire? i
o J . ke and the Warlock's treasure and

YOur s .-'.H,HI“.[‘_:-I.III |l.|lh~'_J 'sl-lr|!'. weill |".|-j-1-'11 =] L]-r'f ot Ihq-u o yrpees! {-]‘”'l'r' thies viary ciollec witll = CLINVIVE

n this intergalachic iighting fantasy! Warlock pock contains A
Frarbh s r At L i | EE .=
B0 Qovaniyre POCk conmamns *Woarlock of Firetop Mountain story book plus
*on llustroted soience fichion adventure stor Y s *Cassette with specially created programs for
¥ o cossette with three specially created programs your Spectrum ( 48K.) |
for your Spectrum [ 16K and 48K ) T N PERSC ~C Y LECTIC
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30 UEATH
CHASE

Producer: Micromega
Memory required: 16K

‘ Recommended retail
price; £6,95

Author:
Mervyn Estcourt

COMMENTS

Keyboard positions: very
good, 1 forleft, zero for right,
8/8 brake acclerate, and any
bottom row key for fire
Joyslick option: Kempston
Keyboard play: very
responsive
Use of colour: good
gnrlphh:l: superb
: , ant tihat und: very good
CRITICISM . ol Skill levels: each sector gets
b PEemad . harder
Ll . i Lives: 3 General raling:
: : , _ excellent

ﬁ‘:!-’hrl" intes

Framm any Lay e atare

-!—l-%m FORTRINEIRLEE et
Valhalla

The Forest Bugaboo(the Flea) Lnrd Harry




WALLOP

It's difficult to know what to
say in the first editorial of a
new magazine. Apart from
the usual formalities like,
'Hil' and, 'Hope you enjoy it,’
there are tons of other
things to say, but I'll keep it
fairly short!

Perhaps the first item is
the magazing's name, As
editor of CRASH |'ve been
surprised by how few people 1
in the software industry
have pointed out that itisa
strange name, or that in
m::guur terminology a

isnot a particularly
Good Thing. In fact nota
single person has said it yet,
so perhaps | should keep
quiet; but the name arrived,
like most titles, in a flash and
llmplr seemed right. | like to
think it symbolises more the
power and strength of the
computer game than
anything else. Asa
magazine title CRASH is
short, sharp and to the

int, and anyway it makes
t the only computer
magazine without the word
compuler stuck somewhera
in it, and that must be worth
some points!

REVIEWERS AND
REVIEWING

‘It is always important to
realise that reviews are only
personal preferences,” lan
Sinclair of IJK toid a
reporter from Home
Computing Weekly last
summer. His statement
reflects the fears most
software houses feel
ro?urdlng games reviews.
he spokesman for
another very well known
software house told me at
the PCW show recently that

he had ‘heaved’ when he

saw the details sent him by
CRASH and went on to
explain that his company’s
games have ‘honest covers'.
It transpired that he
disapproved of trying to con
people with exciting artwark
that hasittle to do with the
quality of graphics
contained in the programs
available, and our intention
of having plenty of exciting
artwork in the magazine was
basically dishonest. But
what seemed uppermost in
his mind was the fear that
reviewers didn't understand
his games or play them well
enough to be able to review
them fairly. He told me he
wouldn't be releasing review
copies of new games until
he could write the reviews
himself.

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

shop assistants aren't going

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

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

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

What this underlines is
that from either side
responsibility is placed on
the reviewer to be honest,
but he or she is only human,
so the resulting review is
bound to be a personal
otherwise? In fact that is the
reviewer's strength — he is
likely to say what he thinks
no matter how much
préssura he's under from the
advertiser. Pleasing the
software producer isnota
reviewer's task. Besides, if
you listen to software
people they'll all tell you that
such-and-such a game got
terrible and unfair reviews

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

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

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

o at the Reviewers'
ompetition in this issuea,
ROGER KEAN

yet it sold fantastically, thus

ZXMAS MICROFAIR

The 3 and 4 December saw
London's Ally Pally packed with
eager crowds for the ninth ZX
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Microfair with 130 companias
ukln? part. Nolable absentees

were Imagine, Bug-Byte and
Qm butamong the b'igm

sliva, DK Tronlcs, Artic,
M . Carmnell, CCS, CDS
and n-mnll all had stands.
Vortex created great interest
with Android 2, shown for the
first time, as did Fantasy with
their follow up to The Pyramid.
Pola Position fans were treated
io Speed Duel from DK Tronics,
Grand Prix Driver, from
Britannla, Road Racer from
Thorn EMI and tantalised by the
non-existent Chequered Flag
from Pslon. But the most '
popular draw was Micromega's
Deathchase.

Lots of Manic Miner lans ware
in search of the follow up Jet
Sat Willy from Software
Projects, and as many wanted a
glimpse of Imagine's Stonkers
which hadn't been released in
time. Mikrogen and Artic had a
dramalic presence with
nudmearous new games, and at
Gilsoft's stand The Quill had
many adherents, a new produc!
written with The Quill made its
first appearance — Dannis
Thrgw The Drinking Glasses
by A s, & slory about
the Prime Minster's husband

Difficult and altractive
Wheealio was visible next to The

fTrain Game at Mircosphere's

stand, and at Phipps Associales
armchair sportsmen could go
orienteering with Tha Forast
One of the bigger stirs was
caused by Digital Integration
with their superb jel fighter
simulation game, Fighter Pilot.
Mare about that in the next
issue. Abbex were showing
their new Krakaloa and Carmnell
let us glimpss the screen of The
Wrath of Magra, due out soon
Aulomala held a noisy lucky dip
whire gamas ware to be had for
a pound apiece, and on the

Crash Micro stand newcomers
Starzone Software showed their
Zaxxan, the much awaited
Spectrum version of the famous
arcade original

Dus to the lack of space il's
impossible 0o cover eaven a
Iraction of the software on show
al the ZX Microlair but you'll ba
able tocatch up with ilin the next
issue of CRASH. The tenth ZX
Microfair is at the same venue on
{he 4 Fabruary

SEEUSAT THE

Saturday 4t February
Alexandra Palace

ETTERS»5 5220 n»,

pages in magazines are a

Ways run -nsiun

and rhey re fun to write. Alter all, we all need achance to slag
someone off now and again, and it's nice o give praise where
it's due. So hare is your chance. What do | want to know? Well
for a start off you can tell me about the games you like (or
hate), complain about programs that don't do what they're
supposed to do, let other readers know some wrinkles you've
learned or how to play games (like lrow to hit the subs in

Zroom without murdering the poor old refugees), and of
course you can yell al our overworked reviewers for saying
things with which you disagree!

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

Send your letters to Lioyd Ma
Box 10, Ludlow, Shropshire SY8 1

ram, CRASH Forum, PO
B. | can't promise to print

everything that comes in because space is precious(I'm told)

but I'll do my best.

ﬁa(:iﬁighgﬂguEHc u;:? Q0000000000000

HOW THE RATINGS WORK

There has been much editorial argument over this first issue on how the
né'w games should be rated — and indeed. even if they should be. One
argumant s that giving games a rating s 100 inaccuraste. We've all
become used to compuler mags doing somathing like it, but a rating is of
littie use it it 1sn’t clear on what il is based. Some give a score oul of live,
some oul ol sight, others oul of twenty. And we've all seen the bad
reviews that gives five stars and the good review thal gives two!

However, due to preasure from many quarters we have ghvan way on
the ratings msue and decided to use it. In CRASH you will find two
gactions at the end of sach review which can be cross-referenced 1o tha
review (tsell. The first s headed COMMENTS and gives faciual
information regarding the program and a very general rating based on
the thres individual reviewans' opinions

Then come seven ralings. All the ligures given are parcentages. Some
of the haadings are usad ditferantly than you may have ancounténsd in
other magazines. Firstly the heading USE OF COMPUTER. Until now this
has ususlly indicated the use of the Spectrum’'s capabilities by a
program, bul we do nol use il thal way. After all a really excellent game
may only need 8 of memory — who's 10 say whethor that is a good or
poor usé of the computer? Soma games don'l need labulous graphics to
be great games — who's 10 say a game with simple ?Fl;lhll:-i isn't making
full use of the computer? I isn't a redevant heading for the games player
So our USE OF COMPUTER means. how user-friendly is the game, have
iy Dl?:\rid-&ﬂ sonsible keyboard positions, are there plenty of joystick
aplions

The other nuulng which ditfers in meaning from the way it is used in
other magazines is YABILITY, which up till now has usually delined
what we mean by USE OF COMPUTER. What we mean by
PLAYABILITY is literally that — is it a fun gama (o play from the word go7
After all, n game may be enjoyable but not very addictive in the long run
We think it's fair to point out the diffsrence

Une of computer

How good or bad are the control key
posilians, is thare & good range of
joystick options; is the program
quick to reapond (o input? In other
words can you use the computer
easily with this program?

Graphics

Spoeaks for i1salf

Playability

Is the gama fun to play right from the
start or, alter a complicated start
doas it becoma fun 1o play?

Overall
The six above percentages are
averages out 10 a final figure

All tha above parcantages are
based on an average ol the three
individual reviewers figures

SCALE OF PERCENTAGE
RATINGS

Under 30%a waste of time

3-40%  generally poor, bul may
Getting started appeal for some
Are the instructions clear both lor 41-50%  average
control keys and game's objectives? gy ges,  rpasonable if type of
How good or bad 5 the packaging game enjoyed
and loading ? L 56-800, good oh most counts
Addiclive qualities §1-70%  generaily recommaended
How long do you want 1o keep T1-80%  highly recommanded
playing. and will you want 1o play it B1-80%  Knight of the British
again? Empire
Yalue for Above 90%words fail

Speaks for itsel
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ODYSSEY 1

Producer: Perfection
Software

Memory required: 16K
Price: £5.50

Game type: Arcade
Author: T Williams

Features: 100% machine
code, on-screen scoring, hi
score, freeze frame, Thisisa
3-part arcade game. Stage
one is a berserk variation.
You find your man at the
centre of the screen,
standing at the open
crossing between four
rooms, containing diamond
shaped baffles and several
purple robots or ‘dreaded
blind mutons’ as the inlay
blurb describes them
Despite their blindness they
fire away into the dark at
random, keeping you on
your toes. Your controls are
asteroidal, ie rotate left and
right, thrust and fire. The
program allows for continu-
ous fire/rotation/thrust. The
walls ol the rooms are
electritied and must be
avoided ar« we got the feel-
ing some of the diamonds
killed us off too. Otherwise
it's fairly easy to kill off the
mutons, which leads you
into stage two

Now you're faced with an
Arcadia copy. Staggered
rows of alien ships sail
across the screen from lefito
right and your ship can move
across the bottom of the
screen or thrust up 1o avoid
the wedges of aliens as they
get lower. Atfirst it all seems
pretty easy to hit them, bul
every ship hit turns into a
falling missile. A clever move
this since it forces you 1o
move the instant after firing
— and meaner still, the
missiles don’t vanish when
they hit the ground, but wrap
vertically round the screen
So the more ships you hit the
more the screen fills with
fiying weaponry

Stage three pits you
against pterodactyl-like
creatures with strange habits
— but we won't spoil your
fun and tell you what
happens when you Sshoot
one
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Timathy Williams' prize winning
QODYSSEY 1. First screenisa
‘Bamark’ lype.

Critical comments:

Here's a collection of what
our three reviewers had to
sa

?"The idea of putting three
types of arcade game into
ong is quite good, but of
course, it depends on
whether you like the type of
games chosen, and more
importantly, whether each is
well done. In this case | think
it works quite well.”

“The graphics in thisgame
are all quite small, ie one
characlter size."

"Odyssey 1 packs quite a
lot into its 16K, but thatdoes
tend to restrict the quality of
the graphics, which are not
very detailed.”

“Thea graphics could prove
adrawback since the game is
now competing with games
of a much higher graphic
standard, although shoot-
aem-up games all tend o be
prelly simple graphically.”

"Odyssey 1 is a good mix-
ture of well known arcade
games which makes ex-
cellent use o colouf, has
very good graphics and
there's a brilliant use of
sound. Words fail this
game— brilliant.”™

General:

Now as it does not provide a
standard joystick option
anyone using a programm-
able interface will have to
load the game first to
discover the keys: However
they are: rofate left: Caps
Shitt; rotate right:Z; thrust: H
-ENTER: Fire: Y-P: Pause: 6-
0; and S starts the game.

Use of computer 63%
Graphics 60%
Playability 80%
Getting started 72%

Addictive qualities 83%
Value for money 75%
Overall 72%

The Warlock
of Firetop
Mountain

Producer: Puffin Books
Memory required: 48K
Recommended retail
price: £6.95

Language: machine
code

Author: N Mottershead
& S Brattel

A number of book publishing
houses are now moving into
games software publishing
none so famous perhaps as
Penguin, who have released
this new game under their
Puffin name,

An interesting aspect of
this program is that it has
bean produced for Penguin
by Crystal (Halls of the

Things) and adapted from
the amazingly successful
novel of the same name
written by Steve Jackson
and lan Livingstone. The
novels (there is a series) are
really computer program
flow diagrams in book form,
Basically D&D format, the
book keeps facing you with
options where you can, say,
pick one of three doors to go

through. Whichever you
choose, you will be given a
page number to turn to,
where the story conlinues,
and it's quite different for
each door. The idea here is
that the computer game
supports the book and you
may buy either the lape on its
own for ES5.50 or the
combined pack ol tape and
novel for £6.95. Either way
round it represenis very
good value

Crystal are famous for the
notoriously difficult Halls of
the Things, and Dungeon
Master. The Warlock of
Firetop Mountain is actually
similar to HOTT but
somewhat easier to play and
in some ways much better.

THIS IS WHAT YOU DO

After a two minute load, a set
of beautifully written
instructions fill you in on the
scenario and el you the
control keys. You are about
to enter the vas! and
complex labyrinth beneath
the gruesome crags of Fire-
top Mountain. Created by
the evil Warlock to guard his
fabulous treasure, the
labyrinth is crawling with
vicious monsters like Orcs,
Spiders, Slime Mould and
others, which will prevent
your return to the surface, All
you have is a bow and a
trusty sword. The idea is to
roam the maze and collect 15
keys, find the Warlock's
treasure chest, and escape
with the lot

There are 18 control keys,
which may seem like a lot,
but fortunately not all of
them are needed at once!
The screen only shows a
small fraction of the actual
maze, switching to the next
section as you go. Here and
there doors are shut in your
way. These you can open
and close, and in fact you
can close many of the door-
sized open spaces lo keep
the monsters at bay. The
sword and your arrows can

Sword at the rea
FIRETOP MOUNTAIN,

and the nasties are gathering. THE WARLOCK OF
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only be used in the direction
you are facing, which is
important because altering
directions does not mean
you are facing in that way. In
the normal course of events,
it's possible and as easy o
walk backwards, but If an
enemy threatens, you have
10 use the cursor keys as well
as the direction keys to be
sure of facing the monster.

GENERAL

There are four directional
keys, Z/X for left/right and

N/M for up/down, plus the |

cursors which make you face
in the four directions.
Additionally A fires arrows,
8 sheathes or draws the
sword, O and C open and
close doors, SPACE centres
your man on the screen, 1
displays score and number
of keys held, 2 pauses the
game. 3 turns the sound on
and 4 turns it off and zero
makes your man face in the
direction o! movement.

CRITICISM

‘This is very like Halls of the
Things, but it's much more
playable. | actually found the
other one too difficult and
confusing to play. in Firatop
you're lelt alone long
enough to gel used to the
keys and moving your man
about so you feel confident
about attacking the mon-
slers, some of whom have
swords and arrows like
yoursell.'

‘The graphics are better
than HOTT's, the monsters
gre more delined and
realistic. Everything moves
very smoothly and very lasi.
It needs a quick eye and
hand co-ordination lo
survive monster attacks.
Everything seems fo happen
in & blurr at first until you get
the hang ol i, and just when
you have, more monsters
come along.’

‘A quickly learned lesson
is to shut doors behind your
— it keeps some of the
horrors away. My only
quibble really is why did they
have to pul the up/down
keys in a straight line and on
the bottom row with the
left/right? It does make life
unnecessarily difficult at first
— but it isn'tl a serious
drawback.’

I think Penguin have a
winner with thisone -when's
the next one oul?"

COMMENTS

Keyboard positions:
complex but masterable
Use ol colour: simple but
very effeclive

Graphics; excellent and
clear, but the man isn't fully
animated

Sound: average, more could
have been made of it,
though the on/off facility is
useful

Skill levels: one

Lives: one but with a
percentage of wounding
allowed

General rating: a very good,
fast game and at its price,
very goqd value

Use of computer: 60%
Graphics: 75%
Playability 78%
Getting started: 75%

Addictive qualities:65%

Value for money: 85%
Overall: 73%
PER . B e atmama seery

ZAXXAN

Producer: Starzone
Memory required: 48K
Recommended retail
price: £5.50
Language: machine
code

Author: N Mardon

Probably the most talked
about arcade game of the
year has been Zaxxon, the
complex scramble type
game with amazing 3D
graphics. lis cult following
has probably been helped
along by its scarcity. Of
course there are favourable
versions available for Alari
(very good in fact), but it has
been a cherished dream of
Specirum software houses
to have a go. So it's only fair
to say at the outset that this
version — the first of its kind
for the Spectrum, is much
simpler looking and moving
than the arcade or Atari
version, But it's pretty good
anyway.

For .a start off Starzone
haven't been frightened of
reproducing the three
quarter angle view in blocky
3D; the shadow is there, and
so are the features of the
arcade original

Your basic ojective is to
take your attack fighter
through the formidable
defences of the Zaxxan fort
and destroy it. These include
numerous gun emplace-
menls, lighter aircrafl, laser
force lields and walls of vary-
ing heights. As the walls
approach you must fire your
guns.-— the explosions give
you the best indication of
your flying height. Fuel runs

A firsl lor the Spectrum, Star Zone's ZAXXAN.

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

CRITICISM

‘Here we have a Zaxxon
copy, the first for the
Spectrum, and which takes
the same form as the
original. The movement is a
little jerky and the individual
graphics are fairly small but
easily identifiable. Colour is
well used and the keyboard
play is good, though the per-
spective makes it difficult.
Zaxxon fans should enjoy
this one.’

'Your fighter is a single
character size so it doesn'l
do all that lovely banking on
the turns that the original
does, but in mosl respecls
this is avery good copy and
difficult to play well. The
character movement is jerky
but not to its detriment, |
thought, you soon get used
to that. Perhaps it makes fine
tuning a little hard. But how
nice fo have a Zaxxon copy
for the Spectrum at lasl.’

'‘Pretty triffic on the whole,
not as smooth as the original

and still plenty of scope for
improvement over the next
few months, but | wouldn't
miss out on this one! My one
grouse is that they chose
dark biue for the floor, the
black shadow tends to get a
bit lost. It helps though if you
have your contrast right up
on the telly.’

COMMENTS

Keyboard positions: good
Joystick options: Kempsion
Keyboard play: responsive,
but character movemeant
makes it a little hard 1o judge
accurately

Use of colour: very good
Graphics: nicely drawn and
detailed, but jerky movement
Sound: fairly good

Lives: 5

General rating: good

Use of computer 80%

Graphics 7%
Playability 68%
Getting started 68%

Addictive qualities 70%
Value for money 80%
Overall 74%

GOTCHA!

Producer: Blaby
Memory required: 48K
Recommended retail
price: £5.50
Language: machine
code compiled
Author: Garry
Capewell
The first thing you notice
about Gotcha! is the attract-
ive loading title page, a near
exact replica of the inlay
cover. Garry Capewell has
written a number of success-
ful Blaby games and this is
another feather in his cap.
You're Ernie, an old lag
who has just broken out of

the nick. First obstacle to
freedom is the searching
guards outside the jail. There
are five of them, their torch
beams sweeping the various
jail yards. Ernie must get
safely past them and then
through two jail gates that
rise and fall very quickly. On
this first screen you learn the
cruel nature o! Golcha! —
timing. It's crucial. The
second screen shows you
just how much too. A night-
mare platform screen remin-
iscent of Manic Miner Willy's
worst nightmare greets you.
Seven levels with six green
gates riding up and down the
screen at a frightening pace.
and all out of time with each
other. On the platforms and

other screens are all sorts ol .
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stashed goodies such as
swag bags, safes, Hitachi
stereos, cameras and the
like.

A mean programming trick
here is that once committed
lo crossing the screen Ernie
keeps on moving until he
reaches the other side. Get-
ting the right moment to
move is the skill. Once on the
move, however, reversing his
direction can save you from
instant crushing by a falling
gate. But there's a copper
about as well. If he nicks
Ernie, it's back to the bottom
| of the screen

Ernie in screen one, aboul 1o be
caught in the glare of publicity.

Yiviews

L LI

:::Iin two of GOTCHA! Ernle is in th emiddie on the 2nd Noor. Mind the

. L KN

CRITICISM

‘One drawback in this
game might have been the
instant start between lives,
which made Barmy Burgers
slightly irritating, but here it
matters less as all the start
positions are in 'safe’ areas
and you're not against the
clock. The graphics are
reasonably large and if not
fully animated then certainly
very lively, Ernie himself is
quite good, and it hurts when
he gets beaten up by the
copper. Not a game for

| arcade beginnersl’

‘In the shortish time | had
lo get this game reviewed |
found it difficult to get very
far through the second
screen and ended up bathed
in sweat! So I've still to dis-
cover what lias beyond. In ils
own way as dilficult to play
as Manic Miner. Frrrrus-
trating!’

'Every screen is alive and
vary busy, so it's an instant
appeal game. Ernie could
well become a hero —
anyone who finds it easy to
put up with his lite would cer-
lainly be one. Not in any
sé&nse an easy game to play

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

COMMENTS

Keyboard positions:
sensible Z/X left/right, K/M
up/down

Joystick optlions: Kempston
Keyboard play: responsive
Use of colour: very good
Graphilcs: reasonably
smooth, compiled

Sound: continuous, good
Skill levels: 1

Lives: &

General rating: expert
addicts only!

Use of computer 73%
Graphics 75%
Playability 80%
Getting started 73%

Addictive qualities 85%
Value for money 78%
Overall 77%

MISSION
IMPOSSIBLE

Producer: Silversoft
Memory required: 16K
Recommended retail
price: £5.95

Language: machine
code

Author: Jeremy Brown

Mission Impossible is a
Lander type game, where
you must guide your shuttle
craft down from the mother-
ship to the planet surface
below and réscue stranded
miners from the colony, and
then return them 10 the
mothership. The title des-
cribes the game very well
and only seasoned arcade
players with lightning re-
flaxes should apply for the

pilot’s jobl

Thera are three landing
pads on the planet and you
must touch down accurately
using your retro rockets to
slow — alast landing can kill
Four layers of moving aster-
oids must be avoided on the
way down. Having collected
& minerthe return tripiseven
more fraught, for the sky has
now filled up with enemy
alien craft. The retro-rocket
can be used as a laser 1o
blast them away before the
tricky docking manoeuvre
with the mothership. Should
you get through a few
screens another hazard is
introduced, a force fieid
through which you must find
your way

| grams

CRITICISM

“The setting up menu isex-
cellent and all the various
characters making up the in-
structions seem 10 turn
inwards and fade as the
game starts. This is a very
hard game to master and
needs quick reactions
Addiclive

The new Silversoll pro-
E88Ms very Lusar-
friendly, with plenty of joy-
stick options and good key-
board conlrol the games
are all 'P'Hn’l}' user-gcrueal
that's just as it should be
They call this one Mission
Impossible, and so it is, but
it's worth mastering. Nice
graphics and very playable

'‘The lander type game isn’t
new, but this is a very good
version with its own httie
touches which help 1o make
it enjoyable to play. Once
you geét the hang the first few
screens are merely ditficult
- then it really gets tough!
Takes time 1o get good at it

but
i




safely down and only another
hundred men o rescud — M looks
like MISSION IMPOSSIBLE.

COMMENTS

Keyboard positions:
left/right, SPACE retro/fire
Joystick options: Kempston,
AGF or Protek

2%
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Keyboard play: responsive
Use of colour: good
Graphics: good

Sound: average

Skill levels: up to you, but 3
speeds

Lives: 3

Screens: over 50

General rating: good and
addictive, recommended

Use of computer 80%
Graphics 70%
Playability 85%
Getting started  80%

Addictive qualities 85%
Value for money 80%
Overall 80%

BARRELDROP

Producer: Games
Machine

Memory required: 48K
Recommended retail
price: £5.95

Language: machine
code

Author: Russel Vincent
Barreldrop takes its name
from what might be called
the chorus line of this game.
The two heroes are Gordon
and Flash but there's no
Ming in this epic! Gordon
has blocked drainpipes, five
of them in fact, and he's dis-
covered a rather novel way of
clearing them. He stands on
the rool with five barrels,
rolis them down the incline
and tries to get them to fall
down the blocked pipes
How on earth this is sup-
posed to clear them, good-
ness knows!

However, it seems to do
the trick. Unfortunately if he
doesn’t get the barrel exactly
down the centre of a pipe it
gets lost, Successlul rollsare
returned to him for another
go. This is where Flash
comes in. He's a dog who
appears round the corner —
sometimes. If he's visible and
Gordon misplaces a barrel
Flash will rescue it and re-
turn it up the ladeer to him

Successfully clearing a
screen resulls in another
evanl, sometimes a riddle
sometimes an arcade epi-
sode like getting Gordon
safely across a floar in which
some of the tiles are electri-
fied. If you manage this, it's
back to the chorus line again
and more barrels to roll,
more drains o be cleared

CRITICISM

‘I thought Barreldrop was
a bit simple and boring —
that was before a glass of

Smirnov. The inlay only tells
you that there's a surprise in
store if you get five drains
cleared. | was presented with
ariddle whith asked: What is
a fourth defining measure-
ment, an entity which never
dies, but sees the end of all
things? After a glass of Smir-
nov | realised | knew the
anser (I was right too) and
the next lot of drains seemed
harder to clear (not just the
drinkl) because it's quite
easy 1o mistime it, and

damned Flash seems 10 ap-
pear less and less often. In
fact Barreldrop is not simple
and has enough bits and
pieces 1o prevent boredom
from setting in at all.’

‘Where's the damned dog?'

'It'’s quite an original idea,
a sort of games compendium
in which nothing is exactly
difficult, but there's so much
of it you'll never get through.
Having cleared the [first
screen | was asked to shoot
down len aliens with live
lives in a sort of glaxian
game. Neat graphics
throughowut. | cleared
another barreldrop screan
and had to walk Gordaon over
an electrified floor — he
fried, I died. Only one life
seems a little wnfair. Fun
though.'

‘Good graphics, plentiful
sound, loads of action. It

S bz
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should be a winner. | must
say that | enjoyed it, but the
fact that there isn't a concen-
trated effort on one subject
may spoil the fun for the
hardened arcade addicl.
Nevertheless, good value,
fun, and a wide age group
appeal’

COMMENTS

Keyboard positions: vary
between sections, but gener-
ally sensible

Joystick options: none
Keyboard play:
responsive

Use of colour: very good, all
colours used

Graphics: detailed, reason-
ably smooth

Sound: good

Screens: many

Lives: 1

General rating: good value,
perhaps low on addictivity

very

Use of computer 65%

Graphics 65%
Playability 70%
Getting started 68%

Addictive qualities 54%
Value for money 68%
Overall 65%

HOP, SKIP & JUMP

The Game Lords take a leap for the TOP

On the press day for September's Personal Compuler World
Show at the Barbican in London. Quicksilva: who style
themselves The Game Lords, stole a march by holdinga press
show for their latest batch of games, aimed firmly at the
Christmas market, We were treated to a champagne breakfast
which included eggs. bacon, sausage and croissants besides
aglassof champagne or Bucks Fizz (thedrink, notthegroup).
Champagne so early in the morning in obviously designed to
go to the head and leave the reviewer with a warm glow

towards his hosts,

In Quicksilva's case and after such

charming hospitality, it's pleasing to beableto say thatamong
the five games on offer for the Spectrum, two are in the top
class, and may well beamongthetop sellers thisyear,and one,
Games Designer is certainly a new departure in games
software. But we predict great things for Bugaboo (The Flea)

and Solt Solid 3D Ant Attack.

Bugaboo
(The Flea

Producer: Quicksilva
Memory required: 48K
Recommended retail
price: £6.95

Language: machine
code

Author: Paco & Paco
(Indescomp)

The first unusual thing about
this game 5 that it isn't a
British program. Authors

Paco & Paco are Spanish,
and Quicksilva are hoping

for more games from them in
the future. That shouldn't be
any problem as far as
popularity goes — Bugaboo
the Flea is going to be a big
hit. Not only is it beautifully
drawn and animated, but the
colours on the screen are as
burningly bright as has ever
been seen on the Spectrum.

THIS IS WHAT YOU DO

Quicksilva. as usual, provide
you with a charming and
utterly irrelevant story on the
inlay, but all the controls are
indicated once the program
runs. You are a Bugaboo, a
harmiless flea of this parish,
only you're a long way from
home. The Walt Disney-like
film intro shows Bugaboo
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jumping here and there over
a highly coloured alien
terrain and for all | know,
humming the ‘Busy Bee’
song to himself, when all of a
sudden he jumps down this
narrow fissure in the ground,
and down, and down, and
down. It's all quite
breathtaking. Eventually he
reaches the bottom of the
gorge and the game begins
in earnest.

away. This could all be very
easy, but the line of light,
which flashes up the
strength of indicator, does
so very fast and it's
extremely difficult to judge
exactly the correct moment.
The second you release the
jump key it freezes the
indicator to show you how
wrong you were ...

Another difficulty is the
design of the alien gorge,

LA A S L & L 1 1 2 ¢ 1 ¢ ¢ & B B 0 B I B B I B
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The mos! enchanting, irusirating and colourful game of last year —

BUGABOO (THE FLEA).

You must now getl
Bugaboo out of the gorge
and back to the surface. One
reviewer says in his notes
that you score points
according to the time |1 takes
you to do this, but | found the
game much too engaging 10
be bothered aboutl a small
thing like points!

The control keys are
simplicity itself; 1 = hop left,0

= hop right. At the bottom of-

the screen is a bar indicating
strength ol hop. When you
depress the desired
direction key., Bugaboo
turns in that direction. Then
you release the key when the
indicator is at the desired
strength and Bugaboo leaps

16 A Mewshela Publication

which is a series of
overhanging ledges, coverad
in mushrooms and foliage.
Unless the flea lands safely
on a higher ledge, he just
keeps talling until he reaches
the floor again. A further
hazard is a yellow flylng
dragon which has a liking for
fleas. At first this appalling
monster leaves you alone,
but after a few minutes he
enters and gobbles you up.
End of lifa. But you can start
again immediately, where-
upon he reappears, each
time sooner than the last, so
you've got less and less time
1o gel to the top. Aborting the
game offers the option of
starting afresh, inwhich case

the yellow meanie stays
away for longer

GENERAL

As the playing area is
considerably greater than
the screen you can scroll
left/right or up/down by
using the cursor keys in
addition to hopping left to
right. The scrolling is very
smooth. The design and
animation of Bugaboo Is
absolutely excellent, and so
is that of the background. It
is quite easy to forget that
you are aclually walching a
picture generaled by your
Spectrum

CRITICISM

‘I think that together with Ant
Attack, Quicksilva have
come up with the two best
games of 1983, and as far as
arcade games for the
Spectrum go, they could well
be the best of 1984 too.

‘The keys are well
positioned and easy 1o use.
The use of colour is very
good, and the sound is some
ol the best I've heard
recentiy.’

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

‘The colourful graphics
are an easy maitch for Manic
Miner. It's a delight to play
and mind-blowingly frustrating.

COMMENTS

Keyboard positions: easy to
use

Joystick options: none
provided, scrolling could be
by AGF or Protek

Keyboard play: positive
Use of colour: very good
Graphics: excellent

Sound: very good

Skill levels: none

Lives: one

General rating: Very highly
reacommended

Use of computer: 90%
Graphics: 95%
Playability: 90%
Getling started: 95%

Addictive qualities: 90%
85%
92%

Value for money:
Overall:

Soft Solid 3D
Ant Attack

Producer: Quicksilva
Memory required: 48K
Recommended retail
price: £6.95
Language: Machine
code -
Author: Sandy White

Sandy White is a quiet Scot
and a sculptor by trade. His
understanding of three
dimensional construction I8
evident in his game, Ant
Aftack. Unveiled at the
Quicksilva press show, it
raised admiring oohs and
ahs from the gathering
According to the press
release, Quicksilva was so
impressed by the stunning
quality of the graphics, that
they flew Sandy down from
Scotland and signed a
contract within 24 hours. A
patent has been applied for
to protect his 3D soft solid
routines,

Quite simply, Ant Altack
contains the most breath-
taking 3D graphics ye! seen
on the Spectrum; as one of
our reviewers pointed oul,
vary similar to Zaxxon
graphics, and quite as good
as you can see in an arcade.

THIS IS WHAT YOU DO

The idea of the game is to
enter the Walled City of
Antescher (which has rested
for a thousand years in the
midst of the Great Desert
inhabited only by the deadly
ants who have made it their
home), and rescue your girl-
friend. Actually, it's a non-
sexist program which asks
you whether you are aboy or
a gil — the cute graphics
distinguish between the two
and make the main figure a
hero or heroine according to
taste.

You can walk or run round
the massive city which exists
in a space many times
greater than the playing
area. You can also jump up
and down and climb the
walls or stairs. All this
aclivity is necessary 10 avoid
the giant ants which will
attack within moments of
your entering. Two weapons
are provided, 20 grenades
which may be thrown vary-
ing distances by pressing
keys S-D-F or G and which
will either stun or kill an ant
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A very ﬂn:r'ﬁp“m?hﬂ'f game 1o
test your skill, concentration and ability
to the full. Shoot the sound-sensitive
Mutons, only (o be followad by the Astro
fieet and missiles, which then unleash
the plerodactyl-like monstars

Features include’ Pause Function, Bonus
Man, and much, much more

For the 16K and 48K ZX SPECTRUM.
ONLY £5.50 incl. p. & p.
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Select betweaen 5 and 20 random words

At lnst —

10 be displayed on the screen. Find them
hidden in the word gnd. Word cross-off
and Tull cursor moswement

Features include: Word Ediior, Losd and
Save vour own Words, Give-Up Func-
tion, Print-out Option (to take your Word
Seeker on long, bonng journeys). Lots
and lots of fun

For the 16K and 48K ZX SPECTRUM

ONLY E4.50 incl. p. & p

ZX SPECTRUM SOFTWARE

It you ’EMEIMHiml-EM-un
games, this s tha game for you, 15
sheets of fast-action graphics. Thrills
alore. Be the Commander of Stac-Siriker
ORCE FIGHTER pursuing the enemy
through its defence system
Features include: Bonus
Bonus on every sheet, Hi-Score Record-
ad, Freers Frame. Joystick Control
Smaooath-Action Graphics and lots ol
smooth, arcade action

For the 16K and 4BK ZX SPECTRUM
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depending on your accuracy,
and the other weapon is your
feel. Jumping up and down
furiously on an ant will leave
it paralysed and out of the
J running. Up to five ants
attack at one time, but others
will appear to replace the in-
active ones. You can stand
being bitten quite a bit, bul
too many bites will even-
tually result in loss of lifel

GENERAL

The graphics are really
gtunning. The soft solid bit
refers to the 3D effect
achieved, not only with the

¥ builldings, which are all made

up of blocks, hundreds upon
hundreds of them, bul also
with the two humans and the
ants. If your characters
disappear behind a building
you can press any of four
keys (O/P/ENTER/ SPACE)
which will give you a view of
the same location from
another compass point. The
effect is very like a scene ina
TV studio where you can
look at the action from four
differently placed cameras.
The culling from view Lo view
occurs instantaneously and
without a flicker.

The excellence of tha 3D is
also seen when your

Playing television sludios with 3D ANT ATTACK — three views ol the same
scene.

characters are surrounded
by ants. The individual ele-
ments of the picture all
merge in a most realistic
manner, 0 much so that it's
hard to tell who is who at
times, and this adds to the
difficuity of the game.

CRITICISM

“The animation of the figrues
must be the best yet seen on
the Spectrum.’

‘The most serious draw-
back to enjoying the game is
the handful of control keys
required. Four keys for the
different view angles, four
keys to throw grenades, two
keys to rotate leflt and right,
another for forward move-
ment and another for jump-
ing. It makes twelve in all.
They are quite dilficult to
manipulate.’

it's: an axtramelr good
game with plenty of action,
but a little difficult to control
at first.'

‘I found it totally confusing
at lirst with all those keys and
no joystick that could
possibly help, but it's so

wonderful to look at that
you're bound fo persevere.’

COMMENTS

Keyboard positions: highly
complicated to master,
though reasonably logical in
placing. Perhaps a
North/South/East/West
system might have been
easier

Joystick options: none
possible

Keyboard play: very positive
Use of colour: varied
opinions, but averaged out
as good

Graphics: excellent

Sound: good

Skill levels: none

Lives: can be bitten 20 times
General rating: very highly

recommended

Use of computer: 60%
Graphics: 100%
Playability 95%
Gettling started: 80%

Addictive qualities: 80%
Value for money: 95%
Overall: 85%

F§agectrun

ucer: Virgin
Games
Memory required: 48K
Recommended retail
price: £5.95
Language: machine
code
Author: Mark Kirkby

This is Virgin's best shoot
‘em up game yel. You're the
iaiest type of robot and you
must survive In an arena
filled with hostile enemies
There are Swarmers and
Speeders (which home inon
you) Launchers which also
move aboutl but randomiy,
second the Launchers lire
missiles and which also
home in on you. And then
there are the Electrons,
which are not small BBC
type computers, but a rather

You go ‘Berserk’ in SPECTRON.

nasty form of robot which
leave virtually indestructible

electronic fences behind
them,
Your robot, Spectron,

assembles in the centre of
the screen after the nasties
have been rapidly dotted in.
it can move and fire in eight
directions — move and fire
being the operative words,

since it only flires when
moving.

GENERAL

The control keys are

sensibly placed being, Q/A
for up/down and V/B for
left/right. There is no fire
key, as firing s automatic in
the direction ol movement
No standard joystick option
has bean provided

CRITICISM

‘This is a no-win type game,
where it's obviously
impossible to beat the com-
puter. Although there are
only nine levels, the
increasing speed and
electronic lence factors
really make this into a multi-
skill level game.’

‘There's good wuse of
colour in the delailed and
realistic graphics, and the
sound is excellent. | gol as
far as being able lo count 216
enemies on the screan al one
hme, s0 gelting a bonus

'




score is no easy task. Thisis
a well thought out game that
will never be beaten. Fast
reactions needed. Brilliant.’

‘I noted the little
instruction which tells you
the program will "sell-
destruct” if the BREAK key is
pressed. Are they trying to
hide how much of the pro-
gram is in BASIC or what?
Anyway, | have only one
gripe. Tha automatic fire is
all very well and allows you
lo concentrate on moving,
but it doesn't have a very fast
fire rate considering how
many damned enemies there
are, and as it only fires when
you're moving, you are often
forced to kill yoursell off
(nice border exposions
when you lose a life).
Otherwise this is a fast and
furious, well put together
game.’

COMMENTS
Keyboard positions:

sensible

Joystick options: none
provided

Keyboard play: very
responsive, B-directional
Use of colour: very good
Graphics: excellent
Sound: excellent

Skill levels: how many can
you manage?

Lives: three

General rating: a very good
Zap game

Use of computer: 65%
Graphics: 70%
Playability 81%
Getting started: 85%

Addictive qualities:80%
Value for money: 75%
Overall: 76%

FIREHAW

Producer: Postern
Memory required: 16K
Recommended retail
price: £6.95

Language: BASIC +
some code

Author: D Hoskins & C
Davies

Firehawks is Iliterally a Phoe-
nix game bul practically
speaking it's an Invader
mutation. Your mission is to
defend your planet from the
deadly tirehawks of the title.
They come in search ol
energy and il one lands it
furns into a Phoenix and the
game ends.

A gathering ﬁnﬂmmnmmm v_uln

The birds all line up at the
top of the screen and you fire
up at them with your laser. In
the way are ‘Plasma Screens’
forming barriers. The birds
cannot descend until the
screens are removed by your
shooting, although there is
ususally a gap or two for
them fo use, and you can'l
get at them until you do
shoot some holes in the
screen.

CRITICISM

‘The graphics are quite
well drawn, but there is little
amimation. It's possible to let
the game stand still for ages
by not shooting at any of the
screens. If a bird lands the
game ends with an impress-
ive and very large graphic of
the firehawk turning into a
phoenix. It's impressive first
time round, but as it takes
quite a while to do this, it
gquickly becomes an
irritation,’

‘The laser blasts are nice,
but the so called plasma
screens resemble those
decorative breeze blocks
used to build walls — it looks
a bit old fashioned. Despite
the large selection of speeds
and skill levels the game re-
mians very average. It isn'l
exciting to play and at almost
£7 it's overpriced.’

‘The litle promises excite-
ment, but the game simply
does not live up to it. When
you come down to il, very
little happens and speeding
very little up just makes a
very fast very little. It's also
very expensive for what you
get.'

COMMENTS

Keyboard positions:
sensible

Joyslick option: none
Keyboard play: poor
responses and difficult to
line up ship

Use of colour: average
Graphics: average, but good
laser

Sound: very good

Skill levels: 15 plus 15 speeds

Lives: 1

General rating: fair

Use of computer 50%
Graphics 48%
Playability 55%
Getting started  65%

Addictive qualities 48%
Value for money 40%
Overall 51%

Bowls

Producer: Lotus Soft
Memory required: 48K
Recommended retail
price: £4.50
Language: basic
Author: Derek Jones

If you're fed up of zapping
harmless aliens, escaping
from claustrophic car parks
or roaring round race tracks,
why not retire to the peace
and quiet of an English
bowling green? This sport
simulation program offers
two players the services of
the compuler as mediator
rather than player

The rules for playing are
exactly as in the real game
except it's the computer that
‘throws' the jack. For those
who never walch Crown
Green Bowling on telly, a
jack is the black ball which is
first thrown by one player
before the two players catch
it up by throwing their
playing bowis to get as close
to the jack as possible. The
cursor keys 5 and B are used
to move a base of screen
pointer in the direction you
want your bowl to go. The
strength of throw is
determined by the weight of
bowl, a heavier ball going
further than a light one. The
computér then does the rest
You may cut to a diagramalic
close up which shows in
magnified form how close to
the jack the bow! has come
to rest. Each player has four

throws, and the program
allows for setting the number
of games.

CRITICISM

‘This was only a review copy
I saw, so I've noidea what the
actual packaging will be like,
but the Iinstructions
presented on screen were
brilliant. The use of colour
couldn't have been better —
green! And the simple
graphics were okay. There
are some good tunes and it's
generally a good simulation
of the ’g‘ame. but it gets
boring after a bit.’

‘Wice screen after a short
load with the instructions in
the program. The keyboard
positions are well laid oul
and the graphics are
reasonable although limited
because of the BASIC. The
green appears lo be crown’
{ie raised at the centre)
because the bowls tend 1o
curve oul and move back in
on the jack. The game is not
bad at all and at £4.50it's one
of the cheapest games on the
market. But with excellent
games avallable al about a
pound more | would
probably save my money.
However Il does make a nice
change from saving the
universe.'

| would have to say that
while this is a very good
game and a good simulation,
it tends to suffer with the
usual inactivity of armchair
sports which divests Lhe
game of much of its
excitement. However | would
recommend it to anyone who
happens to be interested in
these types of game,’

COMMENTS

Keyboard positions:
sensible, 5/8 left/right and B
for bowl

Keyboard play: responsive
Use ol colour:
straightforward

Graphics: reasonable
Sound: average to poor
General rating: fair unless
you enjoy quiet sport
simulations.

Use of computer: 63%

Graphics: 58%
Playability 54%
Gelting started:  72%
Addictive qualities: 45%
Value for money 50%
Overall: 57%
e e )
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Play It Again,

If you're fed up with smashing your keyboard to
smithereens attempting to save mankind from
ravening aliens then FRANCO FREY'’s rundown on the
boons and banes of joysticks could be illuminating.

ENGAGE NEUTRON
DRIVE ...

By the time you've been atomised for
the umpteenth time by mean alien
monsters after scoring a meagre 1425
points you may come to the conclusion
that the odds are stacked against you.
Why not give up on that soggy,
slowmotion keyboard and improve
your chances by using a better man-
machine interface — one of those
handy joysticks advertised in all good
computer mags? Just plug it in and
away you go — or do you?

As you stand in the shop con-
templating the small print it will’"dawn
on you that the laser and photon
plasters may still be out of reach
because the neutron and pulsar drive
controls are not standardised In this
quadrant ol the universe, and in
general the gravitational controls have
eluded all intergalactic rulings and
ragulations.

As in all good adventure games you
are left with four choices of direction,
none of which may seam appealing at
first and which will inevitably lead you
into further brain-leasing selections.
The problem, quite simply, is that the
Spectrum was not designed 1o accepl
joysticks. To bully the joystick into
delivering the goods you've got lo use
an interface between computer and
joystick. So here | am talking more
about interfaces than joysticks

Isee aroom...inthe roomisa joyless
Spectrum ... what now?

OPTION ONE

This is the pluggit/zappit option and
takes in the market leaders ol joysticks
for the Spectrum. If you insist on using
a joystick and buy one of the following
interfaces, then the range of games you
can play will be reduced. Youshould be
able to check on the game's inlay card
to see if il is compatible with these

interfaces, and it is worth noting here
that wherever AGF is mentioned, this
includes all cursor key compatible
interfaces such as Protek and Thumall
as well. You will also find that any make
of joystick, which has a 9-pin D plug
connector, will work with any of the
interfaces mentioned in this article

The Kempston interface is unique in
that it requires special input
commands on input port 31 in the
program to check activity on the
joystick. Kempston have set through
their early marke! appearance a
standard and boast therefore the
largest amount of compatible games.
Kempston also provide three softlink
programs which allow specific non-
compatible games o be played with
their joystick and these can be pur-
chased separately

The AGF (Interface Il) and Prolek
interfaces are identical in function and
operate parallel to the keyboards. In
effect they replace the cursor keys for
direction and O for firing. The Thurmnall
interface uses Q, A, Z, X as well as the
cursor keys, so it's a bit more flexible.

The Fuller interface, known as The
Amazing Fuller Box, sets again a
diterent standard by requiring input
commands on port 127, which is less
frequently catered for, but for £29.95 it
fealures extras such as a pro-

A Mewslwlg Publication 21:
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grammable sound generator chip,
beep amplifier and volume box,

OPTION TWO

This section includes programmable
joystick controllers, which allow any
g:m& 10 be played with your joystick.

veral types exist but convenience of
use varies considerably between them,
50 it's worth evaluating them carefully
belore making a choice.

The Cambridge Interface is software
programmable. Selection of the
keyboard commands to be used for the
game is manipulated by a utility
program which must be loaded before
the actual game loading. Here is a
guide to the lengthy procedore
required: first make sure that you know
the control keys of the game.
Sometimes this involves loading the

me first to discover this essential info

use not all software producers go
to the trouble of listing the keys on t
cassette inlay. If you're unfortuante
enough to have to go through this first,
you musl clear the computer again
before loading Lhe utility. This program
allows you to create a library for each
game you own. If it's a new game, the
program asks you which control keys
are used. When this has been entered
and checked, you can make a copy on
cassette, thus saving yourself the
tedious task of having to enter ail the
data every time you want to play the
same game. With this updated library
program you only enter the game’s title
and the program automatically sets up
the jng:ticu to suit the control keys.
The mbridge interface allows for
two firing buttons that operate
separately, useful for bombs as well as
lasers. Now, if you have grasped this
intricate procedure, you may very well
get along with the Cambridge interface

A much better proposition might be
the Slonechip programmable interface
which, like the Cambridge, is software
programmable. A 3-way switch is set
on the face of the unit. When this is set
to program pressing the appropriate
key on the keyboard and at the same
time activating the joystick in the
direction required will program the
interface. This procedure is then
repeated for the other three directions
and the firing action. All you have todo
then is switch to play and the joystick
will become fully compatible with that
particular control key configuration.
The advantage of this system over the
Cambridge is that you can program the
interface before or after loading the
Eama, $0 it doesn't matter if the control

eys are not listed on the cassette inlay.
On the other hand, Stonechip only
provide one firing action, but at £24.95
the unit is a good investment.

The Downsway programmable
interface operates along similar lines
and allows for the same easy pro-
gramming with a small price
advantage.

For the third choice it's back to AGF
and the AGF programmable Interface.
This operates parallel to the keyboard,
allowing you to select the keys in
function mechanically. To do this you
connect flying leads with small
crocodile clips to two separate rows of

22 A Nawslield Publication
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matrix busbars. On the left hand side is
a matrix of five flying leads and five
busbars for the data selection, corres-
ponding to the keyboard columns. On
the right hand side are five flying leads
and eight busbars for the selection of
the memory address lines,
corresponding to the half rows of the
keyboard. Basically this allows
selection of any keys whenever you
want and their operation via the
joystick, but its drawback is that you
require a look-up table, supplied with
the interface, for programming it — so
make sure it doesn't get lost or the
aliens will have a field day.

A more user-friendly programmable
interface has been designed by Frel
Lid. This unit features a matrix board
representing the Spectrum keyboard.
Six flying leads with robust two-pole
line sockets annotated for each control
function (up, down, left, right, fire 1 and
fire 2) can be plugged intoany of the 40
keyboard positions. Of all the methods
| have looked at, this one proves to be
the simplest way of programming any
universal joystick so far. The unit is
said to be available at a price of below
£15, which also makes it the cheapest
of any method.

QPTION THREE

Among the latest solutions to the
joystick controller problem is also the
most official — Sinclair Research's ZX
interface 2. It accepts games in ROM
cartridge form and has two joystick
ports and so converls the low-priced

The Protek Interface and Speciravigion
QuickShol jo - two firing buttons, but only
one firing

attach your \
crocodlles and sway you go.

——
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Spectrum home computer into an Atari
lookalike games machine. There's a
touch of the moving backwards in all
this since | must presume a lot of the
Spectrum’s success has depended not
only on its low price but also on the low
cost sofiware available. In addition to
some of Sinclair's own range you can
already buy Ultimate’s games Jelpac,
Pssst, Cookie and Tranz Am in the new
ROM cartridge form — but at a cos!t of
£14.95 instead of £5.50. Whether this
system will really catch on, as Sinclair
confidently expect, remains to be seen.
It might have had a greater value if it
accepted Atari cartridges — but of
course that would have meant an
entirely different Spectrum.

The keys used for the function of the
joystick are non standard:6.7,8,%and
0 for fire, with 5, 4, 3, 2 and 1 for fire for
the second joystick, thus allowing two
joysticks to be operated simultaneous-
ly and independently. It means the
interface won't be much use for
existing software, but a Sinclair official
told me that it is really very simple for
the software houses to modify their 400
plus games to accommodate the new
system. | was told, ‘Kempston have set
a standard, | supposs, and now we are
setling one.’

It seems a pity they couldn't have
gone along with an existing system and
saved everyone a lot of trouble. Still, it
would appear that the ‘official’ ZX
interface 2 is being backed by the large
and established companies such as
Quicksllva and Ultimate and even by
the new 'biggies’ enlering the
Spectrum market such as Thorn EMI,
who are launching ZX Interface 2
compatible software. DK Tronics are
obviously quick on the draw and have

.. The Cambridge Joystick - bomba as well aa

keys, or with the Kempston input 31
commands. It thus covers anextremely
wide range of software.

INTERFACE TABLE

OPTION FOUR

After wading through this you may well
consider option four — stick to the dis-
integrating keyboard and increase
your odds against fellow gamers,
collecting less points as you go, but
knowing that somewhere out there in
deepest space some alien is fighting

already launched a multi-compatible OVER THE PAGE the same battle with his inadequate
joystick interface, which will operate keyboard ...
githar with the ‘official’' 6, 7, 8.9and 0
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TREKKIES AWAY!

R & R Software, the people who

brought us one of the earliest
Spectrum Star Trek versions
and one of the bast creeples in
Spectipade, are busily going
where few ZX men have gone
bafors — namely South Africa
and New Zealand! In these far
off places, the Spectrum is still
in Its infancy, but selling well
Bob Brenchley of R&R tells me.
He's hoping the success of the
Spactrum will keep Japanese
and American imports at bay,
but to help he is ensuring
British software for the
computér is readily available to
hack up hardware sales

One angle is supporting
software sales in CRASH
magazine which Bab has
chosen (o export to South
Africa. With the magazine, 11 is
hopad, both dealers and
computeér owners will be able to
soe whal's happening here in
Britain and what the games are
all about

Another Trekkster on the
move is Derek Brewsler of
Neptune Compuling. His Star
Trek has proved very popular
although its naver bean strongly
advertised. Now an improved
naw version is available from
Mikrogen, who are marketing it
for Derek. In lact this version
has gone through six stages —
the one oul previously was
number four

‘s vastly improved upon the
older one,’ Darek told ma, ‘in
fact the program is quile
unrecognisable. There are more
graphics and it works in real
lima

Graphically, the screen has
teen lidied up with all the
relevant status reports shown in
clearly delined, coloured boxes
beside the view screen. The
Short Range Scan i3 also mare
detailed with claar shapes for
the Enterprise, Klingon ships
and bases. Bul the biggest
ghange is noticeable during the
battles. instead of having 1o sit
helplessly while the anemy lire
away at your posifion, you can
now typa in commands via
interrupt and lha com pufer
can. This obviously speeds up
the thinking process required
and makes i even morée a game
twa or three people can enjoy al
{he sama time. Al the ‘ime of
writing, | am unsure when this
version will be avallable, but
look out fora full review in the

néxt issue.

Meanwhile Derek has also
been doing programs for
Micromega — |'m told Haunted
Hedges is selling very well —
and |'ve just seen the new one,
Starciash which will be out by
now. Again we'll be reviewing il
maore fully in the next issue, for
now I'll just say it's a shoot ‘am
up which looks deceptively
easyl And then there's Invasion
2000 — this one so new | haven't
been able to see anything yet
Derek telis me it's a working title
and Micromega may well alter it
1o something else before i
appears.

]

ATARIAN BATTLE FLEET
TAKES OFF

In Imagine’s Arcadia, the
Atarian Battle Fleat look
unstoppable. Turning their
attention to the Spectrum and
other computars, Fume& giamt
Atari International are releasing
some of their famous games like
Pac Man, Miss Pac Man,
Defendear, Galaxians and
Cantipade over the next few
months. The tirst out is Pac Man
for the Spectrum. The idea is to
make tha games as closa to the
arcade originals as possible.
Pac Man will be 16K and uses
just aver 9K of program. There
isn’l an ounce of BASIC in i1,
not even aloader program —
they get it to run by
manipulating the machine
stack, To squeazea it all in they
are using some odd areas of
memaory address, the hi-score,
for instance, is in MEMBOX
The rasull is 8 version with all
the original tunes and
animaltion balween screens.
Miss Pac Man, following soon
after is even more detailed and
requires 48K, Unlike Pac Man
which uses moving characters,
Miss Pac Man is done with
inlerrupt-based sprites and
maving pixel graphics to give it
a look very like you would see
bna much bigger arcade
idchine. There are al fte
original animation stories
betwean screans too.

The question remains as 1o
how popular these games will
be. Undoubtedly they will be of
extremely high quality, but will
thair ‘official version’ status
make them big sellers? After all,

there are already numerous
varsions for the Spectrum on
the markat, and at much lower
prices than the £14.99 Atar| are
charging. Parinq alitlle extra
for 'artistic input’, as Ere

Salaman UK Marketing
Manager for Atari calls it, might
be acceptable, bul almost three
times as much .. ?

JOE THE LION

Joe the Lion is the unlikely but
likgable name of a new software
company based in Hyde,
Cheshire. In fact the new outfit
has older connections, asitisa
meamber of thae PASE Group,
whose Pasesolt has bean
marketing Paseman since the
early summer. Mr Halt from Joe
the Lion told me that they hope
1o become market leaders in
1884 and are not sparing any
expense in the production of
thair gamas and added,
formidably, that they are
nothing to do with Pasesoft, but
that the two companies will be
operating independenily of
each other, side by side

The first three games are
Challenger for the BBC, Loki for
the 48K Oric and Bimbo lor the
16K /48K Spectrum. | haven't
sean Bimbo yet and we'll be
raviewing it in the next issue no
doubt, bul the description says
that: armed only with a carrol-
detecting radar and a handiul of
apples to distract his pursuants,
Bimbo Rabbit must seek out
and eat all the carrols inalarge
maze of which only a small
section is visible. The price is
£5.45.

——— [ ———

MANIC MILLIONAIRE

Sollware Projects Lid of
Liverpool (whose Push OIf we
review in this issue) is a new
soltware house, bul the
members of the company are by

.ware delighted by the judges

no means new o games -
software. Alan and Soo Maton
left ieading software house
Bug-Byte 1o form Software
Projects togather with Matthew
Smith. Matthew is undoubtedly
best known for writing one of
1983's best gamas, Manic
Miper. Although still ioo young
to legally become a shareholder
in the company, Matthew will be
recaiving his shares on his

gb htaenth birthday, this
February

Soliware Projects is already
hard al work on soma naw
games for the New Year

0 090

Matthew Smith is currentl
writing an @agerly awaite
sequel io Manic Miner enlitled
Jat Set Willy. The game, says
Alan Maton, continues where
Manic Minar left oll, anly now
Willy is @ millionaire from his
sub-Surbiton mining exploiis.
The action takes place at parties
being thrown in Willy's new
mansion {thrown being the
operative word no doubt!)

Another full time member of
stafl is sixteen-year old Chris
Cannon, author of Bug-Byte's
advenlure The Castie. Chris will
be looking after the technical
side of things.

!

ODYSSEY 1 WINS
THROUGH

Matthew Uffindel, one of our
reviewers, will be pleased to
know haw good his judgemant
is. Having spent hours playing
Perfeclion Software's Odyssey
1, he spent the next few hours
raving about it. Now he's bean
backed up by the judges ol the
Cardilt Compulech
Cometitlon. Perfection’s young
programmeér, Timolhy Williams,
won first prize in the games
section of the competition
Organised by the Polytechnic of
Wales and the Western Mail
newspaper, the compatition
was open (o schools and
colleges throughout Wales
Timothy's boss {(and father)
Brian Williams, 1old me thay

decision, and thal he was sure
ail along that the 100% machine
code Odyssey 1 would win. The
lirst prize was presenied by the
Secretary of State for Wales,
Nicholas Edwards — it wasa
BEBC Model B Micro, | hope that
does nol maan we won'l be
seeing any more games for the ’

Spectrum from Perfection!
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INTELLIGENT
ADVENTURES

Dr Tim Langdell of Softek tells
me that they are in the midst of
putting in a development
system lor programming games
this year. It'scosta loto
monay, éspacially asit is being
custom built for them, but Dr
Langdell believes that games
players will no longer put up
with the kind of programs which
have llooded the market
throughout last year. He told me
that they get many youngsters
approaching them with very
good ideas for games but with
only a rudimentary knowledge
of wriling well in machine code.
Very soon we should ba
seeing Softek's first ever
adventure games. Dr Langdell's
speciality is artificial
intelligance, and he is planning
that Soltek’s first excursion into
adventures will make the Hobbir
look out of date — al last. Keap
your eyes peeled for more news
adventure freaks!

Pl!lhll & GROUCHO IN
TV FIRST

For the first time in this Country,
‘parsonalities’ fTrom a computer
game have appearad on
television. It was all a blatant
publicity stunt really for Mel
Croucher and Christian Penfold
of Automata, who, not satisfied
with driving poor old Pimaniacs
out of thair minds, have now
launched their TV carears in an
attempl to upsel decent viewars
whao take 8 serious interest in
the proper uses of computers.
Playing their two famous
characters Piman and Groucho,
Croucher and Pendfold ware
invited to take part in Central
Telavision's program Magic
Micro Mission, which was
screened in December. I'm toid
that plans for the Piman to
appear a guestrole in
Coronalion Strest have had lo
be shelved as Granada TV were
nol prepared to pay the lee
asked, Groucho, of course, will
work for anything.

BATTLE WINNER

On to &8 more sarious note:
C.C.8. have announced the
winner of the 1883 Cambridge
Award, a programming
competition for the Spectrum
and ZX81, which they run in
conjunction wilth Sinclair User

The winner was Mark Lucas
with BATTLE 1917, describad
as a highly original strategic
war game written for the
Spactrum 48K for 2 players. The
game is based on the campaign
of the First World War and
requires players to exarcise all
the skills and tenacity of the
Generals during that dreadful
conflict. Wa shall be reviewing
the game in the next issue,
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Mark was prasented with his
prize of £1,000 and the
Cambridge Award Trophy on
Saturday 3rd. December al the
8th. ZX Microfair at Alexandra
Palace.

SWEARING JETMAN

Have you heard Lunar Jetman
taik yet? I you have then you
must already own a Micro
Speech unit from Currah
Computers. Knowing how hard
Jetman is to play, one might
supposa that all he does is
swear (o himsell with every new
hole in the ground but'in fact it's
the alians who do all the
muttering!

Sevenieen games are already
available (at the time of going to
press) that will talk if you have a
Micro Speech unit including
Alic Atae, Lunar Jatman, The
Birds and the Bees {rom Bug-
Byte, Blastermind from
Martech, Mingd-Out from
Quicksilva and parts 1-4 of the
Digital Fantasia Myaterious
Adventures. | am told that 32
software houses to daté aré now
planning immediate releases of

ames which talk, so the Micro

peach unit looks like baing
good value at £29.95. On top of
the games you can use Micro
Speech 1o add sound to your
own programs and all the
vdlume is pumped oul through
your lelevision sat lor added
impact. Soma existing sound on
program systems tend 1o slow
down the game because the
compuler has 10 process mors
information. but Micro Spaech
is interrupt cperated which

means it hardly interferes with
the playing speed at all.

Look out for a detailed review
of Micro Speechina future
issue soon, whan we'll ba
putting it through its varbal
paces,

SUPER DRAW WINNERS

Seven thousand eager visitors
to the 9th. ZX Micro Fair at
Alexandra Palace last Augus!
received sticky black fi

from the CRASH Micro Games
Action brochure! It was hot
inside the pavilion and some of
the printers ink came off the
paper. For those who took part
inthe CRASH SUPER DRAW,
and thousands did, you may be
interested to know who the
winners wara, The draw look
place, as promised, on
September 20th. and was made
by the Chairman of Ludlow
Computer Club, Commander
Locke.

The lucky winner, who
received £100 worth of games
software, was Dandel Rigal of
London E2. The lour runners up
were D Bedford of Langley,
Slough; G Devon
Barkway, Herts, Paul Holloway
ol Hayes, Middx; and P J Morse
of Welwyn Garden City, Herts.
Thea runners up each received
£10worth of games software

Commander Lockes, Chairman of the
Ludiow Computer Club.

30 BADDIES &
NIGHTFLYING

Imagine you're a tank
commander battling 1o defend a
cily from altack by Seiddab
aliens and you have some idea
of what it's like to play 3D
Seiddab Attack, the latest
arcade game from Hewson
Consultants for the 16/48K
Spectrum. The Seiddab
(Baddies backwards!) were the
aliens in 3D Space Wars, and
now you must fight them again,
controlling your tank in the city

streels while alien airborne craft
swoop and attack. If you can
seek out the Seiddab Task
Force Leadar' belore your tank
armous is destroyed by enemy
fire, the game moves lo the next
level in 8 countryside selting.

Increasing levels of difficulty
maka 30 Seiddab Attack
challenging and the effective 3D
graphics make many other
games seem dull by
comparison. Other features are
2-player scoring, hi-score, radar
scanner and a warning display
when tank missiles number less
than 10.

On show at the December ZX
Microfair was Hewson's
Nighttiite i, an enhanced
version of the successful flight
simulator Nightflite. Nightflite 1|
is written entiraly in machinea
code, 50 despite all the added
features it runs on aithara 16 or
48K Spectrum. Among the
axciling new leatures area
shifting perspective which
shows the correct view of
runway lights and surrounding
hamiets from whichevar
direction the airfield is
apprcached. Thereis alsoa
realistic engine sound which
varias with engine spaed
making the simulation a close
approximation to real flight
experiance.

ML LNET e TT

All this is possible because
the author of Nightilite II Mike
Male, is a keen aircraft pilot and
air tratfic controller by
protession, Consequently the
gamae is basad on real
oxperience

The program includes a flight
debriel after every flight and
which may be printed out
complele with Mike Male's
signature, as a permanen!
record of the flight. Other
features include: seven modes
of operation, including two anti-
pilot modes and a traini
modae; six levais of difficulty;
variable flap controls; and
realistic cockpit instrumants.

30 Seiddab Aftack is priced
£5.95 and Nightilite Il is £7.95,
both games are available from
all good software retailers or
direct from Hewson
Consultants




Producer: Phipps
Associates

Memory required: 48K
Recommended retail
price: £8.95

Language: main in
BASIC, movement and
datain m/c

Author: Graham T Relf

Dense lir branches suddenly
gave way to an easy ground
of mature trees, through
which | could easily maintain
a brisk pace. | checked my
progress, scanning the
woods for any telltale signs.
Yas, there it was at barely 10
metres distance, a faw white
rocks hidden under vege-
tation. | stood in front of the
ruins | had set my bearings
on for the last 100 metres.
Producing the map, com-
pass and protractor | set
course for northwes!, main-
taining the same altitude.
This wouwld lead me to the
clearing, well clear ol the
open moor, then down the
valley to the edge of the lake,
after which it would be
child's play lollowing the
waterfront to the large
boulder. Then across the
woods due eas! to the edge
ol the town and the finishing
point,

If this reads like a typical
orienteering course then it is
because Graham Rell has
made an aslonishingly
realistic simulation of the
sport on the Spectrum
There's no need to be in lop
physical shape — leave that
to Olivia Newton John, but it
would be wise to know
something about the art of
map reading and navigating.
It is here that you can learn
something and yet fully
enjoy the game.

There is an enormous area
of geography enclosed inthe
game, approximately 37
square kilometres, of which
only a small portion has been
charted so far. Included on
this map is a 12 point course
ready for you to tackle in the
shortest possible time. All
you have to do is visit each
control point in the right
sequence. The prool of your
visit will be printed on your
control card, which you

carry with you Each check

towards better Adventures?

point has a special code, 50
cheating's out.

Each step taken is ap-
proximately one meire, as in
real lite, with a random vari-
ation of plus or minus 10
degrees. This means taking
ten steps for every millimetre
of the supplied 200 x 210mm
map! As your bearing drifls
while moving, don’'t go run-
ning for miles without check-
ing it

he display shows you the
terrain six metres in front of
you and it varies from thick
fir trees, to running wood
(mature trees), moors (hard
going), open grass, lown
area or even lake. Special
point features such as build-
ings, boulders, rock out-
crops, mine shafts, kKnolls,
depressions etc. will be dis-
played as a message (with
code if it is a checkpoint)

An aye level marker in
front tells you whether the
ground is rising or falling. s0
you can easily follow con-
tours on the map this way. As
real time is used you can
check on elapsed time. It can
be taken at a very brisk pace
as the graphics are updated
in a short instant, and speed,
as in real life. is dependent
on the terrain. If you are
ascending in thick wood,

tour and terrain maps of any
area you specify, and a
routine is provided to detect
any point features in a given
sactor.

With these many features
you will be able to construct
maps similar to the cover
map, but be warned — it's a
major task! If all this is not
Httsyin? enough, there is a
facility for displaying cross

sections of the landscape

THE FOREST, showing some of the symbols used throughoul the program.

you will be puffing and pant-
ing — not too strenuous from
your armchair!

The orienteering feature of
the game is excellent in it-
self, but further to that you
may use the program o
chart the vast areas which
surround the printed map on
the cover. Calling up the
menu at any time you can gel
exact co-ordinates of your
position (but wusing it in
orienteering will alfect your
final results). Provision is
made for drawing out con-

One of the facilities otfered is the drawing of 3D sections of the landscaps.

and, better still, constructing
a 3D view with these cross
sections of any given areal
The Fores! certainly
makes a change from the
usual arcade or even adven-
ture games. It also points the

way to better adventure
games. Based on the
graphical display of the

terrain and the actual tech-
nigue of movement (in paces
in any direction) the games
player could be living in a fic-
titious and weird fantasy
world of a 10 square kilo-
melres or so. A vast area to
explore

Given the added thrill of
sell-propelled adveniure
characters, living their own
lives in this vast area, similar
to the Hobbit characters, and
visually better point features
such as caves., castles,
dungeons, forest huls and so
on, you could be moving in a
total fantasy world. Now il
someone were to combine
these features with a brilliant
plot and with cartoon-like
moving characterssuchasin
Valhalla, you could be in
Adventure Land
FRANCO FREY
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ATIC ATAC

Producer: Ultimate
Memory required: 48K
Recommended retail
price: £5.50
Language: machine
code

Atic Atac, the eagerly
awaited graphic adventure
from UHimate has just
arrived on the review desk as
the last bits and pieces go to
bed, so we are unable to give
it a tull review in this issue,
we'll do that next month.
However here is a brief run

Tic Tec, who's there?

down. In Alic Alac you may
select to be a Knigt, a
Wizard or a Serl. Each fights
in his own way — the Knight
hurls axes at his numerous
enemies, the Wizard throws
spells and the Serl swords.
Movement! is in eight

directions, but the Serl is
harder to handle because he
doesn't stop moving when
you release a key.

The object is to explore the
castle which contains
countless rooms on five
floors. Each room is seen in

perspective from above. The
doors open and shut by
themselves, there are
objects to pick up or drop,
endless numbers of highly
detailed monsters and the
graphics are generally
superb. You can withstand a
certain number of monster
contacts before losing a life
(the cross marking your
death spot remains until the
end of the game). The way
the thrown weapons
ricochet off the walls is
lovely. There's obviously a
lot more to this game than we
have time for here, so look
out for next month's full
scale review. But after a
quick preview the general
feeling in the office was an
overall rating well into the
90s for this ona!

CORRIDORS
OF GENON

Producer: New
Generation

rMemury required: 48K

Recommended retail
price: £5.95
Language: machine
code

This is a rather clever form of
maze game in which you
hear your chaser more than
you see him or it. The hero of
the plece is yourself, of
course, and your adversary
is a madly cloning Bogul.
You find yourself in the
corridors of Genon, a com-
plex of concentric circles
with the evil computer of
Genon at itscentre. Each cir-
cular corridor has many
doors which open or shut by
sliding down from the roof,
and the corridors themselves
are linked at intervals by
similar sliding doors.

The object of the game is
to thread your way through
the complex find the com-
puter and then break a secrel
code which will destroy it.
Each of the doors is given a
three figure code which, if
punched in, will either open
or shut the door. As you start
some of the doors are open
and some shut. Your adver-
sary, Bogul, is strong in ESP
and can close the doors
ahead ol you and open them
behind in an effort to calch
up with you. He also clones
himself as time goes by.

The screen display is in
3D, showing the corridors

EB A Mewslield Publication

radiating away from you, a
clear green floor, white ceil-
ing and alternating red and
yellow corridors gives a very
solid impression of a real
building. New Generation
provide a numeric overlay
for the keyboard which is
used in the game for code
breaking. Above the display
and to either side it says
‘Next Door Code 217" or, as
your ESP level drops, more
likely, ‘Next Door Code 777"
When Bogul catches up with
your the screen flashes and
some of your ESP level
fades. When it's right out,
you've had Q.

CRITICISM

‘The most imaginative
touch in this game is the
sound of Bogul's footsteps
echoing through the corri-
dors as he chases after you.
After a while of playing it
screws the lension up
unhbearably, making you slip
on the keyboard and fumble
the code numbers some-
thing terrible! If you happen

to be facing in the right
direction you actually see
the horrid little black thing
come stumping up the
corridor to get you. The
graphics are quite good anhd
it's a simple idea for a game,
but one which works very
well. | haven't got to the com-
puter yet, but there is a prac-
tice mode for code breaking.’

‘Very good and effective
sound on this game, the fool-
steps Iracking you, doors
opening and slamming shut.
The practice mode for code
breaking is uselul, although
if you select it and then failto
understand how the system
opérales, you'ré trapped in
the mode for ever! | was bit
confused even though it
works on the Mastermind
idea of giving you black dots
for right numbers and more
black dots for numbers in the
right sequence etc. Getting
through the corridor doors is
more difficult in the end
since doors ahead and to the
sides all run in numeric

sequences. It's okay when

A solid 30 etect in the CORRIDORS OF GENONM.
Look over your shoulder and what's that? You're aboul 1o be Boguli sed again.

Next Door

Code

Corridor
i

you're being told what the
code is, but as your ESPslips
away you have to be pretty
jood at following complex
sequences or very good at
code breaking. An unusual
?nma and more exciting than
thought it was going to be
when | started playing it.’

‘If you like 3D maze games,
then you'll probably like
Genon — it certainly isn't in
the normal run of such
games. | found it rather con-
fusing — youdo have to have
some sort of head for
numbears to play it well. The
graphics are simply
designed and very good and
the sound is terrific. | would
think it addictive, even
though it didn’t really grab
me over much.’

COMMENTS

Keyboard positions: Cursor
keys for movement and 9
keys used in conjunction
with an overiay provided.
Jﬂc!'ll:lck option: Kempston,
AGF or Protak

Keyboard play: reasonable
Use of colour: very good
Graphics: effective 3D
Sound: excellent

Skill levels: 3

Lives: depends on falling
ESP rate

General rating: an unusually
addictive game for those
who don't mind a bit of
figuring.

Use of computer 80%
Graphics 70%
Playability 68%
Getling started  68%

Addictive qualities 70%
Value for money 75%
Overall 72%
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RIVER
RESCUE

Producer: Thorn EMI
Memory required: 48K
Retail price: £6.95
Language: machine
code

Author: Phil Snell

River Rescue might be des-
cribed an an overhead
scramble game. You are
looking down on the river
from above and, as in a
scramble game, your boat
moves along, or rather the
banks scroll backwards
Accelerating takes the boat
up to the right side of the
screen in which position
your reaction time has to be
very good indeed. The
obstacies in your path (river
that is) are crocodiles, logs
and small islands. These
have 10 be dodged, although
the boal is equipped with a
gun. If you hit a croc it will
disappear, but logs take a
ftew shots and islands you
can't damage at all

The object of the game is
to rescue a stranded party of
explorers from the jungles of
the northern (top) bank
where they are threatened by
natives. There are two jetties,
one on each bank, opposite
each other. Once you have
picked up an explorer, you
must navigate the river safely
and then deposit him on the
south bank jetty. You can
pick up as many as six, but
only one explorer per call,
before letting them off on the
south bank, for which exploit
you receive bonus points.
Shooting crocodiles also
earns bonus points, and so
does riding the river on the
right hand side of the screen.
Every time you sink you lose
any explorers on board

It you are successful,
another hazard appears.
Your deadly rivals are trying
to stop you and their planes
will fly over, dropping mines
in the water which must be
shot away.

30
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CRITICISM

"An engaging and addict-
ive game. The response 10
the keys isso positive that it’s
easy to run into a bank. Stop-
ping at a jetty is a skilled task
as well, Go too fast or
misjudge by a milimeter and
both boat and jetty go up!
The animation of the croco-
diles is simply and effectively
done — they are the most
realistic crocs |'ve yet seen.
Very good.’

'‘Basically a simple idea
and, as is usually the case, an
addictive one lo play. The
graphics are quite attractive,
especially the title page
where the RIVER RESCUE is
wiped away by a shoal (is
that the right word?) of
crocodiles. Very neat. Excel-
lent control response.’

I liked the game very
much and it works very well.
It does get harder and harder
as you goalong, more croco-
diles, more logs, bigger
sandbanks and the damned
rivals in their planes. Very
addictive and quite original.'

COMMENTS

Keyboard positions: very
good, Q/A up/down, O/P
left/right and zero for fire
and undock from a jetty
Joystick options: Kempston,
Sinclair

Keyboard play: very
responsive
Use of colour: straight-

forward but effective
Graphics: smooth and well
drawn

Sound: good

Skill levels: gets harder
Lives: 6

Games: 1 or 2 player
General rating: very good,
reasonably addictive

Use of computer 75%
Graphics 70%
Playability 80%
Getting started 70%

Addictive qualities 70%
Value for money 78%
Overall 74%

TACHONETER
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DEAR M1
POINTS 990929

ROAD RACER

Producer: Thorn EMI
Memory required: 16K
Retail price: £6.95
Language: machine
code

Author: Graham
Wisdom

Five brand new games from
the Thorn EMI giants, their
first venture into Spectrum
territory, is obviously a big
event, Road Racer, as its
name suggests, is a goat that
elusive Spectrum copy of the
famous and wonderful
arcade game. This is the
most detailed version yet. In
addition to left/right, brake/
accelerate there is also a
high and low speed gear
selection, The lower third of
the screen shows you your
tachometer and speedo-
meter and the gear you are
n

Unusually, keeping your
finger down on the acceler-
ator key doesn't just take you
to maximum speed, but puts
you over the top and into the
red on the tacho. f you stay
there too long you'll blow
your engine. Changing into
the low gear while in the red
will also cause damage.

There are several other
cars to overtake before the
finish line appears.

CRITICISM

‘This is a wvery good
attempt to create the per-
spective feel of the arcade
original. The road narrows
as it approaches the horizon,
which is a landscape of
mountains. Sadly the road
ahead is not curved as itisin
the arcade version bul you
soon realise that it does bend
because the landscape
swings around. Unfor-
tunately, because the road
doesn't actually bend, it
means the car stays on line
and you aren't forced to steer
round both bends. The
graphics are very brightly
coloured and smooth, and

SPEEODONETER
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the game
playable.’
‘Very good packaging and

Is extremely

instructions, but the one
thing they don? tell you is
how to start up. On pressing
the start key you musl in-
stantly accelerate and ge!
into top gear, otherwise you
will never find out that you're
the white car and the green
one behind you {which |
thought was 'me') crashes
into you. Once that's sorfed
out, it really takes off and, if
you are using the keyboard
which is well laid out, there’s
some skill to be mastered in
using the brakes and gears
sensibly. time is the real
enemy to beal in this very
gooc! version.’

‘I've got the feeling that
there's still a better road
racing game for the
Spectrum than we've yel
seen, but this is the best one
yet in my opinion. It's ex-
citing and it you like the
game idea, very compelling
to play.’

COMMENTS

Keyboard positions: good,
1/2 lo/hi gear, 6/7 left/right,
B/9 brake accelerate
Joystick options: Kempston,
Sinclair

Keyboard play:
responsive

Use of colour: very good
Graphics: good, slightly
jerky character movement
on other cars

Sound: poor, why no motor
noise?

very

Skill levels: 1

Lives: 5

General rating: good

Use of computer 70%
Graphics 68%
Playability 75%
Getting started 62%

Addictive qualities 72%
Value for money 70%
Overall 691,%




BLOCKADE
RUNNER

Producer: Thorn EMI
Memory required: 16K
Retail price: £6.95
Language: machine
code

Author: Graham Johns

Okay, fasten your seat
harness — it's a deep space
zappowham game again!
Just when you thought
they'd run out of reasonably
original ideas for shoot em
up games, along comes
Blockade Runner!

You're in this ship which is
trying to get supplies
through an alien blockade of
Earth, and there are five lay-
ers of defence to be got
through. First comes a dense
metecr shower which can be
dodged or shot. Next comes
a series of wvertical laser
barriers which cannot be
shot and you must avoid
contact with them. They are
followed by tractor-beam
units which push or pull you
off course. And then finally
there is the fleet of alien
ships which will try to bilast
you away. If you manage to
survive all this you must then
transfer your cargo pods 1o
an Earth ship. There are only
three chances to do this
right, or it's back to the start
without losing a life

GENERAL

One complaint from our re-
viewers which seemed
common to some of the
games from Thorn EMI was
the choice of control keys for
non-joystick players. Of
course it isn't their fault that
keys 6,7,8,9 and zero have
beaen employed, since this is

clair chose for their interface
2. Sinciair are Noping 10 bully
every other software house
into using it too, or changing
their existing software to
match it. The cursor keys are
already a poor game

arrangement, and to move

Screen 1 from BLOCKADE RUNNER,

the daft non-standard Sin--

one key along the board is no
better. We all feit a more
ergonomic arrangement like
Q.A,O,P or Z.X.K.M is much
better. It seems a pity Thorn
EMI haven't chosen to pro-
vide an allernative or user-
defined keyboard layout.

CRITICISM

‘For shoot em up addicts
this Is going to be popular,
There is a fair range of
obstacles to overcome and
plenty of speed levels to play
at. On the first screen of
meteors it frightened the life
out of me at how fast the ship
manoeuvres, When you get
to the second screen and see
the laser barriers you realise
why it has to be so fast
Good, simple graphics and
smooth movement.'

'The graphics are quite
small excepl for your ship
which looks like a film
camera, but they are pretty
smooth in movement and the
explosions are good. | like
the fact that if you lose a lile
in, say, the second or third
screen you aran’t sent right
back to start but pick up on
the same screen. The speeds
are about right, with the
highest level being a blurr,
Medium addictive, | would
say.’

‘There is sound on this
game, | noticed that the
others from Thorn seemed a
bit lacking in that depart-
ment. The graphics are nice
especially the dancing star
background, but | found it
didn't have lasting appeal
overall,’

COMMENTS

Keyboard positions: akward,
6/7 left/right, 8/9 up/down
and zero to fire.

Joystick options: Kempston,
Sinclair

Keyboard play: very fast and
responsive Use of colour:
average

Graphics: reasonable and
smooth

Sound: average

Skill levels: 6

Lives: 5

Screens: 6

General rating: fairly good.
mixed opinions on

addictivity

Use of computer 55%
Graphics 58%
Playability 67%
Getting started 80%

Addictive qualities 50%
Value for money 65%
Overall 624%

GOLD RUSH

Producer: Thorn EMI
Memory required: 16K
Retail price: £6.95
Language: machine
code

Author: Martin Harris

Gold Rush does not take
place in California as you
might axpect but on the far
off planet of Oron. The gold
mines of Oron are bottom-
less caverns where gold
nuggets rain from the roof
Oronians, it seems, have an
odd way of collecting the
gold. Two pots are placed in
suspension between the
walls and then girders are
used to direct the falling
nuggets into the pots. It's a
dicey task because should a
nugget hit an Oronian it kills
him, and the mine is full of
monsters that tind Oronians
make a tasty meal,

The playing screen is split
into three vertical segments.
inthecentre isthe mine shaft
divided into an 8 by 8 charac-
ter square checkerboard of

red and black. At the base,
evenly spaced, are the two
collecting pots. To the right
is a blue sector where the
girders are positioned, ready
for use. To the right is
another blue area, a safe
home f{rom which vyour
Oronians start off, but to
which they cannot return.
The monsters are gaping,
yellow skulls which float up
and down and from side to
side, mouths agape.

What you do is take an
Oronian out into the mine
and, using the directional
keys, place him where you
want a girder to be. Pressing
the fire key then slols a
yellow girder in position
When a nugget hits one, it
will roll to the right or to the
left, so the construction has
to be well thought out to
keep those nuggets a-comin’
into the pots. Poinls are
scored for every nugget that
niis a girder and many more
for getting one into a pot. In
their efforts to prevent you
collecting gold the skulls will
move the girders about and,
on the highest level, eat the
nuggets.

CRITICISM

‘All these games have very
good title pages, and Gold
Rush in particular has an
innovative looking hi-score
table. The game itself is quite
original in concep! and one
of those | would call silly but
likeable. Itis quite frustrating
to play and begins to get
addictive the more you do. It
starts off simply enough,
with only one skull and not
many nuggets to contend
with, but as you progress
more and more skulls
appear. Al the highest level
of skill you can still move at
the same pace bul the
nuggets come pouring down
and it is very difficult. Not a
bad game at all.’

‘The graphics are good,
with the heads of the
Oronians and the skulls turn-
ing as they move. It's all quite
smooth and colourful too.
But once again this game
has no sound which seems a
terrible shame.’

‘Sound would have
helped, but in the end this is
an engaging game to play,
and nol as easy as it first
appears

COMMENTS

Keyboard positions: two
options, both slightly odd,
the Sinclair keys 6/7/8/9 and
zero, or Q/0 left/right, /W
up/down and P to fire
Joystick options: Kempston,
Sinclair

Keyboard play: very
responsive and smooth

Use of colour: fairly good
Graphics: simple but
smoothly moving

Sound: none

Skill levels: 5

Lives: 3

General rating: average to
good, and unusually

addictive

Use of computer 60%
Graphics 58%
Playability 68%
Getting started 75%

Addictive qualities 58%

Value for money 60%
Overall 63%
Cateh the n 8, avold the skulls
— GOLDRUSH.




YOU CAN'T BEAT THORN EMI'S NEW ¢

=
1
-
L=




SPECTRUM GAMES.

11

Our new Mrpﬂ;t um games have two skill
;":?'.-'EI‘" II |IL uit and 10551
_7,:;:'_':;;_; nappen 1o
it could take
aster them all
around £6.95,
be getting
vorth
anic Planet” (on
16k) iIsarea I""

n r[-IF".. ,-:l.,'ll EE!’[::W UT I__]IE:EH:ILI[-._: h,IH HJDDFISI
e before red hot

“Hd{'r’r

Zeron's bone

they want

Skilful enoughtodriveroundate r*‘lf'_-,uﬂ gtrack

ag In one piece
“Gold Rush” (on 16k) is
no walk-over E’IThE* Under-
neath the eerie planet of
FJF{':"- s a vast cavern full of

(on 16k) the waﬂf.ﬁ U|de
| must get life-

supplies throu E.h
you've avoided

moving laser barrers,
ce mines, the

enough to
skill leyels
escue” (on 48k)
ccess on other
grm Its now available

on Spec Jrrule You'll have to

| '~'IF.|3tF' the wildest and most
iSHPW"DUJr“P'ﬁﬂHaﬁhll

| a powerful patrol-boat. But

' keep 3 R*’\jrp look-out for

the killer crocodiles. They haven't eaten all day

Win, lose ordraw,you can't beat
THORN EMI’s Spectrum games
Now available from WH Smith and
other leading software stockists.
Leaders in home entertainment.




VOLCANIC
PLANEI
Producer: Thorn EMI
Memory required: 16K
Retail price: £6.95
Language: machine
code

Author: Nick
Burroughs

It is your task to destroy the
evil race of Zerans, who live
on the voicanic planet of
Zeras. To do this you must
make your way through an
underground metropolis to
the depths of the city, where
you will find a volcanic plug.
if you can plant your plasma
bomb there, you will blow up
the planet. But you must
make your escape before the
city tills up with lava. Okay?
he Zerans resemble pur-
plish coloured amoebas and
they scutter round the city
complex in company with
their much bigger slaves.
Often the Zerans will ignore
you, but they may try to
crush you, "You' resemble a
little black spider
There are five skill levels
and depending on which one
you select there are between
3 and 15 levels to the city.
The display shows you only
a tiny part of the whole com-
plex (of one floor). There is a
map at the top right hand
corner af the entire floor you
are on and looking at it gives
hou a headache! It's huge.
Your protection is a suit or
armour which wearsdown as
the Zerans fire at you. When
it's gone the two other
systems, power and bio
system, become vulnerable
and you die if they fail. Your
blaster has plenty of charge,
but that too runs down with
use. These four are shown as
falling bar codes al the
bottom of the screen. Here
and there in the maze you
will come across various
objects like tool repair kits
and spare oxygen, but you
must be quick because a
Zeran will take them il he
gais there first
o to another floor you
must ind the lifts, which are
going up and down all the
while. When you enter one
(wait for it o arrive at your
floor) you can activate it but
you won't know whether it's
going up or down, only the
indicator at the left of screen
tells you this. Entering an up
lift on the top floor replen-
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ishes, all your armour and
power. Lifts only connect
between 2 floors, otherwise
it would be too easy!

CRITICISM

‘This is a very complex and
complicated game to play
The graphics really are very
good, colourful and wvery
smooth, with 8-directional
movament and continuous
fire. The effect of the blaster
is wonderful, great boits of
yellow mingled with red. it all
has a satisfyingly violent
feeling to it. My only com-
plaint is with the keyboard
layout, directional keys all in
a line are awkward 1o use in-
stinctively.’

If you enjoy large mazes
then this is bound to be a
winner! The complex is
massive and il's crawling
with the enemy. Skill in
moving and fliring lake a
while to ?ar together. The

damned lifts don't helpeither
with your never knowing
where they're going. On the
whole a playable and fairly
addictive game with original
looking graphics. But what
happened to the sound?'

‘I never find maze games
enjoyable to play, but this
game offers load of enemies
to go round zapping (good
blaster effect). What is good
is the way the aliens get ex-
cited if you shoot one of their
number. All the others visible
on the screen start dancing
round as though they were
actually hopping mad! |
never gol anywhere neaar
planting my plasma bomb,
even on the lowest skill level
— it's a game with plenty of
playing scope. I'm sure it
would be even better if there
was some sound.'

COMMENTS

Keyboard positions: a lot of
keys to use. Direction is abit
odd; 6/7 left/right, 8/9 up
down. Zero fires blaster, 5
operates a lift, 4 plants the
plasma bomb.

Joystick options: Kempston,
Sinclair

Keyboard play: very

responsive in 8 directions
Use of colour: good

Sound: none

Skill levels: 5

Lives: 1

Screens: 15

General rating: very good.
pity aboul the lack of sound.

Use of computer 45%
Graphics 75%
Playability 77%
Getting started 80%
Addictive qualities 65%
Value for money 73%
Overall 69%

Oh Mummy

Producer: Gem
Software

Memory required: 16K
Recommended retail
price: £4.95

Language: machine
code

You are in charge of a party
of archaelogists exploring
Egyptian tombs, Each tomb
has five levels, and on each
you will find treasure, a
scroll, a key, a mummy of the
royal family, and two
guardians. As soon as you
enter a tomb one of the
guardians will be awakened
and start chasing you. The
other will remain dormant

1 —

uniess you are unlucky
enough to uncover it.
Fortunately when you
uncover the magic scroll,
one of the guardians will be
killed off. You can only exita
tomb once the key has been
uncovered.

After completing all five
tombs you move on 1o
another five where the
guardians are more cunning.

The game resembles a
grid/painter type in as much
as the buried artifacts all lie
within 20 squares. These are
uncovered by laking ‘your
party’ round all four sides of
a square, whereupon the
contents are made visible
Any guardian that has come
to lite and not been killed off
with a scroll, will follow you
onto the next level! Treasure
houses, of which there are a
few, are good for hiding in if
you get into a light corner,

CRITICISM

‘Redefinable control keys
are essential in any program
today. This one has them
There's a good use of colour
with detailed graphics,
continuous sound and good
tunes. | found it well put to-
gether and addictive to play.’

I wouldn't rate this as a
marvellous game, but it isn't
a poor one either., The
graphics are well up to
standard and there is a
soothingly mesmerising
quality in playing it. But |
thought there wasn't enough
danger element to make it
completely riveting.’

‘On the easy level it quickly
becomes monotonous, but
at the higher speed and
difficulty levelsitisn't easy to
get through, since the
guardians are more intelli-
gent in their chasing. Good
graphics and sound
Perhaps more fun than
addictive.’

COMMENTS
Keyboard positions: user-

| want my Mummy!
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defined

Joystick options: cursor
controllers via user-defined
Keyboard play: responsive
Use of colour: good
Graphics: good

Sound: good

Skill levels: fifteen

Lives: five

General rating: good — fun
to play

Use of computer: 75%
Graphics: 65%
Playability 69%
Getting started: 80%
Addictive qualities:55%
Value for money: 70%
Overall: 69%

Tutankhamun

Producer: Micromania
Memory required: 48K
Recommended retail
price: £5.95

Language: machine
code

Author: Dominic Wood

Tut was an Egyptian ruler
who stowed much treasure
in his pyramid. Your job, as
grave robber extraordinary
{or archaeologist — they
mean much the same thing)
is 1o enter the tomb and
collect as much of the
treasure as you can. There
are five different tombs and
you can start at one and work
your way through, or enter
the game at a later stage if
you wish,

The very good packaging
contains clear instructions
and the tomb turns out to be
a left/right scrolling maze
with vertical tunnel connect-
ionns from top to base of
screen and vice versa. The
treasure is collected by
moving over it, and life would
be easy were it not for the
host of monsters lurking in
the tombs. These include
mummies (the wrapped up
kind), cobras, spiders, skulls
and others, all of which move
rapidly and decidedly in your
direction. Fortunately, you
are provided with a rapid
firing laser. It fires regularly
by itself but can be put into
continuous fire if you like.
Unfortunately it only fires
horizontally, so you're very
vulnerable to beasties
coming from above and
below. There is also one
smart bomb per tomb or life,
but its effects are very short-
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Killing monsters in TUTANKHAMUN is easy — getting past them is nol.

lived Iindead. To help there is
a map of the entire tomb
layout at the top of the
screen

GENERAL

Joystick options are offered,
but the keyboard layout is
quite sensible. A/Z
up/down, N/M = left/right. A
pause and restart facility is
provided.

CRITICISM

‘Tutankhamun is an original
game that uses very good,
detailed graphics. It all
works very smoothly too. A
game with a nice difference,
very addictive — | wonder
what happens when you

reach Tutankhamun's
tomb?

The graphics really are
vary attractive, with loads ol
colour, and fast maving.
Controlling your man can be
alarming as he fires
independently and tends o
zig zag about if you leave his
control keys alone for very
long. There is plenty of
scope for enjoyment since
Surviving I8 no easy lask.

"The multi-coloured mons-
ters come thick and fast, so
much so thatyou've gottobe
ace at getting round them
and making sure you're in a
left/right corridor so your
laser will work. If you gel
stuck and have 1o move up or
down with creatures sailing

e ——

at you, the smart bomb will
give you about two seconds’
grace. Pretty addictive stuff.’

COMMENTS

Keyboard positions: well
laid out

Joystick options: Kempston
or AGF and Protek
Keyboard play: responsive
Use of colour: marvellous
Graphics: detailed and
smooth

Sound: good tunes, but not
enough of them

Skill levels: over eight
Lives: five

Screens: five

General rating: a very good
maze/zap game with a
different feel

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

Addictive qualities: 75%
Value for money: 70%
Overall: T14%

SUB CHASE

Producer: Gem
Software

Memory required: 16K
Recommended retail
price:£4.95
Language: machine
code

In Sub Chase you control an
anti-submarine ship which is
armed with depth charges.
Depending on the level of
play you have between thirty
tive and fifty to explode. The
display shows your ship on
the surface of a very caim
sea, and under the surface,
the submarines appear from
the left moving straight
across to the right.

You fire the depth charges
by pressing the numerical
keys, each one setting the
depth at which the charge
will explode. In return, some
of the subs fire back with
missiles which you must
dodge. At the highest level
the subs appear atall soris of
depths and will even change
from one level to another
The skill is in setting the
correct depth at which to ex-
plode the charge and in the
timing of sending it on its
way

Run silent, run deep in SUBCHASE.

CRITICISM

‘A hard game to master at
the higher levels because the
sub moves up and down, but
with simple controls it
should appeal to some. Not
one of the modern complex
games and easy to play.’

‘The graphics are attractive
— If you're unlucky enough
fo be hit by a missile, your
ship blows up in bits and
sinks. But | think the game in
its prasent state is too simple
to appeal to hardened
arcade addicts. It could do
with many more subs on
Screen at one time.’

‘While it isn't as easy as |
first thought, Sub Chase is
too quiet to have addictivity
Perhaps it is aimed more at
the younger market. Young
kids should certainly find it
fun to play, but zapem freaks
will get bored.’

COMMENTS

Keyboard positions: simple
with only left/right, but was
Q/P the best option — it's
quitle a stretch, Numerics for
fire

Use ol colour: fair
Graphlcs: simple but well
drawn

Sound: poor

Skill levels: 4

Lives: 1

General rating: fair for
addicts, good for children
Use of computer 45%
Graphics 49%
Playability 50%
Getting started  60%

Addictive qualities 40%
Value for money 47%
Overall 48',%

Reviews continue on 41
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programmes on cassette, boxed with in-
struction manual and book detailing the his-
tory of the Third Continent and the many
spelis you will be wusing throughout the
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

CARNELL SOETWARE LTD




~®
OH MUMMY !

Your party of archaeologists enter the pyramid
in search of the mummies of the pharoah'’s
household. There are five burial chambers
containing treasure, secret scrolls, keys, royal
mummies and some nasty surprises. To pass
from one chamber to the next, you must find
the key and royal mummy, but beware, you may
uncover a guardian, who will chase your group to
avenge your desecration!!

A Machine Code game for those with nerves o
steel and great courage. .

Price (ZX81 & SPECTRUM) £4.95
MONSTER MINE

Escape from the mine with as much money as
you can, but don't get closed in or caught by the
prowling monsters. An addictive machine code
game, with superb graphics and tape save facility.

Price (ZX81 & SPECTRUM) £4.95

SPECTRUM GAMES

\IL! « FREEPOST SERVICE!
it * FREE CATALOGUE
WITH FIRST ORDER!

CRASH MICRO, FREEPOST (No stamps), LUDLOW,

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

SUB CHASE

A great machine code game in.which you must
depth charge the submarines. Sounds easy, but,
you must'position your destroyer, set detonation
depth, fire and hope you can evade the subs’
missiles. The problem is, the higher the skill

level, the more intelligent the subs become, and
you only have a limited supply of depth charges!!

Price (SPECTRUM) £4.95

SPACE MISSION

Launch from lunar base and fight your way
through the steroid belt to do battle with the
enemy fleet. This multi-level space combat game,
sets new standards in graphic excellence and
attention to detail.

Price (ZX81 & SPECTRUM) £4.95

All prices include postage and packing. All

cassettes despatched within 48 hours of receipt
of order. Access orders welcome.,

A Newslield Publication
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CHRIS PASSEY & LLOYD MANGRAM revisit
some old favourites in this, the first of our
Game Type comparisons

Software houses seem hellbent on providing us
with numerous versions of arcade copies. In
August this year, /an Sinclair of IJK (a software
company who do games for the Oric and Beeb)
sald, ‘There seems to be a difference of opinion
between the public and reviewers' opinions of
programmes.

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




varsion, the shellers at the
bottom of the screen
disappear in blocks rather
than the original’s arosion.
cp

| was a bit disappointed with
it, never having played this
particular version bafore.
The aliens were
disappointing although
there are four types asin the
original, Invader games
suffer from comparison
anyway because they are
older and there is much
better software around.

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

-~ LM
SPACE RAIDERS
. A close copy of the original,
Slightly better graphics than
Since he said that, there has been plenty of Space Intruder; forinstance,

SPACE INTRUDERS 0O
SPACE RAIDERS 5i
GALACTIC TROOPER 1ik
GALAHElONS -",-‘hk..’c'i'l'_ﬁ_.'.fr
GALAXIANS Arfic WINGED AVENGER Work
FIREBIRDS Softek THE DETECTIVE Arca
ARCADIA Imagine

Space Intruders was
summarised as being a,
‘reasonable copy of the

SPACE INTRUDERS

There was general

agreemen! from our two

players that the Space

Invader game, whilst good

tor its lime, was pretty much

. out of date today, so that
should be borne in mind
when comparing it to some

. of the more original phoenix

. and galaxian games.

. However, Quicksilva's

original arcade game.’

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

the shelters erode away
when hit, and the aliens are
better drawn. On the other
hand this is slower than the
Quicksilva varsion, so it
loses it interest pretty soon.
cpP

Another invader copy which
has dated badly. The
graphics were more
interesting than in Space
Intruder, but generally far
too slow to be much fun for
long despite the machine
code

LM

GALACTIC
TROOPER

The graphics are lairly
attractive but | think the
arcade qualities of the game
are low. You have three
speeds of play but at each
speed, of course, the
relationship of the elemenis
remains the same, and |
found that skill didn't enter
into it. Avoiding the bombs
is too much a matter of luck
as the space allowsd 10
dodge them is small and the
relative rates of movement
doasn’t seam right. I think
the game suffers from being
dated now

CP

Despite the use of the word
Galactic in the title, this is
more of an Invader type, but
pretty simple at that. Romik
manage to pack a lot of
graphics onto the screen, a
mothership sliding left/right
across the top, 10 vertical

bomb racks with 5 aliens per
rack, and the occasional
saucer floating around
which is easy to hit. Hitting
aliens is simply because
they sitin a stacked row.
Shooting the falling bombs
is pointless because there
isn't enough room left.
Sideways ship movement
and rate of flire compared to
the bombs is too slow.
Generally fun to play, if not
exactly arcade exciternent
level,

LM

GALAXZIONS

I suppose il's a reasonable
copy, but where is the fuel
and the mothership? The
graphics are simple but
guite fastand thera isa
choice of three speeds. Rale
of fire is too fast, making it
@asy to exterminiate the
swooping hordes. Youcan
use a Mikrogen Il joystick -
if you've got one. | didnt
think it was worth the price
asked.

CcP

| remember this one coming
out and thinking it wasn't
bad at the time, although it
doesn't have the arcade
original's details. The
graphics are reasonably
smoaoth but | thought the
aliens looked more like
Invaders than anything else
Another drawback is that by
remaining stationary you
can still get a respectable
scorel One or two player
games.

LM

GALAXIANS

A much better Galaxian
copy with the aliens using
the original formations ie
leader swoops down flanked
by two generals making him
harder to hit. Again, no fuel,
no motharship. This was
much more challenging
than Mikrcgen's version,
especially on level B, and is
obivously better value af a
pound less. One or Iwo
players and the game is
Kempston compaltible.

CP

This is much better all
round, bigger and better
looking aliens, and
explosions in hi-res
graphics. It's also got far
more playing speeds — nine

in all,
LM ’
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WINGED AVENGER

it'’s got aggs, birds and
aventually the mothership,
but with the exception of the
birds llapping their wings,
the graphics are boring. It is
a reasonable copy, but by
today's standards rather
poor. The lasaer shield is
almost too aeffective. Thara
are several game/speed
variations to expariment
with, but on the whole
uninspiring.

cp

The speed of this phoenix
version always takes my
breath away, but | learned
sometime back that it's
actually easier to getbetter
scores by playing the higher
speeds. In the slower speeds
you try to be accurate (never
a good ideal) but faster you
seem to get a better rhythm
going. Sadly the graphics
are small and dull and the
overall impression is
disappointing.

LM

FIREBIRDS

This starts off with you
having to shoot a flock of
ballet-dancing red birds. If
you're successiul they
return with the blue
weaavears, which lire lasérs
straight down at you. Blast
this bunch and they all come
back with the white
bombers, moving vertically
down the screen. Finally the
huge mothership is taken
on, but walch out for the
suicidal guards! Graphics
are smooth, excellent sound
and great fun to play. Demo
mode when not in use.

cP

Firebirds is instantly
appealing visually, with its
cinema curtain opening and
closing, and the brightly
coloured and animated
aliens. Good sound t00. |
particularly like the victory
dance the firebirds do when
you lose a life. Noteasy to
get to the mothership and
frustrating when you're
within an inch and on your
last life. A good, fast game.

DETECTIVE
STORY nd

THE DETECTIVE

‘Chuck, they know what yer
doing and they're out fo get
yal’ She means the Mob, and
they're after the secrets of °
the safe - so are you. From
the cover you could be
forgiven for thinking that
thisis a 1940s Chicago
adventure, but actually it's
a1 arcade game, where you
run back and forth shooling
at various things such as
lips’, things on legs firing
lasers, litile man, arrows,
bomb-dropping helicopters,
aricralt etc. Evaentually you
enter ‘'dagger alley’ where
mean throw daggers at you.
Al level 25 you get a chance
fo open the safe. Additional
hazards include
indestructible falling tyres
and a canine paini-thiel.
Keyboard layoutis quite
good but | thought the man
moves slowly. Also | think |
spotted a bug in the scoring
which sometimes gave me F
lives and SSS points.

cp

Despite its name and
scenario, thisis definitely a
galaxian variant, and a rich
one too, Dodging the tyres
which gather in rows and fall
on you gets to be difficult
when at the same time
you're avoiding the other
objects and the little dog

and steals points from you.
Fortunately itsa wrap
around screen, otherwise it
would all be impossible!
Arcade seem to design
games that look easy at first,
but being so long tend to
wear you down until you
start making mistakes. |
liked the way that towards
the end of each screen the
aliens get less and so it all
speeds up enormously.
Good spread of joystick
options. Perhaps it's only
fair 1o point out that with
48K in play it has an obvious
advantage over the other
games in this bunch

LM

ARCADIA

‘Dual Plasma Disruptors and
lon Thrust Drive’is how
Imagine describe the good
ship Arcadia. They aren't far
wrong. This highly
manoeuvrable ship has
enough fire power to send
the average aliens packing.
Alas these are not average
aliens (Atarian Battle Fleal
with Imagine’s usual touch
of humour). Twalve atlack
wavas, each wave for a sal
pericd ol time, each moie
suicidal than the last. It's
highly addictiva, with
superb graphics (fantastic
coloured explosions) and
the sound is good foo.
Delinitely up to arcade
standards.

cp

Aithough graphically this is
more simple looking than
The Detective, it has to be
considered as one of the
shoot 'em up classics.
They've given you a certain
area of up/down movement
as well as left/right. Each
wave of aliens gets lower
and lower, Zzooming in from
the right each time.
Keyboard positions are
sensible, butyoucanuse a
Kempston joystick with the
utility Softlink 11, and Fuller
joystick. If you enjoy the
sort of games we're
discussing here, then | think
thisis going to be
considered as one of the
most addictive.

LM that pops up now and again LM
INVADERS/GALAXIANS COMPARISON TABLE  TABLE A B C D E
The points shown in columns A, B, C are percentages and SPACE INTRUDERS 45 40 40 16 4.95
reprﬁsam1ha|ﬂgﬂragemﬁweentrlleIwnrewgewali_s‘.l.,lsﬂdaf SPACE RAIDERS 50 35 40 16 4.95

r ity, a and ease

of Keyboard contror The games are not isted inorderof . GALACTIC TROOPERS0 40 45 16 5.5

preference. ; GALAKZIONS 45 40 30 16 595
GALAXIANS 56 50 55 16 4.95

A— LU fS 1

B — Addictive Qualities WINGED AVENGER 50 35 40 16 4.95

gl b lacapye i FIREBIRDS 85 75 80 16 595

E — Recommended Retail Price (in£) THE DETECTIVE 80 75 85 48 5.50
ARCADIA 90 90 90 16 5.50
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Automata find a
heaven in Hollywood
and !.eaeu:! a Yalhalla
in hell.

Two long and eagerly
awaited Adventure software
avents have burst upon us,
and neither can be adequale
ly summed up in review, If
you're in to Adventures you'll
undoubtedly want to get
hold of Valhalla, the much
advertised and much
delayed ‘moviesoft’ ad-
venture from Legend, and
the new game from those
bunch of weirdos at
Automata, the followup 1o
PiMania, My Name is Uncle
GROUCHO You Win a Fat
Cigar.

Valhalla

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

Before you can start playing
Valhalla it's worth ploughing
through the readable
instruction booklet, not only
to find out what you can do,
when and where, but also to
meet some of the more
imporiant characters who
partake of your adventure.

The book tells you that you
can have great fun simply
watching Valhalla, and
issuing commands to the
characters. This turns out to
be true in part. Life in the
Nordic haven carries on
much like Coronation Street
with the inhabitants quarrell-
ing, fighting each other,
offering food and generally
behaving as if they were in
the Rover's Return. But in the
end this palls and you feel
itchy to get into the action.
There are six quests to find
special objects; ofnir (a key),
drapnir (a ring), skornir (a
shield), skalir (a sword).
Felstrong (an axe) and
frimnir (a helmet).

Finding these magical
objects is not simple, and
some, if discovered, must be
deposited safely as you can't
carry all of them together.
Added to that, if you die,
which happens easily
enough, you are sent to Hell
(not to ‘would you like

another game’) which turns

out to be a location or two
away from the more ordinary
delights of Asgaard of what-
ever. Unfortunately if you go
to Hell most of the things
you've collected are
removed from you and
distributed randomly around
the various locations, so you
have to start all over.

When this is seen in the
context of coping with large
numbers of beings who are
either well or badly disposed
towards you, you begin 1o
realise the complexity of
even surviving in Valhalla, let
alone finding the hidden
objects. Getting on with our
fellow Valhallans is sur-
prisingly realistic. Unlike
The Hobbit you can’t type in
‘Say hello to Eirond,” and
expect a happy response but
you can offer food or wine
{(which abounds — all over
the floor), you can offer to
sell or buy objects since you
have mnna% swords, axes,
shields elc. These are merely
ordinary ones, not those you
are questing for. And you
can start fights only too
easily.

All this activity is clearly
visible in the remarkable
graphics. Well drawn and
highly detailed backgrounds
form the scene in which the
animated characters move
around. If you type in, 'drink
the wine’, you will see
‘vyoursell’ raise the flagon to
‘your lips. At times it can be
like Piccadilly Circus on a
weekend as characters
arrive and exit by the bus
load.

Moving from location to
location i1s simply a question
of entering the compass
point direction and a
WHERE command will
always supply the visible
exits if you have forgotten
them. Moving around within
a location is done by the use
of 'I'and r'’. In some locations
there are celestial under-
-grounds. If you have
managed to pick up a ring
(ordinary type) you can use
these ringways to get to
another lecation. Although if
you're drawing a map of
Valhalla, this can be less
than useful, since you don't
know where you are when

you get there.
GENERAL

Valhalla comes complete
with very good instructions.
Loading time is four minutes.
Keyboard response is fast,
and a useful function is that
you can type incommands at
any time. Ifanaction of some
sort is taking place the
computer wails and then
processes your command
when ready.

CRITICISM

‘Compared to any other
adventure game |'ve seen,
the graphics of Valhalla are

fabulous. It seems incredible’

that they have managed to
pack so much detail into
48K. The scenery has a real
sense of depth.’
‘Considering how much
detail there already is in the
backgrounds, I'm aston-
ished that the animation of
the characters is as detailed
as itis. | think my lavourite is
the Raven, who llaps his way
in and lands occasionally.’
‘My basic disappointment
with Valhalla stéms from its
coldness. Despite all the
things “you" can do, the life
of the place seems to go on

without you. Apart from
dying of starvation | found |
could stand still for ages and
no one bothered with ma,
Theres a touch of aj
travelogue about it all — just
walking about seeing things
and eating loads af food. |
think it might have had a
better impact if there was
more danger immediately."

‘A lot of program, no doubt
about it, but much Iless
excitemment than | thought
there would be. Still, if you
like adventure games, this
one is going to keep you
occupied for hours and
hours."

COMMENTS

Keyboard play: excellent
Use of colour: subtle and
complex, excellent
Graphles: excellent
Sound: average
General rating: an excellent .
program all round, which
has gone further with
graphics than any adventure
game yet, but with
reservations about the
ultimate appeal of the guest,
abnd anexpensive game to
uy.

Use of computer 94%

Graphics 95%
Playability: 90%
Getling started: 95%
Addictive qualities: 60%

Value for money: 55%
Overall: 81'L%

Groucho

Producer: Automata
Memory required: 48K
Recommended retail
price: £10.00
Language: basic as hell
but fun

Author: The PiMan and
others

‘The game you are about to
play is our salute to Holly-
wood, that dream factory
where everything was
possible and where Groucho
worked to make the world
laugh,” says the blurb on the
excellent cassette inlay. To
make your dreams come true
the certified lunatics at

Automata have produced
another mystery adventure
game with a worthy prize for

the winner. Judging by the
difficulty in giving away the
prize for wuncovering the
secret of Pimania, the secret
in Groucho must be easier to
find since you have to
complete a slogan in not
more than ten words that is
dafter than ‘We put some ting
in computing!" This Implies
they expect more correct
answars by the 1 June when
the compaetition closes.
Somewhere in the depths
of My name is Uncle
Groucho you win a fat cigar,
the name of a Hollywood star
is hidden. Should you be
lucky enough to guess it
correctly and be dafter than
anyone at Aulomata then
your prize will be a trip for
two to meet the Hollywood
star _in person, flying
Concorde to JFK, and then
on to Los Angeles, staying at
the famous Waldor! Astoria
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in New York, cruising home
aboard the QE II, and £500
spending money.

TO WIN

This Is all you do. Risk your
sanity in Groucho and the
PiMan's America, where the
currency is fat cigars, travel
is by space shuttle and
covered wagon and con-
versation Iis by way of
Groucho Marxist jokes made
worse by interruptions from
the PiMan. Needless to say,
in the time allowed none of
our reviewers got very far.
Fortunately none of them
was silly enough to fall for
the opening question,
Pimaniancs one and all ...

GENERAL

The program is siow to
respond to input commands
but Automata seem to have
become a law unto them-
selves in this respect, and no
doubt addicts will suffer very
little from this drawback. As
usual the program offers
little in the way of help to get
into the game and no hints
on playing — Groucho, after
all, was not noted for his
kindness towards idiots

CRITICISM

‘I find it impossible to rate
accurately a game which is
designed to be a cult, and
one which takes so long to
probe that you can't see
enough of it to be fair. As far
as | got, which wasn't very
far, it appeared 1o be as satis-
fyingly obscure as PiMania
and pretty wierd too.’

‘The graphics are, if
anything, better than in
PiManla. The opening strest
scene with an animated
Groucho Iurching up and
down is very good. The

refusal of aninputis also fun,
as the program has
obviously been stocked with
typical responses. | wonder,
though, how much you need
to know about the Marx
Brothers and their films to
get anywhere,’

‘| don't know who Groucho
is, and |'ve never seen any of
these films mentioned on the
inlay card. I'm afraid | didn’t
enjoy PiMania either. |
suppose Automata will say
I'm just an alien-zapping
arcade moron, but then |
think they're a bunch af left
over hippies. But my dad
enjoyed the cigar that was
stuck to the review cassette
— thanks.'

‘There's not a lot you can
say about this game - either
you'll love if, or hate It
Technically, the graphics are
vary good and fun, the
response times are slow, and
gefting anywhere is difficult,
which is as it should be. Fun
anyway.’

COMMENTS

Keyboard play: slowish

Use of colour: very good
Graphics: very good

Sound: generally good,
though a bit repetitious
General rating: hard to
define, everyone seemed
unsure of an exact definition
beyond, ‘if you liked
PiMania, you'll like this.’

Use of computer: 70%
Graphics: 75%
Playability: 65%
Getting started: 65%
Addictive qualities 59%
Value for money: 65%
Overall: 66,%

Light yur (st ciger and stalk the stresls of America with Uncle Groucho.

P P
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My Kingdom for a Harley! The rideriess bles awall.

Rider

Producer: Virgin
Games

Memory required: 48K
Recommended retail
price: £5.95
Language: basic with
some machine code
Author: Roy Poole &
Terry Murray

The authorsof Virgin's Yomp
have again come up with a
quasi-military theme. The
object of this two-part game
iIs to parachute into enemy
territory (you're an agent
from M15) and land on a
motorbike, then escape on
the bike, checking out the
enemy’s mined roads. You
do this by weaving in and out
of the mines which for-
tunately still have their
markers on so you can see
where they are.

A sensible menu appears,
towed on behind & plane
which lets you choose bet-
ween one and five players,
and skill levels ranging from
001 to the coveted 007! The
game commences with the
plane roaring across the
screen and you falling out. It
then cuts to a second screen
where you are seen floating
erratically down under your
parachute. Along the base
riderless motor bikes slowly
pass by. These have been
provided by the Resistance,
although how they get so
many rideriess bikes to move
along and without the enemy
seeing them is not explained!
The idea is to land neatly on
one of the bikes.

This isn't as easy todoasit
sounds. At the last momen,
just when you think you've
got yoursell lined up, the
harness is released and you
drop. If you miss a bike it's
back to the top.

The second part starts

immediately you land on
one. Here you get a head on
view as the bike with 'you'on
it races down the heavily-
mined road. You can swerve
left and right, accelerate or
brake. If you hita mine, that's
it. On the higher level of diffi-
culty the speeds increase
and more of the mines are
live. Although the patterns of
minas remain much the
same from game to game,
the mines which are active
are never the same,

Screeni —d the marked
mines. IIIDE:_d'w

CRITICISM

‘Both sections contain large
graphics, although I'm sure a
much- better job could have
been done with the clouds
which resemble those you
used to get in old Atari
combat games. Landing ona
bike is less a question of skill
than luck and only having
one life isextremely irritating
as you have to go back
through the menu again.'

‘Although the rider veers
across the road, nicely,
banking on the turns and so
on, it seems silly having a
brake and accelerate key
which can't be used while
you're pressing laft or right.
In the end this isn't very
playable and | can't see any-
one coming back to it after
the first time.'

"The graphics are reason-
ably drawn but overall the
colours arent pleasing.
There's quite a lot of
jerkiness to the movement,
and despite all those bytes
on the loading one wonders




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

COMMENTS

Keyboard positions:
reasonable

Joystick options: none
Keyboard play: responsive
but you can't brake or
accelerate while veering left

or right

Use of colour: average
Graphics: average

Sound: continuous but
unadventurous

Skill levels: seven

Lives: one

General rating: fair, could
have been betler

Use of computer: 45%
Graphics: 55%
Playability 50%
Getting started:  60%
Addictive qualities: 45%
Vaiue for money: 45%
Overall: 50%

MORRIS
MEETS THE
BIKERS

Producer: Automata
Memory required: 16K
Recommended retail
price: £6.00

Language: machine
code

Author: S Curtis

Automata aren't exactly
noted for bringing out many
arcade games, preferring
their obscurantist misadven-
tures like Pimania and

Groucho. So it's really
thrilling to get a zappo game
from them — mind you, you
can't get away from the
PiMan that easily because
he’s the owner of Morris of
the title. And as an added
bonus, in answer to those
record companies who keep
boring us with their
compuler programs on the

flip sides of hit records,.

Automata gives you,
absolutely free, a tasteful
rendition of Leader of the
Pac by the incredible Lady
Sinclive and the PiMen, If
you're into biker songs and
butchery then you'll love this
hit single (say no more!)

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

Morris has been abandoned
in a multi-storey car park and
he's desperate to get out (he
gets claustrophobia). Your
task as Morris is to drive
around the car park
collecting coins (you need
ten) to feed into the slot on
the closed barrier. Un-
fortunately the Phaantom,
Phreaky, Phearsome kami-
kaze bikers from the planet
ol Moarris Minor are loose in
the car park and running into
them causes severe loss of
life (yours, of course).
Additional hazardsare walls,
tyre clamps, carbon
monoxide fumes, tin tacks
and huge parking fees. All
this drama Is played out
against a background of
falling fuel supply and the
hard concrete of an uncaring
carpark. The only way bet-
ween multi-story levels is to
use the rather unreliable lifts
at either side.

Should you be clever
enough to collect sufficient
coins you may leave the car
park by the exitatthe bottom
right of screen which
promptly dumps you in
another car park. There are
nine in all. You do have one
weapon at least — a magic
horn which zaps the bikers.
‘Good packaging with clear
and concise instructions
leads you into this unique
and very playable game. The
hazards are everywhere,
from tin tacks to fumes
which knock you out for five
to ten seconds. The lifts
looked as though they had
seen better days! Morris has
a nice use of colour with
good, detailed graphics,
although there wasn't much
use of sound, just the horn
tooting and end of scren
bleeping. Each screen is
harder than the last.’

‘Automata are frying lo
cash in on their much talked
about Pimania by putting the
PiMan into a Moggy (Morris
Minor car). The graphics are
good and the game is fast
moving. Control keys are
user-defined, which is al-
ways uselful, The Leader of
the Pac single on the other
side is rather odd fo say the

least - even distasteful.’

‘Lurching over the tin
tacks, suffocating with car
fumes, avoiding mad bikers
from & bygone age and
paying exorbitant parking
fees, it almost sounds like
real lite! However, | think
losing a life for illegal exits
from a car park is a bit tough!
Great graphics with a nice
chunky look to them. This is
definitely an original game
and it can all be enjoyed with
the volume full up on your
cassette player as Leader of
the Pac blares outl’

COMMENTS

Ke rd positions: user-
defined five keys
Joystick options: Kempston,

although AGF and Protek
with user-defined keys
possible

Keyboard play: responsive
Use of colour: average
Graphles: good

Sound: good

Skill levels: gets harder with
each screen

Screens: nine

Lives: four

General rating: good

Use of computer: 80%
Graphics: 75%
Playability: 80%
Getling started: 70%
Addictive qualities: 65%

Value for money: 75%
Overall: 74%

LUNA
CRABS

Producer: Micromega
Memory required: 16K

Recommended retail
price: £6.95

Language: machine
code

Author: Meryn Escourt

You're a part of the Solar
System Resources Resaarch
team down on one of the
Saturnian moons, taking
samples and away from your
craft, when suddenly you
find yourself surrounded by
nasty red crabs which spit
green acid gob at you.

Fortunatiey you have your
guided missile cannon to try
and keep them at bay, but
they're all around. This is a
3D game which shows you
the view of the mountainous
planet’s surface with the
cannon in the foreground.
As in such games as 3D
Tanx, a hit from the green
goo on the gun turret means
a loss of a life.

CRITICISM

‘The graphics are relatively
simple, although the crabs
sculter about very realistic-
ally, and the cannon fire
fades away into perspective
nicely. Although this is very
playable, it tends to pall quite
quickly — and you can't get
back to the ship sitting so
tantalisingly a short distance
away’

Y would - expect a little
more for the price, especially

o i Ve

=

e

Dressed LUNA CRABS gre on
fonight's menu.

as it loses its appeal and be-
comes rapelitive.’

‘The crabs move about
very well, and are as coward-
ly as one would expect.

hooting them isn't a simple
task as the "guided” missiles
are only so by virtue of the
fact that they follow the
swinging path of the turret. If
you keep swinging about,
sea sickness soon sets in. In
the end, not very addictive.’

COMMENTS

Keyboard ons: good,
1/zero left/right rotation and
guide missiles, 9 to fire
Joystick options: none
Keyboard play: responsive
Use of colour: good
Graphics: good

Sound: average

Skill levels: 1

Lives: 5

General rating: playable, but
not very addictive

Use of computer 70%
Graphics 72%
Playability 68%
Getting started 65%

Addictive qualities 40%
Value for money 55%
Overall 61%%

Reviews continue on73
43
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CRASH GAME OF THE MONTH

Welcome to the CRASH Living Guide! In the next few pages
you will find an amazing amount of games software
reviewed in briel, and every month the section will be
getting bigger as the current month's new games are added
toit. We've tried to be as comprehensive as possible in the
time allowed, but anything we've missed out, you tell us
about it and we’ll include it in the following issue.

Each month ..- shall be taking a few of the olcer gcmes
and looking at them in more detail. The one on this page will
be our Game of the Month. To get here, it's going to have to
be good! This month the accolade goes to Jungle Trouble!
by Durrell/Martech, our reviewer is Matthew Uffindell.

Jungle Trouble is one of thosa
games wheare you are told in
advance evarything that will
happen to you, how to go aboul
certain tasks, and where you
can see all of the sections on
one scraen. To get away with
that the game must be good —
and it is!

Al the baginning you are
asked what playing speed you
want. 1being fast and 4 baing
slow (well, slower anyway)
When you sea the screen set up
you may think it all looks easy
(like | dig). Just wait till the
game starts! Three monkays
scamper on from the left and
sattle down on the right, at the
bottom. Then three man come
on after them and stand around
at the left, A nice touch is that
one realises he's in the wrong
place and goes back, 10
reappear within the frame of the
playing area. Allthis is very
nicely animated, A clock below
tha man starts and the game is
under way

Firstly you must use the
stepping stoneas 10 jJump across
a river. As you back up 1o the
left of the screen for your run up
you callect an axe, which is
signilied at the base of screan
A jaw-snapping crocodile lives
inthe nvar, 0 falling iIn meaans

instant death. For jumping tha
river, judgement and iming are
critical — a slight slip of the
finger and the all important
jump timing is lost. You fall
head over heels in to the water
and into the croc's jaws. But it
you ré quick you can run back
o the bank. Falling in loses the
axg! Get another

Once across the river you
climb ladders to the second
lavel where youw are faced with
four trees which must ba
chopped down with your axe. |t
takes sevaral blows bafore the
tree shakes and you step
sharply out of the way to avoid
being crushed by the falling
trae_ii's also &t this point that
the bored monkeys come inlo
thair own. If you watch you'll
sea one get up and disappear
off the scréeen to reappear on
your ievel, Ha'll steal your axe,
aithough it it's still sharp
enough you can kill him with it
ITit's vary blunt he may kill you
Once stolen it means going
back for another. Ovar the river.
jump, jump; jump!

After clearing away all the
trees and using severn] Axes 1o
dait, another sel of laddars
lakes you 1o tha third level. Here
you musi jump up at the nght
moment to catch hold of a
swaying rope and swing across
a figry pit. Getting to the other
side safely (riggers a chasm (o
open up, which has to be
jumped. Then you're home — |
haven't managed that yet!

Throughout, thy graphics are
fantastic and there's good use
ol colour and sound. Nice
details like the monkay thal
scratiches his head if noone’s
on the second stage. Genearally
avery addictive and worthwhile
game

The monkeys are liching lor a go. One tree down, three fo go...

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

issue.

The mammothtask of ensuring 'Il'lltl"i

programfor

the Spectrum gets reviewed in brief for this section still
goes on as we go lo press, socertainly for the nexttwo or
three issues The Living Guide won't be thoroughly

complete.

Programs are listed under convenient headings (alist
o! the headings Is glven below). As more and more

INVADER/ GALAXIAN/

PHOENIX

Space Invaders began it all and the
more sophisti Galaxian and
: ames contlnued IL Th
under this htdl

H’Il oldest available l'l !IH
Specirum. Consequently some

sions have not siood the test of time
s well as others. In Invaders seried
ranks of varied aliens jiggle across the
screan ng lower and lower.
Gaiaxians aftack in jesser numbers

Producer: Imagine. 16K £5.50
Generaily c onsidered 10 be the best
shoot ‘em up game around. Allens
coma in drovas Irom the right. @ach
wave more surcidal than tha last
Continuous fire and thrus! (1o hall
the screen height only) with good
keyboard positions, Exceilent hi-res
smooth graphics Joystick
Kempston (and softiink 11} or Fuller
Addictive and difficult 1o mastar.

Arcade:

Invadar/Galaxian/Phoania
Asteroids and Space Games
Scramble/ Delender/Missiln Dalence

A Newslield Publication

ASTRO BLASTER

Producer: Quicksilva, 18K £4.95
Author: John Edwards

Quicksilva's ?n at galaxian/phoenis
is creditably fast and difficult o
master, leaturing five attack waves in
three phases — Cybird, Mateor and
Piasma, each of which have thedr
own characteristics. Oddly anough
tha first wave is the most difficult,
You're given five shisids, Graphics
and spund are naat. Joystick:
Kempsion.

COSMIC GUERILLA

Producer: Crystal, 18X £5.50

This game is & copy of an arcade
shoot 'am up and almost makas a
calegory of its own, Allens stand in
several vertical columns on either
side of ihe screen. The cantre block
is & stack of humans and your three
space ships (and lives), Your shipis
at tha base, liring up. Allens zip
across 1o the centre, grab g human
and abduct him to the side
Evantually they can get at the thres
ships and steal those. For each one
they gel to the side you lose a life
Too rapid fire shortens tho FrANge so
it's batter 1o be accurate than fast
Foatures fast motherships that zip
along the base just Above your head
and fire at you, rapid mutants and six
difficulty levels. Joystick: Kempston
Ascommended

FIREBIRDS
Producer: Softek, 16K £5.85
Author; Gragme Devine
A classic phoanix. Fire rate and
left/right movemant aré the best
we've seen. Beautilu! graphics
featuring red Firebirds, biuve
Bombars, and while Weavers in an
intricata dance of death. 100 parcent
maching code. Very difticult 1o get 1o
s the mothership, but worth it
Highly recommendead.

“u

GALACTIC ABOUCTORS

Producer: Anirog, 18K £5.95

This version features large animated
graphics. The allens weave fanciful
patterns when attacking and have
ihe cute habilt of sating your
population when you're not Mi%.

_only throwing back their skulls. 1

percont maching code Hi-score,
Joystick option

BALACTIC TROOPER

Produces: Romik 16K £5.09
Author: lan Morrigon

Halfway between an invader and
galaxian type, this three skill leve!
game olfers reasonably altractive
graphics and plenty ol them. You're
at the base liring up at tan bomb

- and such joystick may be used —

games come onlo the market, software producers are
inclined to move away from the old arcade copies we
have become used to, and this naturally makes the task
of slotting the games into aconvenient category harder.
On the other hand, it means we are getting better and
more interesting games to piay. b

Under each heading, programs are listed
alphabetically by title, we then show the software
I:ruduur'n name, memory required to run the program,
ts recommended retail price and, where known, the
author of the program.

Reviews show as often as possible what joysticks may
be used with a program. Programs that have the cursor
keys and @ for fire may be used with either a Protek
interface orthe AGF //and this is usually indicated in the
entry. Whereitstatesthat thereisno oystick option,
this means none is provided — by the producer.
Naturally, if you own a programmable joystick
controller like the AGF or Stonechip, you will still be
able to use this. In the entry it usually states that such
this is a convenient
shortening, since we obviously mean that such and
such interface may be used to control your }oystlck
{which may be of any make),

racks containing five aliens per rack
Above them a motharship Noats
lazily from lefl to right and back
again. To hit it you must blast out all
five aliens from a rack so you can lire
through the gap. Aliens reproduce
fast! For morm poinis thore ane a Taw
saucers that venture out, but theyre
easy to hit. The aliens drop bombs
on you bul the scréan s $0 full that
tha dropping distance is small ana
they are hard 1o dodge. Skill doesn’
appear o be a factor, rather luck. Hi-
score Joyslick: Kempston or
Sinciair, machine code, only average
vilus lor monéy

GALAKZIONS

Producer: Mikrogen, 16K £5.35

QOna of the weakar games with three
skill levels and attackers more
resambling invader aliens than
gnything slse The rate of
continuous fire is wrong for the siow
attack patterns, robbing tha gama of
any excement. Waorks with
Mikrogen Il joystick. Machine code
Onfs of two player Gamaes

GALAXIANS

Progucer; Artic, 16K £4.95

A good copy and a classic veriion
with nine levels of play. hi-score,
personalised scoring. one or two
playere gamed. Faatures swooping
Galaxians and hi-res explosions
Joystick: Kempston. Machine code
Very good value for money

INVADERS

Producer: Artic, 16K £4.05

Mlhnu?h this ia n standard and close
copy ol theé onginal, the hi-rés
graphics stand up quite well to the
test of time, Nine levels of play and
four variations of alken

INVASION FORCE

Producer, Artic, 186K £4.95

Arlic’s engaging and addictive
phoenix game has the mothership
protected by a forca feld hovaring
above your base, Should your
missiles hit it they ane returned back
as threa! The mothership is only
vulnerabie in its control centre
Thare aré loads of bomb-dropping
alisns flapping around. Thrae lives,
two skill levals and harder sCreens
Neat touch — if your base is hit the
Artic lorry rushes out 10 repair it
betwean lives. Generally

change lrom ravening aliens |
supposal and Chico must carry Gags
of moneay (rom one side of the
screan o the other under the partial
sheller of four blocks which are
beéing aroded by the (alling

hammers. in between the shaillern
Chico can nut tha hammaors lor
points, but after tenhegels a
headache and must then nut a red
aspirin hammar. Hammeérs hitling
his body instead of his head lose a
lite. Getting a money bag across
safely restores one sheiter. Badly
put togethar and rather pointiess.

KAMIKAZE

Produce:r ABF 18X L8735

Basically a galaxian game. Pit FOL.IT
wils against wave aler wave o
suicidal fighter aircraft which swoop
down on you dropping bombs, Clear
I'wo scroens and you got a bonus
sCriven Againgt aasy-to-nil
helicoplers belore returming 1o the
main feature. Graphics are sltractive
if a bit flickery and the mughroom
shaped explosions are good
Continuyous sound of attacking
aircraft uniess you drown them out
with the sound of your continuous
fire. Hall of fame, no joyatick oplion

SPACE INTRUDERS

Producer: Quicksiiva, 16K £4.85
A cloas copy 0! Invaders with rather

recommendad small graphics that work in
character blocks. Fast but out of

HEADBANGER date

Producer: Liamasofl, 48K £4. 95

Liamasof is one of those COMmpanios ﬂiﬁ iiiﬂEH

that got lamous 1ast, though looking
at this game one wonders why. The
sky is raining hammears (Makes &

Producer: Pgion, 16K £4.85
Another close Invaders Copy with
batier graphics than Space




Intriders, bul slowear and not
panicularty adgdiclive 1o play

SPACE Z0MBIES

Producer; Mikrogen, 16K £5.05

One critic thought this was pathetic,
another liked it. Cartainily a ‘gualnt’
game. You're at the screen base
firing up at a bunch of highly
colotned alien zombles which chug
about the screen |ike a triain, getling
longer with each screen. Tha
graphics are big, there's continuous
fire, a nice moving star background,
agnd the main fealure is the ermatic
and Righly unpredictable movemeani
of the allens. Three spieds, 0ne or
two player games, plenty of lovels (at
lsasl six balore | got killed off)
Joystick: Mikrogen ||, good value
but not tarAbly addictive

TERROR DAKTIL 3D

Prau'u{:rr Malbourne Housa, 48K

5 95

Not, you might think by the title, a
galaxian/invader type game, but il is
really. There's a 30 landscape and
7D massad Daktiis in the distance

mowing jsut ke space invaders To
hit them you must gel the
dimenslonal trajectory of your
battered’ cannon correct
Frequently one will swoop down on
you in very good animated line
drawing. You get more points for
hitting the swooping ones, but it's
safer to dodge them, Notupto
Melbourne House's usual standard
and the sound — what happentd o
in?

THE DETECTIVE

Producer: Argade, 46K £5.50
Anather game which sounds
unitkely as a galaxian type
contander, but then, we couldn’t
guite Soure what the title had (o 40
with the game. But It is & good game
anyway. Nice packaging as usual
from Arcade and reflected in the
graphica. Avoid the falling objecta
which change characteristic by level
or shoot them for points. Tyres (71
form up ke thunderclouds and fall
on you, & wrétched dog keeps
stenling your points. Avoid him by
using the wrap-around screen, 25
isvels. Joystick: Kempaton and AGF
or Protek. Good value

WINGED AVENGER

Producer: Workforce, 16K £5.00
Something of a cult among galaxian
fans, with two options (2-part |oad)
for the 'brave’ and 'slso-rans’. Six
shill levels, inser, lorcelield barrier
and simple but elfective graphics
This is u tast game for the experts
novices might not even realise
they've lost all thelr lives
Dizsappointing graphics and

ultimately not ol lasting appeal.

With some exceptions, Astercid |
games tend to be less colourful than
mos! arcade programs - some are
virtually black and white, but the
category Is still one of the most
mullr. Ago Included under this
ding are ‘space’ games which have
very little to do with asteroids.

CONFUSION

Producer: Blaby, 48K £4.85

There's something of a Trogger Teal
to this ultra-fast game. Alien ships
zip along parallai tracks which you
must traverse, shooting them for
padnta. Impossible withoul a joystick
and dithicult with, goes with
Kempston or AGF or Pratek
Generdlly leas than one expects
from the usually excellont Blaby
people

BLACK HOLE

Prpducar: Fantasy, 18K £5 50
Centre screan is the Black Hole,
from which emerge three types of
slien craft. Two of your waapons ane
dellecied by the force of the Black
Hole, which makes aiming difficull,
and tha third weapon has a limited
rmange. Indiscriminate shooling leads
to loss of power, and the alilans fire
back. To make matters worse there
is space dabris to avoid on the leftof
screen, the area 1o which you'ne
confined, Control in elght directions,
bt too many keys make this gama
hard to enjoy, and theré ane (oo
many for a joystick 1o handle.

COSMIC DEBRIS

Progucer: Arfic. 48K £4.85

An archetypal ‘asteroids’ game with
hardly any colour at all. Hollow
outlines for the asteroids which
shatter into smallar Fugm anis whan
hit. Rotate, thrust and hyparspace
and typically nasty flying saucers
that appear when you don't need
them. Two speeds (Iast and suicidal
— and they meaan i1!) with bonus
ships for points. A game this (ast
shauld have continuous fimne facility
but doesn’t. No popular joystick
facility. Good value tor asteroid
addicts who like a fasi game

DEEP SPACE

Producer: PSS, 48K £5.05

A standard version of asteroids with
rotate lell and right, thrust,
hyperspace and lire, wrap around
scraen and alan ships. Can™t
camment on tho gama's quality
since nong of our thrge review
coples would load

JETPAC

Producer: Ultimate, 16K £5.50
Thare's not much can be said aboul
Ultimate thal hasnt already been
said. Graphics and prasentalion ara
of the highest standard. in Jeipac
YyOu must get your spaceman o
assemble a rocket and fuel it, steal
as many gems as you canand avoid
the irate aliens or kill tham with the
laser. When assembled the rocket
takes off for another planet 1o
plunder, Re-assemble the ship after
fiva planets, Five levels of different
aliens. Joystick: Kemptston. One or
Two player games, continuous fire
and movemant ineigh! directions
Highly recommended

KOSMIC PIRATE

Producer: Biaby, 48K £4.85

There's a factory below on the planet
which you must plunder, guiding
your ship through the heavy alen
space tralfic. deceptively simply
laaking game with good graphics
and sound and really a ‘lrogger
variant, M/C. Joystick: Kempston.

METERODIDS
DK Tronics, 16K £4.95
In o way it's as well this gama (s in

the cheaper bracket because it isn't
a wr‘z-. good program.  The
graphics aTe jaTky in movemani and

& relative apasd of oraft (o
astercids is 100 slow. Worst of all
you can only use one function ata
time 8o you can't fire while rotating
or thruating. There is a useful
‘radeling’ function which allows you
lo change k options and
alter the way in which the game
plays. No jolstick facility, unless
redelined to cursor keys to use AGF
or Protoek.

METEOR STORM

Quicksilva, 16K £4.95

Mercllull'f. Cuicksitva have proved
their originality in the games lield by
going onlo gamaes which make this
ond look a8 silly as it is I you like
asteroid games then this is pretty
fast. Simple outlines hover in a blank
black space. Ship arientation is in
aight directions using ail the number
kays which means you can’
concentrate on the game.

PLANETOIDS

Progucer: Paion, 10K £4.85

A very good copy and a classic
viersion with the best graphics of the
lot. Nice bright yollow asteroids
which shatter satistyingly. A bit
slow, although tha shatterad
fragments change direction and
move fastar, Alien ahips ane wall
delined graphically, Using Z/X for
rotation and SPACE/ENTER for
Hira/thrust |8 quite good, bu't H lor
hypérspace takos some getting ta in
an emargency. No skill levels, which
maans the addictivity rating is low,
but good value at the price, No
joystick option.

SCHIZDIDS

Producer: Imagine, 16K £5.50
imagine come up with some of the
best games — this isn't one of them
You'reé supposed 1o clear the space
lanes of civilisation's debiris by
bulidozing it into a black hale in the
contre of the screen. The graphics
nre black and white, though nicely
drawn bul tha game is confusing
Joyslick: Fuller

SENTINEL
Producer: Abacus, 16K £5.00
Prevent the enemy from attacking
the five Senling space stalions with
your lour ships. Careful though —
your threa remaining ships (lives)
are docked with the station 8o if your
protectiva screen isn't alfective you
can lose lives before you've even had
a chance to use tham! Enemy comes
in various forms and meteroids make
lite impossible at imas. Your
weapons are laser and a guided
migsila 30 you have to contend with
left/right rotation, thrust, laser lire,
migsile fire and two controls lor
guiding it, which makes Sentinel a

ame for the four-handed playeri

h, and thére's a lorce fiald for the
station — five-handed player! A
good last and furicus game. Good
value. No joystick option.

o r""

SHUTTLE
Producer: Biaby, 48K £4.95

Take your shutile craft from the Ty’ TR

motharship and desacend 10 two
spacially created landing spaces on
the planet’s hilly surface to rescue
the strandod astronauts, which
stand on the hillsides waving thedr
arms frantically. You can only take
one at & tima and landing resuits in
the nearest dashing 1o your craft and
partial satety. Unforiunately the aky
I8 crowded with bi-directional
metecrs. The graphics are cute and
the sound very good, but theinlay
card suggesis you can fire at
something when you can. Avoiding
tha mataors is simply dona by
dodging them (a sorl of frogger)

Nat the mast addictive of Blaby's
games, but still very playable
Joystick: Kempsion, AGF or Protek

SPECTROID STORM

Producer: Abersoft, 48K £4.05

A very new asierold game and ongé of
thé moat colouriul with a pratty
packed screen. Wrap around action
and multi-shaped objects. Good
acceieralion and braking bul
reguires a tender touch as the action
is quite viplent. Hy perspace, no
difficulty levels. It looks good but it
needs more playability 1o put it in the
top rank. Joystick; Kempston AGF
or Protok

VIOLENT UNIVERSE

Producer: Fantasy, 16K £35.50

This game has an essantiol
difference — instead of firing ahead,
you lay gas clouds behind you o
dostroy the allens. Tha alians ars
made of ant-matter, 80 as they rush
headling into your vapour clouds
they're anihlinled. You musi score
1000 points within 40 seconds fo get
1o the nestl lewel, an ldea which
makes this game extremely addictive
to play. Wrap around scroan, B-
directional mowemant in a very
crowded screen. Hiding inside one
ol your vapour clouds is a sneaky
way of avoiding death, Joystick:
Kempaton, AGF, Protek, Fuller or
Mikrogen |l Good value




SCRAMBLE/ DEFENDER/

MISSILE DEFENCE
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fally the sunburst
explosions. The missile traces spiit
into several iraces, coming thicker
and faster with each wave. The
avallabla number of misailas in your
armoury for each wave is shown at
the base of the screen and above
that are your six cities which you are
protecting, After each altack wave
the p-r:g'nm updates your scoreé and
cities Nice title graphics and
‘and’ card Aecom

COSMIC RAIDERS
Producer: Mikrogen, 16K £5.85

“One of tha few mes an arcade

i hias bean (mproved upon,’ s8id

sonal Computing Today. That
might ba a bit exaggerated, bul the
graphics and conirol response are
vary good indesd. You mus! race
across the planet And destroy the
alien master ghips in the lair. The
Cityscape bonaalh i densely
populated and green grabbers keop
abducting the humans. Knock oul
tha alians with sman bombs, but
then you must catch the falling
humans belore (hey splat. Hosts of
other alein fighters threaten you.
Foatures long range SCan, raverss.
Lona range shows the whole
distance to travel. Keyboard
poaitioning is sansible, which is as
well, as this game does nol have a
joystick facility

GROUND ATTACK

Producer: Siiversolt, 16K £5.05

This is similar (o "Penetrator’ by
Melbourne House, but is nowhere as
good a program, |U's the aister game
1o 'Orbiter’. Here you must attack the
abons in thelr underground caverns
Weapons are bombs and laser and
there are fual dumps for poinis
Thrust and decelerate and nine skill
levals (diferent speads of play) with
the cursor keys and 2 and 0 for
direction and fire, which is nol the
besi arrangemeant. No joystick
facility. Thare are boller value games
arpund of Lhis type

HIDDEN CITY

Producer: Bytewsll, 16K £5 95
Good, smooth graphics and three
differant frames make this a very
playable game. No bombs here, anly
a laser and a guickly used up fuel
supply. The first part makes you Iy
across a plain fowards a vertical cliff
Enemy missiles attack from the floor
and from tha ¢l I you anter the
Cave ol the base of the cliff the

1 1 t=and sCrolls BErOSE.
plesentnga maze containing huel

48 A Newsfield Publication

dumps. On surviving this there isa
‘scramble’ cavern with missiles and
lioating minas, and then tha city 1o
destroy. Six difficulty levels, invisible
barriars and lime warp. Joystick:
Kempston.

ORBITER '
Producaer: Silversolt, 16K L5.95
This is a much better gama than
Silversoft's "Ground Atlack’ and s a
wersion of the classic

ender' of arcade fame. The
animated graphics are neal and the
sound amusing. Control keys are
much batter placed than in GA as
well. Climb, divey thrust. reverse,
:I)lmlr'lulﬂ. smart bombs and |aser

help you profect the humanoids

from the marauding alien craft,
Features an excellent | range
scan, No joystick facility.

PENETRATOR

Producer: Melbourne House, 48K
£8.95 g
Probably the definitive ‘scramble’
gama for the Spectrum. Four rings of
dafence surround tha alien base,
each with its own problems of
landscale. Missiles take off
continuously guided by radar unils
(exceilent animation) which got
more accurate if you fail 1o destroy
enocugh of them ial feature
allows you 1o reprogram the game 1o
make your own landscape and alter
tha enamy’s defances., Hi?(my
recommended Joystick: Kempsolt |

REPULSAR

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

This is Softek’s version of missile
dafence and it is a close copy of the
original. It's graphics are nowehre
nNear as g as Ocean's
‘Armageddon’. On the other hand it
doos have the extra feature of plenty
of enemy planeés buzzing around to
destroy as well as the missiles
thamsalves and the explosions are
satistactory, It is also faster 1o play
than Ocean’s varsion, bul somehow
less fun, One side of this tlfn is for
the keyboard (with a dreadiul
layout) and the other side is for the

HARRIER ATTACK
Producer: Martech/Durrall, 16K
£8. 95

This game seemed Lo upset a lot of
MAgAZing reviewsrs bacause of its
unstated refarence to the Falklands
War! Bad taste parhaps? in any
event, a completely dafi meason o
give an excellont game a poor
review. You must lake off from an
airceaft carrier, dodge guided
missiles flired at you from an enamy
ship, then lly over & héavily
delended island, bombing the anti-
alreraft guns, avolding the enemy
fighters and shooting them down
Keop your apaed up or you'll run out
of fuel before reaching the climactic
bombing run on the town (Port
Stanley perhaps?) Than it's back o

COCKPIT GAMES

There are nuﬂl number :.l
rams  which glve you a lorwa
Ty

make 3
own, We've decided 10 call thess
mﬁﬁ' games. This section does not
Intlude any of the Trek' games, which
often have a viewscreen simulation, as
they come under thelr own heading.

THE BLACK PLANET

Producer: Phipps Associates, 48K
£5.85

Author. B G Comnill

A mammaoth gama lor wel Sundays
You'll need a printer or & note pad
or a good memory, for the complex
of instructions Are on one wde ang
the gamé on ihe otfer. Your task &

Kempsion joyslick. The inlay cand
doasn’t tell you that key M is for fire
directional movement,
‘ganerally okay, but not as playable
s Armageddon.

ROCKET RAIDER

Producer: C-Tech, 16K £5.95

This i the poor man's ‘Penetrator
and no mistake. The inlay blurb
promises & long range scan — bul
nothing lpruum it except the
extramely limited landscape
avallable to lly aver. Fly is hardly the
word — you only move if the thrust
buttan is held down, and whan you
do that nathing else in the game
moves axcept the lowering fuel
gauge. Hitling the fuel tanks
replenishes your tank and anyone
can knock tham off without difficulty
because the missies ane easily
avoidad and the flying saucers don’t
do anything. There's no danger, no
thrilis and no skil needed. Keyboard
positions are finé and the and of lile
explosion is the most imaginative
graphic in the game. One or two
players, poofly compiled maching
code, no joystick option. The ininy
card states thal pmu# koy ‘2" gives
you ‘up’ and ‘reversa’. They mean T
gives you neverse

SCRAMBLE

Producer: Mikrogen, 16K £5.50

This is an tnjoriuu copy of the
arcade original and a flexible
program as you're given a 4-option
menu (1= missiles. 2= UFOs, 3=
Metears, 4 = Fortress) which means
you can leap from part 1o part a8 you
choose, or fight your way through
the correct sequence if you'ra &
showol. Three speads with the
graphics a bit shaky on fast. Usual
lasers, bombas, Tuel dumps, missiles
with a neal 2-option on returning to
the next lite where you left off, or
changing landscape sach time. The
meteors are oo difficult to be
anjoyable, and the sound isnt
amazing. Mo iﬂ?‘llll:l. option and the
eys are a bit of a handful (2= down,
4 = up, B=brake, 7 = thrust, D = laser)
and all iowear row aré bombs. Allin
all lun 1o play and good valus

the alrcraft carriar to land, Fast
responses and lirst rate graphics
(the sun on the sea is particularly
good). Five skill levels. Keys are
cursor (pity) with zero to fire, nine 10
bomb and SPACE to eject. Joystick:
Protek or AGF on the cursars
Highly recommanded.

to rid the space lanes of pirales
whose home is on the Black Planet,
which is invisible until you find the
Key. which has been broken info
saven parts and distributed on
soaven diferent plansta, which aach
have a different arcade adveniure,
which each has differant kKey
instructions, which means you've
got 1o know it all backwards! That
said, it's tons of lun. The cockpil
view with moving stars is vory
good. An instrumant pane! tells you
whare you Are in space, where the
siar base is or the planats on which
you musi land. Navigating s quite
difficult, but if you get it right the
sight ol a planat looming up is very
cimenatic. You can land manually
of use the auto-goCking leature
Between planets you may well be

altacked by the pirales who know
you are after them, in which cCase
you &re into a lurious dog fight. ITs
not a game for a lew momenis
Excallent value and highly
recommended

COsSmOs

Producer: Abbax, 16K £5.95

The keyboard layoul looks simple
but s confusing to play with. The
view SCroen shows your convay,
which you must protect. Enemy
ships infest space and so do
aslerpigs. You have two lasers with
cominuous fire, Movemen! adjusts
the field of view 1o quite an dxtent
but without a long range scan it's
difficult to anticipate proparly. The
colours are fine, sound rather poor,
but neveriheless, a game with good
playability. Joystick: Kemptson

GALAXY ATTACK

Producer: Sunshine Books, 48K
£5.05

This is a real zaparoony of a game
with loads of playability, but be
warned, you need 10 be an alien
with three hands or a 15-digit
Uruggian for keyboard control. The
program comas in three parts; in
Space as you approach the
Uruggian's planet, you must

destroy their waves ol fighters by
cantering the sight cross hairs,
then on the planet's surface, whens
your ianded ship s surrounded by
walkers and fighters; and then the
finale attack on the orbiting mother
ship. Control response & good,
colour and sound excaellént, and
the simple response is good, colour
and sound excellent, and the
simple 3-dimansional aliens work
well Recommended. Mo joystick.

TIMEGATE

Quickailva, 48K £6. 85

Excallent moving atar backgrounds.
in 3D ghve a real space feeling 10
this S-akill leval game. Long range
scan shows you where the enemy
are and you jump through space to
the corract sector. Movement
contral ia instant and keeping the
anamy in your sights is a tough
task helped by a joyslick
(Kempston). ! you'ré successiul at
clearing the entire galaxy you can
land on the aliens planet 10 refual
belore jumping the timegale to
ancther Infested galaxy Full
damage status readouts. Highly
recommanded

30 SPAWN OF EVIL

Producer: DK Tronics, 168K £4.85
It's & bit of & cheal—10 keep the
program in 18K the very long-
winded instruclions are on one side
ol the cassette and the gama on
the other, which s irritating at first
The viewscreen works wall with
stars delining movemant, bul
control is exceplionally siuggish
and hitting the alien swarm s a bit
like trying 10 kill ants with a pogo
stick. In the and a slow and
conlusing gameé with no joystick
option

1I00M
Producer: Imagine, 48K £5.50
Wo wailed long enough —probabily
the most famous and wanted non-
available game, probably a clever
ploy on Imagine' s par. t it was
worth the wail Viewscroen shows
ou B road over which you ane
Iying with Iittle humans an the
horiron whom you must save from
the anemy bombers, These coma in
waves from the lefl, some just
conlent o wipe oul humanity.
others which turn and fire al you,
wadring down your shieid. If you
survive two waves without getting
destroyed or crashing inlo the
ground, there's a desert infestad
with tanks, and the sea with
submarines and . Scrolling
graphica for the titles all halp to
make this a very mamorable game
and excallent value for monay
Joystick: Fulier § Kempston

Ly w— o ———
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oLy blue mare F‘qlnﬂ_'.r & p.mh-n.ﬁ

i wiy oul of trouble. Pengy's fro
rén waltesland 8 & random mane
constructed of blue ice blocks
fded by the dreaded Sno-bees
Thi= gno-bee's sting s deadly byt
Pangy can ratahale by squashing
them with the ice blocks thal he
pushes around. Pengy s based
on oné al this year's arcade
SUCCRESES and this wersion
captures all the acltion and addic
tan ol the onigmnal Packed full of
leatures, supsr smooth gruph:r_;.
lashr 4 and bonus Mocks double
soore bonusés, dury bees. and
houwis of entertamumant!

ANY SPECTRUM

LYBOTRONF{{TF

100% machine code, fast,
smooth, hires arcade action
Kempston, cursor key, joystick
or kayboard operation. Games
available direct £595% inc
p. + p. 24 HOUR DESPATCH,
or from good software outlets
Trade enguiries invited. Good
programs always wanted
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SPECTRUM VERSION OF
ARCADE GAME WITH FULL
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zxﬁ'l {16” ZX81 I1BK} ';:m"::‘iﬂgt:-.:ﬂL;f':::J"ﬁJ";:m

*ALL MACHINE CODE | *MOVING CARS, 30 Loga. Swimming & Diving Turies
(10K) LOGS, TURTLES :Chh If;mr:l Ec::; Hi-Scone, Tfmn b

*FOUR INDEPENDENT | *ALLIGATORS, *Top § High Scors ek tabks.
GHDSTS Dl‘\””G TUHTLES * Darnorteation G routineg

*HIGH-SCORE ‘HALL | *FOUR 'SCREENS’ OF | Yow homesck irog must inap scros o

buy main road, then onto s nd furtkes

DF FAME' ACT"GN :'l .MF:anw rmach satedy ol ihe reee
®*AUTHENTIC ARCADE *ALL ARCADE oz i
ACTION FEATURES R Mg os e T o
*TITLE/DISPLAY #ENTIRELY MACHINE
MODE CODE ONLY £5.95 INC. PEBP
ONLY £4.95 INC. P&P ONLY £4.95 INC. P&P
B

A Noewslieid Publication




MAZE GAMES

Maze games come in all and

style m' hm:]fim of these
ames

IMJH here might not even seam lo

Tit the , but on reflection you

will see Iiut“ fact ::'-I.;u r;llr-lr

iry hard).

ANDROIDS

Producer: Sunshine Books, 48K

£505

Androids boasts a vast maze
populnted with homicidal robots and
is Sunshine's version of
Franzy/Panic’. Armed with a laser
[fires in the direction you'ré
pointing) and five lives. you must
find tha hidden exit to the nexi level
Special panel's replenish your lorce
field and laser power. I's 8 ‘'no win'
game lor points. The graphics are
good, nice animation and machine
code makes for high speed
movement. Good value for money
and velfy playabla

ANDROID 1

Producer: Vorter, 16K £5 85

‘What we have here (5 2 well thought
out and addictive rape of the robots
‘Frengzy /Borserk’ gamé with live skill
levels and copious screens. Android
1 i% a superior robol and he has 1o
blast his way through the walls of the
complex 1owards, what? (A reactor
aciyally, but who cares, iU's the
getting there that's fun). His enemies
are several types of unatiractive
mutants (aftractive graphics)
L4ncluding Groupies (in groups),
Wanderers (luny lonies |, Skaters
(shithering around and hard to hit)
and Bouncers who land on your
head when you're laas! axpecting i
Joystick: Kempston, Recommended.

CRAZY BALLDONS

Producer: ASF, T6K £5. 75

A simple maze made up from
crosses ks only just big enough to let
your waggling ballaon through in
piaces ore you mus! use
precigion and liming 10 squeeze
through without touching the sides
Extra points for using the narrowast
pnngu Perhaps 100 simplistic for
most, but still not as easy as it first
looks Thers s a time limit.

D0 DO

Producer; Blaby, 48K £5.50

Mot sttt sight & maze game, but
this g one wheie you make your own
maze lor protéction from the
dreaded Snow Bees which infest the
Arctic loe wasies whara you, [he last
living Do Do, lind yoursell stranded
{boat that for a scenaric!) This
innavative game from Blaby has
charming graphics and good sound
Basically you must shunt tha ice
blocks around 10 ascape the bees of
crush them. If you're clever you can
plectrocute them against the walls
Joyalick: Kempston. Recommended

EMBASSY ASSAULT

Producer: ICL/Sinciair, 16K £4.85
As the nation's top secret agent your
mission is (O Acquire 1Oop sacret
codes from tha code room of a
forelgn embassy. Actually all you
have Lo doin this dreary game i§
wend your way through a 30 maze,
up and down slairs and find the
room, then get out, all timed against
the clock. No thrilla no apilis and
very few frills. Each mowve means
waiting interminably for the
corridors 10 siowly build up. Nine
levels with the simples! taking
Seconds.

50
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ESCAPE
Producer: New Generation, 18K
Parh badiititu
Parhaps the most utiful looking
gama yet for the Specirum. Escape
ﬂu you agains! a 30 maze sean

om slightly above so the horizontal
pathways are obscured by the
hedges. Somowhers in thers is the
key Lo the exil. As you enlor 8
mongter shoots in and homes inon
you Inaxorably. Get the key and he
speads up, Gel out and you're back
with & maze and lwo monstars. Five
levels and a ‘no win' situation, it's
depressing! Ona of the most panicky
games we ve seen. Joyslick:
Kempsoft il Recommended

ESCAPE-MCP

Producer: Rabbit, 16K £5.59

The ZB0 processor bites back. Yes
your Spactrum has gono berserk
and you have been de-alomisad
You mus! esc through nine levels
while tha MCP homes in on you and
tries 10 destroy you. Escape-MCP
features a series ol simphe but (as .
becomes clear whon you play )
flandishiy lald out mazoes,
reprasenting the logic paths of the
processor. You start lop left and
must first reach a key and then an
axit to the next level. Slowly and
inexorably the MCP sight homas in
on you and the trick is o move along
the paths in such & way thatl you
leave yoursel! enough tima to make
tha key and axit. Not at all easy
Cursor keys and user-dofined, so
almost any joystick can be used. An
addictively infuriating game and
gxcallent value

ETX

Producer: Abbex, T6/48K £585

In 48K ETX speaks. though moslly
whal he says aller the locquacious
intro is 'Ouch!” ET ia stranded on
Earth ssarching for odd bits with
which 10 construct a phonghome
The bits are hidden in nuMearous
wells. He's pursued by a mad
professor and a nasty from M15 (or 6
of something). Only ‘voung' Ernle is
nice. The game is charming 1o look
at but a litthe puzziing to play since it
seems impossible to axcape the
wrelched professor. Program
contalined on both sides ol the
cassetie. Joyatick: Kempston

FRENZY

Producer: Quicksilva, 16K £4.05
Almost every software house has its
varsion of the arcade lavourite,
‘Berserk’, which pils you against evil
robots in 8 complex of simple mazes,
representing the different rooms of
soma alien HO, Lile in these places
must ba hall bacause all the walls ars
electritied, Kiling you and the poor
old robots. Quicksilva's varsion is
vory good of s type, wilh simple but
smooth graphics, You lose a e if
you collide with wall, robot or
oxploding mias:ie. Avoiding the
missiles can be done by leaping
through an exi! into another room,
but as you do hordes more robols
appear. The keyboard positions are
rather odd, direction and fire being
conlrolled 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 seem Lo specialisé in
obsgure Lilles. Latlica is a compleax
maze with over 100 locations and
three levels populated witn androids
The walls re alectirified 0 you must
avoid them or lose one of your four
Ives. The aim is to discower the
lecation of a8 bomb which will
destroy the entire planst when it
oxplodes, and defuse it, murdering
the androids on your way. The
graphics are very good and richly
colgurad (you're @ son ol ‘Horace'-
like creatura). Joystick
Koempslon/AGF or Protek and cursor
keys. Eight directional movemant
Good value

MAZE DEATH RACE
Producer: PSS, 48K £4 95

You're in your car, lost in this
oendiess maze, avoiding the hazards
like rock falls, ice, oli slicks and the
maninca in their evil cars. Collect the
fings for points and waltch out Tor
fual dumps — the thirsty car nesds
{ham frequently. Control is fast and
positive, good graphics and
scrolling from scréen 1o sCroen is
elfective. A good, last game.
Unfortunately you can't alter
batwean the thres skill levels onca
solected, and the instructions don't
toll you that its the cumor Keys
which operate. No Joyslick option
brut it will work with AGF or Protek
Machine code, moderalaly addictive

RAIDER OF THE CURSED MINE
Producer: Arcade, 48K £5 50

This is only a maze game in a vary
goenaral sense. The game was
racanlly upgraded 1o have 30 levels
1o play through. Each ievel shows s
croas saction through & mina with
several flogrs visible and three lifts
Your mingr (nice animation) must
walk through the mine, using the
lifts. and collect all the dinmonds
liftered about whilst avoiding the
spiders, ghost and boulder-throwing
troll. When all the gems have been
collected a lamp appears al boilom
latt which must be collected bafore
progressing to the naxt level. Nol a
fast game,. and at firet it doesn't seem
addictive aithar, but the sasa with
which you progress is matched by
the gase with which you seem 10 lose
lives. Gelling to the 30th level
rawards you with a picture of the
surface. Nice graphics and sound,
the clever player lines up all his lifts
first

ROBON

Producer: Softex, 18K £5.65
Author. Andrew Beale

This ‘Frenzy/Berserk’ game, unlike
most of Softek’s other programs, is
not very good. At the siowesi of the
nine skill levels it's a bit boring, and
al the fastest it's quite meaningless,
The usual lormat s followed.
glecirified walls, robols, unkillable
‘Aaboks” which leave axploding
mines behind. Four directional
mowveman! with unanimated
charactars, 100% machine code,
throw lives, hi-acone, no joystick
option. Oddly the control kays are
cursor with nine 1o firg, 80 you could
uss AGF or Protek joysticks for tha
movement bul not for firing

ROBOTICS

Producer: Dcean, 16X £5.00

The name was changed from
‘Frenzy’ 10 avoid confusion with
Quicksilva's game of the same name,
As usual the walls are electrified. But
the graphics ara much batter than
anyone alse's version, bigger and
better animated. Only tha robots’
heads are vuinerable, and their
floating leader is invuinerable. You
can only éscaps him by jumpling Into
anothaer sector, The game speeds up
2% yvou clear sactors, and mone robol
pairols appear. Move and fire in
aight dirsctions. Joystick:
Kempston. Good value

oy e,

ROBOT PANIC
Producer: Soft Mill, 16K

You're the robot sant into the space
ship hold to kill off the escapea
nastias. A time limit imposad by the
cargo hold walls moving in to crush
you does not give this gama anaugh
impetus 1o be axciting. The graphics
are limited and not smooth and the
nastias remain static. Five differant
sets of creature. Only one lile makes
itirritating as you must wade
through the satting up sach time.
Low playability. Cursor keys, 80 you
could uss AGF or Protek joysticks

sTYX

Producer: Bug-Byle, 18K

You must move your man through
threa horizontal areas; top, a simple
maze infestod with spiderstogetlo a
door into the middle saction, which
is thé river full of prahnas, and then
to the beach, 10 pass through the
lower area whare thé dead spirits
hurk. H you make it throwgh, tha exit
is guarded by a shrouded figure
whose touch s death It's a simple
s&t up and would not be interasting il
it waran't for the Tact that its not
easy. The screens are always the
same bul with more denizens as you
goalong. Keyboard positions are
good, the graphics neat and
axcellent eight directional
movement. No joystick option

TOBOR

Producer: Ellin, 48K £7.85

The title frame promises exciteament,
but the game doesn't deliver. Poor
graphics and movement make you
wonder why it neaded 48K in the first
place. Basically you must take on
somea robots In a simple gutling
mare. Keyboard positions are
Irritating and here's a poor
response. No joystick option. Not
really worth tha very high price, and
cartainly not as much fun as even
‘Jawe which they did and handed
over to DK Tronics.

30 MONSTER CHASE

Producer. Romik, 16K £5.69

Authgr: Dave Noonan

This is a 30 ‘corridor type gamse
Tha maze is on three floars and your
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middi oA id 10 Tind the Midding Keyi
and riurn tham (o the start position
Then you must find a bomb and
defuse it before it detonates (againat
the clock). To make the task hardar
there are monsters moving about the
maze that can be killed by one of
your limited supply of greanades. To
hiplp you tha monsiers can be sean
on & radar screen, The 30 graphic
reprasantation is very good and casy
1o visualise. The keyboard positions
are wall thought out and a joystick
may be used. The monsiorns appear
very suddenly infront of you fora
sacond belore you lose your lile —
Iike & scena from Allen! Five akill
levels and an absorbing game. Good
vitlué for monhey

30 MAZE OF GOLD

Producer: Gilsoft, 16K £5.85

Author: T Gilboris

T.'lli IS & MaIn 'ﬂ'llhuut monsters or
robots. The maze ia ssen (rom aye
lewel in 3D blocks, 8o it's @ game of
orlantation and geography. The aim
s to wander the maze, collecting
goid bara which lie on the floor and
gét Lo the level's axit quickly belore
the value of gold you aré Carmying
inlls to era! This is no easy thsk, &
pencil and pad would help, Thare
ara ten laveis of play from 0
{impossible) down to 9 (village
idiots). | tried village idiots — and
baligve me, they have 1o be
university graduates anyway! To
halp. for levals 4-9 you can sslect an
overhead plan view whenever you
want which shows you your position

- =1

#nd Neading. ING oxit and positions
of all gold bars laft to collact. It
doesn't show you the walls of the
mazrs — that would be 100 easy
When you réturn 1o the maze itself a
display 1ells you the vatue of the gold
you have collected (falling all the
while of course), moves made 50 tar
ievel of play and a compass with a
maoving north. For the
contemplative, an excelient game
with loads of playabilty. Cursor kéys,
joystick: AGF or Protek

THE WIZARD'S WARRIORS

Producer: Abersoll, 48K £4.85

This is a robot/maze gama, bul a
considerabla improvement on the
‘Berserk’ type. The complex is
haunted by robots which flire away
Blindly al anything, and which you
must desatroy. The earlisr ones are
prety dumb, but later additions get
harder to hit and are better at hitting
yOu, sSoma are aven invisible (use the
radar to spot them). Machine code
Joystick: Kempston. Addictive and
good value

e
GHOST GOBBLING

Since Itz introducllon Pacman has
prebably been the mst enduring of the
arcade games. For Spectrum soflware
companies I has also been the mos!

imitated, with just asboul svery
producer having a go. As 3 resull thers
are nuUMarous ons available with

very littie to distinguish one irom the
other. Some of them will be the subject
of 2 CRASH Comparison In the near
future. Meanwhile we list them here
very briefly, only making points
where there Iz any polnt (Il you see
what | mean). For anyone who has
never seen a pacman lype game [can
there be anyane?) you are presented
with » simple maze. often connected
left to right by a wrap-around lunnel,
the passageways ol which are |ittered
wilh regular dols. Your flllﬂllll’ musi
wend hiz way round saling up svery
dol fike a good boy before e can
progress to the nex! level ol difficuny.

ghosts Which Zoom araund rying is
8 zoom

gobble gobbler. Four pll‘ll‘ullll
per Euﬁw be eaten which then

allow you to gobble ghosts for a short
while. I's all terribly enthralling and a
|oystick can be L

EGG FARM

Producer: Lagarsound, 18K £5.50
I'm a real mean chicken,” says the
cover in this game where the dots
are eggs and two enraged hens are
after you for eating them. The hens’s
advantage is that they can move
dingonally when you can't, 8o if you
delay one nanosecond after tho start
you ve had il. Howewver, once you get
the hang of it the hens are so aasy to
outwit that the game becomas
boring and silly

GHOST HUNT

Producer; PSS, 16K £4.95

Good, classic varsion with three skill
levels and clear graphics. A pity,
though, that the makers don't tell
you which keys 10 usa aither on the
inlay or the screen. In fact they are
tha cursor keys — not the best
arrangemant for fingers but useful
because you can use a Protek or
AGF joyatick

GNASHER

Producer. R & A, 16K £4.05

Author: Jonathan Nixan

The maze in A & A's version is
simpler than many but the reward is
exceplionally clear and detalled
graphics with very smooth
movemant. Various truit appear 1o
be saten for axtra points and this
version doesn’t sulter with virtually
invisible edible ghosts. Power plils
tunned and increasingly Tas! soreens
Very positive keybodrd action,
joystick option: Kempstion but maost
importantly vser-dalined keys Il you
don't ke the cursors. One of tha
best gobblers around

GOBBLE A BHDST

Producer; CDS, 10K £5.85

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

GOBBLEMAN

Producer, Arfic, 16K £4.85

Another standard version, pity
though that Artic couldn't have
made tha ghosts a littie slower after
eating a power pill since it makes
tham impossible to catch

GULPMAN

Producer: Campbell Sysitems, 18K
L4 85

This is slightly different in that
there's only one ghost 1o chase you
but the more dots you oat, the taster
he gols. Five scregns, nine speeds
no pills or tunnels, bul pretty
addictive

HAUNTED HEDGES

Producer: Micromega, 16K £6.95
Author: Dorek Brewsior

Derak Brawster is Nepluna
Compuling, bul this 30 pacman is
marketed by Micromega. Tha price
probably reflects the tact the 3D ina
title ar game seils better than mere
two dimansions. in affect, thowgh,
this is very much the ordinary ghost
game with a funning hqum s b ad
of the usual toothy orange

HUNGRY HORACE
Producer: Paion, 16K £505
Many critics regard this as the
delinitive pacman gama for the
Spectrum, and of course Horace has
begat a numbear of sequels in other
categories. Highly attractive
graphics and smoathly animated
make it s joy 1o play. There are
several mares of incre¢asing
complexity to get through. No power
pilis — just wits. Highly
recommanded

MAZECHASE

Producer: Hewson, 16K £4.85
Considering the guality of most
Hewson programmes, this one isa
complete mystery. Put it down 1o
history, It's probably the aimplest
one available, with matchatick
figures, white ghosts and some fruit
as power pills. Four screens, cursor
kays 50 worka with AGF or Prolec
joysticks. Nal vefy good

MAZEMAN

Producer: Abarsofl, 16K £4.95
Aberaoit's maze (s a bit more
complex than most and the graphics
are clear and bright

MONSTER MUNCHER

Producer: Ocean, 16K £5.80
Ocean's graphics are always
pleasing. and this version works as
wall an any othar

MUNCHER

Producer, Silversoff, 16K £5.05

A good classic version, bul the inlay
coard ks ali over the place tellingus N
= Gowin. Whan its . and Sstartsa
riw gami when it's 5. In fact the
keys usad are guite sansibba. No
joystick oplion

PASEMAN
Producer. Pagasall, 16K £4.09

Another classic wer=- 3
MACH == _ s ETED waphics.
Untc EL aay POSILIONS

thow, .. —«i NO joystick option, Good
valuo 8t the price

]
PLATFORM GAMES

‘Oh no, It wasn't the seroplanes - It
was Beauty killed the Beas!.’ I:IP the
man a1 the end of the film KI
As televigion is sald to have killed
{he cinema. arcade games are said o
be HIHn? off television, but good ideas
cross all the barriers. so IU's no
surprise 1o see the famous Ape silll
geing streng In the arcades

ames are perhaps the best
known of the platiorm nll;:“' but there
are guite a few ly all
character iged the need o climb
gver higher sither by l“ml or
climbing ladders and usually A
with most arcade games joysticks are
usually a help to higher scores.

BARMY BURGERS

Producer: Blaby, 48K £5 50

Author. G Capewall

Sound and graphics are sirong
poinis of Biaby games and this
maddening sesames saed bun of a
game is no exception from its
dedightiul titlecard onwards, You'ne
presanted with four platforms with
th various aleaménts of three
hamburgers suspendad from them
The task is torwalk your chel ovar the
Iingredianis which drops them level
by tevel until they make up complete
burgers; burger, chease, letfuce and
top hall of the bun in that crder, This
would all be vary simpis were it not
for the fried egg and two sausages
which dog your footsteps. A blast of
pepper will hold them up but there
are only five blasts par life. Tha chel
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can move up and down the platforms
using the ladders, bul 80 can the
pursuers. Each scroen provides you
with more eggs and sausages to
chase. Three hives with points scored
by releasing sagments of the
ingredignts or squashing eggs and
sausages between the talling burger
bits. Addictive. Joystick: AGF or
Protek and Kempston
Ascommended

DIGGER DAN

Progucer: Ocean, 16K £5.90

Digger Dan ks armed only with a
spade. He must dig holes in the four
Iovals of platforms, using tha ladders
to get up and down, Four monstors
chasa him around, hopefully
upending in the holes, which he
prompily fills in to kill them. There
are sale spots al the and of each
platform but he can't inger because
the oxygen's running out. An oxygen
bottie appears from time to time but-
getting at it can ba difficult. If the
screan is claared It relurns with Iresh
and slightly more clevar beasts. Only
one schean and spoed, bul the
graphics are smooth and nicely
animated. Dan can jump down
through tha holes too, uselful ina
tight spot. The control key positions
are sensible, but with six of them, a
bitofa handful. Reasonable value
tor money

GODZILLA & THE MARTIANS
Producers: Tempiation, 16K £5.95
Author: Neil Streator

It's really & KOng game except
Godzila's ol the (op protacting your
giritriend and the avil Martians are
rolling back and forth on the
platforms in between. Whilst this
may bo tha only 16K Kong type
gama, || sutters sadly from that fact,
with poor, unanimated graphics and
a genarally mean look. Also there is
no joyshick option and the control
kays are very difficult to copa with,
AL inoall & bit of & Mmass

HOME RUNNER

Progucer: Britannia. 48K £5 85

This isa vely gamo wilh attractive
graphics and is really a variation on
the Jumping Jack themb. Here the
platforms are more sohd looking and
the holes open and close at random
Uniike Jumping Jack you can use
the hold key 10 make your man hower
owver the holes. The various monsiers
jump down through the holes which
makes fiming an important featune of
the game. On level three the Green
Grinner appaars, bouncing up and
down, happily oblivious of the
platforma or holés. Britannia s o
relatively new company, 80 U8 nice
10 be abie 1o say that both their
games (Stopming Stan in this
saction is the other) are very
playable and good valus

JUMPING JACK
Producer: imagine. 16K £5.50
Author: Albert Ball
Al first sght the extremaly simplo
graphics might be a disappointmant
- bt this is & classic game, Jack's
stick figure is beautifully animatad
Tha platforms are merely thin black
lings. Al first there are only two
holes. one moving down level by
level, and one moving up similarly
Each successiul jump croates
anothad hole. 80 it gets frustratingly
difficult 1o progress. Should Jack fall
aown & hole he lies stunned. il he
falls through two he's out 1or even
lgnger. If he falls all the way 10 the
bottom he loses a life. Getting right
1o the top resulls in a line from a
poBMm — you fave 10 collect tha res!
of the linas, but the poem Nt the
real reward in this game —it's
playing the game. Subsequent levels
add more monsiers which must be
avoided by using the wrap around
screen. By the ime you're dealing
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with twanty holes and six monstars
it's a nut house, Quite simply one of
the most addictive games around
and excellant value for money
Joystick: Fuller, Kempsion

KILLER KONG

Producer: Blaby, 48K £5.50

This is a very line version with
excollent graphics and plenty of
scroan variation. The detail (s tirst
Class as well with neat animation
Mario's girifriand shouting lor halp
but rewarding the succestul climb
wilh big kissas Features lifts,
trampolings, long narrow passages
requiting expen timing to get
through, a fairly butch looking Kang
and probably the best sound on any
program available. Joystick
Keampsion or AGF & Protlek
Recommaended

KONG

Producer. Ocean, 48K 580

Author: Pauf Owens

Ocean's Kong is a pleasing version
100, with chunky graphics starting
with Kong stomping up the screan
and thumping the girders into
position. The animation i good with
fas! and positive movement. Hare,
the objects tend to come tumbling
down the ladders, whereas in the
Blaby version the platiorms are more
broken up and barrels alc drop off
the ends of the platforms. Soit'sa
litthe unfair to make lining up the
man on the ladders such a critical
business. Features a hammer whech
can knock oul a lew barrals
Keyboard positions are okay
Joystick. Kempsion. Generally good
valua, but did we detect a tendency
for the barreis to anticipate death?
Five screens

r
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KRAZY KONG

Producer: C-Tech, 48K £5.50
Unfortunately nol a good version,
nol even a good game. Loading
errors seem frequent, and when you
get thare the graphics and animation
are almost non-existent. The inlay
claims three screans but only two
are available due 10 a bug in the
program which keeps returning you
Lo SCrEan one whan you hinsh
scréan two. Not recommaended

MANIC MINER

Producer: Bug-Byte, 48K £5.95

This is the best platlorm game
around, in fact it's probably the beat
arcade game for the Spectrum. From
the momeant the full colour titke
blasts onto the screen accompanied
by what sounds like the massad
Coldstream Guards band, it ‘s all
wondarful, An amazing demo mode
takes you through endless lavels to
whet the appetite. Control keys are
simpla; left/nghtjump, and it seems
incradiblé ihat Bug-Byle managed
to pack 3o much animated detail into
ona 48K program. You must take
Willie tha Minor through the warrens
ol a long abandonad robol-worked
ming beneath Surbiton, collecting
keys al aach lewvel in ordar (o
procoed (o the next. Jumping up the
platiorms is easy — avolding tha
slimé, polsonous pansies and manic
mining robots 18 not, Some
platforms collapse whan you tread
on them, but lorward planning let's
you usa these on your way back
down 1o the portal. Excellent guality
all round and top notch value. Highly
recommandad
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MONSTERS IN HELL

Producer: Softek, 16K £5.85
Authar: Martin Lawis

Abowve the flickering fires of hell are
six platforma connected by eight
ladders, Your man has a hammes
with which he can knock holas in the
plattorms for monsters (o fall
through, or he can bang them on tha
hiead with it. All the while the power
drain is enormous — visiling the
flickering crosses replenishes i, but
thiy Movil once Used, 80 you cant
just hammer holes and isolate
yoursall from the monsters. Kill off
25 of the leaser idiots and the
clevarer ghouls appear, ton of thoae
despalched and the Mad Monk's
clones appoar. Ghouls must fall
{hrea levels to die, clones lour, but
the e xt Lot can only die in the fires
of hell itsal!. Whike the graphics are
aftractive, the lack of screen
changes could make the game
boring to play after 8 whila and it's
really a no-win game. Mine fives 1o
heip. machine code. no joystick
oplion

PANIC

Producer: Mikrogen, 16K £5.85
Panic is a standard digger-filler
game, whore you rove several Noors
with your spade trying fo clean up
the monsters by digging holes lor
them totall into. A naal touch is tha®
you must reach them gquickly and
batier them to death or they change
colour and get out of the hole, which
means you must mash em up
thigugh tes holes belore they dis
The going gets tougher as you
progréss. Not bad and réasonably
addiciive

STOMPING STAN
Producer: Britannia 48K £5 85
This is a three-part game, which
garts off with moving platforms
through which you mus! jump up
whan a hole appaars above you,
avoiding the monsters, some of
whom are on their way down. Whan
you reach the top platiorm collact
tha four kays to reach the next
screen. Thisis a siatic maze
populated by robots who are out 10
ot you the moment you entor

lact anothar {our Keys, which
promptiy lakes you 4 mors Complex
platiorm game with bigger monsiers
and holes that open and close whan
you'ré not expecting them too. Good
graphics, posilive controls and fun
10 play with a fairly high addiction
rating. Joystick: Kempsion

e ]
CREEPIE-CRAWLIES

There are lwo lypes of game which
come under this heading both very
similar In appearance. The first is the
gort where you ars pitted against a
centipede crealure which descends
Irom the top of the screen t"mlnn
left and right, line by line through 2
lorest ol mushrooms - the other is the
sort where you are the cenlipede
creature, travelling through a fenced
garden. eating snails and whatnot
else. whilst avoiding flowers. fences
glc. Both types tend to be very fast and
scores are Improved with a joystick
Most versions are very similar - so
I's a question of personal cholce .

BOZY BOA

Producer; CDS, 16K £5.95

Author

Guide Bozy round the garden,
eating snails, beatles and ladybiras
al the same lime avoiding the lence.
llowars and your own lengthening
body. Each time you aal & baotle
another segmanl s adoded 10 you
and another flower appaars Ea all
ten beeties and you anlar ancther
garden with a higher fence at o
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highar spaed. Five lovals, the fastest
being quite demented. Automatic
joystick selection if connected —
Kampsion. A nice touch is the tune,
‘In An English Country Garden,' s&l
olf by bright and réasonably smooth
graphics. Probably a limited appeal
ovarall

CATERPILLA

Producer: Ocean, 16K L£5.90

Like Quick silva, Ocoan are moving
on to betler gamas than the basic
arcade copies, however, their
ssndard craeple has all the usual
features and plays pedactly well

CATERPILLAR

Producer: CDS, 16K £5.95

CODS have produced a pretty classic
weriion of the céntipede game, with
3fast moving caterpillar which
reverses direction on contact with
reen edge or mushroom, an
riating spider, an innovative
mushroom-laying flea, and a
polsonous scorplon which turns
mushrooms red. || the caterpiilar hits
ared lungus, & segment drops olf
likg g bomb. Tha man can move
lefi/right and up/down [within four
lines). Cursor keys so Protek, AGF
joystick can be used. Lack of skill
ovels results In a limited playing
appaal. Avarage value. Maching
Code

CENTIPEDE

Producer: DJ Tronics, 16K £4.55
This is another protty standard
varsion, complate with spider, but
for its price it's probably better value
than Caterpillar

CYBER RATS

Producer: Silversaft, 16K L5.85
Author: | Hayward

Despite its title this ts a centipede
game. instead of one Iregmenting
creature, you ara presanted with
indidual rats which work thesr way
down lrom the top of the screan and
fhere afe even laster purple ones
They hide behind clumps of grass,
end once they reach the lower levels
ol the screen you ane hard put to
wvold tham. Curaor keys for
maovement and limited upward
motion, no instruction on inlay card
for firing (iv's 0}, but Kempston,
Prote or AGF joystick option
Because the game (s simplér in
liryout than most centipede gamas, it
ia slso much faster. One or two
players. Average value lor maneay

CENTROPODS
Producer. Rabbit, TEK £5.99
Author: J F Cain
With its simple bul charming
;;wnh:l and machine code spesd,
bbit's Centropods ia probably the
besi of the lol. There's a spider. a
flen and a bottom line snail to avoid
The control Keys are tha most
sangible I've come across — 0 for
ialt, P for right and OU/P logether for
up. You sail sedately down
automatically, A fires, Continuous
sound eltects add 1o the thrills. I
you clear the screen the wretched
crealurs gets longer and faster, Mo
need for a joyatick here, excellant
value

MEGAPEDE

Producer: Softek, 16K £5.85

Authos Andrew Beole

Softek's verson ol the noble creepy-
crawle game is just about as good
88 &y, Hede the scorplon tenda 1o
drop fieas rather as though they
were bomba, which makes an
interesting vanation. Machine Code,
nice graphics, nine skill levels

SLIPPERY 8ID

Progucer: Silversoll, 16K £5.95
Authar: 5 Godwin

Slippery Sid is a large snake in a
garden whose task in life i5 1o eat
frogs. Every tima he does 80 o
polsonous toad appears which he

can’t aat unlil having consumed a

magic mushroom, Death occurs
instantly il he touches the brick walls
or himsall. Silvarsolt have given
enough slamants to this fast gama to
make il quite addictive, The
keyboard positions, however, are o
bitdaft, but you can yse a Kempston
joystick, Fiva skill lovels with an
axtra life for getting 1o tha fourth
garden. Sound could have bean
beiter, otherwise good value for
money.

SPECTIPEDE

Producer: R & A, 16K £5.50

Authar: K Allison

For my monay, the best Centipeda
game around, and for a number of
reasons; the use of colour’s
axcallent, thé graphics are gréat with
the beast aven looking like a
centipede for once, the sound is tun,
you can fire and move in eight
directions simultaneously. and
everything moves last. The usual
rules apply, vertical movemant i
limitad to the lowers quarter, thare
are scorpions, spiders and fleas,
myshrooms disintegrate with four
shots. Joystick options: Mikrogen
and Kempston. Good keyboard
layout, and for its price, excellent
value. Recommended. One or two
player games

SPECTRAPEDE

Producer: Protek, 48K £5.85

Now everyone has had their fill of
basic arcade copies. many
companies arg getting down to
producing better games and Protek
have becoma noted for their
simulation games like Airliner, which
| syspect makes tham far happier
Thalr craéepie varsion [ pretty
respectable, however. All the usual
features like scorpions, worms, flaas
and the inevitable multi-legged
maonster itsall. Three skill levels and
hi-score. Can, of course, be played
with a Protek joystick (and tharefore
AGF as well)

SUPER CENTIPEDE

Producer. C-Tech, 16K £5.50
C-Tech did not produce a review
copy of their version which claims 10
have a 16K and & 48K version on the
lape. Wa'll updale after saeing the
program .

[ e
FROGGERS

Kaving become led up with decimating
gliens. the arcade copiers turned to
more domestic chores like squashing
frogs under lorries. The game
requires you 1o hop a frog across a
busy highway, avoiding certain death
under the wheels. Sit on a river bank
avoiding the odd snake or two and take
a8 chance of nrinlnq the river on the
back of turtles and logs, then leap to
the safety of a Irog home. No one's ever
explained why Irogs should drown in
the river - still .. On the whols the
game provides more Inleresl. betler
graphics and a more addictivity than
most arcade coples. Joysticks are
mare than useful. Az with pacman
games and untirﬂn games there is
usually wery [litlle belween any
version.

FROGGER

Producer; ALF, 48K £5.75

This company always produce
charming graphics and thedir Frogger
is no exception, as 48K would
suggest. All the standard features

FROBGEER

Producer: Rabbil, 16K £5. 99

Rabbit provide & lour lana highway
to cross, a barrier and a river full of
logs and crocodiles. Here you may
s the crocs for jumping on, but if
you land 100 near the mouth you will

SPECTROID STORM: A (ast action graphic e ]
game. You dodge asteonds and zap alicns in this Spectrum £4.45
commic haitle for the stiins. There arce honus posnts 1o be
scored for the sharp shooter with the specdy stup. The .
whaole of Byperspace lies waiting for vou when vou pale le“’
o the super thrust -
FORTH: A full implementation allowang the Tull range
ol sound and colour. The only Specirum puckage Spectrum £14.95
endorsod by the Forth Interest Group and the one mwed
b Sinclair User in thelr serics on Forth
*. . . well worth the price for a specdicr Spoctum
Pervompl Computer
THE WIZARDS WARRIORS: A fast moving gume
featunng continuous sound eff¢cts and arcade ualiy Spectrum £4.95
graphics
‘o well written graphics sdventune!
Home Companng Weeklhy
ADVENTURE ONE: With save game facilin Spectrum £6.95
*a remarkably good version well wisth the g1 £5.95
moncy.
Nirve feiw Lvarr
MAZEMAN; NOW AVAILABLE
A lasi action muchine u:mh-fpnw FOR THE LYNX £4.55
i5 wery acourate and last Spectrum £4 .95
“ Jd'h .ir “ll i m‘ HH
CHESS: Ten levels of play . Good graphic display
im & class of it's own IXB1 £5.95
Your € CAPRI R
INVADERS: Very fast mvc action. Includes mysivry
ship and increasingly difficult screens IXB104.45
= — —— ———
7 MAES AFALLEN, BOW STREET, DYFED 5Y24 5BA
1r 4 How
Dealer enquiries are welcome 0970 620857

"

J

A Newsfisld Publication 53




losd a life. Three lives, bul you mus!t
get five Irogs safely across belore
mowving 10 the noxt screen for faster
traffic and more crocs, Cursor keys
and yser-defined, 80 you can rim
practically any joystick to wo

Good value,

FROGGER/SPECMAN

Producer: C-Tech, 16K £5.50

As this has two games for the price
of one, it should ba good value for
maney, Dut il isn’t. Sormy

FROGRUN

Producer: Anirog, 16K £4.95
Machine code and attractive
graphica and good sound. Featurea
snakes on the bank, logs, turties,
crocodilea and lady frogs 10 rescue
for @xtra points. Al its price, pretly
good value

FROGGY

Producer: DJL, 16K £5.95

A highly rated version with very busy
3-lane highway, turlles that sink
under your weight, crocodiles in the
frog homes and five lives. There's a
tima limit 100 which can ba very
crpal. For exra points there's a
siranded frogling to rescue. Four
skill levels and seven speeds
Joystick: Kempston, or AGF and
Protak on the cursor keys
Recommended

JOBGER

Producer. Severn, 48K, £4.05
Unfortunately. nong of gur revirears
have sean this game yet, so wa'll try
and catch up with the joggers
another time.

LEAPFROG

Producer; (DS, 16K £5.85

This is 8 standard version which
offers the usual hazards bul adds a

GRID RUNNERS

Ever since the Movie TRON, grid
games have been popular, almosl 2
cull because they exemplify the

computer gama - simplicity, high
speed, aclion on @ sirict grid as
defined by the computer.

BLIND ALLEY

Producer: Sunshine Books, 18K
£4.08

Author: Simon Lane

Blind Alléy is what passed lor sport
in the year 3017, you are told on the
inlay. In fact tha gama looks
contusing at first, but that's because
it is fast and there's no lima to think
This really is a game where those
with quick and sure inatincts win
You musi stear your ahip round the
grid in such a way that you block oft
other ships. forcing tham into a blind
aliey whare they are forced against
your trail, thair own trails, or the
edge of the screen. Ol course it
usually happans the other way
found ... You starl ofl against Iwo
ships, then four, then 6and 80 on. i
gets very hard! Works with
Kempsaton joystick. Avoed hitting
reverss of the direction in which
you're iravelling — it's instani death
Recommended

CRUISING ON BROADWAY

Producer: Sunshine Books, 16K
£4.95

Authar: Joll Nayios

The graphics don1 portray the
famous strests around Times Square
N New York as the title suggests,
thay could b any streats that the
gnd represenis. You're in your car
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snake on the bank if you linger 1oo
long. and dragontlies in the frog
homaes for extra points. Attractive
graphics but it's a bore wailing for
that damned tune batween each
game. Uses cursor keys, 80 Protok
nnddﬁGF joystick interfaces may be
U

ROAD FROG

Producer: Ocean, 16K £5.90
Ocean's version doésn’l have turtles
(probably went on strike) but some
of the logs sink, And thers are snakes
an the bank. Sixfrogs 1o got salely
nome lor & second screen and the
traffic moving faster. Unlike some
versions you can only go forward

No joystick option.

ROAD TOAD

Producer: DK Tronics, 16K £4.85
Marketed by DK and made by Ellin,
Road Tgad is a frogger by any other
name The graphics are okay but the
harards aren’t that keen, and the
sound is poor. Thera are bejter and
more addictive versions avallable

YOMP

Producer: Virgin Gameg, 16K £5.95
Author; Terry Murray/Roy Poole

in the main, Viegin's lirst batch of
gamed ware pretly poor and madly
ovarpriced (E7.95). Now they've
brought the price down, bul frankiy
this still isn't good value You are
supposed 1o yomp your Paras over
the highway and then gat them
thro aminefield. Thera's no
disguising the fact that this is s
trogger game with ‘mined-out’
prateniions. The basic program
makes controlling movement vary
difficult and Ihe way the tratlic
moves along the highway makos it
pimost unplayable. Only one
momant in the repeating cyche can
get your mén through safely. In the
minelgld movement Sensons mean
sudden death through mistakes, but
| wonder how many people will even
bother getting there? Four skill
levels, no joystick option

when acop puils in behind, you
decide 1o make o gataway. H he
catches you then the game starts
from scrich, You score points by
the length of ling travelled belore
caplure. Your only weapon s the
tacility lo create a2 tlemporary block
in the road and hold up the cop
Claar the frame and more chasers
leinin or you gel 8 more complax
grid to traversa. A simple, aflective
and highly adaictive no win game
Joystick: Kempston (and Softlink 1)

GRIDRUN

Producer: Arcade, 48K £5 .50

Robot security picks up your trail
just whan you thought you had given

tham the slip (Lrust robols o be
bipody minded). Now thay
catching up with you — and no ana's
over survived the grid before
Actuslly the grid resembles a pac
man type maze in this fast game

You drive around the rectangular,
goncentric rings, switching lanos st
the compass poim junctions. Driving
in the opposite direction is the robol
security car. Never the twaln should
meel! You need good reactions, but
it might have been a more akillul
game ! there were more Crossover
paints. Mo joystick option

GRIORUNMER

Produoer: Quicksiiva, 16K £8.85(1)
More of an electromc grid meels
centipade than a true grd game. 569
main review seclion

LIGHT CYCLE

Producer: PSS, 16K £5.95

Light Cycle is similar in conCep! 10
Blind Alley whera you fight it out on
thie grid with an opponent. In this
case only two tralls however, aithes
against the computer or a second
player. The graphics are simpler but
more glfective, reprasanting the
(asar light trails loft behind your
crafl. Seven speed levels, no joystick
oplion. A very gast gam# (o play for
hours

TRANSVERSION

Producer: Ocean, T6K £5 80(1)
One of the very best grid games yel
Dangerously addictive. Ses main
rEviaw BBCLON

S
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PAINTERS

Another of the earlier arcade type

ames which proved gapu{ll was
ainter, and the idea has spawned
many versions, several of which are
avallable lor the Spectrum. The
principle behind a painter game is to
make your characler fraverss a maze
or grid. colouring the structure as he
. Inavitably there is some nasly
nlluence al work which Iries to
pravent this harmiess activity ..

COLOUR CLASH

Producer; Romik, 16K L£7.00

Authaor: | Morrison/ D Anderson
Colour clash contains lour phases in
a paint=-theé-squares gama which
demands stralegy as well as skill. In
phasa ona you lill tha numearous
squares by ‘painting’ round them,
and if you suCcesd, you have a
chance 1o eal the pursuing paint
pots pacman style. Phase twois a
bonus points section where you
mius! press the fire button al the right
momaent to guide it to the flashing
arrow. Stage three is the same as
stage one only you are lorced 1o
paint aach square one ol & time
rather than dodging along any line
The fourth and most damanding, has
you attempting 1o surround the paint
pots. Three keyboard layouls
joystick: Kempsion or Sinclair

Three skill levels, axcellant graphics
and good value for monay

HIGH RISE HARRY

Producer; Blaby, 40K £5.50

One of the most origiinal painter
games. Harry must rustproof ioads
and loads of girders but ha's being
chased by the rusibugs. Asina
Kong-lype game, Harry's only way
of avoiding the bugs is 1o jump ovir
them, but he must paint every inch of
the girdes bolore he can paint
anatner on the same screen. Mean|
Thres screens including slicdes and
litts. Uses cursor keys, joyslick
Kempston, AGF or Protek. Highly
addictive and good value

PAINTER

Producer; A&F, 48K £5.75

A classic varsion, simple, beautiful
graphics, good sound and utterly
addictive. You must asrosol the
spaces batween the paint pots and
dalty paint rollers chase you round,
chuckling glealully when they calch
you and rodl you flat. You start ot
agains! one roller, then two, three

L8
s

and 8o on. While it's not difficult 1o




begin with, it gets pretty fast whan
ihare are several rollers up against
you. Good keyboard positions, no
|oystick option

TRAXX

Producer: Quicksidva, 48K 6 85
Authar, Jaff Minter

The twist with this painter is that the
paint is alastic — it only stretches
round three sides of the numerous
squares. Fortunately the base ol one
square is already painted when you
stan. Nine levels. A reasonable
game. See review in main section

e
TREKKIES

From the earlier days Star Trek has
spawned 2 number of nnmq_uhr
versions, all huiullll alike. Th
usually have several skill levels an
work on option menus which allow

U to use Warp Enﬂnﬂ. Impuise
ngines, Phasers, Pholon Torpedoss:
view the sheort or long range scan
plaxy map or the immediate sector.
glm; reports show weaponry lelt,
Ennr. damage eic. Some give you 3
attle plan view, others a cockpil view
with 3 more arcade element as you aim
our phasers at Lhe darting enemy.
"N enemy is usually the Klingon
Empire. though there may be some
Romulans around. All the games have
glar bases for docking and repair. The
higher the skill level the more enemy
ships and bases there are, and the less
Federation star bases. Among the
better programs, W's very much a
matter of personal chelce Here we lis!
ihe leatures ol each hriefly.

STARFIRE

Producar: Virgin, 48K £5.95

Author; M C Davis

Virgin always have good, clear
instructipns, and this was ane of the
petter firs! issue games. Fealures
Galactic war repor, detailing
mission, aliens left, starbases and
stardates laft: Computer call — main
menu: Long range scan, well md out
with the aight adjacent sactors
shown: Mavigation, manu for moving
from sector (0 secior: Battlestations,
arcade siyle viewscrasn with four-
diregtional movement and fire at
visible snemy. Docking with a
starbase s tricky, and there are also
fima portals in space as well as
asteroid siorms o contend with, On
balance a reasonable game with ten
shll lpwels

STARSHIP ENTERPRISE
Producer: Siiversofl, 48K £5.85

This comes with a good instruction
manual. Two players can always
play a star trek gama, one eading,
tha other punching buttons. The
galaxy map shows the 64 guadrants
{8 x B), sach gquadrant is sub-divided
inio 84 sectors, Commands ane
Navigate which provides 2 grids, ane
tor navigating within the sectors of a
quadrant, the other lor moving loa
new quadrant; Short range scan,
shows tha contents of the guadrant
in which the Enterprise sits: long
range scan shows the elght adjacant
quadrants; Phasors, swilches you to
arcade style view screen with four-
diréctional movement and lire at the
vigible aliens: Torpedoes, allows you
to engage tha enemy from a
distance, avouding their weapons
Damage reparl, speaks for itsalf
Shields, allows'you 1o set the level of
defence: Computer offers you the
main menu and also controls the
slatus report, galaxy map, damage
repairs and auto docking. The action
is fast and furious if you move into a
sécior or quadrant oCcupied by the
enemy, and it's difficul! to break into
your command computer if it's
lighting. so have averything ready
belore angaging the énamy. Good
vitlue for money, Kempston joystick
option for arcade sequences

STAR TREK

Producer; Neplune, 48K £5.50
Author Derek Browster This version
offers good value for money since
thi tape also contains MUNCHMAN
which happens lo be a véry good
pac man version indesad. Naptune's
Star Trek offers all the oplions as
listed in the above review, the major
diferance being that it has battle
plan views ralher than arcade style
fights with the aliens. In using the
WEADONTY, you musl anter tha
direction of attack (0 degrees to 360
degrees), and its strength, than sit
back with bated breath as the phaser
or missile trail moves across the
scréen lowards the enemy. Instant
achion is reguired on engaging the
Khingon rotters as thay fire the
instant you are spotted. Exceflent
graphics make this an engaging
version to play at speeds which
certainly regquirg more than one
Captain Kirk par game

STAR TREK

Producer. Impact, 16K £5 00
Anyone thinking to themselves that
here is a 16K version jolly good,
should keap woll away. I'm afraid
this program isn't even good eanough
for the ZX81 from which it must have
originated. Apart irom the lact that it
finishes loading with an DK repon
and nothing else. no instructions, no
suggestion of akill levels (though
th&fa areé supposad (o be levels) nol
a thing to help, you then have 10 list
the BASIC and tell it to run! There
are no graphics beyond words and
figures. This is 1otally unplayable
and not acceptable by loday's
standards

"X TREK

Producar Impaci, 48K £8 50

After glating their earlier attempt, it
would ba nice to say somathing
good aboul this vargion tram the
samg company, but I'm afraid not
Oné roviewer points out that as it is
writen in BASIC it makes the game
slow. Well Starghip Enterprise i
wirthen in Dasc and that is pretty
fast. Here the KeyDoard responss i3

slow and arratic, thern is optional
sound, but sound siows it down
further still, and the graphics are
simply not good enough. It isaiso
highly priced. Softwire producers
should do themsalves the favour of
doleting out of date games like this
one and spend some lime producing
Deller maiarial.

ARCAD
MISCELLANEOUS

AH DIDDUMS

Producer; Imagine, 16K £5.50
Author: D H Lawson

Don’t be fooled by the title — this is
no game for clesies! When it first
appoared it had all the reviewers tied
in confused knots. You are ateddy
bear, shut in the toy box with the
ather toys for the night, but your
baby’s crying s0 you mus! get out
and go and comiort him. The only
way oul is by using all the coloured
building bricks and assambling them
correcily, whilst avolding all the
nasty toys who wani 1o stop you
When you escape the box you
realise it 18 inside ancther, Digger
box, and that one’s inside another
and s an Whulcunlugﬁl
evryona al the time was the method
usad lo assemble the bricks, and
Imagine's cassette inlay is of no
help, nor are the game's instructions
on screan: this (s the gutlhineg idea —
pick up (he brick and take (o top of
screen slighily 1o right ol correct
colour bloCk, then drop it. The brick
shauld slide into place as i by
mugic. Considering the packed
screen. the graphics are excalient
Conlusion of keys, but thistant an
arcade speed game. Walch out lor
clockwork soldiers, play people and
tho aggressive train — and the
babwy's crying — there. thare. there

AQUAPLANE

Producer: Quicksiiva, 48K £6 85
Althor: John Hollis

Many of the games in this section
almost by definiticn, are guile
original and Aguaplane is one of
tham. It's a nice day and you fancy a
spot of waler skiing. After a momant
yOu e suddenly surrounded by
rocks, bul thay ré lairty easy 1D gl
through, Following on though, the
waters instantly full of row bohis
and i you gel thiough again the 80
called Gand T rich-kds arrve
incompelently flapping Ineir yachis

all over the place. Should you
survive the hee-haws. there's the
sharks . Skiker and boat are seen in
profila, contrals (up/downthrust)
move both boat and skiler, but not
stricily in relation to each other, like
the real thing, the skiiar
mconveniently follows a slightly
different path o the boat. This
makes it dithicult to gel both safely
through tho gaps. (1S & vely
enjoyable game 1O play, bul the
lasting appeal is slight. A clever
touch is that the border colours are
split horizontally to matchexaclly
the colour of s&a and sky in the
game. {hus giving the impression
that the antire tv screen ig in use, Try
it first and buy if you like it

CHOPPER RESCUE

Producer: Blaby, 48K £550
Author G Capowell

The game staris with a helicopter
dashing in to réscue the tithe from a
dreadlul spelling error, CHOPPER
RISCUE it says; but the chopper
comes back to insert an E and
remove the | As is thelr wonl
scrantisls are benng entombed by
radioactive waste dropped from
overflying planes. You musi rescue
tham in your (nicely animated)
halicopler by shooling away the
waste and making tunneis in it 1o
reach them. Each one must be
returned (0 the safety of the helipad
before getting the next. The gun
lires in the direction of travel and
there's not much time. If you get hit
by the falling wasts you're dead
This 8 vory fast game, almost
impossible with the cursor keys, and
difficult enough with a Kempston
AGF or Protek joystick Addictive
and good value Recommendsd

COOKIE

Producer: Ultimate. 16K £5.50

Also available in ROM carridge form
atE14 85 Ultimate's graphics are
famous. In Cookie you are Chariie
thie Chel. with mixing bowl below
and dustbing 10 the §ade On the right
i IThiF paARNry CoOnlainin
ingreduents whooh mus
The Dol I,,l.!:n*_,l'-;.!--vl-' the
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Ingrédients are pretty wild and
they re accompanied by assoried
objacts that shouldnt be in the
pantry and would upset the Ministry
ol Health officials it they knew about
them. Using MNour bombs 1o
momentarily stun, you must knock
tha mgudlonli into the mixing bowl,
and tha rotters into the bin. Should
you gol it the wrong way round you
lose poinis, time energy and
evarything. Each screen provides
difterent and more difficult
ingredients. Another gama that
ngeds & joystick, Kemplaton or
Protek. Hi-sCore, one or two player
games, B-directional movemant and
the smoothest of graphics around
Addiclive and highly réecommended

CYBERTANKS

Producer; Star Dreams, 16K £5.50

A complox maze of graen blocks is
the home of the enemy cybertanks
Take your tank round and shoot ‘ém
up. Yob can blast away the blocks 1o
gat at them, but they are last. Three
I, hall of fame, joystick:
Kempsion AGF or Protek. Nice
graphics and playable. but perhaps
not very sddictive

GOLD DIGGER

Producer: Blaby, 48K £4.95

it's all undesground and you're
tunnelling mines locking for the gold
nuggets. Purple gnuggets gnashers
are not on your trabl, however, 80 it is
important to dig strategically round
the red rocks $o can dislodge
them {0 block off the tunnels or even
drop them down and sguash the
gnashers. Nine levarls
Joystick: AGF of Proték, Kempston.
Cursor keys. No! as addictive as
mos! ather Blaby games, but a good
beginner's game anyway

GOLD MINE

Producer: DK Tronics, 16K £4.95

T say this is s strategy game., but
that's hardly true. You do need some
strategy 1o go for the gold in the
quickest way, but it's not the main
ingredient, Uise the It to go up or
down from the aurface and then gig
towards the gold sites. Not
avarything that glitters is gold
though Tunnels can collapse and
thare are undarground slreams
Energy runs oul {asl undorground,
aspecially i you are carrying gold. in
addition, the lift may collapsa if you
aré caffying oo much weighl
Rapienish energy by returning 1o the
surface and depositing gold in the
bank. in any avent, a rathes slow
gama with imited appeal, but
probably good value lor younger
children

GROUND FORCE ZERD

Producer: Titan, 16K £5.00

Al first glance it looks like a simple
gama, but in fact il is quite hard
Very similar to Romik's ‘Specira
Smash’, which has more oplions
than this version. Your plane keéps
crossing the towering akyacrapers of
Mew York, looking for a place lo
land. Thaere isn't anywhare. 50 with a
genocidal brainwave you decide lo
bomb the city llal to make a landing
strip. With aach pass gver the city
yOour plane gets lower, 3o it's
essantial 1o knock oul the igges!
towars balore they Knock you oul
Several skill levels with taller
buildings. Simpila to play with only a
bomb control. Despite its simplicity,
foasonably adaiclive
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GUN LAW
Producer: Vortex, 18K £5.85

In real life the famous James Gang
were repuled 1o beg lousy shots,
unakble 1o hit 8 man six feet Irom
them when all live tried 1o gun him
down. However, Vortex nave put the
whole thing right with this well made
programma where, as Marshall, you
can stalk them down the dusty
stroets of town, firing at tigures as
they appedr in doorways and
windows, Your reflaxes must be fast
as you won'l gol a second chance
from these baddies. Bullets and
restricted ao it's important not 1o
shoot innocent people. Despalching
a baddio earns you doflars. The
graphics are generally good,
aithough the gunsight could have
bean better, Reasonably interesting
and indecently addictive.

JAWS REVENGE

Producer: Worklorca, 16K £5.05
This is & game for hungry people
You're a shark on a jaws-agape-
teeding-frenzy. Figh, swimmers
(moving at Qlympic speeds) and
boatmen all go down your throat.
Soma fish have a habit of turning red
and paisonous, S0 don't eal those,
and tha flishermen in their boats
throw harpoons or drop depth
charges to stun youw. You can calch
tha depth charges and defuse them
balore they reach the sea bed. And
the séa bed itsell isn't flat o don't
run into it It's a sort of Penatrator
maots Galaxians under water, An
amusing game with good graphica
Mo joystick option

JAWZ

Producer: DK Tronics, 16K £4.95
(O the same thame, Jawz is the
other way roond. You must use your
undarwater gun sights to shoot up
marauding sharks, whilst avoiding
tha gunge dropping from polsonous
palty tish on tho ca. The game
wis originally made by EMin — [t's
being marketed by DK Tronics
probably hasn't made all that much
ditterence because unfortunately it
has & very limited appeal for serious
arcade addicts. Good for younger
childran

JUNGLE FEVER

Progucer: ASF, 168 ££.90

Get your man to jump over the traps
dug by Pigmies and then swing
acioss a pit using a4 rope thed 1o &
trea. What comes afler that s hard 1o
uer.:::-ncnuu this game with its
affective graphics is not easy. The
damned rope Fu! me vary Hime.
Good fun to play and reasonably
agdictive but perhaps a little
overpricod. Mo joystick option

JUMNBLE TROUBLE

Producer Martech, 16X £5.85

A game with a similar theme 10
Jungle Fever, Collect an axe and
leap across stepping slones set ina
grocodile infested nvaer. On the other
side you climb & ladder 1o get 10 the
trees, which you must chardcmm
Tha trees will fall on you [if you're
mat guick to jump out of the way)
and they blunt the axe — 80 back for
another. Monkeys live in the irees
and sieal your nxe butl you can chop
them with it — ifit's not already
blunt, H they stsal it — it's back lor
another. With the forest laid waste all
you have 10 do is swing across a fire
pit using a rope, jump & chasm and
then home for tea. A buay gama with
plenty of opportunities for fallure
and so protty addictive

Producer; Now Generation, 48K
£5.05

Extremely hard 1o see how this
extraordinary game works at first, It
could really be thought of as a grid
game of a boxy Doa game but with
you as the snake actually in the
screan bul in a 3 dimensional space
Confusad? Wall you will ba. Steer
yoursell through the white void
avoiding your own brightly coloured
trail and that of tha chasars, twisting
and twrning to find spacs to move in
before it all gets filled up. Uses
cursor koys 50 AGF or Protek
jowstick would help. Tremendous
valu® for money, and agdictive too

MINED-DUT

Producer; Quicksiiva, 48K £4.95
Author: lan Andrew

Farge! the inlay card, which was
probably written by sstoned
Quicksilva copy writar, snd play the
gama! You are presonted with a
blank fiald, densaly sown with mines
and you musi gel 1o the other side
without! blowing up. Take astepat a
time and walch the warning which
tolls you whether thara is a mine in
an adjacent square — is it left, right
or ahead? What happens whan thera
are two or aven three mines? The
tension mounts and clever, logical
thinking is your only safeguard
Level two olfers mardens in distress
to be mscued and later levels still
confrent you with things that chase
and makes you move guickly. Nine
Wvisls in this most nall-biting game.
And it hasn't dated a bit, still worth
thia money if you haven't tried it
Recommended.

MOLAR MAUL

Froducer: Imagine, 16K £5.50

With a wicked glint in thair teeth,
Imaging invile you 10 take part in tha
fight againat the DK (Tronics)
ménace. YOour weapons are a
toothbrush and some Imagico
ioothpasté, The screen opens
(literally) with & gaping mouth and
lively cloan white teeth. Tolless and
other gunk appear at the centre,
axciting the interest of tha horrid DK
bugs, and in seconds the teeth are
beginning 1o yallow, purple and
black out all over the mouth. The
trick with this game is manceuvring
the wretched toothbrush into exactly
the correct position for tho
toothpaste o be squearad Irom the
fube. An excellent game with
wonderiul graphics, but so
deprasaing to watch! I'm afraid it laft
an unpleasant tasts in my mouth, but
| hava (o say it's good value
Joystick: Fullar

OSTRON

Producer: Softek 16K £5.85
Formarly named Joust, Sofek for
some réason, changed its nams
There's & ot of the "You're the sola

surviving White Knight. Guardian, of
the Lore, otc’ on the inlay blurb, but
basically you're on thia Oatron thing
{electronic ostrich) and the anemy
are vanously-coloured buzzard
thingies. There are several lioating
platforms on which you can land
belore rising o the ccoasion by
flapping yourwings and attacking
the anemy. When you mael, lace io
lace, the one's whao's highest wins
First buzzards are pretty daftand
easy, bullater onas bocome fiendish
in their attempts 1o gol you. All in all
A very enjoyable game, with good
graphics and sound. Don't kit the
water — you drown, 100 parcent
machine code, [oystick: Kempsion
Good value

PSST
Producer: Litimate, 16K £5.50
It sounds a bit rudebutit's a
wonderul game with LIlimate's
usual magnificent graphics. Robbia
tha robol must keep the swarming
insect life from aating his plant. To
do this there ang various Spray Cans
lirdng the brick walls &l the garden
Each lovel adds a differant insact (o
the collaction and the tnck is that
you must use the correct spray on
tha right ingact or it only seres (o
stun for a moment. The insects also
kill off Robbie as well as the plant
which shrinks away il it's aaten lor
tog long. Letting igrow results ina
bloom and & new level. Amazing
g:;phh:l_.. 100 percent machine code,
irectional movamant, one or hwo
player game, sensible conirol keys
and Kempsion joyatick
Recommended. Also svallable in
ROM gartrigge form lor £14.95

QUACKERS

Producer: Rabbit, 16K 5.99
CQuackers is designed more for
childran than shoot 'am up addicts,
but its cheerful graphics shauld
make it popular. ITs 88! ina
fairground duck shooling gallery,
whaere four rows of repaated objects,
duc ks, cats, rabbits, laces and a
glant turtle, move alternately in
opposite directions balore your gun
barrel. User-detined kays or cursor,
which means you can use AGF or
Prolek joysticks

RACE FUN

Producor: Rabbit, 48K £5.99

Tha Spactrum hardly has the sort of
graphics capability of the big road
racing gamées in the arcades, but as
far &5 Spectrum racers go, this isa
protty good one. An overhend view
shows Lhe track which varies lrom
wido 1o very narrow, straight and
curved. O you go with several
others cara Bumping another car or
running off the road, Slows you
down and costs uel heavily. The
object is to gel &5 many points as
possibie belore running out of
petrol. The graphics ane very good




with the cars being quite large. User-
delined control keys (accelernte,
beake, left, right) or cursor so you
can use a Protek or AGF joyatick

SHADOWFAX
Producer: Postern, 18K £5.05
Shadowfax came oul with alot ol
ballyhioo at £7.95, which was grosaly
owerpriced, so il's nica o see
Postern have dropped it now. No
ona can complain about the
graphics which are quite excellent
Unfortunately the game has very
litthe wlse to olfer. You're mountied on
your while charger (the inlay biurb
might lead 1o Suppose this wias Some
Hobbit-like adventure) and nding
against the bisck horses that gallop
on from the left at random haights
You can fire a bolt a1 tha
approaching enemy bul you must
ﬂ then axplode the bolt at exactly the
fight moménl And that's tha game
= yOu e up against the points
Mind you, it Is masmarising, 8o you
' do make mistakes. Definitely a game
o get a ook at first — if you like the
idea. you wonl regrél the graphics.
Mo joystick option

SHARK ATTACK

Producer; Romik, 16K £5.89

Aurhor: len Andaraon

The theme from ‘Jaws’ works nicely
but the rest of the continuoul sound
will sventually drive youmad. You
mius! save oclopusses (or octopi)
from the sharks by weaving a
protective not around the oclopus
Should a shark oat the octopus
belore you Scraan it, than the shark
can aal your netl. Having either
succesded or lailed in this task, the
restof the game is to fill up as much
of tha screan with net withow!
getting eaten yoursell, Three levels,
one of two player games. Joystick
Kempsion or Sinclair. A game with
very imited appoal and no addictive
qualities, but it might wall appeal 10
younger children, a sort of Painter
mests Jaws

SIEGE

Producer. Postern, 16X L5 99
Author: Mike Singleton

Thraw roCks down rom a high
casths wall oMo the massed
stisckers trying 1o climb up. As the
rocks fall they knock the attackers
ofl, olten several at a ima as one
fatling man calchaes ancthar. The
stick ligure animation is cute and the
game should appeal 1o younger
children, but it is vary limited as far
as the serious addicted arcade
payer is concarngd. Simplks control
koys

SNAKE PIT

Producer: Postern, 16K £5.96
Authar: Mike Singlelon

This is pacman varant, bul it is 1o
original o lump in with the rest of
the yeliow gobblers. The ‘maze’ isa

live, wriggling one. Sevan differant
coloured snakos are trapped |(n thoir
nests, surrounded by a screenful of
greeneggs. Your job is to eat all the
#ggs. Only the red snake can aat
80gs. 5o it instantly fress itself and
begins aating round the scresn,
freing the other anakes as it goes
When you meet a snake head on
there is a nasty lHthe gulping sound
and that's it until you press 5 for
another game. Should you clear tho
scraen you then gel a chance 1o eat
the snakes (tail first) as well as the
egps. | never gol there, thig is very
difficult. Tha graphics are superd,
quite angugh 1o turn tha stomach!
Pity the control Keys are so
awkward, and no joystick option
Addictive and good value

SPECTAA SMASH ¢
Producer: Romik, 18K £5.809

Author; Jahn Bell

This is sin#ilar to Titan's Ground
Force Zero, but rather more
complex, in that you have limited
hasght control over the plana, hnd
thare are gun lurrets on some
bulldings firing &l you, nona on the
easiest level, more and more on the
hardar ones. Bombing the guns first
abviously helps. Should you land
successfally, having bombed the lof
figl, the angry natives reward you by
.wndrnf out a fusl tankar 80 yOu Can
take off and do the thing over again
at a higher level, Of course they win
in the end! Threo lives, hi-score,
aight levels, [oystick: Kempston.,
AGF, Protel, Sinclair. m/c
Recommanded

TRANZ AM

Producer: Uitimate, 16K £5.50

If's post-holocaust Amorica and the
country's a barréen desert wilh a low
cities here and thero whore you can
get fual. Otharwise a clulch of Mad
Maxalikes in deadly Black Turbos
are oul 1o kill you while you hunt the
wastes looking forelght gQold cups
Tha playing screen is only a 6001h of
the svailable area Instruments on
the left show, time taken, miles
travelled, a map of the Siates
showing cities and your localion,
loca! radar showing cups (il any)
and enemies. speedo, fuel gauge,
anging tamperaturs and lives left. 8-
directional movement, axcellent
graphics, highly playable. Joystick
Kempston. Highly récommeanded
Also available in ROM cartridge form
for £14 95

TURBO DRIVER

Producer: Boss (UK), 16K £5.95
Another for the racing Car addicts
Turbo Driver features very large
vehicle graphics and an attempt (not
entirely succassiul) at 3D through
parspective, Six other cars laap
away lrom the starting line when you
stall. You must caich them up. The
cars and several other hazards make
life dithicult, and Il you go too
carefully youll run gul of tuel. The
Irack is quite straight, and thare
aren't those wonderful expiosions of
tha original arcade version, but this
is & popular program  and does as
witll as the Spectrum will allow. m/c

Joystick: Kempsion.

30 COMBAT ZONE

Producer: Artic, 48K £5.05
According 10 Artic, this is their besi-
salling program 1o date, and no
wonder. The first real 3D eflect in the
Spectrum. Travel across the flat
plain and battie with enomy tanks,
fiying saucers and supes tanks — &
kill or be kilied battie of wits among
the pyramids in real tima. The game
gives a tremendous sense of moving
aboul ina space and can be guite
hpynotic. Battle radar to spot the
anemy and calCulate distance.
Joyatick: Kempaston. A tirst rate

| game and highly recommeanded

| 30 DESERT PATROL

Producer: Computer Rantals, 18K
L5605

Thiz simply isn't a very good

pf gram The AD (s primitive and
tha graphics uninteresiing, You
mual tako your tank in betweaen
minelelds to the eventual satety of &
road, whilst avoiding fire of anemy
tanks Forsstart off you cannol
move and fira at the same dme; it an
enamy tank gets into position and
fires #varything stops and you're
dead — no evading; 1o avoid the
anamy you mangly turn until they
disappéar from the scréan, if you
crénp round the edge of minalields
then they won't lire on you anyway
Soall it adds up 10 is & dull and

boring game. Cursor keys and 0 to
fire — allows use of AGF or Protek
joysticks
30 TANX

Producer: DK Tronics, 16K £4.85
AD here refers to the distant bridge
whers rows of tanks pass belore
your gunsightand the realistic
irajectory of your shells which must
b aimed right to stradle the
thicknaas of the bridge. The
graphics are very good and 80 is the
sound. Skill and timing are essential
10 good scores — and staying alive,
because the tanks fire back
Nowherns near aseady ad il looks,
and at the price, excellent value
Joystick: Kempston with Softlink 1l

30 TUNNEL

Producer: New Ganeration, 16/48K
£5.95

You're rushing headlong down a
tunngl and different objects lash
past you, which you must shoot
There's bats, spiders, rats and finally
a delightful Underground traln,
complets with twinkling headlighta
and passéngers inside. The lalter
mus! be dodged rather than shot
Running into the sides of the tunnel
cause loss of a life (Tive in allj, and
you can undertake this sublerranean
madness al three speeds. In 16K i
loads in two parts and there is no
Underground train. Mixed opinions,
some liked it, some didn't

JOVORTEX
Producer: J X Greys, 16K £5.85
This is vary similar to 30D Tunnad
oxcepl that the tunnel (or wortex) s
deflined in muttiudes of colaured
dots rather than solid biocks, which
gives more of b tunnok-like teel The
tunnél alsg twists and squirms like a
mad thing s0 it's quite a trick 1o stay
salely Im the centie of it. On tha other
nand, tha 3D animation of the
objects isn't quite 80 good and there
are no skill levels which means il
quickly loses interesl. Thare it a
lang bul very amusing intro in the 2
partlocad User-defined control keys
80 it works with almoat any joystick
Good value bul limited playability

TRAIN GAME

Prodicer: Microsphere, 16K £5.55
It's hard to see this game replacing
tha fun of playing with meal alectric
trainsels, but in an age where even
those are out of date, mayba this will
be a good substitute. There isa
choice of two track layouls 1o load,
and then seven skill lavels, wilh
levels one [0 six having five sub
levels and the sovenih having fine
sub levels. All the points are lettered
and you mus! mowe the traing round
without crashing thém and pick up
passengars al the stations. Fun to
play and plenty of scopa lof
enjoyable disasier

LIP ZAP
Producer: imagine, 48K £5.50
Author: lan Wealherbiurn

In Zip Zap you Are & saveraly
damaged robot with & motor that
won't furn off and only limitegd
braking powar, 0 you tend 10 iravel
in circlon. A tolepornt delivers you
(nice graphic) into a swirling mass ol
miserable aliens from whoss deadly
touch you are parlly protecled by a
tailing shisid. The idea s 1o buzz
chaotically around in confusing
circles {o collegt lowr power units
When you touch one it automatically
attaches itaell (o the loleporial

Whan all lour are in poaition you can
get back to tha teloportal in ima. By
Imaging’'s standarda, not thair besl
game, but still better than most
games around, JOYENCK: Rampsion
GF, Protok, Fuller
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BRITANNIA SOFTWARE L
Trade CU LTD . ;/
enquiries 116 Woodville Road

welcome :
271 TS\ e oSk \
Brilannia Soflware

THREE NEW GAMES TITLES FOR THE 48K SPECTRUM

HOME RUNNER Machine Code Arcade game. Can you survive and get HOME alive in
S S RCHON, IS O ORI L sk otiirans dvostnsvenssissisansssdhALESo% bannovs Rbrvpsumnsas coyeoiase RRP £4.95

STOMPING STAN Machine Code Arcade action. Help STAN THE MAN collect his
keys to the next card in this highly addictive game RRP £4.95

GRAND PRIX DRIVER is a 3D, full machine code Formula One racing car game. Can
you reach the chequered flag ahead of the field? Excellent colour and graphics.
Compatible with wuseEEcH RRP £6.95

All the above are Joystick (Kempston) Compatible.
Cheques/POs payable to ‘Britannia Software’. Prices Inc p&p and VAT.
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Miasaon Soffware s COMpkete Dackags on Progect ’
Volcano w probably (he moat advanced Adwentune
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lil-.i"..l.l....'i. s H i
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": s ;i""'
..,; 2 PRCJIECT VOLCANS

& We know your inends wll want 1o & Toobtpen your Garme and personal

beccmie SCrel Agents and use your Passpon wih afl its Secmd Docurments

garme. we will be quite hapDDy 10 suDDly u-ﬁ‘ a Chagus o Postal Orger for 08 35
Computer Game Packags you Rave comidensd 1his TPy with thesi Paaspor and e PP A VAT with he Coupon sl
vt 1 o8 Aol st lor e dedkcaled game pleper but lof Docurments lor 285 per kil This way the oot of fhis advertisement
thome that want fo get imeoived in Secret Codes - Messages., and the searmy-sade of [ wou alwillys retasn your pesrsonal
Bntish Iniel jand e K GH Pasapon bred Secret inbormatam
T E5 A MUST FOR THE SINCLAIR SPECTRUM & AND DRAGDON 12 HOME COMPUTER
CANE B & The imcwrnend yod el us you Musee
When you recesve youd Adveniune Game from Mission Softwame Limited, ncluded n the comghdd your cumen! assgnment we  (DRDER MESSION 1 TODAY AND JOiN
PACEAGH i Ul PRsEpoN 10 1he nismational wosungs of the Secn Agents will aitvilid by Secret Data, detaly of THE GROWING MUMBER OF SECRET
Your personaleied Passpont will aissd you in megotating the F.G B rebwork in the Sovied Faom 10 DerasiTals one of the Workd s AGENTS DPFERATING FROM COMMAND
Biocs Countrm and witnl 10 1P SuOtets Of ywoul Mession mos| secrel estabisshments HEADOLIARTERS
Command Hegdquares will give you nioomalion el offer ADenis Fises moomieg.

Iogethed wiih M Communication Log, Mison insinechions, Secrel Msmos, Clagsifed
Duagrarn, Futi Brefing Instruchions and cther Secret Data

TS UP TO YOU TO BREAK THE CODE AND BECOME A SUCCESSFUL SECRET AGENT
e rely upon our Agents 10 leed back informalion 10 misike fuiher prosecs inieeesling and
comphes. 0 U your abdity and 1o Quaraniles My Rours of enpyment

W Dadaree Misascn Software Limdiind b the ondy company thal suppons its Field Agents
with & mass o Secr inlormalion 1o Mmake e Migaon seciing and enjoyabie which
makas it & must in Compuler Garmirs

MISSICTN
SCETWARE LIMITED
COMMAND HEADQUARTERS - 181 FLOOR

249 GRANGE ROAD - DARLIMGTON - Co DURHAM
DL 5NB - TELEPHOME 032%5) ABI044

HAME PLEASE SEND ME MISSION 1 FOR MY e
(MCH AS APPLICABLE)
ADDRERS DRAGON I SINCLAIR SPECTRUM 48

EXTRA PASSAOAT CODE BREAKER 298
| ENCLOSE MY TOTAL REMITTANCE OF €
CHEQUES AND POSTAL ORDERS MADE PAYABLE TO l
MESSION SOFTYWARE LIMITED
MESSION SOFTWARE UMTED  OOMMAND HEADQUARTERS 151 FLOOA - 40 GAANGE ROAD DARLINGTON '
DUAMAM - DL SNB - TEL D00=, S804
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CARDS, BOARDS &
GAMBLING

d 1o call this section
CARDBOARD GAMES. Sadly,
quite a lot of games in this section are

llimsy. Part of the problem s

umurwn-mm
physical reality of desling cards,

We were e

ing real money or with
lﬂlﬂ. llﬂ.l -H' its
s By By bbb
ms are
excellent, bul some of the hliu:
setting up Is taken away. IU's obviously
o question of personal chelce ...

BACKGAMMON

Producer; CP Software, 48K L£5.95
Backgammon is a board gama using
dice and counters. I8 complexities
aré 100 detaited 1o go into hore, bul it
I8 important that theé cassette inlay
contains full instructions for the
beginningr. The CP Software version
does 80, Full board and counter
display with two on-screen dice. For
asingle player against the computer

BACKGAMMON

Producaer: Hewson, 16K £5 85

Clear and simple graphics make this
a good version which does wall
within 18, Full instructions on
program and game contained in
insart. Invalid moves refused with
alternate moves suggested. On-
scraen dice, four game oplions. For
asingle player against the compuler.

BACKGAMMON

Producer; Peion, 16K £5.95

One can usually expect a lot from
Psion, and this game is no

exception. Very good graphics and
instructions with four skill levels, on-
scréen OF throw your own dice.
Good demo mode.

BRIDGEMASTER

Producer: Bridgemaster, 16K £24.95
H Backgammaon is a difficult game 10
axplain, then Bridge, the ultimate
card gamae, is impossible.
Bridgemaster is a marvellous
baginner's course in learning how to
play the game. The package
includes a computer tape, &
commantary taps, very well read and
which takes you through the early
playing stages, and a book Bagin
Bridge with Reese, which is included
for general relerence. The domo
‘automode’ plays through a hand lor
YOu in combination with the
commantary tape. This is very much
a tutorial program — you can play
mmu%h & hand where the program
only allows you to play the card it
oxpects, beeping if you play the
wrong ona In this way you bacoma
nccustomed to the Bridge
‘conventions’, and il shows you how
1o take tricks, bid and make
contracts and the esolerica of
scoring. Uses 55 different deals for
teaching. If you want 1o becoma

oficient in playing Bridge then thia
8 an axcellent program, making fine
use of the computer and wall worth
the high price.

BRIDGE TUTOR

Producer: CP Soffwara, 18K £5.05
Two programs, each at £5,95,
Beginners and Advanced Works
trom 40 pre-dealt hands, each hand
usad to illustrate a particular aspact
of bidding and card play
Conventions used are Acol,
Blackwood and Staymer. Accepts
only correct bid or card

CHALLENGE
Producer: Tampiation, 16K £5.95
Challenge provides two games on
ond tape, a varsion of Higher Lower,
and Master Code deluxs. In the first
you guess the value of the next card
turned up and may gamble a
winning line of five cards. In Master
Code you must guess the colour
code the computer sets up, or sét up
our own for the computer to guess
raphics genarally very good, but
playability seeps away rapidly,

CHESS

Producer: Artic, 48K £8.45

There isn't much 1o choose between
the guality of graphics in most of the
cheds programs available, all are
pretty good. This program offers
savVEn ﬂ\‘ll of pIIF:. faur of which
are within competition time limits
Full analysis, recommonded moves,
save game,

CHESS

Producar: Peion, 48K £7.95

Psion's sensible graphics make this
an sasy gama on the eye. You may
play @ither black or white against the
computer, reverse roles or change
the skill level during a gama.

CHESS Il

Producer; Artic, 48K £9.95

There's much argument over which
Is actually the best chess program
for the Spectrum. Artic have
produced a number of fine tapes, bul
this one stands oul well against

L] algs's. There aré 1000

levels of play — you choose the
maximum réeaponas tima 1o the
computer, and that dictates the skill
level. Whan pitted against other
computar programs, Aric's has
consistently boat tham — g0 thay
claim! But ses for yoursell. You may
change sides, add or remove pieces,
list or print out all moves made, and
the computer will recommand &
mMovE

CHESSPLAYER

Producer: Quicksiiva, 40K £8 94
The Chess Player speaks, ot lsast
briefly when he announcos himaalf,
thareaftor he contents himsall with
on-screen ramarks like, ‘that was a
pathetic move' A uselul leaturs is
the ability to alter the colours of
board and pieces to sult yoursell. Six
skill levels wilh varying res ponse
limas. A good starier's program,
because the computer does |0se on
the lower skill levels, which is

#

encouraging! Computor-
recommended moves, bul watch it
closely — it cheats sometimes!

CHESS THE TURK

Producer: OGP, 48K £8.05

None of our reviewers have actually

Hln;;;iﬁli program H?i. but ndi:’b
mﬁ.ll

mosl gntlu. #-"Em ;ul with it m'”I

more detail &t a later date.

CHESS TUTDA

Producer: Artic, 16K £6 85

Whilst limited in its playing levels,
this game allows you 10 learn chess
against the computer, by showing
you how. You can also play a gama
against the computer and all legal
moves are allowed. Recommended
miones, setting up board and save
gama.

CYRUS IS CHESS

Producer: intelfigent Software,
16K/48K £9.95

This program is winner of the
Second European Microcomputer
Chess Champlonship. The 4BK side
has more sophisticated options such
as altering the colours of board and
pieces, pnntouls and game saving.
Cursor keys movement allows you 10
analyse & move or taks the plece
back. i moves are buzzed

Eight skill levels and a problem leval
system wheraby the compuler can
be instructed to look for & mate in
one, lwo of three moves. Comas
complete with an instruction manual
and a library of opening moves
Excellont value

DERBY DAY

Producer: CAL, 48K £5 95

This race simulation game offers all
the lun of the gee-gees without the
stresas of attending a mesating; or
repiaces thosa parour versions with
the rolled oul track and wooden
horses thal weare once popular. Up to
five players may betelther for poinis
of pance — il it's money. you keep
your own book. threa levels are
offered and when all is ready the
computer scrolls the race balore
your ayes (machine code) slowing
down 10 slow molion as the race
naars tha finlsh line. I required a
photofinish is provided. Good
instructions and graphics.

DOMINDES

Producer: Micromaga, 16K £4.95

A compatent varsion of tha famous
pub game, marred by a complex and
unorthodox way of presant the play
Dominoes may be familar to most,
but if not there are sensible
instructions — provide your own
beer though.

DOMINDES

Producer: Phipps Assoc, 16K £4.85
Phipps’ version & somewhat belter
as far as playing goas, with tha
tamiliar right angle shapes making
lite pasy, adding up the adjoining
ends to make multiples of five or
thres, T2 points to win

DO NOT PASS 60

Producer; Workfarce, 48K £6.95

A ver goodoo-m or varsion of
THAT FAMOUS GAME whose nama
noone dares utter for fear of law
suits. Up to six players can take part
with all the usual featuros like
buying. selling, morigaging, houses,
hotels, jail, ing GO, Community
Chest and Chance. Each player gets
£1,.500 to start and the scresn
displays all the relevant info you
could want. A pad and pancil are
handy though, If you don't want to
keap asking the computer 1o st
your possessions. Very good
graphics within the Spectrum
hmitations. The game can be saved
at any tima,

JACKPOT

Producer: CAL. 4BK £4.85

A fruit machine game with full
teatures including, nudge. gambie

and hold. You star off with 200 units
and each spin costs 10 A neat 1ouch |
is the money token roliing along the
bollom ol tha scresn intoa sot, and
the payout, which ona jackpot can
taka almost half a minute! Wrdaten in
basic, but reasonably fast and
smooth

FRUIT MACHINE

Producer: DK Tronics, 48K £4.95
The title says it all — the only money
you can losa here is the price of the
cassette! Features nudge, hold and
gamble with good, colourful
graghica

60 TD JAIL

Producer: Automata, 485 £8 00
Automata’s version of THAT
FAMOUSBOARD GAME ditters
from the one by Worktorce in that it
doasn't show the whole board al
once, prelerring to concentrale on
threa sguares at a time. This does
make the graphics a little sashar on
the eye, but removes some of the fun
ad wall, 2-5 players can 1ake part,
with the computer acting as either a
banker Or & playar (useful becauss
you can play in one agalinst the
computar). The compuler isa pretty
mean tycoon as well, Contains every
usual feature of the board game and
is good value for monoy

MASTERCHESS

Producer: Mikrogen, 45K £6.85

A program with ten playing jevels
options 1o alter the board and plece
colours to suil, setling up the board
- Qo0d for probiam soiving —
recommeanded moves and game

 saving, oil make Mikrogen's choss

game & ationg contendsr

MONTE CARLD

Producer; Micromaga, 16X £4.85
Two games on one lape, Casng style
Blackjachk (Pantoon) and Craps. The
Bisckjack games has fine graphics
and plays the standard rules, but
suffers from a inck of interesting
oplions, like buying cards, burming
and splitting. The Craps game is the
famous dice game ol American
movies and features a hand shaking
thie dice until you pross the key to
reloase them, Despite the usual lack
of atmosphaere that you sxpect whon
playing communal games with a
computer, this program is an
attractive one, even sdadictive

OTHELLD

Producer: CDS. 16K £5.65

The 19th Century board game is
simple fo play, difficult to win. Also
known as Rovarsi, Ihare are saveral
varsions. Thisis a standard one. You
can play another parson_ play tha
computer, or walch the computer
play itsell (usetul for learning, but
not much fun). If you want to play
another person, then you'ne botter
oM buying a resl board gama
vErsion mputer-recommanded
moves |1 sluck

REVERSI

Producer: Artic, 16K £5.85

Cloar colours make this aasy on the
oye. Gama lealures Tour gkill levels
and game save
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REVERSI
Producer; Sinclair, T6K £7.05
Excellent graphics, nine skifl levels
1o chooae from and you can walch
the computer play or play against
the machine. Hi-res graphics and
machine code. One of the best
versions. but so it should be for the
price.

ROULETTE
Producer; Micromega. 10K £4.95
if gambling games iack excitement
when issued forth from a TV screen
then alleast they must have exciting
raphics (o maks up lar it
nfortunately the wonders of the
apinming roulets whas are deniea
us in this game, All you s88 s a line
drawing of the wheel while a flaghing
number ingicates the wheel
numbers. All bets possibla, fun in
occasionil doses.

SUPERCHESS Il

Progucer: CP Software, 48K £7.95
There has bean much argumaent
batween Artic and CP Soltware over
claims for this program, Artic saying
thair éguivalent game beats CP's
avary tima. Nevertheless, this
vBr8ion |8 very good, with clear
graphics, the option lo change ~
playing colours and séven levals of
play. Severdl standard cpenings
programed, recommandeéd move
and avery helpful HELP which will
Iist the availabie options

SCRABBLE

Producer: Psion, 48K L1595

It may seem & ot of money lo pay
out, but if you anjoy playing
Scrabble. you'll love the Spal:'ln.u'n
varsion — aven if you dont like
Scrabble, you'll iove the Spectrum
vergion! Thare's no denying that this
Is & fabulous program, It allows you
o do anything at all you would do in
réal Scrabble, and H you're playing
lg:mﬂ the computer it allows you 1o
cheal — but you wouldn'l do that,
would you? Graphics display is
crystal chear, your tileé rack can be
juggied io make up words, the
computer tells you what your word
will scord Bnd lets you take it back if
you think you can do better. Up 1o
four players, the computer may be
ong of all of them. You can selact to
se&e the compuler 'thinking' if you
wish. Onty oné falling. the Spectrum
seams 1o get away with some rather
odd two-letter words — and you
cantchallenge its 11,000 word
yocabulary Highly recommended

TOOTIE FRUITY

Prodgucer; Dream Soffware, 48K
£5.85

Author: § Hillyer

Angther one arm bandil game with
nudges, holds, gamble and jackpol
payours visibhe at the side of the
display This is & varsion we haven't
besn able 10 soe yot, 50 judgemant |8
rezarvad|

VOICE CHESS

Produces: Artic, 46K £9.08

With gimilar spacifications 10 tha
‘Chess’ program from Artig, this
varson will talk you through your
gams and make commenis. Seven
levels of play, save, recommended
moved, sel up board. A good solid
gamea

YAHTZI

Producer, Worklores, 48K £5.50
Yahizi, which also gets called
Yanglze, Yahizes and even Yahicee.
g0 complex dice gama, Not unlike
pokar dice. It s based.on the throw
of 5§ dice. which are shown in the
upper haif of the screen, while the
lgwar hal! shows the pokor SCones,
pairs, three of a kind, full house eic
Since petween 2 and 6 people can
piay, it can be party tun time, but |
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still think this sortof ?ama works
better with everyone facing inwards,
rathar than in a line watching TV

IX DRAUGHTS

Producor: CF Softward, 48K £5 95
Oddly enough, considering how
many chass, reversi and card
versions, thore are, thare is really
only this Draughts program

Perhapa tha gamo is (oo simpile 10
axcile programmers” attantion,
which would be a mistake, since
Draughts is quite hard 1o play well
Thare are ten levels of play against
the computer. lllegal moves rofuseg
and you are forced 10 take pieces by
jumping if there is the option. Piacas
reaching the back e opposile are
automa Iy magde into kings. Good
value for monay and ana ol the more
absorbing board games

SPORTS SIMULATION

Athietics on the computer screen

mtmqumltgrmmm
of sport. bul a number of mmers
have turned their hands to lllllﬁ
varlous sporis SUCCESS.
leas! playing them on your Spectrum
is somewhat more aclive than
walching the real thing on telly.

CHAMPIONSHIP DARTS

Producer: Shadow, 16K

Author: D Lockeit

You might think & game of throwing
skill would be difficult to transiate
into a computer game, but Shadow
Software have mana wory nicely
in this cuta and gentle game. Alter a
firvé title card, a large. raditional
darts’ board appears. By prassing
any key you freeze 4 fast moving
sweaap line, which determines the
segment your dart has Hit. At the
base is a cross section through the
board showing the rings — double,
single. treble, single, outer bull, bull
It's elegant, simplé and vary
effective. A sansible
demo/instruction mode shows you
how todo it You can selact the
number of points required fora
gama, anlar the two players namas,
and the program guldes you through
three shols in each turn. You must
finish with a double or bull of coursa.
Perhaps not exactly exciting, buta
fine game and worth the monay,

FOOTBALL MANAGER

Producer: Addictive Games, 48K
05,95

Author; Kevin Toms

Universally agreed as one of Thoe besi
of Spectrum games of any 1ype. This
is a3 much strategy as simulation as
you choose a team from 84 on offer,
and try 1o work your way up from
Division four to win tha FA Cup, The
background to the game is quite
realistic, with players losing strength
valus and gaining it by resting a
malch, morale worsening with lost
matehes, daclining cfowds and
resulting loss of gate money, and all
the lechnical and strategic problems
ol a chub manager. Having seléctad
your team, studied the opponent's
dossies. you can sit back and watch
the fully animated, edited highlights
of the match! An amazingly

gngrossing game wilh seven lavels
of play ana highly récommended
GOLF -

Progucer: Abrasco, 18K 05.85

For 16K users this is a very good
program with quickly assembled
graphics that clearly show positions
of e, Qrean, lairvays, bunkoers, treo
hazards and rough. There's na
animated golfer as in the Virgin
game, but it's made up for with
clearly visible balis that foliow a path
ol your shol. You can input

commands 1o use &1 or 3wood ol
given strengths, or 1-8 irons which
ask wahther you want o soft or hard
strike Il you pick bétween 7 and 9
iron, you are realistically asked
whether it should be a chipshotora
pitch. When both players are on the
grean the screan scrolls to a close
up which uses a 20 fool scale for
judging the distance of the putl. The
only drawback might be a tendency
to crash if an incarrect variable is
antersd. An attractive and
responsively fast game, One/two
players and choose how many holes
1o play.

GOLF

Producer: R&R, 16K £3.75
Considering this Tam was
mvailable in 7982 it still stands up
axtramely wall 1o some of the more
recent attempts al simulating the
gporl. After a very shor load you are
asked it one of two players arg
taking part and whethar you wanta 9
hole or 18 hale game. i is only 16K
0 there is less sophistication in
matters like choosing clubs. Your
oplions are to select the direction
using the clock face, and a strength
ol shot from zero lo 100 — decimal
points are acceptable. Each hole is
genarated very quickly with details
of the fairway, rough, lrees, bunkers,
waler hazards and tha green. Pulting
s the most difficull — as it oftenisin
real lite. A very good use of colour
and for 16K and the price, very good
valus

BOLF
Producer: Virgin Games, 48K £5.85
Author: David Thomson
in this version of the noble game,
ona (o four players may take part
and play betwean oné and sightéen
holes, choosing handicaps up to 28.
The higher (worsa) your handicap
the more erratically random your
shots become. There's an optionon
five clubs with a cholce of strength
between 0 and 10. When your
solaction has beon made and you
have estimated the compass point
direction in which 1o swing, an
animated golfer appears and hits the
ball. Onge on the greaen ‘l"gmm in
automatically safacted ile fun to
play there are sevenl drawbacks.
The graphics are very siow. each
hole being bullt up character line by
characier line. The random quality
of the handicap system undermines
its valu@ — everyones should choose
a zero handicap! And the compass
ﬂ:ﬂnnu are neediessly difficult as
orth keeps shilting direction with
every hole. Worsl of all Virgin have
been selling the game with a glaring
bisg — when asked if you would like

another game, there's an incorrect
command in the BASIC which stops
the program dead. Il's easily
corrécied bul annoying.

BOLF

Producer: Artic, 48K {5.85 ;
Sub-titled S5t Andrews. this game is
based on an accurate reproduction
of tha world famous gol! course.
Each hole is drawn out showing the
well known details and a brief
description and history is given. One
or two players may take ﬁlrt. playing
a proper gama or singlée holes of
thair choice. You are asked whother
you wish Lo use a wood or iron,
strength of shot, expressed as a
perceniage, whether you wan! the
shot 1o go straight, fade or hook, and
what angle. Arnving on the green the
screen culs 1o a closa up for the
putting. The graphics are black on
green and very simply drawn, The
program is in BASIC so after typing
in ligures you ENTER, bul words are
accepted automatically. The
temptation 10 enter W lor wood will
resull in a bréak into program — the
main drawback of an oltherwise
interasting game.

POOL
Producer: Abrasco, 48K {1 95
Author: K Eaves
A gudden fiurry of interest in Pool
makés far some interesting
comparisons. One of the newer ones
is this version from Abrasco for two
o eight players, with the option ol
g:rlnq aleague. As usual, the cue

is controlled by a amall cursor
dol — in this case the cue ball travels
towards the cursor, which is
controlied by use of the cursor koys
(slow and fine tuning) or the zero
kay for fast posilioning. A very Clear
strength bar indicalor is used lo
determing the distance the cue ball
will travel, and is positioned with
keys 5 or B (min/max), Considering
the limitations of the Spectrum and
TV screens genarally, the graphics
are quitdé good and the movemant of
the balls is convincingly accurate
though terribly busy. Game rules ane
aclose copy ol the real game, the
balls are marked as spols or stripes
mu lose & turn for & foul shot

POOL

Producer: Bug-Byte, 16K £5 05

This version I8 unusual in that the
cus ball cursor may be placed
anywhare on tho lable, which allows
for greater control over the shot. On
the othar hand this is not a very
close copy of the real game. In
addition to the cue ball, thare are six




plher numbared balla (you scone tho
wlug of the potted ball) and each of
the two players takes it turn, playing
through until all the balls have been
potted of he has missed three
consecuthve pots, or potted the cus
ball. In Ihis s@nse the game is a bit
limited The graphics are clear
athough more use of colaur could
have béen made — all the balls are
red, but much bigger than in the
Abrasco varsion. Practice probably
makes perfect, lor it lan'l as éany 1o
play as it looks.,

POOL

Producer; CDS, 16K £5.95

Author: Mike Lamb

CDS have dona very wall with this
version. It isn’t a classic sinpe or
apot game. Thare are six balls, three
ed, three blue. The cursor moves
round the edge of the tablo with key
5, picking up speed as it goos. A 4-
plock bar indicator is used for
srength of shol, & sensible
arrangement where each key stroke
sdds o block. The graphics are very
good. with neat movemaent and
perhaps the best stopping el fect of
any of the Vsnooker games
gnallabie. One or two player games,
scoring and hi=score, Good value
Machine code

SNOOKER
Producer; Arlic, 18K £5.95
With the minimum space devoled (o
score lines or embellishments., Artic
have produced about the biggest
playing table for thesr game, which is
A classic sin colour, nina red ball
instead of & moving Cursor, the cue
ball rachates a direction indicator
line controlled by the cursor keys,
and the strength of shot is given by
using keys AloZ, The table is
correctly marked with D and spots
Balix pockaied appear in a grean
band at the base of screen and the
score s aulcmatically kept and
displayed al the base of the lable
The ball colours work guite well and
tha movemant s reasonably smooth,
h the balls do stop very
wddanly. Machine code

STRATEGIES

says the dictionary. ‘Is
Beneralshi " the art ol war;
ol an army or armies ina
o amdm:ulninulq
troops or s0 as o Impose upon
the enemy place and time and

gitempl to simulate real ong ina
wide 3 {ahem!] of activities.
and o manage your
whether they be armies old and new,
or an Mi:l‘ﬂ nrlt. force. Mosi
Tw bns are ames,
50 it's important to be ﬁ 'ul‘un'
them lor another canve

STAR SOCCER
Producer: Walson, 16K 05.95
This is a guite differant football
2:1"“ from Foolball Manager by

dictive. and is really a computer
version of those oid football games
whars you controlled your man with
rods and handles. I1's designed for
two playoers, bul since you need
much of the keyboard, quick change
overs are essentiall After loading
you are préesented with a
League of aight well known leams
and a lsague scoring mbke. Having
decided which leam each is 1o play,
the two opponents may select a
playing lormation; 3-2-5, 4-2-4, 4-3-
3, or 4-4-2_The playing fieid now
appaars with all the wbmd

yers of each side Set up ready for
the kick ofl. The 'players’ are not
animated figures, but numbgrerd
squares, unliks the well-known Alari
version. Passing the ball is done by
salecting the player's number lo
whaom you want to pass, and the
gama ratties along with both sides
attempting 1o tackie. interceptand
scora g Goal kicks and corners
are faatured but nod side throws
This is highly addictive to Pll; —i
could even be the end of foolball as
wa know it

TEST MATCH

Producer: CRL, 48K £6.85

This gami should bowl over all
crickat tans (non-fans will tind it all
double-dutch). Fast action with no
wail times makes i A speedad up
vergionof the real thing
Participation s very limited.
howaver, you're allowed Lo salect the
bowlkers in your team and ordar the
batsmen, but from then on the game
runs itsel! automatically. Only in the
evont ol & good midfield shot do you
have to sit up and decide whether
tha bastmen should risk a run or not.
Infact the oods seem pratty good
since the fiolders are not very
accurate long shots at wicket
Features howzzats of bowled,
caught, run out, Ibw, and lollows reasl
cricket very closaly with the
axceplion of Australian bear cans on
the pitch

AIRLINE

Progucer: CCS, 16/48K, £5/0.00
Start off with £3 million and turn in
into £30 million and take over British
Airways. Hijncks, sirikes, crashes
and rising fuel costs all take their
toll 1 you enjoy strategy games
regvolving around empire bullding,
then CCS are the people for you.
Clear tax! and illusiration graphics
Good value lor money

RPOCALYPSE

Producer. Red Shift, 48K £9.85
‘Apocalypse’ is a game of nuciear
davastation. It's a long two-sided
load and a game for 1-4 players. i
can take betweon four hoursand
four yaars 10 play and if you outgrow
the scenario, Red Shift have others
to add on. A large selection of maps
allows the action to 1ake place

anywhare and al aimost any périod
Yousel up the empires, their
cantras, [heir armies and waaponry.
This is & very llaxible game of réal
war sirategy which should keap the
addict going for & long, long tima
Very good value

AUTOCHEF

Producer: CCS, 16/48K £5/£8.00
You have a million in capital and
musl increasa this 1o 25 million in
thi shonest possible time. The
problams you must cope with
include wary sharoholders who are
WAlChing your every move,
assessing your performanca and
who may even lorce you to resign if
you're not doing wall Infiation. a
ilutﬂllh economy and coplous
strikies are other problems you will
face in this lively strat from CCS.
It's all vary well eating fast food, but
how !ast |5 the money?

BATTLE OF THE BULBE

Producer: Chameleon, 16K £5.50
“This is not an Arcads type game
which is over in a few minutes and
tha only facultios 1o bo tested are a
thumb and firing finger!’ it sayson
the inlay, Tooright, The eight-part
load takes aboul len minutas with
treaks to ket you copy the various
town co-ordinales and maps,
without which you can do nothing,
s0a ZX printer is essential, And then
sach move, yours and tha enamy’s
takes Anage as the screen builds up
the image in BASIC. The game
represents the lamous German
thrust against the advancing Allias in
World War |l and claims to
reproduce the German advance
accurately. Your job is 1o try and do
better than the Allies did in preven-
ling it. One thing is certain, the real
Battle of the Bulge has 1o have been
more thrilling than this compuler
visrsion, which is very badly datad

CORN CROPPER

Producer: CCS. 48K £5.00

Okay cornballs, tima 10 gt your
hands dirty down on your 30 acre
farm! There's the buying of seed
crop to do, ploughing, planting.
irfigating. harvesting, storing. hiring
of hands, spraying the bugs and
keeping an eye on the bank balance,
Waeather plays an Imponant part,
and as usual with l‘h-l:’ﬂglmu [
just isn't a doddle Good, clear and
colpurtul graphics

DALLAS

Producer: CCS. 48K 05.00

The name of the city has become
synonymous with oil ano JA. The
object is 10 lake over the Ewing
Empire or be taken ovar by them if
you lose. A map of the Dallas area is
divided into a grid and you are
offered tha option of buying up likely
sites for drilling. You can do surveys
before or after buying, move rigs 1o
thi site, drill, s&t up production and
bulld pipe lines. The more
succesaful you are the morm likely
you are 10 be hit by sabotage and
other disasters. Oil prices Huctuate
all the while, affecting your

elomonts do seem o intruda too
allactivaly.

DICTATOR
Progucer; DK Tronics, 48K £4.85
One of the bést early games Irom
DK. You've jusl become President of
Ritimba. an squatorial banana
republic. Your reign will ba brief and
unanviable How long can you
survive your greedy and hated secrel
polica, bultying army, irriating
guerilias, botharsome commiss.
snot-nose landlowners and revolting
?umntﬂ Money may be borrowaed
rom the Aussians or Amernicans (i
thay fedl like it). As tha game
progresses the oplions run shan
Can you make it to a wealthy axile or
will you die at your post?
Recommended

N @

EVEREST ASCENT

Producer: Richard Shepherd,
48K £6.50

¥ ou have 20 days to reach the
summit of Everest, starting off with
limited lunds (money comes in from
Sponsors il you seem 1o be doin

well, but it isn’t credited 1o you |
you've lo ten Lo buy a radio). You
must hire Sherpas with homely
fames and varying strengths and the
habit of deserting you if you're not
fad proparly. Thei squipmant and
supplies are expensive and they eat
like horses Meal graphics and the
tamiliar prompt menu for buying and
maving about. It takes some getting
into and early axpeditions usually

Inst a short time wntil e plie
what's neéded mosi. A good
Average

EVOLUTION

Producer: Microsphere, 48K L5 05
This is a game about the baginning
of Ia il development 1o dile
You are glven options as 1o whether
lit# forms may evolve or nol. Factors
such as lemperature, competition,
natural disastors and environment
have 16 be taken inlo account. Thare
are two levels, an easy one which
ignores cross-relationships like
plants evolving before ptant-eaters,
and a difficult one whore all the
factors must be right lor a life form
to evoive and survive. I's an
interesting and geologically
accurate game and enjoyable 10
play. The graphics are very simple,
mostly text, Rated overall at 70
pancant

BREAT BRITAINLTD

Producer; Simon Hessel, 48K 05. 35
You are Prima Minister ol Groat
Britain and your ailm i to stay in
power as long as you can. Having
chosen which party you wish 1o
represent you are prasented with the
state of the nation, the rate of
infiation, unempicyment rate,
axchange rate for the pound and
dollar, your populanty rating,
nation's balance o1 the bank and 80
on. Factors aken inlo accouni are
population figures and relationship
of QAP to ehildren, numbear of
compnies in businass, tax incoma
from various sources, expanditure
for the previous year, and the prices
of commoditias. Tha Tl Wi s
1o work towargs the Ganoral
Election and win it. A highly
complox program which takes you
to the thrilts of Election Night — ang
beyond (i you're 8 SuCCess)
Recommended

GEMERAL ELECTION

Producer: Buy-Byte, 48X 06 85
Author | Wason and D Wolll

The object is (0 win more seats in
parliament than your opposition (it's
i realistic simulation anyway ). There
are 100 constitusncies split up into
five regions. In sach region seals are
graded as Very Sale. Safe. Marginal
or Viery Marginal. From the title card
ol Maggie shouting the game’s tithe,
it's all go. Unfortunataly so much of
the game is a dice-throwing board
game and it's baset by piles of
confusing instructions as complex
&3 an axplanation of Einstein's
relativity laws. In the endg, rather
boring 1o play

INHERITANCE

Producer Simon Hessel, 48K 05.95
This is & two part game. Great Uncie
Arbuthnot is dead and you inherit
his entire astate, but first you must
prove yout linancial acumen by
turniing £10.000 into £100.000 in 28
weaks by investing on the stock:
market and the Metal Exchangs. You
can siso gamble at the casino or al
ine races, Only on completing part
one Can you load par two. here you
hawe got the manor nouse plus its
alling sofl drinks factory. The aim is
10 find the secret lormula lor
Paradise Cola and successiully
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market [ha drink whilst coping with
fires. strikes and lravds. The gama is
all text but it moves at a lively pace
and is playabie fram the start

JERICHO 2

Producer: Elephant, 48K £5.55

A text strategy game in which you,
as Joshua, have a go at bringing
down the walls of Jericho. You are
provided with cartain s
implaments ke ballistae, battering
rama, towers and carns, plus 300
men, The art is 1o AN Men 1o
particular tasks while juggling with
the necessities of building further
mage rn?mﬂ. gathering the
material for them, keeping food
supplies up and attacking the weak
points of the walled city. Unfad men
deseri — |1's a tough lite.

JOHNNY REB

Producer: MC Lothlorien, 48K £5.50
Lothloren specialise in batlle
strategy war games which requine
hours lo play properly, involving
mildary units of varying strengihs
and related waaponry. Each player
in twrn is allowed o move some or all
ol his unils their pre=ord ained
number of squanss, and than use
them to attack. The game is sat in
the Amarican Civil War and the idea
is to capture the enemy unit's fl-u?
The'graphics tend to be smadi to fitin
mglhmq and it takés somé tima lo
got the hang of how to play, but once
that's dona there's hours of un f

you like war strategy gamies, It has
proved vory popular

PRINT SHOP

Producer: CCS, 48K 05.00

Another standard from CCS in
wihich r:u get only 12 weeks 10
make tha prafit which will stop the
bank from closing down your
prinling business. Work schaduling.
stalfing, purchasing and estimating
1o chients for their work are aimed to
lest E:I.ll business acuman 1o the
hilt. Each manth you receive a
batance sheel 10 s8¢ how well you
fave doni This is a text game with
option menus

PRIVATEER
Producer; MC Lothiorien, 48K £4.50
itsa price but reflects the fact
thatthis is an updated Z)XB1 program
and iooks ke it A J-phase naval war
me-which gives you command of a
oyal Navy ship lighting French
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Privateers. I 15 a suitable game for
an introduction into the whols battle
strategy ared, but too simple for
hardenad veterans.

REOWEED
Producer: MC Lothiorien, 48K £5.50
A scenario borrowad from H G Wells
puts you in charge of Londons
delence against the invading
Martian war machings, whilst sami-
santiant Aodweed threatens to put
your units out of action as It grows
across the map You have many and
varied units from heavy artillery (o
flamethrowers (used against the
redweed). Your enemy is thrée war
machines and your task is 1o out
think them. Small but elffective
graphics and a menu driven gama
where you and the Martinns take
Fﬂul‘ s ina 'u'l"l' l:l'l'llllﬂﬂ il nar.
iftean skill lavels 1o test your
tactical gbilities. Good value lor this
populargama

ROMAN EMPIRE >
Producer; MC Lothiorien, 18K £5.50
In this cast of thousands it | s tha first
century BC and you am the
Emperor. (A working knowledge of |
Claudius’ might be useful but isn't
essential)l What you have to do s
simply conguar tén couniries which
hate you. and do this wiping out
thair troops (under-paid and under-
trained) with your 90,000 men. There
are nine generals on your side,
Iincluding yoursslf, and 18 legions of
5,000 men each. The idea is to build
up armies from the man, appoint
generals and launch campaigns 1o
persuade the barbanan hordes how
wondarful lite under the yoke can

be. Threo ievels of difficulty

SAMURAI WARRIOR

Producer: MC Lothiorian, 18K £5.50
You are a Samural warrior living
during the Kamakura period in
Japan (1185-1333). There are no
bonus points for kiling Richard
Chamberlain, but there are lor
defeating your opponanis and
surviving inla old age. You can, of
course, Commit Seppuku if you
would rather. Up against you arne six
groups of bandits and ning other
samural of differing abilities, any of
whom may be supérior o yoursall
Challenges and hunts occur in
simple graphics And are nol vary
good Reaults are |n direct relation to
the combatanty’ strengths. Seams
pointless

SHEEPWALK

Producer: Virgin Games, 48K [5.95
This can’t go under an "arcade’
haading and should probably be
consigned 1o the dusibin anyway
Bul if anythingd ame into this
game il 15 a louch of siralegy and &
hell of & lot of luck. Tha object is to
get your glectronic collie dog to hard
# load of shesp into a pan and
prevent them drowning or chompin
the crops. It's all incredibly slow a
tedious to play, and very BASIC.

SHIP OF THE LINE

Progucer; Richard Shapherd, 48K
£8.50

Youan officer in the Royal Navy or
the 17th Cenlury, incommand of a
ahip ol the line in the Meditermnean,
and the abject is o do baltlle with
other ships in order 1o win favour
with your superiors. The ship in
QuUasHion i a cuttar with a crew of 50
Préssing any key gives you & graphic
view of the sea. If a ship is sighted
YOu mMay angages her ar run ould
you engage you are (old the enemy’s
sirengih, If you win the ancounter
you may sink the ship or it may
surrendar, inwhich Case you win
prize mondy. All in all & rather simple
and undemanding game with few
thrills

SMUGGLER

Producer: GCS. 46K £6.00
Author. P A Halnsworth
Tha inlay says that skill, inspiration

and calculatad risk are the main
ingredienis of success. Fiva levals of
play allow you to move and store

oods. buy goods, sl them, buy a

. 3aif t, and conault the bank it

is the 18th century and m-gmil
to amass a fortune of £250,000 by
smuggling goods in from the
Mediterransan (avoiding Ships ol
the Line). Factors to juggie with
include crew costs, commodity
costs, port dles, maintenance costs,
size of vossal and how lar it can
safely ttavel and a1 what loading,
Random alemants include the
waather, which may sink your vessel
Of run it aground, and thare are
always the pnates 1o waich out for,

TYRANT OF ATHENS

Producar: MC Lothiorian, 186K £5.50
Angther text y game from
Lothiorien. it's the fith century BC
and Athens is beset by hostile
armigs and fieets from other
powerlyl Greok states as well as the
Persians. All you have 10 do is
survive long enough to turn Athens
into the most feared state in the
unllirﬂmnnn h',rhl'.lildmg warships,
training troops and fighting batties
by sea and by land. No mention of
democracy hore, and philosophy's
strictly for the clssies. Not one of
their beat games, bul reasonably
playable

WARLORD

Producer: MC Lothlorian, 48K £5.50
This might be seen as a sequel to
‘Samursi Warrior' as it is set in the
same country and the same period
of lime. You rule a smail coastal
village which supports (tssif by slave
labour and by ralding other small
villages. In turn your village may ba
raided by other villages or by the
pirates off the coast Thisisa
considerably expanded gama
compared to " Samurai Warrior
Menu options allow you 1o (rain
troops from your vilagers, set some
aside for land cultivation, hire
marcenaries, attack pirates, rald
other villages, hire samurai and bulld
ships. Texi only game. Average fun,

ADVENTURE GAMES

Adveniure games come in all
and sizes They are fext
:Ihurh graphics are often added,
mes lor a y elfecl,
sometimes as an integral part of the
pame with ciues no In the There
are #iso an increasing number ol
rphl: adventures’ combine
sdventure formal with arcade
graphics. They are all linked by
common theme of a quest. 3 search for
some object or aim through many
locations.

BLACK CRYSTAL

Producaer.: Carnall, 48K £7.50

A mammoth undertaking and one of
tha earliast 'big’ adventures. I
featuras graphics fitling most of the
scroen, showing & map of the
varipus landscapes Choose what
character you want to be and then
wada in 1o light the monslers. Far
oo complex to do justice to in this
space. bul il you are to play it set
aside hours for comempiation of the
book (of nowel one might say) which
explpins everything. Indeed, you are
recommended to save the game al
various stages and think over the
day's events before plunging in
Recommanded

COLOSSAL CAVES

Produger: G P Software. 48K £7.98
Author; Abersoft 4
Alsknown as Adventure 1 by

Abearsofl, this is a traditional :irl
adventure where you must find tha
treasure left behind by a Wizard, and
in which you will meet dragons,
frofis, snakes and other dark
denizens. When the program has
finished |pading the adventura
begins instantly without
instructions, These are available of
command. The gamae is strictly text
only and uses repeat localions when
travelling along, say. a valley.
Finding the cave in the first place s
already an adventure in itsell, and
the whole game may take days, even
weeks to compilete satisfactorily.
Ona of the classic computer
acventure games Recommended.

DEVILS OF THE DEEP
Producer; Richard Shepherd, 48K
£8.50

A 3D graphic adventure whens you
movi your undersea diver along the
sea bed avoiding electric eels and
crabs, collect usatul toms like
harpoon guns and harpoons, knives
and compassas, and Ury 1o collect
tha treasure hidden somewhare,
Thare are 100 screens to be
traversed. The idea '::;ood one but
the graphics are uni ring and
wvary, vary siow. Long load and
minutes to walt if you are killed
before another game may be played.
Below avarage.

DUNGEONS OF DOOM

Producer: Templation, 46K £5.85
This is meant to contain two games
— gither you enter and progreas
down through the dungeons, or you
start at the botiom and try 10 get out.
I thought that it was generally the
case with any adventure IUs meant
1o be a graphic agventure, but the
graphics ar restricted lo black on
grean squares representing the
fO0Mm you are in and the ones noar 1o
it. Monslers appear in text only and
seam dispiritingly easy to kil off
Slow responsas and few thrills make
this a baginnars-only introduction
gama

ESPIONAGE ISLAND
Producer: Artic, 48K £5 95
Artic have produced live lex! IJI'IIE
advenlures 1o dale, letiered Alo E.
This is'D". Despite or because of, the
Iack of pictures, all thelr adventures
are dripping with verbal atmosphere
Thay contaln endless locations,
options, puzzles to solve and are
never afraid of the most obscun or
maost obvious of solutions. Always
excellent value. In this game you am
ona reconnaisssance flight to spy
on an anemy island when you are hit
by fire. Thae adventure begins in the
plane as I} plunges earthwards.
There are many langies with the
parachute belore you reach the
ground — |ust grabbing it and
opening the fusalage door resulls in
a nasty red mess on the ground!
From ther on you must maksa your
way to the haart of the enamy
stronghold, sacure information, and
mlurn to your aircraft carmar in
disguise. avoiding being shot by
ur own side. Biggles lives againi

lear writing and (&st rasponses
combingd with a variable elemant in
replay, make this a very worthwhile
buy. Save game leature.

FAUST'S FOLLY
Producer: Abbex, 18K £5.95
Faust's Folly is buried somewhere in
this congenial game with fast
response {imes and some graphic
additions. Once you have soned oul
thie vocab and lound the antrance (o
the underground complex, it's a
matter of {he correct implemants
being picked up. The computer telly
ou That it lan't very intelligent
whstléver Sinclalr may tell you) and
it may not know which way (s which
without a compass 1o halp. In almost
any location you can go inaight
directions, so don'l get lost. Very
good for 16K




BOLOEN APPLE

Producar: Artic, 48K 8.05

Authar: Simon Wadsworth
Adventure 'E’ is the latest from Artic
and its tille card axplains this text
only adventure wary well — a large
mansion, a ghip and a mountaingus
istand in the distance. LOOks easy
unidl you starl. The objact is 1o find

13 secret objects, lind a safe place io
storé them in and do this through
tons of locations. Finding & key can
be hard encugh, but the key you
nead near tho start of this game is
hidden in a vary obvious place — so
obvious you would never think of
looking there until you sneered after
sniffing the — no | musn’t give any
socrels away. Absorbing!

GREEDY GULCH

Producar: Phipps Associatas, 48K
£4.95

The town of tha title is & ghost 1own
st in the Wild West, deserted now
the gold workings have run oul. But
thane & & mine out in the
nesghbounng deser! which still has a
fortune tucked away. The problem is
1o find the right map, gel somalhing
1o carry water in and fill it, find a gun
for protection and then get to the
ming and back. Whilst not a
massively demanding adventure. il's
certainly an absorbing one. Tha
E:lphn:s show you tha map of

ready Guich itseli, or parts of it
with some location graphics in the
desert Theré are several mysiarious
appaarances by someons you only
s80 oul of tha corner ol your eye
Some problems are simpler to
overcome than you might suppose
— confronted by a crevass and
carrying a plank which wouldnt
bridge il, jumping Across sohead the
problem! Good value

HOBBIT

Producer: Meibourms House, 48K
£14.85

To daté the great adventure, based
on the famous Tolkien novel of the
same nama, which is included lor
the price. This gama has a largish
vocabulary and allows santence wilh
fimk words. Artificial intedligence of a
kind enllvens the action as tho
charactars continus their lives
ragardless of what you do. IT's
possible 10 inter-relale with them 1o
some degrea, depending on thadr
fealings towards you Some aven gl
killad without you knowing aboul it
untll you stumble across their
podios! 've forgottan what the quas!
i, but it's hardly important —
playing the game is. Vary long and
totally absorbing. A classic
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HUMMER HOUSE OF HORROR
Producer; Lasersound, 48K £7.00
Clouds obscure the moon and you
are alone in the dreadiul houss — oF
are you? NO you e nol alone,
there s the mad Chinese cook in the
greasy kitchen fora start ofl, plus
imps, ghows and things that go
bump in the night. Every room is
!.nﬂthm.l; wilh 5nmg|:h|n.g. or
someons who wants you to pass
something on (o Someona oF
something. Simple 3D graphics try
o enlivan the rather ponderous
pace. Average lun

INCA CURSE

Producer: Artic, 48K 05 95

Thia is agventure ‘B’ wall up o
Artic’'s usual standard of text only
gamaes. You are in the South
Amarican jungle, near an, &8 yel,
undisturbed inca Temple. inside
thate is a lot of treasure which you
must find and bring sately out. Being
an Indiana Jones may be of soma
halp, bul pitling your brains agains!
the evils therein s more important
Recommeanded

INVINCIBLE ISLAND

Producer: Richard Shepherd, 48X
£8.50

Authoar: P Cooke

Invingible lsland is the home of Thi
primitive Xaro tribe, Legond has il
(ms they often will) that the Xaro
guard unimaginable lreasures. Your
only help is the last message of
woild famous explorer Dr Chumiey
who said, "First find the seven
parchmants ol Xaro' . HS was nevwer
heard from again. Now IT's your turn
Programs from this company always
seem to take an age o load Whnen it
has you are presanted with a nice
clear e xt and naat location
graphics. Reasonably 1as
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Dept. CN, 22 Ash Church Road, Aldershot, Hants GU14 BLP. All prices
include VAT and p&p (overseas add 55p per cassetia). All Cassoties carry o
iletime guaranies Trade & export anguiries welcome — ring Dave Marshall
0252 518268. Mail order or check your local Compuler storne
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KNIGHT'S QUEST

Pt oy Phipns Asgociates, JRK
(585

A hieh Mice i B fiv i § ;]_-:I iR Yy
By aboul this gama bécausa il i1s
wiitlgn in BASIC. Lots of adventura
s@rriees gre wtitlen tn BASIGC and are
ey good. i 8 irnrla slow g 1imas

| Kneght s LPuss] s n hitla
thun arvd wrorig ned Noweees. o
forgiunnar of their moshbatter
gamas. Somd locations ane simply
Hustrated withsmall graphacs and
e &re 1he utusl assortment ol
Bpelis weaiHons and monalers Mot
all bad bw any méans

WMAD MARTHA

Piodiucer, Miroban 48K 08 05
To prgye hrw much fun a BASIC
W T 1 j;_‘:n'rlr‘:||.".'|'.'-\*_,'HIlIld'1l',-"||'.|l.

¥ | ]
neplo

tHa dormaslic ditty s Fan-pecked
TR . Manfy, siSE your wilgs
gy, Cresp ol of the house

withou! waking baby or ITipping ovar
il wallifng mMogoy. ARd hiave | '||:;|11
Ul onthe town at the Casing gng
e similariy Unsavoury Placks
The problem o thal your wile, dear
Warthn 8 gn oacapeaa trom | iy
the 13tk Part Six 4D, 8 homicidnl
NAMEC With an gad' Good
DCRD LS Ny Ad Bry s bl
program that resembles o word
magrze Getling things in absolulely
the corract grder s the nama of the
JaImn hare E-: it il vOu ane 100 Clirvar

ithere are very tri

kv [iiflé arcade
aquences included. To purisis
thids My be upastting, but ey ac
liwan up tr vienture IF you el
trindd Mad Martha and o .J--.:,-.;.j TRLTTE

ry

MAD MARTHA Il
Produces: Mikrogen, 48K (5 85
Much the dame mix a8 bafora,
axcfnl Bus fime Henry. Maniha pnd
gorra e ol holld Ay in Spain Martha
":'I'\.il.r11|.i-c'j..1_-|u.;|. wailnt caleag "
Wit or-H I{awﬁ.um tha sots out
M r‘-||;‘;n|ﬂ1'. \ T s, [Eaving
Manual L. KeBp an oye on Henty
who'has s sebml rebdezvous with 8
Spanish pappal Hency lives ther

]

bl with Manuel hof on hia bl
Faatures gbull Hghtowith Henry as a
1 atar pttracticn, Not o be mEased!

L1
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MAGIC MOUNTAIN

Producor’ Phipps Associafas, 48K
£4.55

Spak oul tha Boroll of Wisdom in this
text adveniure with incatlion
graphiga. Thern (8 the usual
assoriment af lems and monsiers
balfhing puZrkes and sudden daaths
through ingxperisnce. Raasonabls
graphics and medivm lastresponsa
timas An average oflon

MINES OF MORIA

Producer: Sevarn, 16K (4.85

The Mines ol Moria afe Ihéancient
home ol Durin's folk from Tolken's
Lord of the Aings. Long desered,
the minas contain old hoards of
jewdtds and gold, guarded by the
ancient and avil ferrors ol aarsr
ages. You're insigde — the problem s
gelling oul alive. Mosies include
Trolls, Ores, Balroga or Wargs
Doors can booponed by lorce
spalls or bribary of the door wirds
Spells can bée bargained for lrom
wirprds, Ang traders sell you wound
gittment Conteo] & by the Curso:
kEys, you can gb up and down or Usa
a warp which transporis to olther
locations on a random floor. Watch
ot Tor the two-part lcad. The game
itsail is a mis The screen shows you
a plan of the floor with a st which
tole yau know the level you ane on
ang rodm number GCcupied
weraponty and armodal status
numbar of wounds, strength, gold
colleciod, jpwalis collaclied and
spells @gvisdabie A Hne ® tha boltom
informs you of whal's §oing on and
Asas whetheror nol lofghl on
naaling monsters. Room visiod are
plotied on the map, shawi ng
monators ancountered. |1 becomes
deiticult 1o manopuvre altor a wihila
A reasonable game

MINES DF SATURN
Produder: Mikrogen, 10K £5.95
includes part two — Raturn ta Earth

¥ou're making a routine orbitof
Saturm when a radintion storm
forcan you to crash land on one of
the mogns. Luckily you come down
ngar an abandoned mining base.
HNow you most set off in saarch of Di-
Lithium crystals to retuel your

_standard ship. ‘Roturn to Earth’ gats

you Bagk ih space and landing onan
abandoned and damaged space

= station, logking for a means of

communicating with Earth, Both
AdvEnlufes ars véry standard, with
not many locations and irritating
random slaments over which you
have no control. The games lack
atmosphéra and will not accept
abbreviations making you type
averything oul. Tedious.

PHARADH'S TOMB

Produces: Phipps Associates: 48K
£4.95

Make yoursall rich by plundeéring &
Iunurious Pharaoh’s tomb. Phipps
hava pul logethes a wedl planned and
sometimes amusing adveniung game
here. with text and location
graphics, which are simply but
altractive Rasponses are very (ast
and the atmosphere draws you in
again and again. Good value for
maoney and well worth playing.

PIMANIA

Progucer; Automata, 48K £10.00
Thera's not much 1o be said about
Pimanta, the gamea that launched
ovarnight the insignificant P Man 1o
fame and fortune. The game is
wacky, daft, weird and infuriating by
turns and 10 date the famous prize
worth £6,000 (plus index linking) has
not been won. Although it runs on
siandard adveniure game lines it
takes lateral thinking inlo tha realms
ol higher {or perhaps camg) ant
Siow responses bul thal hardly
matters, Fimania is a dissase which
overcomes most things!

PLANET OF DEATH

Producer: Artic, 16K 06,95
Adventure'A’ finds you siranded on
an align planet and you must lind
your space ship. That's a pretty
siral ghtlorward quest tor onca, but
the route is far from straightforward
Atmospharic and chilling 1o play,
you gat drawn in by the words
Flenty of hazards lo overcome
Goog value

QUEST

Producer; Hewson, 48K £5 95

Find a map hidden in a world
inhabiied by gruesome monsiers
gmrdma thesr terrilory and various
pisces of ireasure. To undertike the
gues! in Question you can choose o
be a widard, & clerc, rogud, fighter
or simplelon, each with his own
gharacieristics and abelities. A split
tex {/graphic game, it has a
raasanably wide rango of
vocabulary. Generally a very good
gamea and a traditional format
adventure with plenty of scope, The
only sorious drawback ia that you
cant play another game. Once
finighed the program quits
parmanantly

SHIP OF DOOM

Producer: Artic, 48K 805
Adventure ‘C’ Inkes you into space
and on & reconnaEsancs lnp your
ship is drawn by a Gravilon beam
anto an alien cruiser. Fred, your pet
android, informs you that the cruiser
I8 n gaarch of humanoid planets 1o
captureé slaves whose brains will be
replaced by microchips. The questis
o find the compuler room and press
the button to switch it off. You want

! THE SOF TWARE GUIDE
THAT EXPANDS EVERY MONTH

1o bé wary In &n Arlic adveniure,
howaver, of switching off too many
computers should you coma across
them. in ‘Planet of h there s a
computer which you may be
tempied to disconnect. Doing so will
dump you into a Sinclair Research
logo!

SMUGELER'S COVE

Producer: Quicksiiva, 48K 05.95

I's 1753 and you are an a hunt for
Blackbeard's lamous tréasure,
higden in a complex of caves on the
north Cornish Coast. The program
burbles away at you in piraieese of
the “Argh, Jim lad, me scupper, thar
‘e be,’ type. The top half of the
screen contains well designed and
instantly appoearing location
graphics, but the game gels
nowhaere. it seems impossible o
beyand the first few locations a
then il ceases 1o be any fun

SPECTRUM SAFARI

Producer. A J Rushton, 48K £5.95
I've bean told that this gama is now
marketéd by C D 5 Micro Systems,
Inany eventitisa mlf and original
mixiuré of arcade bits with
text/graphics agventure which
should keep you on your boes unkess
you're 8 DAD purist. Theidea is lo
take your party of stranded
explorers across an istand infested
with highly intelligent wildlite with
univergily degrees. and beset with
natives who want 10 barter away
thair food and men 1o replace that
eaten by the men or the intalligent
wildlife. Onceyou have visited n
viliage it disappears loraver,
presumably wiped out through lack
of resistance 1o some vile white
man's disease, bul it leaches you
caution in your bargaining, o you're
getting short of explorérs (Ives) in
your party. Losing them all means
death to the player. The main object
is to find the ondy boat, buy it and
sail away from this Magnus
Magnusson madhouse. Every animal
encountered has some problem lor
you; sometimes its an arcade style
situation, sometimes they want to
know the answer Lo a difficult
mathematical problem. If you fail a
mambar of your party gets ealen
Mice clear graphics and a veritable
MGM musical score makes thisa
very enjoyable game
Aecommanded

SUPER SPY
Producer: Richard Shepherd, 48K
£5.50
Cross and recross the world in
search of Or Death’s sacret island
lair. Full of coded messages and
putzles. mysiernous packages,
waitresses holel managers, taxi cab
drivers and the like. Be wary ol
parcels and fowers that explode and
walch out 1or Dr Death’s horrid little
midget. It could be a lively and fun
& 1o play, bul in the ond il sallles

of mére confusion which tends to
wear the player down. If you like this
type of game, probably worth it

VELNOR'S LAIR

Producer: Quicksilva, 48K 5 95
Author Derek Brewsier

No adventure anthology would be
complate without this one. Texi
only, but Nuid, copious Text with fasl
féaponse Limas and a sense of
humour that takes aome of the sting
from the gruesoma tale of terror
which lurks within ihe complex of
Velnor's Lair. There's a clever use of
repeal locations which makes you
think you aren’l getling anywhans,
whian in fact you must kesp anlering
the same command for five or six
slops. The denizans of this
adveniune are a monstrous lot, and
the goblins are mcﬂly indeed, Chose
your character canelully, wizard,
warnor or priest, and watch out for
ilusions, which abound. Highly
recommandad,




*In the cave of very new progr

THIS

 HASTOBE
THE EASIEST

WAY
OF
BUYING
SPECTRUM

SOFTWARE

YOU WILL
FIND!

All you have to do is fill in the form below and send
it off. We still offer a FREEPOST ordering service,
but please remember that it can take three to four
times longer to reach us than ordinary First Class
post. If you would prefer a speedier delivery then
we recommend you use a stamp. Orders
received with a first class stamp will be
despatched within 24 hours by first class post.

ANY OF THE SOFTWARE
REVIEWED IN THIS ISSUE* OF
CRASH MAGAZINE MAY BE
ORDERED BY MAIL USING THE

FORM BELOW.

CRASH MICRO GAMES ACTION ORDER FORM

Telephone Ludlow (0584) 5620.

Please send me the following ticies: Block capitals please!

ammes which may not be avallable from the 1oftware
producer yet. it i3 sdvirable 1o nng firw and check on availabilicy

Producer Amount

i priced are i3 guoted und
inchude VAT Crash Micro
Girnﬂ .ﬂ.ﬂ on make no charge for potage
l:ul.l: alasl T WL El...u:lpt‘

Meise make cheguet or
postal orders payable wo
CRASH MICRC", From
Europe we can accept
Sterling cheques or

pe. pleate write firse

Sub Total: £

Less Discount £

Total Enclosed £

CRASH MICRO, FREEPOST (no stamp required), LUDLOW,

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

Subscriber No,
il applicable

Address

-------------------------
...............................
-------------------------------

...............................

...............

SPECIAL DISCOUNTS

£1
S0P

Only valid until 17-2:-84

SHROPSHIRE SY8 IBR
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This is your opportunity to help create an entirely new
Top 20 chart of Spectrum software. There are two ways
you can do it; either use the Crash Hotline Phone-in
(the phone number is below); or use the coupon at the
bottom of this page and send it to us.

Each month the results of your votes will be collated
and published in the next month's issue of CRASH as
the Top 20 programs voted on by readers,

The mostimportant aspects of the CRASH HOTLINE
TOP 20 is that it will not be based only on sales figures,
as other charts are, which we hope will give many
excellent games a chance even though they may not be
on sale in the bigger chain stores. At present the top
selling charts rely entirely on sales made in the big
chain stores, which do not sell all the games available.

SO YOUR VOTE IS EXTREMELY
IMPORTANT — USE IT PLEASE!

HOW TO USE THE CRASH HOTLINE

Method 1

CRASH HOTLINE PHONE-IN. All you have to do is
ring the number below any time between 8am and 7pm
(Mon-Sat) and ask for the Hotline. You will then be
asked for your name and address followed by the titles
of the five games you wish to nominate in order of
preference.

THE CRASH

HOTLINE PHONE NUMBER IS

0584 (Ludliow) 3015

Method 2

CRASH HOTLINE WRITE IN. Use the coupon below,
making sure you fill in your name and address clearly,
and list your five favourite programs in correct,
descending order. Then pop the coupon in a stamped
envelope and send it to: CRASH HOTLINE, PO BOX
10, LUDLOW, SHROPSHIRE SY8 1DB.

DEADLINE

Votes for the next issue of CRASH must be received no
later than the Wednesday 1 February. Votes received
after that date will go forward to the following month’s
issue.

S S e . e S S S S S S s S S S Y SN S S S . S S— S S —— — — . S — — — — — —

CHASH HOTLINE WRITE IN COUPON

Please use block capitals and write clearly!

| Send your coupon to: CRASH HOTLINE, PO BOX 10,

| LUDLOW, SHROPSHIRE SY8 1DB

A Mewsliald Publicalion

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 nexl 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).

R 8 2 2 0 0 0 e 0 8 0 0 e g otntataiatatotiatetatets

As the CRASH HOTLINE hasn't had a chance to make up a
chart yvet, we provide here a list of the 50 top selling programs

between September and the end of November, based on mail |

order sales. As the chart is taken from a far wider range than
most retail outlets stock there are, as vou might suppose, some
surprises. No prizes, however, for guessing the number one
game — Imagine's ZZO0OM has swept the board, selling twice
as much as its nearest competitor. Watch out in the next issue
for the CRASH HOTLINE — the top games as selected by

You..

1 ZIODIII Iimagine
2 KILLER KQNgG Blaby
33D COMBAT ZONE Artic
4 JETPAC Ultimate
5 PENETRATOR Melbourng
6 TRANZ AM Uitimate
7 JOHNNY REB Lothlorien
BTURBO DRIVER Boss UK
8 TERROR DAKTIL4D
Melbourne House
10 LUNAR JETMAN Ultimate
11 MAZE DEATHRACEPF.5.5
12 ZIP ZAP Imagine
13 MAD MARTHA Mikrogen
14 ATIC ATAC Ultimata
15STAR TREK Neplune
16 VALHALLA Legend
17 DO DO Blaby
18 AIRLINER Protek
19 OSTRON Softak
20 ARCADIA Imagine
21 3D TANX DK Tronics
22 RAIDER OF THE CURSED
MINE Arcads
23 MANIC MINER Bug-Byte
24 TRADER Quicksilva
25 COOKIE Ultimate
26 GALAXIANS Artic
27T VELNOR'S LAIR Quicksilva
28 HALL OF THE THINGS
Crystal

29 REDWEED Lothigrien

0 TIMEGATE Quicksilva

31 FROGGY D.J.L

32 BARMY BURGERS Blaby
33 THE HOBBIT Meibournae
House

34 FIREBIRDSSo/tak

35 PSSST Ultimale
JIEDONOTPASS GO
Workforce

37 3D ANT ATTACK Quicksiiva
38 3D TUNNEL New Generalion
39 SHADOWFAX Postern
40 5STARSHIPENTERPRISE
SI'I\"GISDFF

41 GROUND ATTACK
Silversoft

42 AH DIDDUMS Iimaginea
43 COSMIC RAIDERS
Mikrogen

44 GOLF Virgin Games

45 WIZARD'S WARRIORS
Abarsolt

48 JUMPING JACK /magina
47 COSMIC DEBRIS Artic
48 SPECTRUM SAFARI

A.J Rushton

40 LIGHT CYCLE F.5.5

50 GOLDMINE DK Tronics

My top five favourite programs in descending order

are:

TITLE

I
PRODUCER |

I
I
I
|
I
I
I
I
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4 SOFTWARE QUIZ 3

"HI'I'HI'IQ CESEEHE lnl!f hlurh' li 1) In which game would You expeacl {0 see A

s a Thyrgodian Megga Chrisanthodil?
growing into an Art Form! We're 2) Who was the Manic Miner?

all used to the obscure ‘story line'  3) And where was the mine situated?
h}t now, but ’u’t how much notice 4} Nama the famous ‘Book’ in which the

do you really take of them? To s ol bl E;?SLT::&::F in
find out we have devised a simple  5) Name the three games in which the

little quiz for you based around Forts of Falnon and/or the Xxkraan
arcade i ises Inhw cards. gﬁf:rr: !: r?: ?:15 son Arbuthnot have

All you have to dois answer all 0“0y f0n 8
the questions correctly and send  7) it you've just fought a bioody battie
them to us on a postcardorina across the Plains of Lacenta, where have
letter to this address: you been?

8) Colonel Custard made a guest
CRASH MICRO QuUIZ appearance in what gama?
pD BOK 1.0 LUDLOP} 8) W:arg would you come across the DK Luu K 0 UT FUR
menace
SHHOPSHIHE SYB 1 DB 10} Blue Bearers, Green Chasers, Red
: . Knaves and Dark Knights all confront you N EXT M ON TH s
Entries must be received at the " r::;algf:;m“ o W e
. W
[‘3_;"—":5?;3? secoﬁ? Epst on Friday b Locimpdestoc b v U |Z U N = -
ebruary. The first three 12) I you are trapped on the planet of
correct entires drawn from the Bovryll, where are you?
bag will each receive £25 worth 131 EIJI;TE wir::‘rm;fppealr{eﬂ in mﬁnv wﬂ:‘i ADVENTU BE
. " nown films like "Worm Kong', 'Worm o
?I': SthﬁrE of thEi_r choice, El"ld_ Dracula’, and what well known game?
e resulls andlqmz answers will 14) If you're about to be Bogulised, where GAM ESI
appear in April's issue are you?

YOUR PLANET NEEDS YOU!

Train to save Civilisation by

Subscribing to
® Get your copy

ahead of the crowd r

® Subscribers’ Discount- R

50p. off each )
Crash Micro Mail Order g e S

software item.
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Yes, we all know what it's like to read those reviews of
new games 'Lumally a couple of months after we
y bought the game) and fume because the critic

ll?gad the program when we thought it was pretty
triff, or said it was marvellous when we all thought it

was a load of cobblers.

So here’s your chance to put the record
straight! Think you can do any better? If you
think you can, then CRASH has the
competition for you.

We're Jooking lor reviewers to contribute on a regular basis to the
columns of C AR imporiant principie of our reviews ia that thay
should ba dona by al leas! three people, 30 that the program and the
readars get 8 fair and balancad report. With the quantity of games
appearing at the momenl, it meéans we need quite a few reviewers —
and could be one of them!

All you have 1o do is pick three ma from the list below and
wrile a full scale review of not leas than 500 words, and nol more than
800 words. We hava provided a wide choice of progrgms so that you
should already have had a chance of seeing them. You can pick
games from any of the categories or just concenirale on a single
category (like Adventure for instance), But bear in mind that we are
looking for reviewers who can specialise in the various categories

We are not looking for star ratings or points out of ten, but details
like graphics, presentation, animation, use of colour and sound
sh be included; whether the game was hard to play using just the
keyboard, whether tha instructions were on the inlay care or on tha
game itseif and whether or not they were clear to understand. A
judgement on whether the program was good value for monay
should also be included.

We would preler entries to be typed if possible, but if you don't
have access to a typewriter please make sure your handwriting is
legible. Entries will not be judged on spelling, although it's obviously
important to be litarale

Entries should be received by Friday 24 February 1984 latest and
the resuits will be printed in the April issue. Entries can only be
returnad if accompanied by a stamped addressed envelope

CRASH REVIEWERS COMPETITION ENTRY FORM

All entries must be accompanied by this form (you may photocopy i if you do
not wish 1o cut it out). Please write your name and address in block capitals,
and fill in your three choices for raview,

Software Producer
QCEAN
CAL Ty MMATE

Titles reviewed
1 ’{ﬂ A (>

2_ NETpRAC
3

Send your reviews together with the entry form to:
CRASH REVIEWERS COMPETITION, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
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e ht winner will receive £100 “:ﬂ}h o
i nd the five runners-up i
““*"‘ﬁ :mrlh of soltware. in add .

THE CRASH
REVIEWERS
COMPETITION

Your entry must |
n
any three of the e

foliowing titles:

1ARCADE

i GALAXIANS by Artic

5 KILLER Kgl:‘ﬂ.gr Biab

? ELIPFEH‘I’ 810 by 5 u:: ot

ENTROPODS by Rabpir
g
» gw"rﬂl OR by Molbourng
OOM by Imags

11; JUMPING J.I.élg ;: ima

L MINED OUT Oy Quicksilvg
JETPAC by Liitimara

14 TRANZAM

By Lile
15 FIREBIRDS by Sofes

Catotory 2 AD VENTUR
E
e
by Lasersoyng i v
THE HOBBIT by Meibourng

LS

o

p.hl”"'n

Catetory 3 STRATEGY/BOARD
GAMES

-

‘s uso 1 DICTATORbLy DK Tronics
PECTR 2 DALLASbybyCCS
5 Rushion UM SAFARY by 3 REDWEED n;rLr.-rnm.-wu
MAgi 4 JOHNNY REB by Lothiorien
: Humc HG‘UHT\M'H&V Phipps 5 EVEREST lﬂrCErHTﬂy Shepherd
GREEDY § DONOTPASS GO by Workforce
Ajjﬂf GULBHDP P'.hrbp‘l T EDETFIhTEﬁ‘f bF m‘f*ﬁ”i"
7 MADMA by A 8 ZXDRAUGHTS by CF Soffware
8 VELNOR'SLAIRA, o 22" 9 (any) CHESS PROG by Artic
SMUGGLER'S caps ¥ /chailva 10 Ev‘us-ls-cm!ss by Intelligent
10 E‘Ulckimr‘ SCove by Soltware
. MANAGER &
11 eri‘.'-A: ELE:EHF mg" Artie § :gg;rf?»:u ¢
12 Eﬂ'ﬁﬂ”c DU{‘GEI}HW 12 Eﬁf:T,ﬂ“'T""" LTD by
13 DUNGEON B 13 GO TO JAIL by Aufomats
Tompie ONS OF DOOM by (N 14 FRUIT MACHINE by DK Tronics

i 15 BATTLE OF THE BULGE by

14 QUEST by Hewson Chamelon

15 MAGIC CASTLE by Gilsort




4 SIMULATION
| NIGHTFLITE by Hewson

3 AIRLINER by Probek

ILITIES ;
mﬁ:nﬂm by Quicksilva
7 M-CODER by PSS
4 COMPILER DY P55
4 DEVPAC by Hisoft
§ COMPILER by Soltek O

] AM-IX EDIT by Amersha
7 ASSEMBLERDY .llri'r::

& THE QUILL by Gilsoft 5

g SOFTALKI (or) Wby C
3 ?E;;J"l:;i:l by DK Tronics

12 GRAPHICS CREATOR by

lzmasalt
13 Jinﬂ'unm SSEMBLER by

Oxford GP

Malbourng HOUS®

5 FLIGHT SIMULATION by Psion
i HMEATHROW ATC by Hiwsan

4y ZXED [TOOLKIT) by DK Tronics

NICS by Worklorce
1 ASC A Lo OuRE oA o

Category 6 EDUCATIONAL

T ANIMAL AMAGRAMS by Image

2 COUNTRIES OF THE WORLD

by Hewson

3  TIME by Srail

4 IDENTIKIT by Stell

-] LHTEHHEDM.T! MATHS 1 by
o8d

& INTERMEDIATE ENGLISH 2 by

050

7 QUAZER by Aose

8 FRENCHREVISION by Rose

8 HISTORY 1by Sinciair

‘;U GEOGRAPMY 1 by Sinciair

1

INVENTIONS 1 by Sinciair

12 PATHFINDER by Wedgii

13 -I.LFH!HETby Widgir

14 AB.C, LIFT OFF by Longmans
15 HOTDOT SPOTTER by
Longmans

’

1

Make the spiin second decisions that the Peofessionals have tol

Side 1 features & SUPER LEAGL
between 8 top British sides

Side 2 replays the WORLD cup

'&' . 'r"(‘ir"'nq ‘ >
-ﬁwﬁeaﬁ?«'«g fir?
. i

it's amazing how wo much is

he ACTION gama with the thrills of real football

JE competition

linals

ONLY £5.95

packed into 16K
Available far 77X Spectrum and ZX81
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MEET ROLAND ...

With the games software
revolution recovering from
its Christmas hype it is easy
to forget just how short a
time ago the whole thing
started. After all, many of the

better known software
houses were only formed 8
to 10 months ago which
makes RABBIT a grand-
daddy, having now clocked
up almost two years in the
business. The company's
mascol is director Heather
Lamont’s cuddly toy, Roland
Rabbit, whose floppy-eared
form adorns the distintive
red casseite boxas which
have long been familiar to
Vic-20 owners.

‘We quickly became well-
known for our Vic-20 and
Commodore 64 games’ John
Willan, Rabbit's Sales
manager, told me ‘but we're
less well known for the
Spectrum.’

Rabbit recognised the
potential of the Spectrum
and began producing games
for it three months ago. The
six titles have sold very well,
but their low advertising
profile means they are not as
visible as many other
software houses. 'The
Spectrum programs are very
good and we should be

known for them.,” John
added. MNevertheless,
Heather Lamont reckons

they sell 60,000 cassettes a
month during the low
summer season, a figure
undoubtedly improved over
Christmas

ROLAND GROWS UP ...

Rabbit started life as an
offshoot of Cream Compu-
ters, a

¢. shop in Harrow (North
London) thal specialised in
business micros. One of the
employees wrote software,
and it was the time when
personal compuler games
wereg in their infancy. It

70
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ﬂgﬂi&nmn KEAN discovers that the gamas—

seemed like a good idea to
sell some games by mail
order. It was.

‘We started off doing our
own duplicating,” said John,
‘with very basic packaging —
cream coloured paper with a
rabbit stamped on it and
hand written details.” The
idea took off, coinciding with
the buzz about the Vic-20
and soon Cream had to start
thinking seriously about
their young Rabbit.

The first thing was to
realise that computer games
were going to be big
business for shops, some-
thing the chain stores were
relunctant to recognise
initially. Rabbit hired in a
tele-sales team and began
zapping away. The results
were encouraging, to say the
least, which is why their

ames are now available

rom all good computer
outlets, Smiths, Menzias,
Boots, Laskys, Martins,

Rumbelows and Greens of
Debenhams to name a few.

warrens are full of Rabbits - and they're
breeding fast!

contract with whom they
keep in closa contact. Terry
Grant is the software
producer/director. His task
is to think up the ideas and
work with the programmers.
He decides on details like
skill levels and character
definition, and generally
oversees production. He
seems very young to hold
such a responsible position
but then, this is a young
business, run by young
people, and encouraging
yroung people where it can.
heir early success in selling
games resulted in floods of

programs from young
hopefuls.
'We still get several

programs a week sent in'
Terry told me. "We help the
writers along, even if the
programs are outdated in
concepl.

A problem is thal a lot are
written in basic and need
compiling to speed them up.'
Rabbit heip in this way, and
sometimes a saleable game

The Spectrum programs are very good
and we should be known for them ...’

The second step was to
improve their marketing. ‘We
learn'talot from our dealings
with people like Boots and
Lasky's,” said John. ‘In fact
the talks we had helped both
sides towards retail of
software.’

Rabbit now has less
dealings with the public
direct, preferring to
concentrate on helping the
retailer sell the product
through production of
posters, stickers and an
excellent all-colour cata-
logue. The packaging of the
cassetites has improved
radically too, with colour
artwork on the inlays and the
whole cassette sold inside a
larger red box stamped with
the Rabbit logo. The
marketing exercise is all
aimed to build up a name for

*high quality programs.

ROLAND GOES TO TOWN

Although they wrote their
own software in the early
days, Rabbit no longer has
in-house programmers, but
they do have several under

BRER RABBIT

circuits and trying to evade
capture; the road race game
RACE FUN:; a ‘galaxian’ style
game called PHANTASIA;
their excellent version of
FROGGER; a particularly
fast creepie-crawlie CEN-
TROPODS; and the quirky
QUACKERS — a fairground
duck shoot. These six have
been joined by further
games since Christmas.
‘The main thing,' John
firmly told me ‘is to have an
original program. Originality
is the way the market is
going.’ But originality comes
to nothing if the product is
not available for sale and
duplication of tapes is the
biggest headache at the
moment. Chain stores are
getting very worried about
the situation because after
accepting a litle they are
finding that the software
producer has difficulty In
maintaining stocks. Heather
Lamont and John Willan
have now formed a new
company called Copy-Soft.
The two directors have
invested large sums of
money in the latest American
high quality duplicating
equipment. Copy-Soft is
quite separate from Rabbit

Heather Lamont and the company mascot, Roland the Rabbit

comes out of the effort.

The rsults, as far as
Spectrum games go, is
impressive — six games in a
short space of time. There is
the fiendishly mean ESCAPE
MCP where you are pitted
a?mnst the micro processor
of your Spectrum, lost in the

and will offer a full scale
service to all software
houses, including Iinlay
design and printing, right
through to bulk copying and
delivery. Rabbit won’l
receive preferential treat-
ment it seems, but il must be
nice for Copy-Soft to know

i

i




overseeing Rabbil's programmers

they'll be handling at least
60,000 cassettes a month
right offl

ORC
| BEOEIWTE

ROLAND LOOKS TO THE
FUTURE ...

Rabbit may be a grandaddy,
but it is looking forward to a
long future in a business
which is barely beginning
yet. New plans for future
promotions are in the
pipeline. But | wondered
what John thought of the
Prism plans for distributing
software direct throbgh the
telephonelines to high street
outlets like Rumbelows. The
software houses won't allow
it,” he said immediately and
then added, ‘and | wouldn't
want to stay in this business
if it happened.’

He feels that Prism have
overlooked the fact that
games players want {0 keep
the programs they buy. The
Romox system Prism wants
to use was tried in America
— and it failed, John
maintains. Part of the
problem is that you buy a
game and then take the
cassette back later to have it
over-recorded with another
program, which means you
cant ‘revisit a game later

AWild Ape in

Leicestershire

LLOYD MANGRAM travels to the

wilds of

Leicestershire and

discovers a Killer Kong on the
loose in the quiet town of BLABY.

When you arrive at its small
centra, the town of Blaby
seems to be little more than
an undistinguished suburb
of Leicester. Yet at the very
centre, on a corner of the
crossroads, is a white-
ironted shop bearing the
legend Blaby Video &
Computer Games. Outside it
a!l looks normal and
respectable. Inside is
another world, for it is from
this building that Killer Kong
and Barmy Burgers were
released on an unsuspecting
world.

As you pass through the
door, the everyday noises of
traffic and chattering
pedestrians are replaced by
the beeps and gurgles of
computer games. One half of
the shop is all video, the back
half is given over to games
for a wide variety of
computers. It's hard to dis-
tinguish between customer
and sales lads, since both
appear to crowd onto the
counter to get a better look at
the screens.

In a remarkably tiny office
behind this cacophony of

‘Originality is the way the market is going.’

without paying again
Another problem Iis the
simple fact that software
houses have worked hard to
creale an identity for
themselves through their
casselie inlays, and with the
Prism system ail you get isa
blank cassette.

John Willan, Heather
Lamont, Terry Grant and

Roland Rabbit think that the
customer's best protection
from second-rate games isto

sound and colour, sits the
warden of this particular
asylum, Mr John Balliss.
Cassette inlay cards cover
the walls like the photos of.
film stars in a producer's
Hollywood office. In a sense
thase cartoon characters are
the stars, High Rise Harry,
Do Do (and the Snow Bees),
the Kosmic Pirate, all look
down on me as | find a place
to sit amid the heaps of
cassette boxes. John sweeps
them aside for me and a seat
becomaeas visible.

‘We devote all the space

buy from software houses
they know. At the momaeant
the best guarantee of quality
is provided by the entire
packaging of a game. |t
seems natural that software
houses who care about their
product shouid want
customers to know who
made the game.

Meanwhile, Rabbit are
looking towards new
warrens 1o conquer

hare 1o that's

the shop,
where the work gets done,’
he tells.me without a trace of
apology in his voice.

Blaby Computer Games

cameé Intd existence in
January 1983 when John
Bailiss, who already owned
and ran a successful video
business, realised the polen-
tial of computers, especially
the ZX Spectrum. At the time
there were few other com-
panies in the field, producing
games for the Spectrum, and
it seemed like a good idea.
Two young enthusiasts, 16-

A Newslield Publication e
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year-old Gary Sewell and
Gary Casewell submitted
their ideas for John 1o
market, and the result was
three games, Gold Digger,
Conlusion and the popular
Chopper Rescue.

‘Admittedly it was the
wrong time of year as the
summer was nearly upon us,’
he says, looking back on the
worst year yel for the
computer business. Hot and
long summers are always
bad for scltware

But with a further six
games on the verge of
completion the young

company ploughed through
the holiday period. "We
placed advertisemenls in all
the popular compuler
magazines throughout the
summer months and soon
anguiries started to come in
from home and abroad.’
Blaby was one of the firsl
software producers, to my
knowledge, to make up a
video cassette with all the
ames being played on il
he video was well
produced, showed the
games, sheel by sheel, very
well and above all, allowed
the sound to be heard at
volume. On séeing this vidao
for the first time | was
#stonished at the graphics,
sound and games. There
seemed to be s0 many and
yetl they were not appearing
in any top selling charts. In
the space of only a few

?2 A Newshinld Publicmlion

months that has all changed

'Our games are now being
produced under license in
iceland, Denmark, Spain,
Austria and Holland,” John
says with evident satis-
faction. 'And Barmy Burgers
has just been accepted by
W H Smith. We hope it's the
first of many of our games.'

Blaby now has a distrib-
ution network throughout
the UK and mail order is
taken care of from their
shop

The first serious hint of

Games avallable from Blaby
Do Do (and the Snow Beoes)
Kiter Kong
Barmy Burgers
Kaosmic Pirate
High Rise Harry
Ch;)ppr‘r Aescue
Goid Digger
Shutile
Confusion
Gotchp

Piuggn

interest from the home
market came at the 8th ZX
Micro Fair at Alexandra
Palace towards the end of
the summer holidays, when
over 7,000 people crammed
into the sweltering heat of
the plastic pavilion in one
day. Blaby had a large stand,
packed with screens
showing the various games
It was hard to move aboul
anywhere within the
exhibition area, but around
the Blaby stand it was
impossible. Barmy Burgers
and Killer Kong were going
through their paces non-
stop

‘That was a huge success,’
Jonn ratiects happily. ‘We
had lots of orders and
enquiries from home and
overseas.’” It was also
fulfilment because in one
place the public were
echoing the praise of several
good reviews for the games

In my own humble opinion,
Barmy Burgers is as good as
its arcade counterpart,
better than the Alari version,
while Killer Kong Iis
undoubtedly the best Kong
game for the Spectrum. High

ise Harry isanamusing and
very difficult painter game,
and an earlier success,
Chopper Rescue is still
among the most difficult
games available in Spectrum
software,

‘New games are always in
the pipeline. We work very
closely with the team of pro-
grammers, some of whom
live locally. In fact, they
somelimes work in the shop
behind the sales counter.' Or
even on the sales counter if
it's crowded, | remark,

The two latest Blaby

ames are Golcha and

fuggit. Golchal, a cops and
robbers game is described
as extremealy tricky and not
for beginners, and Pluggit
has a lost IC chip trying to
get back to his socket deep
inside ‘Uncle Clive's' com-
puter. (Both games are
reviewed in this issue). The
exploits of robber Ernie and
the IC chip proved very pop-
ular with ithe crowds at trie
8th ZX Microtlair in
December

The company is now busy
at work on new games for
early this year and John tells
me that before long their
programs will be available on

micro drive and ROM
cartridges.

Meanwhile, all attempts to
cage the Killer Kong appear
to have failed — it's eating all
those Barmy Burgers that
drive him wild He'll be
content with nothing less

than world domination of the
Spectrum software market
and he seems to be dragging
the willing Blaby games
along with him.

OTCHA’

SPECT RUM 3 R

Barmy Burgers is available

al W iH Smith. All games may be
purchagsed from Blaby Games,
Crossways House,

Lutterworth Road, Blaby, Leicester,
ar irom Crash Micro Mail Ordes

and many other computer outlets




=pviele—

GALACTIC
WARRIORS

Producer: Abacus
Memory required: 16K
Recommended retail
price: £5.95
Language: machine
code

Author: Michael Lee

Galactic Warriors follows a
familiar scenario; alien
hordes threaten the galaxy,

our mission is to save the

arth by manning three laser
bases (by which they mean
you have three lives of
course), The aliens will not
risk their big cruisers against
you, so instead they release
a load of attack craft, armed
with missiles.

As a game type this could
be said to be Centipede as a
Space Invader. The mother
ship zips across the top of
the screen spewing out the
little green attack craft in a
ragged line. Their major ob-
stacle is all the space debris
dotted about at random,
asteroids in fact, which re-
place the centipedal mush-
room forest. If an attack craft

touches one it changes
direction. So the line of
aliens zig zag down the

screen, their line gradually
breaking into individual seg-
ments, until they reach the
bottom and your laser base.

As in centipede games you
can shoot away the aster-
oids. There are two types,
magenta ones and red ones.
The magenta require two
shots and the red only need
one. When you hit an attack
craft it turns into a magenta
obstacle. Additionally, the
alien missiles also destroy
the asteroids. Apart from
your laser the base is equip-
ped with a force barrier but
when this is employed you
are not allowed to fire the
laster otherwise you blow
up. The barrier is effective
against contact with analien.

CRITICISM

'This is a well presented
ame with good instructions.
n fact it's an updated Space

Invader type. The graphics
are good and so is the sound,
but the colours could have
been brighter,’

‘The “Attract Mode" is well
thought out, cycling auto-
matically through the points
table, game demo, Hall of
Fame and back to the title

Centlipede meels iInvaders in GALACTIC WARRIOR.

page. Graphics are one
character size but detailed
and smoothly moving. Al-
though the laser base only
has to move left and right,
you are not allowed to fire
whilst moving and there isn't
a continuous fire. Lack of
continuous lire is no
problem but | would have
preferred to be able to move
and lire at the same time. A
good game with loads of
playability.’

‘The whole presentation is
very effective, everything
organised just as if it were on
an arcade machine. Good
colours, lots of sound and
fast moving at all three
speeds. The tunes pilayed
between each life are long
and could get irritating, but
they seem to have thought of
everything, pressing ENTER
stops the tune dead and gets
the game moving again.’

COMMENTS
Keyboard positions: good,
Q/W left/right, P fire,

SYMBOL SHIFT barrier.
Joystick option: none
Keyboard play: responsive
Use of colour: mixed recep-
tion, two approved, one
didn’t

Graphics: good

Sound: very good

Skill levels: 3

Lives: 3

General rating: good

Use of computer 60%
Graphics 65%
Playability 70%
Getting started 73%

Addictive qualities 70%
Value for money 65%
Overall 67%

GANGSTERS!

Producer: CCS
Memory required: 48K
Recommended retail
price: £6.00

Language: BASIC
Author: P Boulton

As their name suggests,
Cases Computer Sim-
ulations (CCS) specialise in
simulation and strategy
games. They had two hitls
with Dallas and Corn
Cropper during 1983, and
are now following up with a
number of original ideas
based around the notion of
turning some money into
lots of money. Gangsters/is
set in the heyday of Al
Capone, but the Windy City-
is now called Spectral City.

After a lively title page of
splattered gunshots you are
shown a grid of the city with
the various joints of four rival
gangs marked on it. The
gangs, identified by the
colours blue, red, magenta
and green, each have a
selection of Speakeasies,
Distilleries, Casinos and
Brothels. They also have
gansters in varying numbers,

and the gang as a whole has

a morale value which dips or
rises as the gang's fortunes
go up and down

After selecting a skill level
(which dictates how much
money you will be given at
the start), you're shown the
Gang Strengths Summary
This tells you how many
joints they own and how
much money they have
banked. Depending on the
level of play chosen, your
money appears at the
bottom. You may then buy
up casinos, distilleries etc.,
followed by the number of
gangsters you want and a
personal protection factor to
help prevent anyone
bumping you off. It's worth
setting this quite high!

Now the game really
starts, following the custom-
ary pattern of strategy
games, where you are
offered a stream of unenvi-
able decisions; there's The
Thorny Question of Bribes,
which lets you keep the risk
of arrest to a minimum, or
have a go at shopping a rival
gang member; there's Raid
Rivals assets in which you
select the gang to be raided
and then use the cursor keys
on the map to select the gang
to be raided and their partic-
ular joint, and the number of
gangsters you are going to
take. The report shows the
percentage of damage done
and the cost of the repairs to
the rival gang. Of course if
you do raid someone, they're
as likely to raid back and cost
you. You can aiso opt 1o
murder a gang leader, in
which case a menu of five
killers and their rate for the
job appear (avoid Bugsy
Spitoone—he's expensive
and incompetent!) Now and
again the law has a go at you
by arresting one of the gang

| think I'm aboul lo lose & Brothel...
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You can have a go at bribing
the Attorney or the Jury if
you have the money left.

In the end it's a quastion of
taking over the other gangs
by killing off their leaders, or
one of them taking you out.
Income is earned monthly
from your various operations.

CRITICISM

'‘Gangsters! makes a nice
change from lasering aliens,
and it's the sort of game
several people can join in. |
had a go at shopping all my
rival gang bosses but the trial
results were all Innocent!
The inlay suggels you
should be ruthless—so per-
haps it's no different from
zapping aliens after all.’

‘There seems to be more
datail in this game than in
their previous Dallas. The
responses are quite fast too,
although | can't help
thinking that some machine
code would speed up the city
map. Intaresting 1o play.’

‘The Moral Majority are
hardly likely to approve of
this game what with teaching
people how to run brothels
and what else! Having said
that, itis a pretty good.family
game, though | can't see
these sort of strategies as
very addictive.’

COMMENTS

Keyboard play: siow

Use of colour: good
Graphics: slow to build up
but very clear

Sound: useful

Skill levels: @ :
General rating: good

Use of computer 50%

Graphics 55%
Playability 60%
Getting started 63%

Addictive qualities 53%
Value for money 70%
Overall 581L%

BRAIN
DAMAGE

Producer: Silversoft
Memory required: 16K
Recommended retail
price: £5.95
Language: machine
code

Author: | Morrison & D
Anderson

We're deep inside the com-
puter again, but the first
flush of youth seems to have
vanished. ‘| was just hanging
around, on standby as it
were, logic levels at an all
time low. my printed circuit
bored — my keys depress-
ed.... it says on the inlay!
So, welcome aboard, but
this bored computer still has
the edge over a mere arcade
player. You're in control of a

tank inside the varied maze
of the circuit boards (or is
that boreds) and hot on your
tail are a variety of electronic
cratures such as the Electron
Panzer — not very bright but
fast, the Marauder and the
Centurian, smarter still, and
the Rogue Program. The
object, quite simply, is to hit
one of them to get to a new
level. It's a measure of how
fast the game is that even
with only one hit to concen-
trate on, it's not easy! You
can only fire one blast at a
time but the laser ricochets,
which can be useful. A com-
plex array of control key
oplions allows you o move
up, down, left and right,
rotate the gun turret and fire.

CRITICISM

‘The great trick with this
game is to fire and run,
Standing still can sometimes
mean a successful shot
reaches the target just

LAY R

Playing video games may lead lo BRAIN DAMAGE.
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behind the target's success-
ful shot at you! Rogue Pro-
grams can't be hit, so just
avoid them like the plague.
Not only dods everything
move fast in this game, the
screens change at an ama-
zing pace if you're quick at
%ﬂﬂing in a successful shot.
uite addictive.’

‘Good packaging, and an
excellent title page for
Sliversoft with the twinkie on
the §. The graphics are large
and quite well drawn. Over-
all, well up to Silversoft’s
usual standard but not quite
as addictive as | would have
expected.’

‘Certainly a good maze
chase t of game and very
fast. ontrolling is quite
difficult — even using a joy-
stick there are three keys to
press. The ricocheting
bullets are superb.’

COMMENTS

Keyboard positions: 3 differ-
ent keyboard options
Joystick options: Kempston,
Protek or AGF
Keyboard play: responsive,
rotation very fast
Use of colour: average
Graphics: good
Sound: continuous and

ood

ill levels: 3

Lives: 3
Screens: multiple
General rating: good

Use of computer 75%

Graphics 70%
Playability 70%
Getting started 62%

Addictive qualities 70%
Value for money 68%
Overall 69%

GRAND PRIX
DRIVER

Producer:; Britannia
Memory required: 48K
Recommended retail
price: £5.95
Language: machine
code

Author: Chris Weber

There have been some
amazingly realistic race
frack games in the arcades.
Newcomers to the personal
computer are probably most
bitterly disappointed when
they see the state of theartin
the computer car racing

We've always noticed that
any program which promises
a race track like Turbo
Driver, Race Fun or even
Ultimate's Tranz-AM, always
sells well. Obviously these
games are popular and
everyona's searching for the
one that will look like the
arcade versions. Of course
the limitations of the
Spectrum prevents any
serious comparison being
made, but the art of
programing is improving
enormously and perhaps it
won't be too long before
someone really does
approximate the arcade.
Meanwhile, we'll have to
make do with what we've got!

And after that preamble on
to Grand Prix Driver, This is
the first program o have a
serious go at giving a real 3D
effect of the road winding
about and with a moving
horizon. It isn't in the solid,
glowing colour of the arcade
original, rather more the
colourad outline drawing of,
say 3D Combat Zone — well
a little bit more filled in than
that.

You're _controlling a
formula 1 racing car against
30 other cars, controlied by
the computer. Naturally the
idea is to overtake and avoid
crashing with the other cars
and be the first one to cross
the finishing line. To make
life more difficult there are
oil patches dotted about on
the road. If you manage to
pass the 30 cars and remain
in one piece a little man
appears waving a chequered

flag.
As our reviewers soon
found, there are some

idiosyncracies in the game
which rather spoil Iis
attempts at realism, and
while they all found the
program to be interesting in
itself, they agreed that once
mastered it loses much of its
point.

CRITICISM

‘The keyboard positions are
sensibly laid out, the colour
is well used and the 3D effect
of the road is good. | thought
the sound was poor — only
engine noises. The only
trouble is that once mastered
there seems to be little point
in playing the game again.’
‘I found the overtaking was
rather diflicult because the
other cars are unpredictable.
There is some form of
indication at the bottom of
the screen which tells you
which way a  particular
coloured car is likely o veer,
but it's obscure and | found it
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Burn rubber and become a GRAND PRIX DRIVER.
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unraliable. In fact overtaking
can only be done by slowing
right down (honast). If you
do crash (I did often) the
explosion seems (o go on
forever. The game has a
danger of becoming quickly
repatitive and loses interest a
bit.*

‘It seems a pity that a fast
racing game has to be
brought to a near standstill
every time you wantto passa
car, That tends to spoil the
fun, skill and ruin the sense
of realism which is otherwise
very good. | got the feeling
that this programmer has
another and much better
game up his sleeve. In the
meantime, it's still the best
looking road race game |'ve

COMMENTS

Keyboard positions: Caps
Shift/Z left/right,
Symbol shift/space

BYTE

Producer: CCS
Memory required: 48K
Recommended retail
price: £5.00

Language: BASIC
Author: O&S Ben-Ami

Byte is a text adventure. The
object is to enter a three
dimensional maze to find the
ten computer circuits
needed to build a computer.
The inlay card specifies the
ten circuits to be found, and
they may be lying about or
hidden in boxes or caches.
As well as the electronic bits
and pieces there are also
monsters sent to get you b

the greal computer BYTE.
These can be despatched
gither with bribery or by
fighting them mentally or
physically. Mental batties
take the form of a spelling or
maths test. If you choose a
physical combat. this is
shown graphically, for
instance.a bow and arrow
which you must position to
aim at the monster. If you

brake/accelerate. Quite well
laid out.+

Joystick options: Kempston,
Sinclair Interface 2 ;
Keyboard play: responsive
Use of colour: average
Graphics: good, slightly
shaky on character scrolling
Sound: mixed feelings from
poor to good ()

Skill levels: one

Lives: four

General rating: fair to
average

67%
56%

Use of computer:
Graphics:

Playability 57%
Getting started: 65%
Addictive qualities: 50%
Value for money: 35%
Overall 55%

miss the monster has a go.

Before entering this maze
of words, you must select a
skill level. There are seven
with level one having only 27
rooms and level saven
having as many as 125. You
must also decide just what
computer you are going to
build ranging up from a
Jupiter Ace (they'll have to
update that onel) to an IBM
PC. The ZX Spectrum comes
in at number three, by the
way.

CRITICISM

'The Iinstructions are
rather complicated to follow
at first what with the com-
puter you want to build, and
a complicated set up called
TRAITS. But once into the
adventure it is fairly con-
ventional. Instead of the
more common scrolling up
of text and input commands
this game presents you with
a description and a 'press
any key' cursor, it then tells
you what you can see in the
room, your traits (stengths)
and an entercommand in the
centre of the screen. Simple
abbreviations may be

30 SPACE
WARS

Producer: Hewson
Consultants

Memory required: 16K
Recommended retail
price: £5.95
Language: machine
code

There is now an established
tradition of cockpit view
games for the Spectrum,
some of the Star Trek pro-
grams may be included,
Galaxy Aftack from Sun-
shine Books, Spawn of Evil
from DK Tronlcs, and of
course Timegate from
Quicksilva are all of the ilk.
3D Space Wars by Hewson
Consultants is a worthy
addition. It does not boast
the complexities of a Star
Trek game, but on the other
hand it offers a more rapid
encounter with the enemy
and is more of ashootem up.

The inlay tells you that you
have taken command of your
world's last fighter-killer
spacecraft, and naturally itis
only you who can prevent
the ultimate disaster —
destruction of your civil-

entered which saves all that
typing in.'

‘For what is largely a text
adventure, this has some
very colourful lettering, but
the constant use of reverse
flashing gets a bit tiring on
the eyes afte a while. The
gamae itsell is a standard type
adventure, but on meeting
monsters you do seem fto
have a fair chance of sur-
vival. | suspect that the
technical terminology ol this
game may put off a lot of
people although a technical
knowledge of computers is
hardly essential. A reason-
able adventura genearally,
with plenty of skill levels.’

‘I think the story is novel,
unfortunately the pro-
cessing of commands seems
unnecessarily long-winded,
and after a while it becomes
irritating. Good use of colour
though.'

isation by the unscrupulous
race of murderers called the
Seiddab. Now read on...

CRITICISM

'There is very little setting
up in this game, the minute it
starts the enemy are there,
massed right in front of you
and attacking, so there's
none of the complex cross-
referencing which makes
many other similar games
more stralegy than aracde.
The cockpit view is wvery
good, with moving star back-
grounds thal give you a
directional indication. Below
the viewscreen your in-
struments are simple and to
the point. A galaxy map
shows the Seiddab cluster-
ing, and spreading, fuel and
spead are shown as bar
codes. Projecting into the
viewscreen you can see the
nose of your craft and its
iwin lasers. These both fire
with wvery salistying per-
spective beams which meaet
at the centre of the cross
hairs. The Seiddab craft
themselves are well drawn
and move in three dimen-
sions. The object of the
game, naturally, is to get rid
of as many of the enemy
before they get you. There
are refuelling points inspace
which you must locate

COMMENTS

Keyboard play: reasonably
responsive
Use of colour: very good

Graphics: clear,
drawn when not text
Sound: average

neatly

Skill levels: 7

General rating: avarage
Use of computer 70%
Graphics 62%
Playability 53%
Getting started 50%

Addictive qualities 52%
Value for money 58%
Overall 57'%%
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before your power runs oul.
Very playable.'

‘The graphics give a good
3D view and the game is
quite playable on the early
stages. Successive waves of
atttackers are more destruct-
ive than the last and it gets
quite difficult. One drawback
is the fuel supply — you have
to keep an eye on it, and it
does run down quickly. The
game is good for 16K."

‘Movement and control of
yaur ship is very smooth and
positive, compared to say,
Timegate. Half the fun of

playing is to become skilled

at centring the enemy in your
cross hairs. To do it
accurately takes practice. A
lot of playing appeal but |

didn't think there was quite
enough going on in the end
to make it totally adddictive
to play.”

COMMENTS

Keyboard positions: large
range of options including
cursors, six keys in all used
Joystick options: AGF,
Protek, Kempston

Keyboard play: responsive

Use of colour: good
Graphics: Rn 3D view
Sound: qu

Skill levels: 1

Lives: 1, defences worn

down gradually
General rating: good

Use of computer '82%

Graphics 69%
Playnhility 70%
started  73%

ctive qualities 64%
\I’llua for money 70%
Overall 68%

Transversion

Producer: Ocean
Memory required: 16K
Recommended retail
price: £5.90
Language: machine
code

Author: C Urquhart/N
Pierpoint

Ocean have been quite
consistent in their games,
bringing out a series of well
written and well designed
programs on traditional
themes. Transversion is
probably one of their best
yet, combining those two
important qualities of any
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good arcade game, simpli-
city of idea and the sort of
addictiveness that would
keep you pumping in your
money if you were in an
arcade. It is also neatly
packaged with an exciting
inlay, and perhaps the first
on-screen title that actually
looks like the cover of the
cassette.

THIS IS WHAT YOU DO

You are Captain of the
Elimax and your mission isto
enter the Galactic Grid and
eliminate the alien pods,
passing over them with your
Raydon field, Fortunately
the Raydon field is a very ad-
vanced piece of tuchnulngy
so there's no firing to take
care of. Like Q 's
Gridrunner, a bright red grid

opens uI: before you — the
Galactic Grid — but
fortunately the similarity
with Gridrunner ceases
there. The jpods, which are
alien spawn in reality, appear
as bright blue dots arranged
in symetrical patterns over
the grid, and the Elimax
appears in the centre.

The alien Guardians can
be seen on all four edges of
the grid, top, bottom and
both sides. These move con-
stantly along their axis, firing
very solid looking missiles at
you. Should you remain
stationary, or travel along a
single grid line for more than
a moment, the aliens will line
up and fire — they home in
instantly. At any one
moment you can find
yourself having to dodge
four missiles.

In fact the travel speed of
the missiles is the same as
your ship, and not particular-

ly fast, but the effect of
having so many on screen is
quite unnerving.

The arrangement of the
pods on the grid is critical
too. Ones which are
patterned in spirals mean
wasting lots of time clearing
them up — ones in straight
lines tempt you to clear them
up at a run, which means the
enemy can home in on you
before you know it. Losing a
life means having to start all
over again on thatgrid. If you
clear the first sheet, the
second (it alternates
between every other sheet
from then on) is a green
spawn arranged in a spiral
and very close to the sides
where you're in the most
danger. Bul more points are
awarded for each pod
aliminated, so if you lose a
lite here, you're almost
certain to get to the third
sheet, and so on,

GENERAL

The packaging is excellent
and the cover picture des-
cribes the nature of the game
very well. The inlay contains
detailed loading and playing
instructions, which are

repeated on screen, Control
“/ﬁ are Q/A = up/down,

= left/right. There is a
hold and mntnrt function.
Several joysticks are catered
for in the screen menu. On
screen scoring and hi-score
are shown, alung with grid
level and lives left. j

CRITICISM

‘The graphics are small and
simple but they move very
well.’

‘As far as the graphics go, |
don't think any improvement
could be made. It has
excellent keyboard layout
and the program is wvery
rasponsive. It has a good use
of colour.’

‘The colour was nothing
special, bul the keyboard
layout is good and easy to
control. | thought the sound
was very good.’

‘Well used sound effects,
with some recognisabie
funes.’

‘The graphics, though
simple and small, are to the
mnt and very smooth.

is continuous sound
and the tune “Congratula-
tions” if you make a new hi-
score. | found the keyboard
positions so good, that they
were easier to play with than
a joystick. This is a very nail-
biting game and addictive to
a danger level! | also found
the graphics to be extremely
“accurate ', in the sense that
you can almost brush a
missile and not lose a life —
none of the “but it didn't hit
me" arguments here.'

‘A game that will not be
tired of easily.’

‘A game to come back to.’

COMMENTS
Ittgoard positions: very
o

g

Joystick ons: Kempston,
Quﬂuhmﬁﬁ Protek
Keyboard play: very easy
and rsponsive

Use of colour: mixed
opinions, nwra?: to good
Graphics: excel

Sound: very good

Skill levels: none mentioned,
but it does get harder

Lives: five e

recom munded' oy

Use of computer: 95%
Graphics: 70%
Playability 83%
Gsttin? started: 85%
Addictive qualities: 90%

Value for money: 75%
Overall: 83%




The most fantastic range - =
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Games avallable at selected Branche
W.H. Smith, John Menzies Rumbelows,
Greens and all good computer stores.

Please send me cassette /s Goked Delow
B/ | have enclosed cheque/P.O. for €
| Firefiash for ZX Spectrum £5.95
Galactic Warriors for ZX Spectrum £5.95
Protewus for ZX Spectrum ES.95
Sentinel for 2X Spectrum E5.95

| Munnery’'s Mergatrolds for 2X Spectrum 48K £5.95 _

| Avenger for ZX Spectrum and 281 £4.95
0 Super Digger for ZX Spectrum £8.95

| Moon Lander for ZX Spectrum €4.95

| Protector for ZXB1 £4.95
[l Bug Battie for VIC 20 £4.95
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Introducing five great new games from
CCS guaranteed to give you plenty of
trouble.

You'll get no peace in the prohibition
days of Gangsters - if the cops don't get
you, your rivals will. Try keeping your
head above water in Brewery - a game all

about liquid assets. We'll try our
hardest to sink you in Plunder -
a world of Elizabethan piracy. And

we're sure Battle 1917 is more than a
match for anyone - it should be - it won
the Cambridge Award.

As if that's not enough, we've even

Tt A

BREWE;W

GET_LIQUIDATED!

created Abyss - a feast of excitement
and hidden danger for those who dare
defy the evils to be found beyond the
Mountain of the Golden Lion.

So if you want trouble - we've got
the games.

All available for Spectrum 48K at £6
(Abyss £5). Selected titles available
from W.H. Smith, Boots, Rumbelows,

.Greens and all good computer shops
or

Cases Computer Simulations Ltd.,
14 Langton Way, London SE3 7TL.

i STRATEGY GAMES

o -

€L Strategy Games.
S They're no pushover.

T8 A Newsfield Publication
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MRS MOPP

Producer:
Computasolve
Memory required: 48K
Recommended retail
price: £5.50

Language: machine
code

Author: Tina Billet

Mrs Mopp has two differ-
ences to the wusual, it's
written by a woman, and it's
original in concept — at least
asfaras computer games go.,
if you're a housewife it's a
plain old kitchen sink dramal
Mrs Mopp's family is one
of the messiest in the world,
and even that's being kind to
them. They litter cups,
clothes, dust and lord knows
what else all over the floor.
Moppsie hersalf has five
utensils to help her in the
lask, two types of basket, a
dustpan and brush and two
different trays. Each is
colour coded and can only
be used to clean up or collect
specific items. The blue
cups, for instance, may only
be collected on the blue tray

Depositing a utensil is done
by sliding up to its emply
slot

Like any hard working
housewife, Mrs Mopp likes
a little tipple. In fact there's a
bottle and glass in the top left
hand corner. If you take her
up there you mustn't let her
stay too long or she gets
tipsy and then drunk, wheare-
upon she jitters all over the
place uncontrollably

When the mess gets too
much” and movement
becomes impossible, Mrs.
Mopp gives up and leaves
home. End of game!

CRITICISM

I had a tape error on my
copy. The track seemd out of
line and made it hard to load
But after that | got some well

presented instruction. A
good game and very
playable.’

'‘Mrs Mopp seems to have
a fund of magic spells to use
when all is lost, but all | ever
got, was ‘Sorry, right out of
spells!. Which just goes o
show that elbow grease is
the only way. Al the rafe
which the muck accumulates
this is not easy fo play. The

home.

MAS MOPP could do with a lipple — she's all worn oul and lbnut.ln- e mve

and the pale green clothesin
the pale green basketl.
There's also a washing
machine, a sink and a dust-
Gin. When she's collected
enough cups you musl take
her to the sink where you see
the cups being washed, like-
wise for dust and washing
Collecting a utensil is
done by moving up to it,
rather as you did in Psssl.
Mrs Mopps then changes
from black to the colour of
ihe utensil. As she moves
over objects elligible to be
collected, she picks them up
When overloaded she begins
flashing and you must get
her to the correct appliance

graphics are good, compiled
with the PSS compiler |
noticed. Fairly addictive."
‘Not a game for the
squeamish. I'm giad I'm nota
housewife if this is what it's
really like. It's reminiscent of
Ultimate’s Pssst, and has the
same panicky quality about
it. But in Mrs Mopp's life no
flowers bloom. I'm afraid |
never beat Mrs B's score (the
authoress | presume), so I'll
go back to throwing rubbish

on the fioor rather than
cleaning it up.’
COMMENTS
Keyboard pdsitions: well

placed, A/Z up/down, N/M
left/right and S for Spells.
Joystick option: Kempston
Keyboard play: responsive
and B-directional

Use of colour: good

Graphles: good., well
compiled

Sound: fairly good

Skill levels: unknown, but
several

Lives: 1

General rating: good

Use of computer 65%
Graphics 69%
Playability 75%
Getting started 65%

Addictive qualities 68%
Value for money 71%
Overall 69%

Armageddon

Producer: Silversoft
Memory required: 16K
Recommended retail
price: £5.95
Language: machine
code

Author: C Knight

Armageddon is a copy of the
arcade favourite ‘"Missile
Command', where you
launch missiles from a
limited supply to defend
your cities. There are several
versions of this game already
around for the Spectrum,
one indeed called by the
same name from Ocean.
This version has all the
familiar features of the
arcade game. The six citites
are protected by three miss-
ile bases. Naturally the bases
must be defended most
ardently otherwise there's
nothing left to protect the
cities. In addition to the in-
coOMmINg missile traces thare
are low flying aircraft and
satellites which launch
independent projectiles of
their own. Some missiles are

heat sensitive and will hover
over an exploding missile
until it is sale to descend
further. Each attack wave
grows In intensity until it is
almost impossible to survive

CRITICISM

‘This is a pretty close copy,
with the major drawback
being that four way move-
ment keys to track the
missiles is no substitute for
the arcade original's tracker
ball control.’

‘Hard to dstermine the
value of a game which
already been so much
copied. The use ol colour
and the graphics are good,
evarything moves at a fast
pace and its difficult to
master, but in tha end it
doesn't have lasting appeal
far me.'

‘The various options for
firing are useful, but you're
probably better off with the
joystick for targeting. A fast
version with neat graphics

COMMENTS

Keyboard positions:
sensible

Joystick options: Kempston
(via 2-part load, watch out!)
Keyboard play: responsive
Use of colour: good
Graphics: average,
explosions

Sound: average, nice frying
noise for explosions

Skill levels: increases with
each screen

Lives: 6 (cities)

General rating: a good copy
of the original with mixed
feelings about addictive
qualities.

nice

Use of computer 60%

Graphics 72%
Playability 75%
Getting started 63%

Addictive qualities 65%
Value for money 75%
Overall 68%

ARMAGEDDON wirikes Irom the skies.




A NEW WORLD OF ADVENTUREF

BLACK CRYSTAL
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BLACK CRYSTAL
A THIRD CONTINENT SERIES
ADVENTURE

1.7 "Black Crystal

Spectrum 48K 150K
i ¢ E7.60
ZAB1 16K 1000 ;
1 £7.50
WHY PAY MORE FOR LESS OF AN
ADVENTURE?

THE ADVENTURES OF
ST. BERNARD

Available for 48K Spectrum €595

VOLCARNIC DUNGEON YOLCANC DUNGEON

ADVENTURE

For the 48K Spectrum of IX-81 16K

@ €5.00
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THE CRYPT
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- Available for the 48K Spectrum 8l

£4.85

STARFORCE ONE

(100%s machine code arcade It.lu}m
Available for 48K Spectrum £5.95 h_LM

THE DEVIL RIDES IN
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{Fasi moving, machine code. all
nction, Arcade gamae)

Available for 48K Spectrum £5.95

CARNELL SOFTWARE LTD.,

North Weylands Ind. Est., Molesey Road, Hersham, Surrey KT12 3PL.

DEALERS:
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The Wrath of Magra'* comes as three. 48K
programmes on cassefte. boxed with in

structon manual and book detailing the his-

tory of the Third Continent and the many
s | spells you will be using throughout the
4 =% H game. For the 48K Spectrum @ £12 50.
2 e A : NOTE: ' The Wrath of Magra* is a complete
7“.'1-5- | : adventure. You need not buy “‘Voicanic

Dungeon’ or "'Black Crystal” to piay it
Available from Feb ‘84

CARNELL SOFTWARE LTD
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PUSH OFF

Producer: Software

Projects

Memory required: 16K

Recommended retail

price:

Language: machine

code

Author: Andrew Giles
Push Off is all about

Bertha the Ladybird (who's
no lady). She’s in this garden
being pursued by four some-
what unpleasant insects oul
to get her. Thegarden hardly
resembles one though, look-
ing more like a pile of that
bubble packing they wuse
today. In fact the screen is
filed with square, green
bricks which Bertha can
manipulate. She can burn
them out of her way, create
them and also send them

*
-
v

F

to play it. It'’s also very hard
and fast with wonderful
graphics and colours. The
only pity is that the control
keys are oddly placed,
especially for firing.’

‘A very addictive game to
play, with just the right
amount of difficulty as the
screens increase. Why did
they go and put the fire key
on P? It'sanawkward stretch
with ENTER and SPACE for
the up and down Kkeys.
Otherwise, excellent.’

COMMENTS

Keyboard positions: all our
raviewers complained about
the layout, CAPS SHIFT/Z
left/right is fine but
ENTER/SPACE for up/down

with P for fire is very
awkward,

Joystick options: AGF,
Protek or Kempston
Keyboard play: very

responsive
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SCHEEH 101

LIVES:

A screan full of bubble pack and vorscious insects In PUSH OFF,

shooting along at her
enemies, hopefully crushing
them to death. But the
insects can also burn away
the bricks to get at her. Four
little bells are dotted about
and if Bertha touches one it
rings, rendering the insects
helpless for a few moments.

In fact his is a variation on
a theme which Blaby
brought out in the summer
called Do Do & The Snow
Beeas.

CRITICISM

‘Push Ol is rather an odd-
ball game, quite original and
very addictive. The graphics
are extremely good with ex-
cellent movement of bricks
and insects.’

'This is one of those games
that's instantly attractive to
look at and makes you wanl

82

A MNewslield Publication

Use of colour: very good
Graphics: excellent

Sound: very good

Skill levels: 8 (8 screens)
Lives: 5

General rating: very good to
axcellant

Use of computer 78%
Graphics 89%
Playability 90%
Getting started 80%

Addictive qualities 85%
Value for money 87%
Overall 85%
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Dm ln Iu DDDH BUGS lair, Taranl Tu la tries io gel through the irlp door.

DOOMBUGS

Producer: Workforce
Memory required: 16K
Recommended retail
price: £5.50
Language: machine
code

Doom Bugs is an entirely
original sort of creepie
crawlie game, best left alone
if you're squeamish about
these things! It introduces us
to Tarant Tula, an engaging
blue beetle who is our hero
— but he's an endangered
species, trapped in the
Grubbers lair. Inside the lair
the young Grubbers are left
to hatch out (small round
egglike things) and honey is
left for them to feed off.
When two Gubbers meet, a
nasty squirmy green

Bubbergrubber results.
Should two Bubbergrubbers
mate a Red Backed Grubber
is produced. These are
similar in size to Tarant Tula

but touching one is instant
daath

In the centre of the lairis a
trap door. To get through it
Tarant Tula must first eat a
mouthful of honey and then
ram the door. It takes several
attacks to break through to
the next level, taking more
honey beetween each
attempt. Atthe same time the
other members of the
Grubber family are also
gobbling at the honay
Tarant Tula must also dash
about eating Grubbers and
Bubbergrubbers to prevent
them from becoming Red
Backs. It's no easy life!

Successfully breaking
through the trap door leads
poor old Tarant Tula into a
maze guarded by three Red
Backs. Should he get
through there safely it leads
into the next lair where the
temperature is warmer and
the eggs hatch quicker —
and so on

CRITICISM

‘Because of its originality
and cute graphics, this is an

instantly likeable game to
play — and it isn't easy
either! You only have one
lite, so the frustration of
messing up just before get-
ting your highes! score is
terrible — in anger | kept
pressing the starl button and
having another go.'

‘This is an addictive game
fo play, no doubt. My only
complaint is that Tarant Tula
kesps moving once a key has
been pressed until you press
another direction. Makes
him a bit hard to control,
@specially in the maze, or
when under attack from Red
Backs, which do hoeme in on
him. A game to come back to
anyway.’

‘The graphics are quite
good and it's reasonably
addictive in playing. Tarant
Tula is a bit difficult to
control because of the con-
tinuous movement. Quite a
good game.'

.-F-_ —T
T E Al Eaa ] '
R
e " e
= ==

e
L
farae

PH""‘

e

:::- :"l Wi

]
"

L....J',‘.-..-- L

RedBacks blm:lt 1hl way in the
second screen.

COMMENTS

Keyboard positions:
sensible, Q/Z up/down, |/P
left/right

Joystick options: none
Keyboard play: responsive
Use of colour: average
Graphics: good

Sound: average

Skill levels: increasing diffi-
culty by screen

Lives: 1

General rating: above
average addictivity, good
game

Use of computer 75%

Graphics 68%
Playability 65%
Getting started 67%

Addictive qualities 60%
Value for money 68%
Overall 67%




WILD WEST
HERO

Producer: Timescape
Memory required: 48K
Recommended retail
price: £5.90
Language: machine
code

Author: Silicon Kid
with help from M
Stockwell & P Holms

Step out into the cacti-
strewn desert and shoot it
out with rampaging bandits.
In most respects this game
reasembles the robotic
Frenzy type, where you find
yourself surrounded and
heavily outnumbered by the
enemy. Instead of maze
walls there are clumps of
cacti, treacherous trees and
other obstacles which mean
instant death when touched.
The hero himself is
assembled in the centre of
the screen rather as he is in
Virgin's Spectron, out of little
bits which whizz on from the
top, bottom and sides

- ——————————————

CRITICISM

‘Our hero (Chris 'Ciint’
Passey) stepped out onto the
plain with his automatic fire
and repeat Colt 45 (based on
the Fistful of Dollars guns no
doubt) and had a go. The
firing is continuous, all you
have to do is move around
and let the Colt do the rest.
The bandits don't shoot back
but they outnumber you
heavily. ,The trick is to man-
oeuvre across to theside and
shoot back across as the
bandits home in your
position. It's fairly easy at
first, but with subsequent
screens things really hot up
as the numbers of bandits
increase.’

‘A nice inlay and witty in-
structions back up the jolli-
est ltle screen yel, with
nicely scrolling logo round
the edges. It's really a Frenzy
or Berserk type of game, but
the smoother graphics,
which are quite big too, and
the sheer speed makea if ex-
citing to play. The danger-
ous objects littered about
which resirict your mowve-
ment are also an added
improvement.’

7t7t7tvtvtvt7t7tvta
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‘Howdee lolks! Jusl step this way, mind the cacll, and become a WILD WEST

HERO.

"This is the best Berserk
game |'ve seen yet, with big
graphics and responsive
controls. You get bonus lives
after 20,000 points — that
takes some going!

COMMENTS

Keyboard positions:
sensible, Q/A up/down,
SYMBOL SHIFT/SPACE
left/right

Joystick option: Kempston
Keyboard play: responsive,
smooth, 8-directional

Use of colour: good
Graphics: very good

Sound: good

Skill levels: increasing diffi-
cully by screen

Lives: 3

General rating: very good
Use of computer B85%
Graphics 80%
Playability 80%
Getting started 80%

Addictive qualities 83%
Value for money 83%
Overall 82%

Reviews continue on B8
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For any Spectrum

ALL TITLES £6.95 INC VAT.
SELECTED MICROMEGA PRODUCTS
THROUGH: BOOTS, GREENS, ASDA,
_JOHN MENZIES, LASKYS, WIGFALLS,
RUMBELOWS, HMV, SELFRIDGES,
WH SMITHS, SPECTRUM SHOPS
EVERYWHERE AND ALL OTHER GOOD
SOFTWARE STOCKISTS

Trade Enquires

PRISM 01 253 2274,
WEBSTERS SOFTWAREQ4864§
LIGHTNING RECORDS ANE
MICRO DEALERA%#=ST A

’
1 969 5255
351
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LLOYD MANGRAM takes a brief and personal

glance over his shoulder at some of the software

antics of the past year.

1883 was an astoundingly
ood year for the ZX
ctrum. We are told that
there are now well over hailfa
millon units in our NoMes,
and that figure must have
taken a leap upwards before
your Christmas turkey got
carved. Success for the
Spectrum has had a lot to do
with its price, buta computer
is only as good as its
software, and the Spectrum
has been well served
throughout 1883.

The start of a new year is
traditionally a time to take
stock, s0 let's take a brief
look back.

Barely established on the
market this time last year,
there were only a handful of
companies producing
software for Sir Clive's new
colour Spectrum, among
them, of course, Sinclair
itself. It is quite astonishing
to see just now many
software producers have
appeared during the last ten
months to tempt us with
games for the Spectrum.
Looking through my
December 1981 copy of
Computer & Video Games
(yes, they were going back
then) | noted that acompany
in Liverpool were offering a
Star Trek game for the ZX81
— they were called Bug-
Byte. Silversoft were in the

T ipmim  sssilin el oae
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ZX81 game of, oddly
enough, Star Trek. | also
spotted a small ad in the
classified section for
Volcanic Dungeon (make
cheques payable to R
Camell), but of the big
names with whom we have
recently become so familiar,
there was no sign, and the
mag was filled with details of
Atari, Intelevision and
@icade NEWS.

By April B2 Sliversolt are
indulging in much bigger
ads with more ZXB1 games
available, and other names
have appeared. The end of
the month will see the third
ZX Microfair in London and
the new companies are tak-
ing advantage, dk'tronics,
Kayde, a new outfit calling
themselves Micro Gen
Quality Products, Bug-Byte

~O-FT comeurie OO

have double page ads, C-
Tech has a full page, and a
lorry profile bearing the
letters RTIC announces the
arrival of Artlc on the scene.
Other names in the issue
which have since become
familiar are Abacus, AAF
Software (for the Acorn
Atom though), Macronics,
Hewson Consultants,
Addictive Games with a
programme called Football
Manager (which goes to
show how long a game can
lastl) and last but most in-
terestingly, a small ad froma
company claiming to have
the ‘finest machine code fast
moving graphics arcade
games available' —
Quicksilva,

A year later and it's April
B83. The Spectrum is well on
its way to becoming the top
selling personal computer
and the amazing soltware
revolution is just beginning.
Opening my April issue of
C&VG | tirst notice a blasting
full page ad for Hobbit and
Penetrator from Melbourne
House, two games that have
steadily remained in the op
selling charts for all year, A
spokesperson for Melbourne
foild me at the Personal
Computer Worid Show that
they were hoping the Hobbit
would die off soon, but it
shows no sl%n of doing so.
{(I'm sure they're pleased
really).

A quick flip through the
issue reveals a few names

who at the time were not

doing any Spectrum games,
like Anirog and Rabbit, but
Softek has appeared and
Bug-Byle are now in full
lowing colour adwertising
pectres, dk'tronics already
have 3D Tanx out and the
buiiy from Rilimba is
Dictator, Romik have a full
page, New Generalion, R&R
and Micromania are visible,
M C Lothlorien is wargaming,
Martech is buzzing, and an
exciting new company has
splashed out on no less than
five colour pages to inform
us that THE INVASION HAS
BEGUN! At the time they
coined the phrase Imagine
probably had little idea of
just how right they were. So
much seems 1o have
happened betwean then and
now that you could be
forgiven for thinking that
April was really years ago.
Standing in the crowded
aisles of the PCW show at the
Barbican in September | had
to marvel at the progress
Spectrum software had
made, at the quantity and the
quality of the games
available. It is difficult to pick
out highlights from the year,
and inevitably wunfair on
those who get left out, but at
the risk of being shouted
down I'll have a go.
Certainly the early high
spot was the success of
Hobbit and Penetraor.
Hobbit was described by one
critic at the time as ‘a game
by which future games will
be judged’, and it sets the
scene for so many Go-West-
Young-Man adventures
which were to follow shortly.
Penetrator is still reckoned
by many to be the finest
Scramble game of the lot,
although comparing its
graphics to present day
standards, it looks pretty
primitive. At the time,
however, | remember
thinking that if you could do
this at home then the
arcades must be dead
Both these programs
stood out at the time against
the flurry of activity that took
place in the Invading
galaxian asteroid belt.
Almost every one of the
newly emerging companies
has had a go at these
favourite arcade games,
many programs being

uprated versions of earlier

ZX81 games. Imagine's
Arcadia comes instantly to
mind as one of the better
alaxian style games,
icksllva’'s Space Intruders

is also worth a mention,
Softek's Firebirds was one of
the better Pheonix types,
and | always had a sneaky
liking for Mikrogen's quaint
Space Zombies with its
colourful trainload of aliens
buzzing erratically around
the sky. No one seems to

have done all too well with

asteroidal games however
(though they probably sold
like hot rocks). All the
versions suffer from poor
graphics, uninteresting
colours and miscalculated
attack speeds. Of the type
my vote goes to Abacus with
Sentinel/, a game with
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enough complexity to make
it exciting to play and watch,

Despite this concentration
on the obvious, Spring
resulted in a number of
original games which
indicated a serious attitude
to the abilities of the
Spectrum. Quicksliva's
Timegate by John Hollis
gauaa new lease of lile to the

tar Trek theme and intro-

duced us to the highly
realistic moving star back-
grounds. From the same
company lan Andrew's
Mined-Out deserves a
special mention for its nail-
biting qualities and the fact
that it gave Quicksilva's
copywriters the opportunity
to come up with the most
ludicrously obscure blurb
ever written for a game.
(Something they've hardly
looked back on either). At
the same time Imagine were
busy introducing us to
Schizoids which relieved us
of the responsibility of
zapping aliens and allowed
us to bulldoze them to death
instead. The game was well
received by critics, but |
found it unplayable. They
were 1o make up for that
shortly by bringing out Molar
Maul and Ah Diddums,
certainly two among the
most original games 1to
emerge this year.

Leaving the asteroid belt
behind and returning to
earth — well almost —
Psion's Flight Simulation
proved that compuler games
didn t nayve o be all zap and
Hewson's Nighitfliite pro-
vided a creditable alternative
for 16K users as well. Of
course, as spring turned to
summer you could have
turned the nose of your
aircrall round 10 buzz the
Emzns tdre  Builgimng.
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where another favourite was
turning his back on the Vics,
Orics and Beebs of this
world to haunt Spectrum
owners. Kong games may
have been a rave in the

arcades but some early
Spectrum versions turned
out less than wonderful.
Blaby's Killer Kong and
Ocean's Kong were among
the best, but the Bilaby
version has the most exciting
sound. Away from the heady
heights of New York,2
Slippery Sid from Silversoft
and Bozy Boa from CDS
were slithering around an
English Country Garden
eating frogs and snails and
avoiding toads and flowers,
whilst their nastier cousins,
the centipedes, were
attacking mankind in
alarming quantities. Just
about everyone had a
supermegasprectripede on
the rampage, and | don't
think we've seen the last of
them yet. Among the better
versions were Rabbitl's
recent Centropods and
Silversoft’'s much older
Cyber Rats (okay, so a rat
ain't a centipede, but what's
a few hundred legs between
friends?). Sofiek, C-Tech,
Hewson, dk’tronics, Ocean,
Macronics, CDS, R&R and
Protek to name a few, all
released centipedal monsters
upon us during the year.

Such a host of creepie-
crawlies doubtless explains
why the frog population also
increased drastically. My
favourite was DJL's version,
Froggy. with its cute
graphics and abominably
smug frogs (those that didn't
el smudged, that is).

ddest frogger of the year
award goes to Virgin Games
for their disappointing
Yomp, which swapped Paras
far hoppers and then mined-
them-out once they were
across the road.

Leaping neatly from
frogspawn to dots, the
dreaded pacmania showed
little signs of dying out
during the year. | must say
that | find it difficult to

distinguish between the
numerous versions, all of
which have the wusual
features and work pretty
much as well as another.
Perhaps the silliest was
Lasersound’'s Egg Farm with
its easily outwitted hens. If
ciearing thg scréen is the
object of ghost—uabbling
games, covering it wit
colour is the aim of painters.
There were quite a few of
those suddenly sprang up
mid-year, somewhat more
variable in quality than their
pacman cousins. CDS
promised a 3D Painter that
turned out very one-
dimensional, Romik gave us
the most complicated and
interesting with Colour
Clash. A&F came out with
the most classic, simply
called Painter, but my best
for all round %nen to Blaby
and their High Rise Harry.

Traxx, just released, is also
an interesting and frustrat-
ing variation on the theme.

Of the host of maze and
maze-oriented games it is
hard to pick out any for
special mention. | liked
Maze Death Race by PSS,
Sunshine Book's Androids,
Abersoft's Wizard's Warriors,
and for its delightful
graphics combined with
hyper-panic quality, New
Generation's Escape. The
monsters in this last could
easily have been designed
by Walt Disney himself. Most
frustrating in the worst sense
was ETX by Abbex, though
nice to hear him talking.

On the adventure scene, |
have to confess that | tend to
lose patience with the
interminable waiting for
responses so I'm inclined to
prefer programs that are
good in this respect. One
which wasn't so. quick but
still won me over was
Mikrogen's Mad Martha,
almost 2 verbal maze game
and perhaps the most
original of the lot this year. |
have heard some players
complaining about the
arcade inserts which
prevent you from getting on
with the game proper. S0
they may not have liked
Rushton's quirky Spectrum
Safari with its university-
educated wildlife and greedy
natives, but | did. Apart from
the Hobbit, | liked Derek
Brewster's Velnor's Lair, now
marketed by Quicksilva,
because of its sense of
humour, Quicksilva can also
boast the fastest responses
times yet in Smuggler's
Cove, but the game suffers
from being ridiculously hard
to get through.

Arcaventures made an
appearance too. Quicksilva’'s

Xadom and Phipps Associ-
ale's Black Planet deserve a
mention, but Crystal's Halls
Of The Things wasone of the
most difficult, and their do-
it-yourself adventure game
Dungeon Master proved too
daunting for me though I'm
sure it's trifi reaily.

On a more strategical note
we saw CCS with Dallas and
Corn Cropper games with
perhaps a little too much of
the random to really imitate
life. Dictator from dk'tronics
did well, and of course the
ubiquitous Richard Shep-
herd gave us Transylvanian
Tower, Everest Ascen! and
now Devils of the Deep and
Invincible Island. I'm afraid |
found Superspy a little
tediously mysterious.
Lothlorien's wargames came
on strongly after a weak start
with rather paltry updates of
ZX81 games, but the later
Johnny Reb and Redweed
certainly gave value for
money. '

Coping wtht airliners that
had grown tired of flying
seemed popular too.
Following on from Psion's
Flight Simulation, the
Scottish company Protek
gave us Airliner, where we
landed a BAC 1-11 at
Edinburgh — at least that
was the idea, but perhaps my
talents were more intended
for the ground, so | followed
Hewson's advice and gave
up flying for Heathrow, Air
Traffic Control, an amazing
program that packed
everything in to 16K. Protek
too, abandon the air in their
newest venture, as you take
to your periscope in Hunler
Kifler, a submarine game
which could well be the first
ever two-handed Spectrum
game on the market.

Sports simulation pro-
grams have proliferated
and even been rewarding.
Addictive's long-lived
Football Manager with its
edited ‘game highlights’ and
strategy overiones is a
definite winner. Watson has
updated his Star Soccer,
CRL gave us Test Match and
Derby Day, but probably the
oddest game was Cham-
pionship Darts from
Shadow, actually an
aftective littie program,
but darts is one of thase
games that needs the efiort
of the throw to work. Sitting
at home behind your
Spectrum keyboard doesn't
seem right. It's funny how
companies producing soft-
ware all seem to gel the same
idea at the same time, and
CDS is challenging Bug-
Byte's market Ileadership
with Pool, while a brand new
company called Abrasco
also brought oul a version in
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time for the PCW show. In
fact | think all three are better
than the pub/arcade
versions, but the baize could
do with mowing as the balls
stop so suddenly.,

Beyond the obvious, we've
been presented with some
very original games, butl no
company has made such an
auspicious start as Ultimate
who put the Zouch into
Ashby and Zest into the
Spectrum with Jelpac, Pssst,
Cookie and Tranz Am, four
excellent and playable
games that astonished
everyone by how much they
managed to pack into 16K.
Ultimate are set {or the battle
to be the best, but their work
s cut out. The latter part of
ihe year has seen all the old
favourites reasserting their
position. Bug-Byle, well
ahead at thie beginning of the
year, slipped and failed to
bring out many Spectrum
games, something which
they have definitely put right
with- the incredible Manic
Miner. Imagine have
maintained their lead, and
proved to be among the most
original games’ producers.

Design and packaging
delays turned Zzoom into
the most awaited game of the
year

We've seen Specirum
Games turn into Ocean and
Quest intoc Fantasy. J K
Greye makes a comeback
from the long distant past,
and Kayde vanished without
irace despite all the colour
ads. Rabbit and Anirog have
seen potential in the
Spectrum and turned out
hall a dozen games in the
past two months: Romik's
‘honesty’s the best policy
seems to have kept them well
ahead* too, and Psion/
Sinclair are in a strong
position. We saw the biggest
ever launch hype with Virgin
Games who limped onto the
market in the summer with
some of the worst games

ever; and 3D has been the
most misused word in the
business although Artic’s 3D
Combat Zone was wonderful
and waitch out for Quick-
silva’s Ant Attack.

At this year's PCW show it
was gratifying to see how
games soffware has asserted
itself in what has tradition-
ally been a business show,
and how much of it was for
the Spectrum. At the start of
the year probably only 15
companies catered for the
Spectrum, today there are
well over 80. Whichever of
them does well next year, we
can be pretty sure that
Spectrum owners are going
to benefit by having some of
the best games software
around. @
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LUNAR
JETMAN

Producer: Ultimate
Memory required: 48K
Recommended retail
price: £5.50
Language: machine
code

There can't have been a
Specirum owning games
player who hasn't wondered
what the wizards at Ultimate
could do if they moved up to
48K. Well now we know —
amazing!

In & neat touch it is we, the
games players, who are
blamed for the predicamenl
our hero finds himself in. It
seams none of us was quite
good enough at assembling
his rockat in Jefpac, and now
its wvaripus stages are
disintegrating in warp space
Luckily he manages to crash
land on a strange planet
where he is stranded with his
Hyperglide Moon Rover and
a bunch of the most
ferocious aliens yel

The control keys follow
the pattern of Jatpac, with
alternating left/right keys on
the bottom row. fire laser on
second row, thrust on third
row, and hover on the top
row. In addition pressing Z
or Symbol Shift will allow
him to pick up or drop any
piece of the Moonglider's
equipment, and Caps Shift
Break will let him get in and
oul of the machine

Briefly (1) Jetman is
discovered slanding outside
his vehicle and not far froma
rcunded object which
resembles a bomb — ithasa
B inscribed on it, so it must
be a8 bomb. You have to
discover for yourselt since
no ane tells you anything in
thue game! Instantly aliens
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move in, 3D green boards,
swirling end over eand,
bouncing red balls, and
others in later screens, If an
alien hits him on the ground
he creates a small crater — if
he's in the air they bowl him
into a spindive and he makes
another craler on the
surface. These craters are
important because the
Moonglider can't pass them,
If you can get him into the
vehicle then he's safe from
the aliens and pressing the
thrust and direction keys will
cause the wehicle to roll
along — until it meets a
crater crevice. Fortunately
the Moonglider is fitted with
short bridging units. You
have to get Jetman out ol the
vehicle, pick them up and
deposit them in the crater,
without making a fresh one!
Finding out how lo gel the
bridge units is a trial and
error situation — and if you
don't already know how,
you'll just have to find out!
There are enemy bases
some distance from the
Moonglider, an indicator al
the top of the creen points in
their direction. These can be
bombed by carrying the
bomb and dropping it on the
base. The problem is that the
base is too far to carry it in
the air, because Jetman only
has a severely limited fuel
supply, and it drops faster if

he’'s carrying something. So

he has to drop it on the
bonnet of the vehicie, get in
and drive, get out, make
bridges, get in drive until
reaching the base, gel out,
pick up the bomb, drop it —
and all without getting killed
off.

CRITICISM

Well, what can you say?
Marvellous seems in-
adequate. The graphics are
richly coloured, highly de-
tailed, very similar to Jeipac,
but just many, many more of
them. The alien base is a
salid, real and complicated
building with whirling radar
lowers and missile launch-
ers. If you take too long a
warning flashes up that a
missile is about to be
launched. It you've dis-
covered the function of the
iron shaped object lying
about on the ground, then
you can use it to shoot the
missile down, but | found
flying about and hitting it
with the laser was more
effective.

The graphics are brilliant,
every bit as good as the
powerful arcade machines,
and the amount! of things you
can do with Jetman and the
Hyperglide will keep you
going for hours. This is the
most maddening and
excitingly frustrating game
Ultimate have come up with -
anyone's come up with. |
iried the joystick but it's
better with the keyboard, but
50 many keys and so many
aliens!’

'‘With Lunar Jetman
Ultimate live up to their
name. | cant imagine

anyone failing to like this
game or failing to become
very mad with it. It should be

put on the list of banned
drugs!’
COMMENTS

Keyboard positions: very
well laig out — praclice
makes imperfect bul it's the

The Base al las!! Woopa! A miscalculation and that's JETMAN going head

over heels.

aa
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only way

Joystick options: Kempston,
AGF, Protek

Keyboard play: excellent
and highly responsive
Use ol colour: excellent
Graphics: excellent
Sound: excellent

Skill levels: no choice, but
difficulty increases with
each screen — we don't
know how many of them
there are yet!

Lives: five

Games: one or two player

Use of computer: 90%

Graphics: 99%
Playability: 95%
Getting started:  90%

Addictive qualities: 95%
Value for money: 100%
Overall: 95%

FIREFLASH

Producer: Abacus
Memory required: 16K
Recommended retail
price; £5.95
Language: machine
code

Author: K Flynn

Fireflash is a very superior
Missile Delence lype game
and a Games Designer in
one! Abacus seems lo
specialise in games requiring
seven or eight digit hands
and good co-ordination as
wall. This is certainly no
exception!

You are in command of
four missile sites which are
protecting your planet from
attacking multi-warhead
missiles. These, it seems,
have managed to get
through the Sentinel system
due to your ineptness as a
space pilot in the former
game of the same name!
How they imagine you're
going to do better on the
ground than you did in space
is another matter. but the
people at Abacus are
obviously kind in their
judgement! The four launch
pads are connected by
underground tunnels which
deliver fresh missiles as long
as they remain undamaged
Al either end of the screen
stand two laser towers which
only fire horizontally.

The incoming missiles
split up into four smaller
warheads if they are not
quickly destroyed. You can




select which launch pad to
use and after firing your
Fireflash missile, guide it to
the enemy missile and
detonate it. To add to the
problems there is a small red
space craft which goes
about, just under the
umbrella of laser fire,
bombing all your installa-
tions, Using a guided
Fireflash on it is dicey as
you're as likely to blow up
your own buildings as the
enemy!
it it's all too fast Abacus
have provided a marvellous
facility for redesigning
features of the game. By

essing key zero (POKE)
Hou are asked for the
memory address of the item
you wish to alter. These are
all listed on the excellent
inlay, so there's no difficulty
involved. It's possible to alter
the following: speed of
game, speed of reloads,
speeds of laser heating (if it
overheals through use you
must wait for it to cool
down), probability of blaster
appearing, elapsed time
before two bombs used —
three bombs used — two
blasters used.

In addition to Firefiash on
side two of the lape isagame
called Deslroyer.

FIREFLASH.

=

thought Sentinel was
underrated - | hope this one
won't ba.’

‘Fas!, fast, fast! Some may
think too fast to be good and
too busy to cope with. If
you'ra bored with arcade
games to date, try this one,
whatever else it doas — It
won't bore youl Pity the end
of lile sequence tlakes so
long after the final planet
levelling bomb has gone off.
They could have made it
quicker so you can have
another go.'

COMMENTS

Keyboard layout: complex
with six keys in play, but well
laid out:

Joystick option: none
Keyboard play: highly
responsive

Use of colour: very good
Sound: very good

Skill levels: nine but
redefinable with POKE
facility

Use of computer: 80%

Graphics: 75%
Playability: 74%
Getting started: 75%

Addictive qualities:80%
Value for money: 85%
78%

Overall:

11 takes every linger on all your three hands (o save civilisallon lor manking in

CRITICISM

‘At lasl, a game when
there's action all the time for
the 16K Specirum. Very
good colours and smooth
graphics, A very fast game,
excellent playability, good
value and — just brilliant!’

‘Delinitely a game
raquiring skill in timing. Like
their Sentinel, the guided
missiles are fast and ex-
coptionally responsiva -
gven loo much s0, asit's gasy
fo turn one right round and

to do three othar things at
once. Fortunately | was able
o slow the speed ol the
game down with the POKE
facility - not that it did much
good! The graphics are
colourful, neat and very
smooth moving. | always

blow up yourseli while trying -

SPLAT

Producer: incentive
Software

Memory required: 48K
Recommended retail
price: £5.50
Language: machine
code

Author: lan Andrew &
lan Morgan

lan Andrew, who created
Quicksilva's best seller
Mined-0Out, seems to take
some delight in being
raferred to as, ‘over the hill,
at the ripe old age of 22. To

r Please send me (tick box(es) required)

E> 48K SPECTRUM @
spmn SEm
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prove how agile a senile pro-
gramer can be he has struck
back with this new maze lype
game, which attempts to
splatter you against the walls
of your tv screen. He also
introduces us to a new hero
called Zippy who, despite his
name, proceeds through life
at a relatively calm pace. Not
that this should put anyone
off, for Splat has the same
nail-biting qualities as
Mined-0ut, It creeps up on
you sneakily, turning
something that you thought
was going to be easy into
something that is definitely
not.

" HIoH BTU

to a second screen the maze
becomes less helpful still
and a river with narrow
bridges appears. On the
balance side there are plums
to ealt and invisible grass
which signals the fact it has
been eaten with a bleep. Al
higher levels the maze
moves much faster and there
are spikes dotted around,
which although not much
trouble to avoid can be very
nasty if a panic sets in

This is a game for points
and in fact the makers
offered a points competition
which closed 14 January
1984. The winner received

—_3CORE @
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A liking for grass is Zippy's main problem in SPLAT.

Put simply. Zippy has to
move around a maze and
escape on level seven. Zippy
can eat grass for points (and
invisible grass too) and
plums for more points. He
musl avoid the water hazards
and nasty spikes. 5o far, so
good, now for the problems.
The maze which Zippy

inhabits is a great deal
bigger than the visible
playing area, and il's

unstable. From the moment
the game starts il begins
gently scrolling in any
direction it fancies, chang-
ing direction at any lime
Should Zippy encountéer the
walls which pdge the screen
it's Splat!

The maze has been
specially designed to templ
you into vile little dead ends
because that's usually where
the juiciest clumps of grass
are o be found — and
without those points you
can't get oul. It's all quite
deceplive, you can guide
Zippy into what looks like a
sale position and start
happily chewing the cud
when all of a sudden the wall
scrolls down on top of you
From this quiat country
house scene, panic can setin
at a moment’s nolice.

Progressing satisfactorily
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£500. The game already con-
tains a system which awards
you a code for your new high
score (over 500 points). The
antry with the highest scoare
code was the winner. | see
from our notes that il says,
‘Level thrae - Hi Code
appeared, 715 points, code:
DD1R. Unlortunately died at
that moment.’

GENERAL

All three reviewers playing
and writing independently,
wereé very impressed with

this game. You can play with
Kempston or AGF and
Protek joysticks, use cursor
keys or user-defined keys.
The graphics are very
smoolh and the scrolling in
four directions is excellent.
Colour was commented on
favourably. Packaging and
instructions are first rate. If
you get through a screen the
computar shouts aut Yippee!

CRITICISM

'Perhaps Splat suffers from
the random maze movemeant
because it lessens the skill
factor, on the other hand it
keeps you on your toes,'

‘Because of the contin-
uous scrolling ol the maze
you will nevar gat lired ol
going round the same old
screens.’

‘This is a game with grow-
ing appeal and a thoroughly
mean, ornery streak which
guarantees its addiclivity

COMMENTS

Kl?rhuard positions: user-
defined — excellent
Joyslick options: excellent
as provided, but with user-
defined keys it's suitable for
almost any controlier
Keyboard only playing:
positive, smooth movement
Use of colour: very good

Graphies: good

Sound: good

Skill levels: seven

Lives: three

General rating: highly
recommended

Use of computer: 95%
Graphics: 70%
Playability 74%
Getting started: 85%
Addictive qualities: 75%
Value for money: 90%
Overall: 81'4%

INVASION
OF THE
BODY
SNATCHAS!

Producer: Crystal
Computing Memory
required: 48K
Recommended retail
price: £6.50
Language: machine
code

A word of warning [first!
Crystal have been clever, the
program has a special loader
and instead of the usual
interferance lines in the
border area while the game
is loading it remains clear.
You might be tempted 1o
think that something has
gone wrong and restart, bul
leave the tape running and
all will be well. As the loading
continues, the game screen
details are slowly built up to
reveal the traditional appear-
ance of a deflender game
Once loading is complete
you are asked whetherornot
you have a Fuller box con-

A green grabber lires at “you' In
slafs INVASION OF THE BODY
ATCHAS!

nected. | you have then
speclacular sound effects
are produced. Unfortun-
ately, if you are not
possessed of an amazing
Fuller box, then the program
IS quite silent

The game itself is a pretty
classic copy of Defender

CRITICISM

‘This is one of the best
copies of the original | have
seen, and includes Landers,
Bombers, Mutants, Swarm-
ers and pods, yourcraft hasa
laser and smart bombs and
flies forward and in reverse.
At the top there is a long
range scan — a very good
one, you really can use it for
lining up a laser blast. The
graphics are very smooth bul

not colourful — another
feature which is true to the
original. Pity about the

sound, it makes it very dull lo
play.’

s all very well olfering
“speclacular sound effects”
through tha Fuller box, but |
wonder how many people
have them? The excellent
graphics include some ol the
bast cosmic explosions I've
yel seen, but all in full stereo
silence. Even the muled
buzzing ol my Spectrum s
prefarable to this! That apart,
we have here a classic copy
of an arcade favourite. The
scrolling landscape is the
usual zig zag ling with amall
humanoids dotted aboul
wailing to ba grabbed by the
green allens. It all moves
vary fast and, if you like the
lvpe, is very addictive.'

It could have been like
Star Wars with a Fuller boxon

board. If this is the way
games are going for the
Spectrum |I'd better get

CRASH to provide me with
one! It seems a bit mean nol
to have given the disadvan-
taged unFullerised player a
bit of murky sound to be
going on with. t's a pity,
because this is otherwise a
good and playable game
The detail is nice. especially
Crystal’'s familiar Hall of
Fame where 16 previous
players with names like
Muad'Dib, Czar Murdicog
and the Headless and Greaat-
heart Silver are already
lisled. Another drawback Is
the awkward control keys.'




COMMENTS

Keyboard positions: 4
directional keys are in line
which is not the best
arrangement. Z/X left/right,
N/M up/down, A to G fire
laser, H to ENTER, smart
bombs (2)

Joystick options: AGF,
Protek, Kempston, Fuller
Keyboard play: very
responsive

Use of colour: very little
Graphics: very good

Sound: none unless used
with Fuller box

Skill levels: 1

Lives: 3

General rating: a good copy,
playable and addictive

Use of computer 67%

Graphics 80%
Playability 60%
Getting started 70%

Addictive qualities 75%
Value for money 65%
Overall 694%

HAWKS

Producer: Lotus Soft
Memory required: 16K
Recommended retail
price: £5.50
Language: machine
code

it's a time in the distant
future when an ice age has
wiped out all but a pocket of
humanity. Races of mutant
birds with devilish intelli-
gence have evolved and are
irying to wipe out the
humans. They attack in
waves, dropping eggs on
parachutes which bury
themselves in the soll and
ihen bhatch out as large
mutated Hawks to regroup
and attack later in waves,
The humans have found an
old Asteroid Mining Vehicle
which is equipped with a
powerful missile launcher,
short range laser and a mine
layer. Now it's up to you!

A large mutated Hawk
screams at the top of the
screen, forming up the first
altack wave of smaller birds.
These can be shot out of the
sky with the missiles, but
soon they are dropping their
#ggs. You can shoot these
100, using the missiles and
lasers, in between dodging
the swooping birds. The

SS0BESTRN 25UB4222ID2// BTRRTA o

Lay mines, shool the laser. ! ire missiles, kill aliens — a housewife's work iy

never done. HAWKS.

eggs which successsiully
reach the ground burrow in
and you must lay a8 mine over
their nest before they halch,
which blows them up when
they emerge, Those that you
fail to kill fly off, although
you can still get them if
you're quick before they
disappear off the screen 10
wait their moment

GENERAL

There are a large number of
keys to control the game
Alternale keys on the bottom
row from Caps Shift to
Break/Space move the
vehicle left or right. Any key
on the second row fires the
laser. Any key on the third
row fires a missile and any
key from the top row lays a
mine.

CRITICISM

‘Hawks Is basically a
souped-up Galaxian with
good colours and graphics. |
thought there were too many
firing keys, especially as the
laser was not much use
You're probably better off
with the missiles and land
mines only. Bul there's
plenty to do what with the
eggs falling, hatching,
swooping suicide birds and
the fast hawks.'

‘'There’s a nice title screen
and comprehensive instruc-
tions after a short load. The
keyboard layoul is very good
and well thought-out. Hawks
does seem lo have faken a
Galaxian type game and
added a lew more leatures.
All the colours are used and
in a very good way in the
graphics, which use many
UDG. Thisis a difficult game
o master, which won't bore
you too soon. Addictive.’

‘A very busy screen with
smoothly moving graphics
and plenty to do. The laser
doesn’'t seem very effective,
and anyway | was too
occupied shooting birds

with missiles and laying
mines to get all my fingers
round the keys. This 15 a

ood advancement on the
alaxian game.’

COMMENTS

Keyboard positions: good if
one too many

Joystick options: none
Keyboard play: responsive
with fast movement

Use of colour: very good
Graphics: good

Sound: average but put to
realistic use

Skill levels: not known
Lives: six

Screens: muitiple

General rating: good

Use of computer: 70%
Graphics: 75%
Playability 77%
Getting started: 80%
Addiclive qualities: 73%
Value for money: 75%
Overall: 75%

LORD HARRY
& LADY
HARRIET

Producer: Lotus-Soft
Memory required: 16K
Recommended retail
price: £4.95
Language: machine
code

Non-sexisl
becoming thve rage it seems,
although none of us could
make up our minds whether
having a side for men and a

games are

side for women makes a
game non-sexist. In any
case, Lord Hamry has had a
spol too much to drink whilst
staying the night at his old
school chum’'s house, and
now he wakes up in the
morning a little the worse for
wear and trying to find a way
out of the four ornate
gardens. Should you feel
strongly about it you can
load the other side of the
tape and hey-presto, its Lady
Harriet who finds herself in
the identical siluation

THIS IS WHAT YOU DO

Using the four directional
keys, Lord Harry walks, or
rather trols, round the
garden eating mushrooms to
keep up his strength. The
garden has four gates, each
of which leads into one of the
other three gardens. They
each have a different layout
He can't go through the trees
or hedges, and there are
numerous pools of water
dotted about in which you
lose a life if you hit them. In
addition two guard dogs are
on the prowl, trying 10 pick
up his scent, and finally in
one of the gardens is a
poisonous mushroom., The
instructions say that if you
eat It you have 99 seconds to
find the exit, which should be
flashing, although none of us
saw a flashing gate.

To make lite difficult, the
inebriated Lord keeps on the
move once you have pressed
a key, so he can be damned
difficult to control in a tight
spot and Lady Harriet has
the same sense of aristo-
cratic dash about her.

o LEASA
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LORD HARRY, adritt on a sea of booze, heads for a puddie.
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GENERAL

The keyboard positions are
well laid out, with left/right
on alternate keys of the
bottom row, down is all keys
on the second row, and up all
the keys on the third row. 1
starts a game, 3 and 4 hold
and resiart, @ quits.

CRITICISM

‘This game has the same
instant visual altractions as
Hungry Horace, but the lack
of skill levels, or increasingly
difficult mazes, limits its
addictivity a littie.'

‘There is @ good use of
colour and Lord Harry is
nicely animaled. A pity the
guard dogs arent. They just
slide about, but their shapes
are well drawn.’

‘More of a frustrating game
than anything else, and one
for those with nimble
fingers.’

1 get the feeling that this is
aimed more al younger
children than the hardened
arcade addict, and at that

leval it is attractive, and
reasonably dilficult to play.'

COMMENTS

Keyboard positions: well
laid out

Joystick options: none —
needs programmable
joystick
Keyboard play: made
difficult because of the
constant movement but very
responsive

Use of colour: very good
Sound: continuous but
averge

Skill levels: one

Lives: five

General rating: generally
regarded as fun if not madly
addiclive

Use of computer: 60%
Graphics: 65%
Playability: 65%
Getting started 70%
Playability: 55%
Value for money: 60%
Overall: 62'4%

The Train
Game

Producer: Microsphere
Memory required: 16K
Recommended retail
price: £5.95

Language: machine
code

if you are an obsessive
electric 1rain set freak, or you
would like to recapture those
golden hours spent on the
carpet rubbing rusty rails
with glass paper, then fork
out the price of this original
game from Microsphere — it
won't be wasted money if our
reviewers' reports are
Hngl‘hln to go by.

rain Game presents
you with a fairly complicated
layout of railway lines, seen
from above. In the simplest
level one train chugs about
the system and your task is
to guide it correctly between
the three stations, pickingup
passsengers. There are 25
sels of points which you
must look after. These are
switched by pressing the
appropriate key — all the
points are given a letter of
the alphabet. If nothing else,
this very rapidly teaches you
the keyboard layout!
Switching a set ol points

92 A Mewsfield Publication

under a train, or not setting
them correctly in the first
place, will result in a derail-
ment and a loss of life. (You
get murdered by irate
passengers!) To stop a
train in the next station you
merely press the appropriate
key. On the first level with
one train, the key is 1 [hlua].
the other trains are 2 (red)
and3 (magenta). As time
passes the stations fill up
with passengers waiting fora
train. These are little bowler
hats with legs (it's a
commiter systam. oabyi-
ously). If they have to wait
too long a few of them turn
white with rage and are likely
to hijack the train with catas-
trophic results! Your score is
directly relaled to the
numbers passengers you
manage to collect.

There are several levels of
play, with numerous sub-
levels between them.
Collecting 25 passengers
moves you onto the next
sub-level. In some cases
runaway gQoods 1trains
(black) appear and mus! be
directed back the way they
came to get rid of them,

CRITICISM

‘The Train Game is definitely
going to appeal to "train
buffs”. It's good fun to play
and on the higher levels
requires great concentration
if you are to avoid disaster.’

‘It's not often that you get a

cassefte for review that's
such instant fun! Nor a game
that when you next look at
your watch three hours have
passed without your
noticing. Like 80 many very

ood games, The Train

me /s simple in idea but
sophistica in its detalis.
For instance, when you have
all three trains running and
your eyes are darting
everywhere 1o make sure the
points are okay, you then
have to worry about the
passengers - some may be
white with anger at the
delays, but the other are
coloured like the trains, anc
they only want that colourec
train!’

‘With seven levels of play
and five sub-levels in each
there is plenty of variation. Al
the top level of play the track
layout gets even more
complicated as well as the
speeds increasing. The
graphics are cute and to the
point. | liked the sound of
chugging trains but if it
drives you mad there is a
facility for turning it off.

should send
rltlsh Rail as a
training course.’
‘Could this be the end of
train seis as we know them?'

Perhaps the
this tape.to

COMMENTS

Keyboard positions: uses
most of the keyboard
Joystick options: impossible
and not required
Keyboard play: responsive
Use of colour: very good
Graphics: average to good
Sound: very good, on/off
facility

Skill levels: seven (with five
sub-levels on 1-6 and nine
sub-levels on 7)

Lives: four

Screens: two track layouts
General rating: very good

Use of computer: 60%

Graphics: 63%
Playability 85%
Getting started: 75%
Addictive qualities:85%
Value for money: 85%
Overall: 75'%L%
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“The B.15 from Brighton is just arriving at platiorm &',

VAMPIRE
VILLAGE

Producer: Terminal
Memory required: 48K
Recommended retail
price: £6.95

Language: machine
code

Author: Docimodus (7)

Adventure games are really
coming on apace as regard
originality of presentation.
Vampire Village bears a very
vague similarity to Phipps

Associates' Greedy Guich in
as much as a town, or village
in this case, is the setting,
and you see a visual map of
it. But there any resem-
blance ends. For here the
entire village is laid out like
an ordnance survey map,
every building is shown, its
doorway and shape, there's
the river beyond, the fields of
crops beyond that, the red
coloured cliffs and on top,
the castie belonging to the
vampire in guestion.

The story so far is a sad
and familiar fabie, there's
this village sitting on the
banks of the River Ripple
plagued by a Vampire who
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- Ealy morming In VAMPIRE VILLAGE 00 he Shops 1e oponing.

dwells in the castle above the
Red Cliffs. You are the mayor
of Viasdor! and your task is
to recruit volunteers, equip
them and direct their
attempts to rid Viasdorf of its
unweicome predator. Usual
vampire rules apply, i.e.
stake sthrough the heart, no
flying by day, garlic keeps
him at bay. He's invisible at
night except for his eyes.

The game is played with a
full screen map of Viasdor!
and the surrounding area.
When you start a volunteer
crops up immediately and
you must decide how much
of your £999 budget to give
him for equipment. The
voluntear appears as a tiny
dot in the village, wandering
around. He is directed by
way of the cursor keys. As
soon as 9.00am arrives, all
the village doors open and
the shops are ready for
business. If you guide your
volunteer into a shop the dis-
play changes to text, inform-
ing you where you are and
what's for sale at what price.
Food is essential if you want
your man to remain alive,
and don't forget the garlic!
Other essential equipment
includes a means of crossing
the river, for if you let your
man wander into it, he
drowns (and you lose the
money you gave him)! If he's
not equipped sulficiently
before night falls and the
shops close he may well die.

During the game essential
commands can be inputled
by using the abbreviations
Buy, Eat, Get, Hide, lgnore,
Kill. Look, Sleep, Wake,
Piayer status lets you know
what your man is carrying,
how he feels, and his de-
fences (holy water is pretly
good for delences).

CRITICISM

‘This is a reai time graphic
adventure. It has instant
appeal but because it is very
slow you get the feeling
nothing much is going on.
it's well worth trying out all
the command words as the
program does respond with

infarmation that would

otherwide remain hidden. To
be honest | thought the game
held more promise when |
started than | did after'half an
hour of playing it

‘There is a feeling of being
drawn into this village. The
very pace is misleading at
times. It seems quite slow,
bieng in real time, but your
volunteer Is quite hard to
manipulate when he's in
among the shops and
houses, The trouble with him
is that he has a mind of his
own. Once you've got him in
somewhera, he ftells you
what's there, but leaves you
with no time for thought, and
ha's off in a Nash. Il there's
something you would like to
buy or examine, you have
very little time fo make up
your mind as to its worth.
Perhaps my biggest com-
plaint it that there seems 10
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be little sense of danger in
the game. The vampire takes
so long to get anywhere and
doesn’t do much when he
does arrive, that thaere is no
pressure on the player.’

‘In Vampire Village the lay-
out gives you the odd sense
of sitting in a helicopter
hovering above a seemingly
real lile drama, manipulating
its inhabitants. It does havea
mesmerising quality which |

like. The graphics are
attractive although there is
no animation involved
beyond the moving dot of
your volunteer, the eyes of
the vampire and the opening
and shutting ol doors. A
touch | particularly liked was
the sound of your volunteer
kncoking at every door he
reaches.

COMMENTS

Keyboard play: responses
seemingly slow at times
Use ol colour: good, but
night sequences could have
been ‘darker’
Graphics: clear text,
presented, good map
Sound: minimal but
used

Lives: depends on how you
spend your money

well

well

General rating: above
average, unusual type of
adventure

Use of computer 70%
Graphics 58%
Playability 73%
Getting started 80%

Addictive qualities 50%
Value for money 51%
Overall 63'%%

PLUGGIT

Producer: Blaby
Memory required: 48K
Recommended retail
price: £5.50
Language: machine
code compiled
Author: Rob Jones

Games which plunge into
the very psyche of Uncle
Clive's little computer seem
all the rage these days. The
hero of this particular jaunt is
young Percy Pluggil Percy's
an |.C. chip who has got him-
self lost in a maze of circuitry
far away from his homely |.C.
socket.

There are two coloured
keys to find which will, when
put into the right keyhole,
unlock the correct door.
Unfortunately they must be
done in the right order. The
maze is full of resistors,
diodes and capacitors which
are chasing poor Percy, and
his energy, which starts at
1200, runs down very
rapidly. On top of that the
walls of the maze are elec-
trified, which fries Percy like

bacon.

CRITICISM

‘Pluggit isn't as exciting to
play as Goicha! Perhaps
because there are such a lot
of maze type games around.
But it isn't that easy either
The maze area is very large,
only a small part appears in
the playing area, and there
are at least four electronic
horrors in each screen. Your
I.C. chip and his enemies all
move very smoothly.

'Moving Percy around is a
bit difficult if you are on the
keyboard because the
cursor keys are nol an in-
stinctive arrangement lor
fingers, but everything
works very well otherwise,
There is a liring key which
sends lethal bolts ol energy
in the direction of move-
menl, although you can't lire
and move. Good graphics, a
worthy maze game.’

‘This wouldn't be that en-
thralling to play if it weren't
for the electrified walls, but
they make everything so
fraught that you suddenly
realise you've been playing
quite a while. Perhaps not as
addictive as some other
games |'ve seen from Blaby,
but very colourful and quite

playable.’

COMMENTS

Keyboard positions: cursor
keys, not the best arrange-
ment

Joystick options: AGF or
Kempston

Keyboard play: responsive
4-directional movement
Use of colour: very good
Graphics: quite good
Sound: average, good end of
lite sound
Skill levels: 1
clock

Lives: 3
General rating: anaverage to
good game, good value, but
could have done with a starl
key — autostart loses you
getting ready time.

against the

Use of computer 58%

Graphics 60%
Playability 63%
Getling started 62%
Addictive qualities 65%

Value for money 68%
Overall 627%,%
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Producer; Doric
Memory required: 48K
Recommended retail
price: £7.95
Language: Basic
Author: Chris Dorrell

The Oracle’s Cave isn't an
epic quite on the scale of
Valhalla, butl then it's aimost
halt the price, and for what
you pay you also get ani-
mated graphics.

This is a dragons and
dungeons adventure, butitis
much more oriented towards
the graphics than to the text,
which makes a refreshing
change from most of its kin.
The story outline is a familiar
one; you have ventured into
a dark and mysterious cave
complex and are trapped
near the entrance. The only
exit is four levels down —
through the dreaded

Il‘ltfﬂ-‘ﬂ--l-_
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Aun or tight? It's all cholces, cholces in THE ORACLE'S CAVE.

Oracle's Cave. The game
provides four quests. In each
you must collect forty units
ol treasure, these lake the
form of gold bars, coins and
silver, @ach type giving you a
number of treasure units.
You must aiso collect the
treasure guarded specially
by the four monsters after
whom each quest is named.
For this sterling effort you
are rewarded with no
treasure points — it's simply
your duty!

At the start of the game
you are asked to select a

quest. They are to gain
treasure guarded by The
Mummy, The Centaur, The

Fiery Dragon or The Black
Knight. Each time you play

the game the layout of the

caves is altered.

The way in which Oracle's
Cave differs from so many
other adventures is the way
in which commands are
typed in. The top half of the
screen shows the cave, with
an animated figure of 'you',
plus any objects or
monsters. The lower half
shows you your energy level,
wounds, weapons, combat
strength, treasures and
articles carried. Below thatis
a description of the location,
then an input line, and below
that a line telling you what
yur options are. The options
are abbreviated to m = move,
r=resl, e = explore, u = use
(any article carried). If you
elect to move, the cursor line

agsl ‘Which waz?‘l while the

_——m—_—__ﬁ

option line tells you: u = up,d
= down, L = left, r = right.
There are also s = secret
passageway if there is one
there, and h = help. Both
seem to return you auto-
matically to the entrance
cave.

Inputting a dlrechun
results in an animated
sequence as ‘you' walk
thorugh a passageway into
the next cave. On arriving
any monster present will
appear and so will the
treasure it's guarding. You
are then presented with a
limited option of f = fight or
move. It is not possible to
move past a monster until it's
been defeated. Each quest
has a '‘Sdays'time limit,and a
section on the right of the
screen lets you know —
morning of the second day,
and so on. Below that is a
simple diagram of the cave
showing only the locations
of the four quest beasts and
your position.

CRITICISM

‘The animation in The
Oracle’s Cave is very good. |
suppose it's difficult to avoid
comparing it with Valhalla,

Kempston-type jovsiick or
board

100% machine code. Special
animated cartoon graphics.
Unique chamge screcns
features. Avoid the vicious
dogs, Mind the hidden exit and

Send chegue/postal order o

! (BLOCK CAPITALS PLEASE)
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Graphics simulation of he
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Fun-time educational game.
Full feature arithmetic. Do your
sums guickly or the bull will
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there's lessanimation herain
the sense that it's only ‘'you’
who move. A pity the
monsters couldn't have been
given some form of move-
ment too. The fight scenes
are fun, but | never seemed
able to win any. After a
battle, the wounds and
energy loss combine {o
make you weak, too weak
even to walk away, in which
case you get returned to the
safe cave at the entrance.
Resting restores energy but
loses precious time.'

‘The trick with this game is
fo spend as much time in the
entrance cave exploring.
You're told that all sorts of
things are appearing to be
collected, which makes all
the difference in a fight.
Once in a cave with a
monster your options are
limited to fighting or running
away until the monster has
been defeated. The inlay
card does tell you toexplore,
 but | guess most people want
to dive into the adventure,
and if you do that you will be
disappointed because
without getting past a
monsler your movemenls
are vary rastricted indeed.’
‘Perhaps hardened adven-
ture lovers might find this
one a little limiting, since it
keeps offering you menues
of possibilities instead of let-
ting you roam free as it were.
| thought it made a nice

change, and as I'm only half
partial to adventures, it
might just have an appeal for
those like myself. Good clear
graphics, with good move-
emnt from ‘yourself’. One
thing the inlay card doesn't
tell you (which it's useful to
know) is that each monster's
combat strength isdisplayed
next to your own as soon as
you meet. This gives you a
good idea of your chances of
winning any fight. Persever-
ance is a virtue. | defeated a
glant rat only after going
through four rounas of
combat. | would think this is
going to be popular.’

COMMENTS

Keyboard positions: menu
given, simple abbreviations
makes the program user-
friendly

Keyboard play: good
responses despite being in
BASIC

Use of colour: sparing but
good

General rating: unusual
adventure type, good

Use of computer 80%

Graphics 73%
Playability 75%
Getting started 64%

Addictive qualities 60%
Value for money 70%
Overall 70%

MAZIAGS

Producer: DK Tronics
Memory required: 48K
Recommended retail
price: £5.95

Language: machine
code

Author: Don Priestley

Maziacs puts DK back on top
form again in a highly
colourful and eventful maze
game. The aim is lo enter the
maze and find the gold, then
bring it safely out again. You
are told that the gold may be
anywhere, but at least 200
moves from the starting
point. Embedded in the maze
walls are several useful items
like food and swords, and
here and there a few
prisoners who, despite their
incarceration, seem to know
ihe way to the treasure. You
get what you want by trying
o move into the square
occupled by the object (or
prisoner). The food s

essential if you aren't to die
of starvation, and the swords
are also essential if you want
to survive the dreaded
maziacs. These spidiferous
creatures ramble about all
over the place, sometimesin
packs. Sadly a sword can
only be used once, s0 avoid
the packs — they move like
greased lightning even inthe
lower levels of play.

If you ask a prisoner the
route to the gold he tells you
by turning the path yellow.
This you can foliow for a

short time before it blinks out
and you must then find
another prisoner. Once the
treasure has been dis-
covered your problems
really start. For one thing
you can't carry a sword and
the treasure al the same
time, so it's best to try and kill
off as many maziacs as you
can on your way in.

A useful feature is called
VIEW. The section of the
maze on screen is only a
fittieth of the total, but
pressing the key for VIEW
lets you see a twelfth, and
includes positions of
swords, prisoners and food
as well as maziacs. There are
play levels where you can
dispense with such cissy
aids as this!

mll:l;' mmmm-m.

CRITICISM

‘All the instructions are on
screen, but they are ve
good and helpful. Althoug
the keyboard layout is
sensible you can a.rl to
define your own keys. Thisis
a sort of maze adventure and
it's a good one. The graphics
are excellent with plenty of
animation — it's fun and
addictive to play. | also liked
its large library of comments
when you lose a life.'
‘Everything is very clear
and colourful. The game has
instant appeal because of its
graphics. “You" are very wall
animated tapping your feet
when standing still, even
squatting down in boredom
if you don't move for a while.
The maziacs are also nicely

Amazing MAZIACS gathering to do baitie with ‘you'.

done - they look and move in
an evil way. If you encounter
one (which you will) then the
battle is fun to watch. Bound
to be a success.'

‘Plenty of appeal, with lots
to do and good animation.
Helpful touches like the
VIEW facility can be a mixed
blessing since you can't
move while looking at the
larger map, but the maziacs
can! Addictive.’

COMMENTS

Keyboard : good,

but user-defined as well so
u can set up for AGF and

rotek

Joystick options: Kempston

and cursor controliers via

user-defined

Keyboard play: slightly

hesitant

Use of colour: good

Graphics: excellent

Sound: continuous and

imaginative

Skill levels: four

Lives: one

Screens: ucrnmng maze, sel

up randomly each game.

General rating: highly

recommended

Use of computer: 80%

Graphics: 78%
Playability: 84%
Getting started: 80%
Addictive qualities: 88%

Value for money: 82%
Overall: 82%
T L R ———

LXI8r ginator

Memory required: 16K
Recommended retail
price: £5.95
Language: machine
code

Author: | Morrison & D
Anderson

As the Exterminator your
task is to rescue life, the uni-
verse and everything from no
less than seven types of
crazed robot in this Berserk
type game. Learning the
robot types is rather import-
ant as they all have different
attributes; Block robots
aren't bright but they're
indestructible, standard
robots don't fire anything but
home in on you, Brains
(looking more like skulis) are

intelligent and fire homing |/

missiles, Circles despatch
Saucers, and Saucers zip
around firing non-homing
missiles, Squares despatch
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Tank Robots which follow
you about also liring non-
homing missiles

After a few moments play-
ing the screen becomes
alive with moving robols
Level promotion oOcCcurs
automatically when you
reach sufficient points,

GENERAL

On pressing € before or

after any game you can
change the keyboard
positions. There are two

options, the first allows for
slightly simpler control by
having two rolation kays,
W/E, a moving key, L,and P
to fire; the second option
uses Z/X left/right and K/M
up/down with L to fire.

CRITICISM

It you enjoy Berserk/
Frenzy type games then this
is5 @ good and ineresting
variant. There's an element
of strategy involved as it
bacomes very important to
shool up the robots in the
right order, most dangerous
ones first, dumb ones later,

‘It seams a pity that Silver-
soft should have had 1o make

Health Warning! Exlerminating alien robots can be habit-farming.

a copy of a game which
already has several versions,
although this happens to be
a fairly good one. It becomes
difficult to judge them fairly
I think it's bast o say — good
program — too familiar a
game to be entirely interest-
ing., | did like the totally
different keyboard options,
as it does make for Iwo
games, since the Exter-
minator behaves quite differ-
ently when he’'s rotating and
moving from when ha's
undar the compass point
movement.’

"Very well animated, large

graphics, and smoothly
moving in this game. 8-
directional movement and

good fire rate, | found it
highly addictive and il cer-
tainly has lasting appeal.’

COMMENTS

Keyboard positions:
flexible
Joystick options: Kempston,

AGF and Protek
Keyboard play: very
responsive

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

Skill levels: 3 speeds
Lives: 3

Screens: multiple
General rating: very good

Use of computer 90%
Graphics 88%
Playability 75%
Getting started  80%

Addictive qualities 78%
Value for money 85%
8214%

Overall

HUNTER-
KILLER

Producer: Protek
Memory required: 48K
Recommended retail
price: £7.95
Language: machine
code and BASIC
Author: Rod Hopkins

Hunter-Killer is a submarine
simulation game set off the
German Helegoland coast of
the North Sea during the
Second World War. You are
commander of an 'S’ type
submarine and your mission
is to find an enemy sub-
marine in the same area and
hunt it down. The coast is
heavily mined, so sailing in
too close may result in hit-

ting a mine or running
aground

The simulation is quite
delailed. Three screens

show you the control room,
periscope view and chart
room. In the control room
you can see the ballast tank
level indicator. the hydro-

~wm==s” DORIC COMPUTER SERVICES PRESENT

THE ORACLE'S

Mﬁ

The Oracle's Cave is an gxciting adventure game containing a unique
blend of HIGH RESOLUTION ANIMATED
bean designed especially for the

48K SPECTRUM

Its many features include:
*« Continuously displayed high resolution graphics
» Time limit of five 'days on every adventiure
« Completely new cave layoul, monster position and even! sequence

CAVE

generated for every game

+ All monsters, articles and locations depicted to a level of detail that

pushes SPECTRUM graphics to the limit

The closest yet 10 a true animated graphics adventure.  excellent value for money Popalar

Computing Weekly

Superb high resolution with smboth scrolling .. with the nights drawing in this program shouwld

givie you plenty (o think about’ Micro Adveniure Dec 81

The graphics are smooth, starthing and axciting. They show the way for the developmant of the

graphics adventure in the nest year Sinclalr User Annual 84

Each guest is selected by you al tha beginning of 1he game and you will have live game days in
complete it. The time lacionis exceptional in adventure games Sinclalr User Dec 83

wich 10

Available Irom W H SMITH, selecled
branches of BOOTS and J MENZIES and
other leading retailers.

Trade Enquiries welcome

RAPHICS and text which has

=" Also available direct at £7.95(Postage and
packing free) from:

DORIC COMPUTER SERVICES, 3 THE OASIS,
. GLENFIELD, LEICESTER LE3 8QS

‘ Telephone 0533 314345 "
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plane angle, ballery charge,
engine speed, rudder angle,
heading, torpedoes lelt,
engine warning light, engine
indicator, asdic display,
echo sounder display, radar
display, periscope, and the
depth meter. The periscope
view shows you the horizon
and enemy shipping or aero-
planes if any are about
Below are indicators for peri-
scope angle (which can be
turned in either direction),
heading. distance to enemy
and torpedoes left. The chart
room is accessed by press-
ing the C key — the control
room slides across and is re-
placed by the charts. Apart
from the map, details shown
are tide indicator, compass
rose, indication of position,
minefields, enemy position,
speed of submarine and tide
strength.
The asdic comes on auto-
matically at a depth of 10feet
or more and you can hear it
pinging. On the surface the
radar is automatically
switched on. It has a range of
22 miles and you can see the
sweep of the antenna
Enemy aircraft are hunting
for you. I you spend oD
much time on the surface
they will spot you and then a
klaxon sounds, giving you
only two minutes 10 dive
below 10 feet to safety. All
diving and surfacing com-
mands must be carried out
properly as in a real sub-
marine. So too must the
firing of torpedoes. Another
realistic feature is the use of
twin engines, diesel for on
the surface and electric for
under water. Using the diesel
underwater resulls in
damage. If you stay under
water too long the electric
engine’'s batteries will run
down and require re-
charging on the surface.
This game can be played
with two Spectrums each
fitted with Sinclair Interface
1 and their own tv screens.
Then each player has his
own submarine and can pit
his wits against the other.
The game includes instruct-
ions for solo and dual play.
Timing and synchronisation
aré obviously very important
in this unigue mode 1o avoid
&rror reports popping up.

CRITICISM

‘Presentation and pack-
aging isexcellent, and the in-
struclions are well thought
oul. But the trouble with real
time simulations is that they
are 50 slow; you can wait
ages (i.e. 15 minutes) if the

The control room (part seen) is lo
the lelt of the map room.

enemy is about 10 miles
away, before you reach his
last reported position,
Overall | did not think too
much of this well-boxed sub-
marine simulation.’

‘The graphics are very de-
tailed and well laid out, II
takes some gelling used lo
all the control keys, and the
responses are a little siow,
but there isalol todotokeep
the submarine working and
functioning safely. If you
anfoy real time simulations,
then you'll like this — but it
isn’t for the arcade freak. The
game can take hours 1o play
through.'

‘A nicely presented game,
with plenty of instructions. If
it's a rainy afternoon, what
better than to be wunder-
water? | only felt that the
periscope view might have
been a bit more detailed, but
it must have been tough
packing all thisinto 48K any-
way. | seem to remember
seé@ing an ad saying this was
£5.99, but it still compares
tavourably with the usual

price for delailed simu-
lations.’
COMMENTS

Keyboard positions:
complicated, 18 keys in use
Joystick options: Protek
(naturally) or AGF for
direction

Keyboard play: slow to react,
but hardly essential in a real
time game.

Use of colour: good
Graphics: good and detailed,
but poorer in periscope
Sound: not much, klaxon,
asdic and a nice gurgling if
you're hit

Skill levels: 5

Screens: 3

General rating: good

Use of computer 65%

Graphics 69%
Playability 50%
Getting started 74%

Addictive qualities 50%
Value for money 58%
Overall 61%

3 DEEP
SPACE

Producer: Postern
Memory required: 16K
Recommended retail
orice: £7.95
Language: machine
code

3D has often been misnamed
in computer games, some-
times only meaning a shape
has a shadowed edge 1o it,
but Postern's space game
actually employs stereo-
scopic vision to create a real
sense of depth. To play the
game you must wear the bi-
coloured spectacles pro-
vided with each cassette.

The object of the game is
veéry simple: you command a
ship which travels vertically
on the extreme left of the
screen and you must blast
the alien space craft which
travel towards it from right to
left. There are various types
of alien and you score points
accordingly.

The novel control key is
the ‘zoom' one. This sends
you deep into the screen, or
brings you back out. The
aliens are all travelling at
differing depths across the
screen, front or back, and
your laser only has any effect
it you are at the identical
depth to the alien. Similarly
they only hit you if you are at
the same depth as they are.

and the movement! o! the
gnemy drones is vyery
smooth, but the game itselt s
unexciting and grossly over-
priced.’

‘The casselte box is
impressive, the insrtuctions
detalled, but | couldnt get
the 3D effect to work at all.
The separation of the stereo
image seems (oo extreme.
They tell you it works
between 4 and 8 feet, but it
doesn’t. If you stand really
far back it just begins to
happen — but then you're
too lar from the computer
and screen to be able toplay.
A good idea il it works, but
too much effort went into the
gimmick and not enough
into the game, which is quite
boring.’

‘You can play this game
without the speclacles by
estimating the depth of the
advancing space ships by
the degree of left/right image
saparation. Playing this way
saves the headache! I'm sure
the packaging and the spec-
tacles must make it expen-
sive to produce, but for what
the game is, it's over the lop
moneywise.’

COMMENTS

Keyboard positions: difficult
lo control with B keys
Joystick options: none
Keyboard play: responsive
Use of colour: red, biue and
yellow

Graphics: simple and
smooth, 3D if it works
Sound: average

Skill levels: 1

in 3 DEEP SPACE no ane can see you slzzie

CRITICISM

‘It takes ages to fiddle with
the tv colour, and then it
does not quite work. The ex-
cellent cassette box and in-
structions have a lot of detail
describing how to set up the
tv [un!y colour ones work
with this game) but the 3D
images fail 1o work properly.
The graphics are reasonable

Lives: 1

General ratling: poor

Use of computer 45%
Graphics 55%
Playability 40%
Getting started 40%

Addictive qualities 45%
Value for money 40%
Overall 44%
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Black Crystal and Volcanic Dungeon
are names that instantly create images
of mysterious mythological fantasies.
If you are an Adventure freak then they
are, no doubt, names that are familiar
to you as the titles of two of the most
successful adventure games around

Now, from the same team of Roy
Camell and Stuart Galloway and their
company Carnell Software, comes a
sensational new adventure uniike any-
thing created before — The Wrath of
Magra.

Great dark veils of secrecy cloak its
development and | had to lure Roy and
Stuart 10 a local cavern, ringing with
the sounds of glasses clinking, and use
that most potent of magic spells
'What's yours?' before | was divulged
any of the mysleries surrounding
Magra. Such enlticing tactics,
smacking of film studio security,
combined with the release of tempting
snippets aboul the awlul wilch, have
alrady resulted in The Wrath of Magra
being tipped as the °‘Ultimate
Adventure’ and a sure fire hit for
Carnell in 1984

It will come as no surprise lo learn
that as two guys who have a genius for
creating adventure plots, both Roy and
Stuart have a background of work in
the film industry. They were both
involved in the optical special effects
on Superman after meeling special

95 & Newslield Publication

Beware
the Wrath
of Magra!

John Edwards hunts among the graveyard dust for some way
out of the all-encompassing horror that is CARNELL.

Methzar grew bitter and joined forces with the Snow Queen and her army of ice
giants, and an alliance of evil was formed. Into this alliance came Magra, the witch
of the Black Mountains, whose cannibalistic nature and ugliness made her the
mosl feared wilch in all the lands. Together they planned their strategy and over
two years formed an army of the most grolesque crealures ever to walk the earth.

- Volcanic Dungeon
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effecls master, Wally Veevers al
Birmingham Film School. They were
naturally up to their eyes in mythology
and legend when creating the surprises
in the film about King Arthur and
magical Merlin, Excalibur

All ol the Carnell adveniures are
centred on the European part of the
Third Conlinent — the time when the
greal land masses of Europe. America
and Africa wre all one. At the end of the
Third Age of the Third Continent, the
time of Black Crystal, a great battle was
fought and the armies of evil were des-
troyed, and the balance of the forces of
good and evil were restored, Now with
The Wrath of Magra you find yourself at
the beginning of the Fourth Age.

IN THE GRAVEYARD DUST

In theWrath of Magra, you play the hero
trom Volcanic Dungeon and, as the title
suggests, you are lacing the anger of
Magra. She's a nasty piece of work if

-

St

ever you saw one, and well deserving a
seat in the 'snug’ at the Rovers Return!
The evil old witch lives ina castle in the
Black Mountains. In previous battles
Magra was killed, but only in a physical
sense — her body was returned (o her
castle by the ice giants, and now she
has been brought back to life by the
powers of magic. She is furious and
recaptures the Princess Edora,
imprisoning her in the castle

So the stage is set for you to make a
fascinating journey of days, weeks or
even months, to batlle with the
demonic forces awailing you. The
adventure consists of two cassetles
and a 200 page paperback of essential
reading — more of this later. The two
cassetles contain three 48K programs

At the start of the lirst program you
are a rather helpless, inexperieanced
hero, who has gol to pick up some
pretly sensalional magical powers
rather quickly ! you are going lo
succeed In your quest. As a2 novice

-
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wizard you will need (O acquire
knowledge, ingredients and weapons
lo commence your magical work and
build up your prowess and confidence.

Nothing comes easily in this game.
There are over 100 weapons and
ingredients to be found or created
belore you can mount the final
onslaught on the witch. Many weapons
have 10 be formed — you won't find a
Saintly Stalf just lying around. You may
come across a staff but then your
magical powers will have to discover a
dead saint and some graveyard dust to
change the stafl into something
special.

Starting in the valley, you are
reasonably sale. There is a village
nearby, though it isn't a good idea to
trust all the villagers. You commence
your quest by finding the entrance to

the mines under the Black Mountain.
The game runs in real time — ten
minutes playing time equals one hour,
so time is an important element. Some
spells can only be done al special times
or at a certain phase of the moon.This
could mean waiting for a month! But
don't worry, you can ‘fall asleep’ and
bang goes eight hours. Buit watch out
— nasty things can happen while you
are sleeping!

Once you get into the mines in part
two you will need all your knowledge
and weapons from part one to combat
more than forty monsters and
supernatural beings as you force a path
towards Magra's caslie. It's a decidely
disquieting experience.

Scoring is continuous throughout
the game and you must watch many
things. Your physical strength must not

Biack Crysial.

Looking sultably evil, Siuarl Gallowsy and Roy Camell fend off the forces of good with thair

fall too much and you must sleep every
48 hours. Physical strength and faith
get boosted when some magical spell
goes successfully, and the reverse |s
also true. Wounds, naturally, can
mount up in the various battles. And
not least, your gold pleces need careful
guarding as you never know when
someone might want a bribe!

If you have got this far it will have
meant making many references to the
200 pages of magical information
contained in the accompanying book
As the adventure takes a long while to
play you will probably be saving the
game al an appropriate moment and
disappearing up to bed with the book to
plan the next day's campaign, hone up
your magical spells and generally swat
up on the Third Continent. Only when
all this has become second nature are
you ready for the third and final stage
You have made it through the mines
and at last Magra has you just where
she wanls you — on her own territory,
in the castle

She will pop up anywhere, any time,
setling traps and being thoroughly
unpleasant. I she fights you must
defend yoursell. She is all-powerful in
her own domain, S0 you are going to
nead every ounce of protection and
knowledge to win the final conflict.

But all the surprises are nol over yel!
Only by the powers of alcohol did |
prise from Roy and Stuart the wicked
twist of fate awaiting you. It's new, it's
devilishly cunning — it's Evolution. In
the final stages the monsters awaiting
you are crealions ol pure compuler
science. Your Spectrum takes control
to create unknown perils, things
beyond even the wildes! dreams of the
programmers themselves. Every game
will evolve its own climax

Will you be able to handle The Wrath
of Magra? Whatever form it may take —
only you will ever know

A Newstinld Publicalion gg
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Robber

Producer: Virgin
Games

Memory required: 48K
Recommended retail
price: £5.95
Language: machine
code compiled
Author: Keith Mitchell

Robber is subtitied, ‘A 3-part
criminal escapade to warn
you off a litetime of crime!’
According to one of our
reviewers they should have
warned you off Robber. In
many respects this game is a
good sketch for a much
beller preseniation at a later
date

THIS IS WHAT YOu DO

There are really three
this game,
although the second con-
tains four dilferent sections
The first screen depicts a
large room with two L-
shaped cupboards in it
You're at the bottom right, a
chess pawn shaped thing. In
the two cupboards area door

key and a stethoscope, A
third and vital object is the
hidden sale key (why a
stethoscope?) This safe key
only becomes momentarily
visible in the beam Jfrom the
guard's torch. He's at the
right ol screen, moving
erratically up and down. If
you get caught in the beam
you're nicked.

Having collected the three
objects you proceed to the
second screen, a two-part
collapsing and reappearing
bridge. which you must
cross without falling to your
death on the spikes below
Once across, the third
screen presents you with a
simpler maze, first section
under water, infested with
poisonous jelly fish (watch
the falling oxygen rating),
second parl through a dark
room where youcan't seethe
path of the maze, and
infested with man-eating
birds; third part a narrow
corridor with deadly
bouncing balls, and lastly a
maze which disappears as
s00n as you see it, so it must
be memorised. The whole
thing takes places againsi a
timer on the safe which shuts
off the whole complex.

ot o I e L

- —

The Stir Trader g e
b ciliing you b

J

- wheahng and Gealing

haliangs 1O your inyersimie

yiod Wil Badlan T Foil] oul on yo

L5

e

Dealer Enguiries Welcome

100

A Mowstield Pubhcalvn

' N e (P
Y INZZ ) WA RN
(4 4 .

M oicts wh

gy ™

trapping you if you're not
quick enough.

GENERAL

The instructions on the inlay
say Z/A for up/down and
Q/W for left/right. They're
wrong. IW's actually Z/X for
left/right and K/M for
up/down. Objects are
collected by moving onto
them, One of the reviewears
noted a serous problem, not
so much of crashing the pro-
gram as terminally freezing
it. Twice in a row it froze on
hitting the Z key and had to
be reloaded

CRITICISM
‘Overall the graphics are very
basic looking, though

adeguate for the idea, but
they move at a very BASIC
speed, In facl it's such aslow
process that the game
becomes frustrating and not
in a good way.'

‘An awlul lot depends on
luck rather than any playing
skill. The collapsing bridgeis
vary random, and the jelly
fish just pop up and then
disappear again, §0 ils fuck
that gets you through.

Neither jelly fish nor man-
eating birds pose any real

The igtest

danger in the sense that they
go for you.,

‘The response to pressing
a key is so slow that skill
plays very little part in this
game. | thought the graphics
were primitive and there was
no sound to speak of. Surely
more could have been done
with 48K than this?'

‘Although you only get one
life in the first screen, once
into the second and third
there seems to be no limit,
you can go on and on.'

COMMENTS

Keyboard positions:
sensible

Joyslick options: none
Keyboard play: very slow
Use of colour: average
Graphics: fair

Sound: hardly any
General rating: poor

Use of computer: 50%

Graphics: 45%
Playability 43%
Getting started: 65%

Addictive qualities:50%
Value for money: 35%
Overall: 48%

program from Digital Dexterity, combintng
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Quetzalcoatl

Producer: Virgin
Games

Memory required: 48K
Recommended retail
price: £5.95
Language: machine
code

Author: Gareth Briggs

Quetzalcoatl was one of the
most important Aztec gods.
The inlay tells us he was the
God of Life and Art, However
he's neither at the beginning
nor the end of this 3D maze
game, S0 one presumes he
was chosen for the title
because his name is better
known than the other three
who appear with him.

As the story goes, you've
been searching for the
mysterious Temple of
Quetzalcoat! for three
months, when your party is
set upon by a group of
bandits, who foully murder
your compatriots. For you,
there is something worse in
store — you're to be cast
from the Holy Place, and you
wonder whether they can
mean the Temple of
Quetzaicoatl. Well you guess
right, and the next second
there you are, alone in the
passageways of the first
level.

THIS IS WHAT YOU DO

There are four levels to the
lemple and you have to
descend through them by
finding a blue shaft. There
aren’t all too many of these
around, but there are plenty
of black shafts. Actually
black shafts are okay too, but
they damage the beads
you're carrying. Beads? Yes,
beads. It seems kindly Quetz
litters them around the place
in neat piles and you can
collect thern by walking over
them. They're useful in case
you find the exit — you can
trade them with the native
who will kill you if you
haven't enough.

Each level has a godly
guardian. On the first it's
Huitzilopochtli (fortunately
you don't have to type these
names in) who is the
Waylarers' God. If you meet
him he will give you a map.
Level two is the abode of
Tlaloc, the Rain God who
wanders about with four
pitchers of water. You've got
o pick the right one, other-
wise he'll kill you — all in all

he's not a pretty pitcherl The

you a map.

third level belongs to good
old Quetz (he of the beads)
and he'll give you a flute and
teach you a short tune, This
is just as well because on the
final level is Tezcatlipoca the
Sun God who will kill you
uniess you can play a short
tune on a flute. After that it's
a question of how many
beads have survived the
black shafts. There's always
less beads as you progress
from level to level.

The map is a mixed
blessing too. Every time you
use it, it disintegrates a bit
more until it's finally all eaten
away. When you get 10 a new
level it is renewed and
promptly starts vanishing
again.

GENERAL

There are six skill levels with
an increase in difficulty
between one and four. Level
five has no map to help and
level six has no compass
either. The compass is
collected by walking into
Huitzilthingie along with the
map.

CRITICISM

‘This is a playable game, well
programed, and which
manages 1o produce a fair
3D effect of the corridors.’
‘The 3D is quite good, with
positive movement from the
three directional keys.
There's enough movement
to give a feeling of pro-
ressing down a corridor,
he maze is nicely complex
foo. | never came across a
blue shaft, so it was

-shattered beads all the way.

The more you walk around,
the more black shafts appear
everywhere, and when you
have gone down a lavel, they
remember to make the black
holes appear at the right
places in the ceiling too.
That said, the game doesn't

The 3D view ol the temple of
QUETZALCOATL.

really oller any violent sense
of excitement, and plodding
through blue and purple
corridors, collecting beads
gets to be boring.’

COMMENTS

Keyboard positions: 1/2/3 =
left/ahead/right

Keyboard play: responsive
Use of colour: good
Graphics: good 3D effect
Sound: average, with entry
beeps

Skill levels: six

Lives: one

Screens: lour

General raling: an average
3D maze game, with batter
than average graphics

Use of computer: 60%

Graphics: 60%
Playability 56%
Getting started: 65%
Addictive qualities: 40%

Value for money: 55%
Overall: 56%

TRAXX

Producer:
Quicksilva/Salamander
Memory required: 48K
Recommended retail
price: £6.95

Language: machine
code

Author: Jeff Minter

Jei! Minter's second offering
via the Game Lords was
generally thought to be
somewhat better than
Gridrunner. One of our
reviewers disliked it, but the
other two considered it to be
a reasonably playable game.
The title could be misleading
in that it sounds like another
grid or light cycie type game,
but in fact it is a painter type.

THIS IS WHAT YOU DO

Traxx presents you with 30
boxes, five high by six wide,
with wide tracks between
each. At the base of the
bottom centre box the track
is painted purple with a little
green cursor, which is you.
As you move the cursor from
the purple colouring and
onto ‘unpainted’ track, the
cursor drags the colour
behind it. As in most painter
games there are a number of
pursuers darting about at
random. It all seems quite
straightforward untll, with an

imaginatively elastic
snapping sound, the painted
bit shoots back to where you
picked it up like a rubber
band.

After a few abortive efforts
you realise that you are only
able to paint as far as three
sides of a box at a time.
Surrounding a box correctly
rewards you with a little
bleep and you are free to
drag the paint out around
another box.

There are nine skill levels
and nine speeds in a flexible
combination; you can have
between one and nine
pursuers on any of the speed
levels. Starting with one and
one, if you clear the screen
the next level will give you
two and two. These canallbe
selected by a neat key press
type menu. Alternatively a
two player game option is
offered.

GENERAL

There are no instructions in
the inlay card, but all the
necessary detail are well
grﬂentad in the program.
he keyboard positions are
sensibly placed; Q/A =
up/down andI/P = left/right.
In the two-player game the
cursor colour changes
between players and the
scores shown.

CRITICISM

‘The graphics are good
quality, with smooth move-
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ment, but the game is very
difficult to control, It's too
easy to overshoot a f'unr.:liun
instead of turning off. If you
over run the end of a block
you cannot turn back and
paint it in. This makes the
game difficult in a silly sort of
way.'

| liked the selaection of
speed factors etc, by holding
down the 2, X, C keys and
réieasing tham when ihe
desired number is displayed.’

‘Simple in outline, Traxx is
nevertheless a game of some
skill and nerves, especially
when there are four or five
pursuers darting about.'

‘There's a touch of the
pacman in it. If you join up
the four corner boxes, you're
given 10 seconds to eat the
chasers.’

I thought it was well
designed, using a weli-tried
format, but with no real
innovation of its own.’

COMMENT

Keyboard positions: easy to
use and sensibly placed

SR SRS I YR,
e e

Joystick options: AGF,
Protek, but it was felt by all
three reviewers that the
keyboard was actually
easier to use for control
Keyboard play: difficult to
control well

Use of colour: average
Graphies: good

Sound: reasonable

Skill levels: nine

Lives: three

General rating: After getting
used to its idiosyncracies it
begins to grow on you, but if
you are looking for a painter
game, there are bettec types
on the market at a lower cost

Use of computer: 60%
Graphics: 60%
Playability 51%
Getting started: 65%
Addictive qualities: 70%
Value for money: 60%
Overall: 61%

BONKERS

Producer: Procom
Memory required: 16K
Recommended retail
price: £5.50
Language: machine
code

Author: David Jones

Bonkers has a cheerful inlay
card and an even more
cheerful title page, cheer-
fully disguising the fact that
this game is a wolf in sheep's
clothing. There is anelement
of the jumping platform
game 10 It — in this case it's
alt downhill

Youte wld that a group of
tarthlings have been
irapped In the upper regions
of an alen space station.
They must reach five air-
locks at the bottom (o
escape, but the horrible
aliens are holding a cree &!
creatures convention (C
for short) and they all join in
o make lite difficult. The
CCC cast list includes
Double gangers, a Pac-
droid, Squidge-droid,
Stomper, Baby-droid,
deadly space ship (inaspace
station?) and two other
mystery guests

Your trapped earthlings all
appear at the top of the
screen in the scoring area,
each one coming down via
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the side of the screen when
the previous one has been
done in. There are five plat-
form levels, the lowest con-
taining the five airlocks. The
corridor is defined by dark
blue, the thick floor by pale
blue. In each floor vertical
shafts move left to right and
vice versa. Your man doesn't
fall through the shafts, but
must attempt to leap down
through them. When he
reaches the bottom he can
jump down into a free air-
lock. One serious problem is
that the CCC moves not only
along the corridors but also
through the thickness of the
floors — rou can get caught
in the lift!

CRITICISM

‘Bonkers is an immediately
engaging game (o play
because all the characters
are animated. Your trapped
men stand at the top, waiting
their turn and literally
shaking in their boots, if you
make an earthling run along
a corridor and stop, he auto-
matically turns round after a
second and faces you, wait-
ing for the next command.
it's also good to have as
many control options as are
provided, two keyboard
positions and two joysticks,
although | didn't think the
combination of ESD & X
was all that sensible.’

‘Excellent game present-

BONKE
by DAY ;c..

m -_

JDNE 3
Stuck In the corridors of BONKERS

ation and instructions get
you well started. The game
sounds easy when you read
them — well, I'll tell you it
isn't! At screen one thare is
one alien trying to get you,
but for every screen you
clear one more alien joins in,
50 by screen 10 there are ten
creepies after you. All | can
say is that Procom have gota
winner — very aclive, very
enjoyable, playable and ex-
cellent value. Bonkers shows
that a simple idea may be
better than a complicated
one.

‘I always liked Imagine’'s
Jumping Jack, a wonderfully
maddening game, and
Bonkers Is very similar in
feeling. The animation Is
much more avident in Bonk-
ers though. The idea is
simple and relies on the
piling up of odds against you
the better — or luckier you
are. They've also avoided the
dreadful Death March music
and contented themselves
with an angel flapping up
away from your dead earth-
ling until it vanishes off the
top of the screen. This is a
really good arcade game.’

COMMENTS

Keyboard ons: cursor
keys or E,S.D.X

Joyslick ?ﬂom. Kempston,
Fuller and via the cursors,
AGF and Protek

Keyboard play: highly
responsive and very fast
movement

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

Skill levels: increasing diffi-
culty I:?‘ the screen

Lives:

Screens: over 10
General rating: very good

Use of computer 75%

Graphics 74%
Playability 7%
Getting started 75%

Addictive qualities 84%
Value for money 80%
Overall 77%%

Bedlam

Producer: Lothlorien
Memory required: 16K
Recommended retail
price: £5.95
Language: machine
code

Named, presumably, after a
favourite hot drink, the
planet Bovryll isanasylum in
which you are trapped. Wave
after wave of |oathsome
creatures will attack you,
each more vicious than the
last. Fortunately someone
has had the foresight to
provide you with a twinfiring
photon bolt.

The game gets off to a
promising start with an
exquisitely animated figure
dancing on the titles while
the computer waits for you to
select a level. Once this has
been done the planet Bovryll
materialises on the screen.
Well, it is an asylum of
course, which would explain
why it resembles a dense but
open plan maze. You're at
the bottom. One critic has
said that he didn't recognise
‘himself" but recognition
comes as soon as you fire
your twin photon bolit.

You may zip about the
maze if you like. All the
loathsome creatures do, and
they are beautifully
animated. But eventually
they start to file down to tha
left hand bottom corner (if
you stay down there) and
sadly follow the same route
through the maze to be shol.
However, as they get shol,
the next one speeds up and
you have to be very fast to
survive. As the game
proceeds creatures described
as 'saucerous guards’ attack,
They nip about very quickly
and fire at you. Shooting ten
of these earns an extra life.




GENERAL

The packaging is unpre-
tentious and the present-
ation of the on screen
instructions is very good.
Control keys are Q/Z =
up/down, I/P = left/right. Fire
is 0 and K allows user-
defined keys, which means
this could be set up easily for
Kempston, AGF or Protek
interfaces.

CRITICISM

‘The ability to redefine the
control keys is a powerful
facility. In any event, the
keyboard control is very res-
ponsive. Graphics are
detailed and the sound
effects are good.'
‘The animation of the
creatures is fantastic, about
the best ever. The game is
fun to play and very fast. It
seams a pity, though, that
the crealures are so easily
waylaid by waiting at some
corner in the right position
and shooting them like
cowboys coming out ol a
burning building. Still, |
fould it enjoyable to play, but
perhaps not entirely as
addictive as | first thought.”
‘A very playable game with
smooth graphics, and it can
get very, very fast in play,
and highly addictive.’

we -
COMMENTS
Keyboard positions: good as
set but redefinable
Joystick options: none
offered.
Keyboard play: very
responsive
Use of colour: muted, but
relies on gem-like sprites
Graphics: detailed and
excellent
Sound: good
Skill levels: three
Lives: five
General rating: mixed
feelings on addictivity, but
generally regarded as good
value for money.

Use of computer: 80%

Graphics: 75%
Playability: 85%
Getting started:  75%
Addictive qualities: 75%

Value for money 80%
Overall: 78%

Admiral Graf
Spee

Producer: Temptation
Memory required: 48K
Recommended retail
price: £5.95
Language: basic
Author: Simon
Mansfield

Admiral Graf Spee is a sea
battle simulation set in the
early days of the Second
World War. The Graf Spee, of
course, was the German
pocket battleship which be-
came famous when the
British. cornered her in
Montevedeo after the Battle
of the River Plate. The action
of the game takes place
before this, when she roved
the Atlantic, sinking
shipping almost at will.

THIS IS WHAT YOU DO

You are presented with a
map showing land on either
side and sea in the middle.
The map shows your
position (the Graf Spee), and
the position of enemy shipp-
ing. It does not tell you
whether these blips are
armed or unarmed ships. To
the right of the map you are
given a display indicating
your speed, fuel in tons,
heading, amount of shelis
and torpedoes left, and your
present position.

You can now plot your
course to the nearest enemy
by the compass rose sel into
the map by using keys 1-8 (1
being NW, 2 being N and so
on round to 8 being W). The
map then shows your
movement at the 18 knots
present. Once in the vicinity
of your enemy you press
Search, whereupon the map
screen changes to a view of
the sea, and the display also
indicates the target's dis-
tance in yards. You musl
now hunt around, following
the enemy shtr's position
until she hoves into view.

Command inputs are done
by a finicky menu; fire
torpedoes, fire guns, turn
ship, decrease speed,
increase speed. Successfully
bringing the enemy into view
results in his smoke appear-
ing over the horizon,
followed by the stacks,
superstructure and finally
the hull. As soon as you are
within range you may fire
either guns or use torpedoes.
if the enemy turns out to be

The map screen irom ADMIRAL GRAF SPEE.

armed, he will begin firing as
soon as you are within his
range. You can see the gun
flashes on the screen
followed by the water
splashes for near misses.
The whole screen flashes if
you take a hit, and the
percentage of damage done
is shown at the base of the
screéen.

Depending on the level of
play chosen, there are more
or less heavily armed ships
to fight against.

GENERAL

It seems a pity this program
couldn’t have been written in
machine code, which might
have resulted in more
sophisticaied graphics and a
better response speed.
There was some disagree-
ment between our reviewers,
one of whom thought the
graphics were poor, another
considered them to be fine.
The water splashes are very
blocky, as are the ship
silhouttes. But the two most
serious problems with the
program are ones of playing.
Firstly, no warship ever
comes to a halt unless it is
absolutely forced by
circumstances. Yet in Graf
Spee you must bring the ship
to a standstill in order to
succesfully fire at and hit an
enemy. When we started
playing, the first two enemy
ships seemed to keep
darting about like gadflies,
and we were unable to keep
them in sight for the time it
took to input the new
direction. Slowing down
seemed to make life slightly
easier, but only stopping
forward movement altogether
made it possible to keep the
ship in sight long enough to
go through the lengthy menu
to fire the guns.

The second quibble is that
it the enemy ships begin
firing, there is nothing you
can do until he breaks off for
a moment. You must be

-

ready to punch the menu
input required, and then the
particular commands
required, which mean
slowing down, turning the
ship, selecting guns or torps
and firing. In between each
Fap the enemy may start
iring again and you must sit
there and be hammered until
another break occurs.

CRITICISM

‘The keyboard play was quite
slow to respond, and when
the game speeds up in an
attack, there are many keys
to use.’

‘Not unlike a naval Star
Trek game, so anyone who
likes those will probably find
this enjoyabie. Given ithe
limitations of memory and
the basic program, the
graphics are reasonably
imaginative and elfective.’

‘There are some good
tunes in this game, and the
whole would be better if
good graphics were used
and perhaps some machine
code. But it's quite playable.'

COMMENTS

Keyboard positions:
Complex, but good
instructions

Joystick options: none
Keyboard play: slowish
Use ol colour: average
Graphics: good

Sound: good

Skill levels: seven

Lives: you can sustain up to
99% damage — then it's
kaput!

General rating: Reasonably
good of its type

Use of computer: 45%

Graphics: 50%
Playability: 55%
Getting started: 65%

Addictive qualities: 50%
Value for money 60%
Durnll: 54%
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Gridrunner

Producer:
Quicksilva/Salamander
Memory required: 16K
Recommended retail
price: £6.95
Language: machine
code

Author: Jeff Minter

With a title like Gridrunner
you might well imagine you
are in TAON land, back with
the light cycles, but you
would be wrong. This new
game from the genius of
Llamasoft is really a variation
of the centipede theme.

THIS IS WHAT YOU DO

A bright red grid fills the
screen, little white cursors
move up the sides, apparent-
ly doing nothing, another
zips along the base, firing zi-
zag lasers up the screen, and
you think that must be you
(you're wrong again). A blue
squiggle-dash creature
speeds horizontally along
the grid lines, descending
one line at a time, unless it
gets hit by the laser thingie,
in which case it splits up,
each segment going its
merry way. Then you realise
little yellow dots are
appearing here and there. It
takes a lew more seconds
before it dawns on you that
the side ship is firing these
into the screen. If the blue
centipede hits them it
changes direction instantly
— of course, they're
mushrooms! Finally, when a
segment of blue reaches the
bottom line and collides
explosively with the quiet,
unmoving little green ship,
you wake up to the fact that it
was you.

The main problem is that
there are no instructions
either on the inlay or on
screen. Fortunately the three
lads who reviewed this game
are experienced Specirum
thumpers, so trial and error
soon established that Q/A
gives you up/down and /P
gives you left/right with 0 to
fire. Had they their AGF or
Protek interfaces plugged in
it wouldn't have been a
problem,

The object of the game is
very similar to centipede.
Your ship (the green one)
can move left and right as
well as up the screen for
about a third of the height.
The ship on the side hurls
obstructions in the way of
the centipede which rushes
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along like a runaway
intercity, changing direction
should it hit one. It takes
several of your laserblaststo
get rid of the obstructions,
and, as in centipede, your
laser can take out segments
of the monster, dividing its
attentions to alternate sides
of the screen. The other ship
at the base also destroys bils
of the centipede, as well as
you ifyouhappentobeinthe
way. And that's about it

CRITICISM

‘The game is quite difficult
because of the speed, but it
does not inspire the playerto
keep playing.’

‘The unchanging graphics
of each screen quickly made
it boring, although it was fun
at the start. There's such a lot
going on, and it's all very
fast, but then you get into the
rhythm and it becomes easy
- in the end, oo easy.’

e o e S ——

COMMENTS

Keyboard positions:
sensible

Joyslick oplions: AGF,
Protek

Keyboard play: difficult 1o
control, very fast

Use of colour: average
Graphics: small, not much
imagination used

Sound: average

Skill levels: one

Lives: Five, with five more
added as grids cleared
General rating: Gridrunner
15 not very exciting nor it s
addictive, and atalmost £7,
it's poor value for money.

Use of computer: 70%
Graphics: 45%
Playability 59%
Getting started:  25%

Addictive qualities:35%
Value for money: 45%
Overall: 46',%

Cybertanks

Producer: Star Dreams
Memory required: 16K
Recommended retail
price: unknown
Language: machine
code

Tank games seem to be very
popular with arcade enthu-
siasts. In Cybertanks you are
presented with a complex
maze representing buildings
and streels. You must move
around these with your tank,
blasting away at the four
enemy tanks. An advantage
you have is that your tank
can also shoot out the

buildings. The enemy are
pretly quick at getting you,
especially on the start of a
new life; you are left in the
same sitluation which just
ended the previous life and
the damned enemy tank
simply blasts away again
This does mean you have to
keep on your loas

The graphics are neatly
done, simple one-character
size blocks, but there are no
exiciting explosions to
alleviate the muted green/
brown colours. The sound,
100, I5 quite muted although
constant

On completing the first
wave the second sheet has
mines, représented by small
dots, which destroy anything
that touches them. This is

City-blasting CYBERTANKS.

about the limit of the game's
dangers, and there was a

general .feeling that after
playing several sheets it all
becomes rather repetitive.

COMMENTS
Movement is by the. cursor
keysor4=up Q=down P=

right, O = left, bottom row to
the right of V = fire. The
program also runs with the
Kempston joystick. You
could use the AGF or Prolek
interface for movement.
Futting the fire buttons on
the bottom row, makes it a bit
awkward to use well.
Packaging and instructions
are neat, and the screen title
card is marvellous.

CRITICISM

‘This was actually quite a lot
of fun to play, but it's a pity
they couldn't have given it
more difficulty levels to keep
the interest going.’

‘Despite their simplicity,
the graphics are well
designed and move smoothly.
Fortunately the enemy tanks
dart about quite well, which
adds some spice to the

game.’

‘Another reasonable
game, but | think only
average.’

COMMENTS

Keyboard positions: Cursor,
which can be awkward and a
badly placed firing button
Joystick options: Kempston,
AGF, Protek

Keyboard play: positive, but
a stretch to fire

Use ol colour: 1st reviewer
liked it, 2nd thought it was
average

Graphics: reasonably good
Sound: average

Skill levels: one

Lives: three

General rating: a reasonable
average

Use of computer: 65%

Graphics: 55%
Playability: 63%
Getting started:  70%

Addictive qualities: 40%
55%
58%

Value for money
Overall:




SPEECHLESS ??

%

-

Micro Speech M
lets [CJURIR[A[H

ZX Spectrum
talk!!

M JUST PLUG IN AND USE

Micro Speech is easy to use
simply plug into your Spectrum
and TV and enjoy a new dimension;
instant voicing of all the keys
infinite vocabulary at your command
intonation to add character to i _ )
speech exciting new range of ey NF N
sound and speech games

M 17'S AS EASY AS THIS!

LET S8= “melrr)JEE) krismus”
will say "“MERRY CHRISTMAS"

M QUALITY SOUND NEW SOUND GAMES USING MICRO SPEECH INCLUDE
Micro Speech talks through your

L Attic Attack : Lunar Jetman (U/timate)
::TJIi.II:"L;:;::i:::er e L, Colour Clash : Shark Attack : 3D Monster Chase (Romik)
M| Fire Birds : Lunar Rescue (Lyversoft)
M WHAT CAN'T IT DO! M| Voice Chess (Artic) [ Mined Out (Quicksilva)
ke sty ors ot 1) Mysious Advaes Pt 1 -4 (Dl Fani
it can even be made to yodel! ¥ The Birds and the Bees (Bug Byte)

: . . ax sl _ i
T"H—H‘ﬂ! L nnth.nr_; It cannotl say u Bhﬂﬂl‘mlnd |f"rﬂfrﬁ'.'f1 Gq?”:'ﬁ"s-'l

Adding a new dimension with

S o i CURRAH |VSIPEEICH

Send 10: MICROD SPEECH OFFER, P.O.BOX 1, GATESHEAD NEB 1AJ

of telephons: NEWCASTLE (0632) 824683 ONLY £ z 95 EACH
Please send me MICRO SPEECH units o

Mame (Print cleary

Address £ : ” i INCLUDING

M FREE SOUND GAME

I i PO e T ]
| enclose Cheque/Postal Order payable to “Micro $p_|nn:h Offes™ L [EIMPH E. H E NS' vV F N] AN I-..J:ﬂl-l.-
of debit my Barclaycard/Access account No mjr]m : 2 ;

O OELghtad

B cns for Bl | I e P | DEMO CASSETTE
Signad R n..Ej




IGINCD B |
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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 returmn of post

Arcade are committed to onginal game
concepts so look out for new titles in the
Arcade range. TRADE ENQUIRIES
WELCOME. Phone Orpington 35639
10 am. — 6 p.m. or write to Arcade
Software Lid, Technology House, 32
Chislehurst Road, Orpington, Kent
BR6 0DG.

(O N i

GAMES THAT |

S et —  S—

FIGHTBACLK!

TO: ALL MAIL ORDERS
Oty | MR
.

DON'T FORGET YOU CAN ALWAYS ORDER ON THE TELEPHONME
WITH YOUR CREDIT CARD. TRADE ENOUIRIES WEL COME.

*l enclose a chegue/postal orde payabie o ARCADE SOFTWARE LTD. o

| o “Pipase charge o my Access. Barciaycard acoount no
"Flodne debe/ Compiete A8 ADDECaha

Segrupture
Mo WAz e s

Ackdrons



THE TERMINAL MAN

THE LINER ARCADIA DI NOT EXPLORE
IN AN ERR-SPLITTING WHITE BANG —

-THERE WHS NO RIR TO q
FUEL THE EXPLOSION 7
OR CARRY THE SOUND 1

R

inSHE BURNEDP WITH

THE COLOUR OF BLOOPD —
FIERCELY ANP SILENTLY
CONSUMING HERSELF WITH
HER OWN INTERNAL RIK ; « -

WHEN SHE
HIT THE
PLANET'S
ATMOSPHERE
SHE CARVED
APRETTY
FIREWORK,
DISPLAY IM
THE NIGHT
SKY —

MINUTES LATER HER
REMAINS TORE A GREAT
SCARREP FURROW IN

THE PLANET'S SURFACE /v

i

— MIRACULOUSLY
- v AND SET ABOUT
mlﬁgg‘bENGERb TRYING TO STRY
- e - ALV

e

SHE HAP BEEN A BIG LINER .
HER THIL SECTION HIT
AT A SHALLOW RANGLE —

ANYONE
SEEN A
MEDPIKIT?Z
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LOOK ouT/
THIS WALL'S
GLOWING ¢
COULD EXPLODE —

THERE'S
SOMEONE THERE!
COMING THROUGH

THE FIRE /

UST WHO THE HELL
AREYOUTO GIVE

=

/
YOU HAVE JUST :
OBSERVED IT — W CUTTING GERR IN THE

HOUGHT WE
SERVICE BRYS, GET (T T ;
THEREFORE I IS NOT AND RELEASE THE PEOPLE '”-[E,RETH;MFEJT
IMPOSSIBLE, MERELY TRAPPEP IN THE THES WREE-{H
i UNEXPECTED. ENTERTRINMENT SECTION, ANE WRIT
PO NOT WASTE TIME WITH THEN FINDP VEHICLES — FOR
IMPRECISE STHATEMENTS. WE MUST LEAVE HERE
- SO0 .

i —

~ THE
ARCADIA HIT
AN ANOMBLY

B\ INHER LAST
COME v

- |T
LED TO THE
BLACK HOLE
WHICH orBITS THEM ALL WE
THAT RED GOT TO PO 1S FIND
GIRANT A FEPERATION
BASE AMD .«
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’ :

MY NAME IS
CROSS,

A ITSAYS S0

SHIP'S OFFICER,
MY TASK 1S TO
GET You To
YOUR ORIGINAL
PESTINATION —

LOOK
HT THE OTHER
SIPE OF THE
SH"I":H'

a




STORY BY KELVIN GOSNELL=
DRAWN BY OLIVER FREY-

SYSTEM IS H 5
DVsoN SPHERE.
TS OUTER WORLDS
HAVE BEEN
BROKEN UP RMNDP
BROUGHT IN TO FORM
A SFHERE
CLOSE TO THE
BINARY
STAR.,

THE
TECHNOLOGY TO BUILD
SUCH A THING IS NOT YET Lo

AVAILABLE TO MAM ey
AND NOME HAVE EVER BEEM BT

bl R R

FOUND IN THE MiLKY WARY | Tl * =
LAXY e

COME BRACK. WE CANNOT
ASSUME THEY ARE
FRIENDLY 4

MAY NOT BEINTHARAT
GALAXY ANy
MORE w

1
GH !
WE MUST FACETHE FACT
THAT WE OURSELVES
I
i

TAHKE THE
REST/

. CLASSIFICATION
A HOSTILE . :

s> | ARCRADIA CRRRIEP NO

ARMS, IMPROVISATION
IS SOLE OPTION.,

GET THE CUTTING
GEAR. — NOW /

- I,

A Newslield Publication 109




VOU WILL NOT HARM US /7 | BB
NETMEN RDVANCE AND
SAVE THE ONE WITH THE

HALT/ RETURN THE
CRPTIVE You HRVE
TAKEN AND | WILL NOT

§528
R U5 Vs
THE SUPERCOOLED PRESSURISED

OXYGEN SPEWED H LETHAL WHITE
PEATH AT THE INTRUPERS

W

A

~
LL BACK [ l
— - ETREAT/ .

IT IS PAMN WELL
IMPORTHANT, CROSS/
You TALK LIKE
A COMPUTER, YOU WRALK
THROUGH WALLS OF FIRE
AND YOUR BODY POES NOT. |
OBEY THE RULES OF PHYSICS

= LETMESEE

: THEY il / Y YOUR HANDS FIRST,
WILL RETURMN, A% (THEY'LL HAVE BEEN
WE MUST HURRY — CHILLED NEHR TOD
MOVE THIS GERR ABSOLUTE ZERO
T© ENTERTHINMEE\IHTEI

L]

s N |

2 | KNOW FROM THE & NOT YET FULLY
PASSENGER LIST THAT "h UNDERSTAND

""i.-‘ YOU ARE JIN KIMRS, T THE CONCEPTOF
YOu HAVE LIMITED "TRUST',
PS|-POWERS AND BUT I MUST

1 TRUST You, JIN
KIMAS, IF | WANT
You TO HELP ME

THESE WILL BE USEFLL
TOo ME IN LEADPING YOU
TO SAFETY,

=

WHAT HAS JIN SEEN? WHO IS CROSS?
FIND OUT NEXT MONTH!
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% Bonkers and Breakaway are available

FOR

e 7x | PROCOM

SPECTRUM | SOFTWARE |

from Prism, Woolworths, Rumbelows, HOWTOORDER [ post 10 PROCOM SOFTWARE, |
John Lewis and Debenhams Telephone orders | 309 HIGH ROAD, LOUGHTON, ESSEX. |
B i ' (01) 508 1216 | Plaste send me e following fen

* Dealer inquiries welcomed redit Card Holders (Access/Barclaycard | Bonkers 7 Gridt Master |
. - ALl grimme iyl e i dereot (£5.50) (£4.95) ]
* Overseas inquiries welcomed e e o b et o raas OB (] Breatoay 1 List of new ]_

_J {E5.50 each) 1

DO YOU HAVE A GOOD IDEA FOR A GAME? Piaasé Tick s el
CALL US! l
COMING SOON! | 1 whchever ot ecicabie)” |
* Bricky Micky * Bermuda Triangle 1 gy i 1|

H " Sagrialusie
* Time Bug s Magic Orchard R |
* Final Frontier IN PERSON Address |
: : st s b ctoofll

a' is . Ip -r.l- 5 wet will b i 1
a“:‘:k for det i 1
PROCOM| PROCOM SOFTWARE | wow |
e SOPTWARE | 27 'NGHRTAD  LOUGHTON - ESSEX | I o ot Y e or e b T |




“"GET AWAY FROM IT ALL"

B R
“d;m:nzr BEES (48K)
P Pulvirizin!
¥ -~
- NEW! SAM SPADE -
The Fastest Digger around.
NEW! ROBOT RIOT (48K)
Metal Mavhem at the

. ACME ROBOT CO.

t of the ROBOTRONS

EDDON
ot your Apocolypse NOW'

N DAMAGE

"'-"li_.‘
::'-‘ ed out Cru.

Selected titles avai -1 r .", " s I"""
lll thﬁ' J.M pw= Y] oy . ﬂt ﬂ l'l \\/ Cg

nqnmeswe cnw“ul‘?d; Il .-=--—"—' o Y

- ﬂll games just £5.95 inc VAT and P&P " f a A .::;lb '

soft Ltd, Londen House, 2{1[’73 lhng Si,
"Ry i E

. s .
’ el
. L: - “
- . b
| ¥ ]
| L |

Lol "_ . .-?.t'-:' :




