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Choosing which game to buy from the mountain available is a difficult job,
especially when everyone claims to produce the best on the market. But how can
you tell the best from the rest?. To help you decide, read on. . . .

What the
real critics say. . . .

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

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

The Bes: or The Rest.

T ———

A s Y
' THE DUNGEON MASTER r
Let your Spectrum be your guide in a totally new |
dimension in adveniures in the true spirit of
traditional role playing games where YOU design |
the sCenano
‘I have bean a Dungeons and Dragons fan for
| several years.. The package provides excellent
entertainmant for ali tans of the cults and should
| prove a good introduction to the game’
| Sinclair User
Highly recommendad for its varsalily, onginality
and guality. Definately well worth oblaining”
ZX Computing
£7.50
Written by Graham Stallord

I

\ ZX Spectrum 4BK

HALLS OF THE THINGS

A stunming multi-level maze ‘arcage  agventure

Excelient and dangerously addictive could
change the Spectrum games BLENE
overnight’ Sinclair Usar
‘Spectacular - One of the best games I've seen
finely balanced between simplicity and

addictiveness - superb graphics and colour - |
CAN'T RECOMMEND IT HIGHLY ENOUGH"

Popular Computing Weakly

ZX Spactrum 48K £7.50

Written by Neil Mottershead, Simon Brattel and

Martin Horsley

K

THE ISLAND

| The ultimate test of logic and deduction! Can you
solve the hidden mysterias ol the South Pacilic
Island on which you have been stranded - and
escape alive! A brilliant classic style adveniure
game {o lacinate and frustralte you for months!

ZX Spectrum 48K £7.50
Wrilten by Martin H. Smith

Iy AN "{H_ )
INVASION OF THE
BODY SNATCHAS!

At last! a version as fast and lurious and as
frustratingly addictive as the arcade onginal
Landers. Mutants, Bombers, Pods, Swarmers and
much much moré combing o produce the
ultimate space gamea!

ZX Spectrum 4BK £8.50
| Written by Simon Brattel and Neil Mottershead

Piease send SAE for our latest catalogue and
details of our forthcoming sottware

Catalogue FREE with every order. PAP included
Please add £0.50 per item for overseas orders
FPiease make cheques/PQO's payable to
CRYSTAL COMPUTING
2 ASHTON WAY

@ (please enclose SAE Bin. x 9in.)

Qua/ PO for

SUNDERLAND SA3 3RX

= O

ROMMEL’'S REVENGE

A brilliant interpretation of the most visually
stunning arcade game of all tima. Superb high
resolution 3D graphics with full perspective plus
a host of new and exciting features maks |
Rommel's Revenge the most speciacular game

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

Written by Martin Horsley

DEALERS! For delails of our excellent

dealer discounts (including expor]
ring Chris Clarke on 081-205 6603.
PROGRAMMERS! Written any good

software? send it to us for evaluation and
details of our excellent royallty schame

Ny



D) HEWSON GONSULTANTS
3 GREAT NEW IX SPECTRUM TITLES =

DI-LITHIUM LIFT

r“‘"f.-.T
The year is 2934, Di-Lithium crystals ara !

humanity's most prized possession because they e L - 1_-.--} o o e
are the t;ne:‘.;r'f source of every space cruiser. The il vl S NIRRT
Seiddab, humanity's enemies, have an encormous TR die s .
stock of crystals in vacuum vaults, buried benaath .
their military HQ. The crystals are held in

structured arrays, guarded by laser-armed Droids,

panding their transfer to an invasion fleet

You have been smuggled into the vaults with a

limited -:n.:n,?r:n supply. Your orders ara to LIFT the

crystals before the Droids cut you down. .

7 screans, 3 lives, high score table, arcade quality,

fast machine code action, choose your own keys,

Kempston Joystick compatible. For the 16K or

48K ZX Spectrum.

all ol o 5
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CYRT| L
e I'm late, I'm late, | have got to get there. Just put
‘ e 2 my foot down and hope. What a bend, I'l never
- . make it. Up the kerb - that's siowed me down.
- a , I'm off the road completaly now. Nice scenary
. around here. Pratty flowers and a lake. What am |

/ ik doing? | must get back on the road. Oh, this is
' hard. I'll never do it

- Steer your car round a tortuous circuit of roads,
| braking and accelerating as you go. Avold the
kerb, islands and parked cars Leamer and
professional levels. Kempston joystick compatible,

48K ZX Spactrum only. Eﬁ 95

The magnificent Fantasia Diamond, heiroom of
your housahold has baen stolen and taken to an
imposing fortress. You called on the services of
Boris the masterspy, but he has been caught and
imprisoned by the Guardian, who patrols the
rooms and corridors of the Fortress, looking for
intruders.

MNow you must go and retrieve the Diamond and
rescue Boris. On the way you will meet many
characters, some evil and some friendly. You will
have to leam to elicit the help of the fnendly ones
in order to complete your lask, but remember they
have their own lives to lead, so they may not
always do as you ask

A most enjoyable and challenging graphic

advanture for the 48K ZX Spactrum Blﬂﬁ

Mail order to:
Are you looking for a publisher for r programs? If so HEWSON CONSULTANTS
* why not drop us a line or better still send in a sample of  60A ST MARY'S STREET
your work, for fast evaluation and prompt reply. WALLINGFORD

OXON OX10 OEL




“"GET AWAY FROMIT ALL"

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

NEW! SAM SPADE
The Fastest Digger around.

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

|\ MISSION IMPOSSIBLE

" It certainly IS.
. BXTERMINATOR
st of the ROBOTRONS

WITH 6UT oﬁir "
SPECTRUM

= e
Selected titles available !rnm Bnﬂts,
W H.Smiths, J.Menzies

~ good computer sw"m .
_If =L i |
Dea -‘H Enquiries weicu
Ell games just £5.95 inc VAT and P&P | e
$UeT soft Ltd, London House, 271 /1273 King St, =

wn W6

n\



MICRO GAMES ACTION .~

Designer
Oliver Frey - &

EARNING AT PLAY
We begin an occaslonal look at educational soft-
reviews.

Franco Frey
lhlnu?rl

Rod Bellamy

manager

Advartisament
John Edwards
Production
Michael Arienti

i 1884 Newsfield Ltd.

Crash Micro is published
monthly by Newsfleld Lid.
PO Box 10, Ludlow,

No matarial may be
inwhole or in part
written consent from
the copyright holders.

Maona ing. lypesetting
& tin tz

Feb Edge Litho Ltd.

3-4 The Oval, London E2.

mﬂ'ﬁz Offset Ltd.
Northfield, Milton Keynes.

Colour ionb
Scan lios, 44 Wallace Rd.
London N1
Distributed by

Wells Gardner, Darton & Co.

TR W e

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

Single copy: 75p

If you would like to contribute

1o ansll-l please "'7-3 ;t'leiu

or or pro

Shovssciress Arles showi NEXT MONTH

be typed. We cannot Issue 3 (April) will be on sale from Friday 16th.

undertake to return them March.

unless accompanied by a

ShHIRd sk aaed Beeiops. CRASH READERS TALK TO SINCLAIR
RUN IT AGAIN takes command of missile command.

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

A Newslield Publication 5
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THENOT SO SOFTWARE

CAN YOU HANDLE THE ULTIMATE? FEATURE PACKED, 100% MACHINE CODE.
THE MOST AMAZING PROGRAMMES, THE SMOOTHEST AND PURE ADDICTION.
ACTION, THE HIGHEST RESOLUTION GRAPHICS? SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR

ALL ULTIMATE GAMES ARE ARCADE STANDARD, YOUR MIND?

ONLY £ 5 sDOEACH imsrimmsimtmion

|AN games joysiack or stores and all good seitwar o retaslers. Or send the ¢ |
hr-p'huud contred| We'll pach and post your order in you abzabulely Inee i |

L..rr‘1|'_|Li Yy comp wler 1o rhq_ q_rjl_]l ._‘|r1\+||r_ir_|n.| 5 srve] T the P._”._.A-l g |
F'x:.-,r [ Tr::r1.- Am

= i e hman
I [_] Jet Poc || Jet Poc - Expanded VIC 20 Ahc Alac

| enclose cheque/FO for £ Mamae

Ultimate Play The Game, l’r ‘lu“{ P-

The Green,
| Ashby de la Zouch,

Paast 148K Speciruss ™~ Lunar Jetman 48K ZX Spectrum J-:Pumuuhspm-um Leicesh‘ershire.
ot B Evponded VIC 201 S (—— — ——

Ulimate Ploy The Gome 1 o trode nome of Ashby Computers and Grophics Lid,, The Green, Ashby de lo Zouch, Leicestershire, Tel (0530) 411485. Dealer enguries welcome

w -u-.w*uiw-

I

Code |

Send to: |
1




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 GOOQD
SOFTWARE STOCKISTS

Trade Enquires

PRISM 01 253 227,
WEBSTERS SOFTWAR
LIGHTNING RECORDS

MICRO DEALERGH=ST
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BACK AGAIN

First of all may | take this
o':nponunlw to thank averyona
of you who has written to
CRASH to say how much r:u
liked the launch issue of t

ne. A magazine like

“rilflu“: 80 heavily {:‘It:‘hE

of its readers and the

m of the software
hnumeLlcan Ill'lltd'f IT:I“ }hm
we are golng 1o aloto
feadback from 'fg:l and
can be sure that we shall do
our level best to Incorporate
any ideas you may have. But |
shouid also like 1o thank the
software houses who have
been 80 generous with their
compliments.

A magazine is a living entity
— @ kind of three-way
partnership between publishear,
reader and advertiser. After all,
the advertiser is the one who
produces the games thal you
want to buy. What the
magazine has todoisact as a
forum for information — and
that's what we intend to be.
That is a major reason lor the
CRASH E (which is
obvious |

proving popular
too)! It offers the ru“ngar an

opportunity to tell us {and in
turn tha saflwara housas) whal

you enjoy. There may be some
teething troubles with the
HOTLINE because it has
exceeded our expectations, so
you may find it constantly
engaged! We apologise lor any
inconvenience, and suggest
you use the write-in coupon if
you have problams. We are
doing our bast to make further
arrangements to expand the
mna system to cope. But
p it up!

Along tha samea lines of

sussing out what you like, we

m&%ﬂﬁm;m threa.

The maore people who fill this
in, the betler and more
accurate the results will be. It
will help us in presenting

S ‘f}; {000

Ve < A

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

THE TERMINAL MAN

I'd like to thank readers for all
the nice letters that we have
raceived already (as | write
CRASH Issue 1 has only been
on sale for a week) and quite a
number of you expressed an
interest in our comic strip THE
TERMINAL MAN. So to satisty
your curiosity, here a few
details about the two paople
who make the strip possible.
Artist Oliver Frey, who is also
designer for CRASH Magazine,

has been drawing comic strips
for than he cares to
remamber starting off with

IPC's War Picture Library
series of which he did over
twenly. Some are being
reprinted aven now. He has
also done a lot of illustrative
work for the old Look & Leamn
and drew thal publication's
strip The Trigan Empire for over
a year before the comic was
stopped. He had a close brush
with Superman too. If you've
seen the film (the first part that
is), perhaps you remember at
the very beginning, the littie
boy reading his Superman
comic that then turmad into the
title sequence? The whole
comic book was only two
specially drawn pages which
Oliver did for director Dick
Donner to use in the flim,

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

=

MICRO

Author of the The Terminal
Man is Kelvin Gosnell. Kelvin
wanted to be a pilot. Two
physical drawbacks thwarted
this ambition. less than parfect

hdosicable) and o
u 'y and a sit
to throw up duri ﬂmﬂwz
(undesirable for ¢ of
cockpits), He therafora
resigned himsell to a non-aerial
lite many years ago and was
delighted, shortly afterwards,
to discover that he not only
enjoyed writing about flying but
that people were willing to pay
him mma? to do it.

His writing career started on
the comic Action in 1975,
scripting a World War 1 tale
called Ciub. A long
enthusiasm for science fiction
was rekindled when he realised
there was no SF comic in the
UK. The result was the very
successiul 2000 AD comic
launched in 1678 and a top
seller today. Kelvin became its
editor.

Since then he has handied a
number of strip characlers,
from Dan Dare in the UK to
Storm in The Natherlands. He
continues to handle feature
work, particularly in aviation,
since he discovered this gets
him free flights in an
assortment of flying machines.
He cannot decide what has
been his best aerial experience
— playing al the Battle of
Britain in a Tiger Moth v
Chipmunk dogfight over Kent
was good, but so was being
‘target for the dlr‘ for an RAF
rescue Sea King in Norfolk.

= &
beneath an RAF rescue Sea
helicopter.

Photography by lan Kennedy

s,
ER..ATA Y- " -~

In last month's issue we gave
an incormect in the review
for GRAND PRIX DRIVER
Britannia. The price ol
quoted should have read £6.95
Also, in our Guide section
the review JUNGLE TROUBLE
should have ascribed the game
firmly to Durrell Software, the

mdnmuulhnm. as
rtech are actually Durrell’s
distributor and have no hand in
the writing or of the

game. We a se for our
error.

A Newslield Publication 9
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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 canbe lwo casseties
as long as they come within the £12). I've had to grovel on
bended knee 1o the editor for this, so you'd befter be grateful!

Send your letters to Lloyd Mangram, CRASH Forum, PO
Box 10, fow, Shropshire SY8 1DB. | can't promise to print
everything that comeas in because spaceis precious (I'm toid }
but I'll do my best.

| am shocked to see just how 1o the roots of their hair.
letters we have are some that it we
printed them would make

many received
llr-n:r.lhn'l me wrong,
I'm w\ﬁhﬁu—hﬂ

aren't you a - sed to be

—.ﬂﬂm | guess it's me bribes In the form ol flatt
only fair mm (1"l gt you nowhere. . °) After
half to death, you some tion | thought this
g"ﬂhhuﬁwm from Mr. Ashlon {o treal
back. . mmw-;mnm
, thank was of some
b Sy

HACKERS

Just thought I'd write to say what a
greal mag you're wiiting. Does that
gat mae tha 12 No h
we always live in hope! Anyway, at
last us ocratic Hackars
{Specirum users with an affinity 1o
modams, allernalive databasas,
shooting many a grean man and
loud noises) have got a decent
m ing that deals spacifically
with the Spacirum. Many readers
may not know it bul the best add-on
for tha Spectrum in my opinion is
thve Prism VTX 5000 modeam. It's
greal tun. Espacially using Micronat
— all thal sofware with no posial
datays!

Agfor my favourite software, that
has 1o be Lunar Jelman, Atic Afec
mompmnd}.;m Artack and

ag.

Oh well, | supposa I've said
onuuTl. do | get the £127 grovel,
grovel!

Stephen Lacey aka The Mad

Hacker.

Keap up this unbridied guality of
letter writing, Stephen, and you
could earm yoursalf a fortuna in no
timel — LM.

| owi & BK Spactrum, with which |
am wiry pleased, but I'm already fed
up with the keyboard (aren't we all)!
I have t { about buying a Fit
Yoursall keyboard, but fitting these
involves opaning up the computer
which makes the guaraniee invalid. |
wias wondeting whathar anyone
makes keyboards for the Spectrum
which just fit on top of the
computer. Or a plug-in keyboard,
currently watlm: or the ZX81.

Alsa | am planning on buying a
reconditioned or second-hand
colour television 1o use with my
Spectrum. Do you think this |5 wise?
Please could give me soma
advice on ng colour lelavisions.
| am curmantly using the family set
which 8 a Phillips 3745 Talataxt
colour sat and it & vary good
parlormancs. Do Teletext TVs
generally give & much better
performance?

I think CRASH Mag s brill! And
having & phone-in chart is fantastic!

Karl Flaschika, Wambley, Middx.

Karl, our technical depl. will be
writing soon regarding F.LY.
meantime, | have a Teletext foo but
it gives no better resull than my
iittie partable colour TV, LM

A LONG READ

SOON TO BE

I have just bought the first edition of
CRASH and | cannol wait for tha
second one to come oul. Altho |
am not Yet a Spectrum owner, |
to ba one soon, as | have had ona on
order for the past thred weeks.

| have also bought a number of
ot hid arines and software
reviews, Pul nona of them go into so

e

much detail as CRASH. This

ina will certainly halp me and
| hopa many othars in choosing the
bast programs 1o buy. | also liked
the article on Intertaces and
joysticks and | hopa you continue 1o
include itams like this asch month.:
All In all, 75p. well spent! Keep up
the good work.

D.M. Markillie, Marshall Road,

Cambridge.

I've nothing sarth-shattering to
about as | am vary new 1o the
scane, but | would like 1o
congralulate you on your suparb
fyEW T ino. Pleasa don't alter it,
it is just perfect the way it is. I've
néver known a magazine Lo take me
50 long 1o raad, not because it was
boring but because there was so
much information crammed into IL
The reviews were tha flinesl and

comic atripa, I'll look to the BEAND
for those. a

R.J. Hammond, Pickering, N.
Yorks.

s have
oo but
fo know the
ms

o hink peacia wil g
name soon enough.

will have an increasing area
CRASH as we go and

will
so00n be in Guide
Section mw Lis
Were never, evey on m
CRASH! There's just not the room

an ; about the comic,
mlm famr won't find somathing
ilke THE TERMINAL MAN in Beano,
The overall plans for the story are

extramely interesting — ;?sr!q fo
be quite mammoth. You f argue
mﬁ: doesn’t look ‘Il have

much lo do with butin
faet it will, in an indirect . Buit
more | thy it's In asa
piece of entert !

sivategy, adventuré and arcade
overfones. | don'l see why only
Quicksilva should be allowed fo el
mly with the Faluvian Empire!

Your Letters cantinue on page 92

A Nowsfisld Publication
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A NEW DIMENSION IN EXCITEM ENT FROM VORTEX SOFTWARE.
Stop the advance of the Millitoids. St m. ve the maze PLEASE RUSH ME: cuﬂ

i dﬁth rationalise the paradox zone 11* avercome SPECTRUM 48K .

the dangers encountered in the flatland ﬁn'ﬁf_‘mﬂm JOYSTICK OPTION

Achieve this and return o the ' | ANDROID TWO(S) EACH
transporter capsule before the deadline % ey . £5 95
But beware. There are lethal ]‘mu Ireids TOTAL VALUE f,

Bouncers and land mines everywhere v . i o
Enclose P'L.I cheque payable o VORTEX SOFTWARE

3D full colour graphic Hrmh machine
code fast action and multi-scree
wraparound zones make '*..*'a:p;*._*ud Two a
mindblowing action game

SEEK OUT ANDROID TWO AT . T iy
ALL THE BEST DEALERS. I DEALER ENOQUIRIES E‘IELLL B e |

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

NAME

q ‘L SOri Wﬁﬁf__)’ w_nu

E
—
E—
—

| .l -
Send 1o mail order address
| VORTEX SUFTWARE 2R BROODELANDS ROAD MANCHESTER M2 3SHD

A& Nawzliald Publicalion 11
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Energy 30,000

Producer: ELM
Computers

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

The cassette inlay explains
that it is the year 30,000
(that's a long, long way off)
and you have been recruited
by Dr. Minestorm who has
discovered that Pink Tar left
over in the old mines of the
20th Century can be used as
an alternative fuel to
Uranium, which is running
oul. Your task is to mine the
Pink Tar by using a bulldozer

%up to date in the year
This is done by driv
ng the bulldozer down onto

ll'ba tar and moving away
quickly with it to"the fuel
store. Ten chunks will fill the
ma forthat mine, and work
t moves onto another.

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

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

‘This is an extremely
single minded game —
either you'll love it, or
you'lihate it. If you like it, it"ll

robably drive you mad! The

ulldozer moves very quickly
and positively, so it requires
lightning reflexes and a
mastery of technigues. What
they don't tell you in the inlay
is that if you so much as
brush a black biob of rock
you plow up, and if you
manage to drop down (at that
s accurately on a pink

ob, the second you have
got it, where it was turns
black and — bang! So you
learn to get the bulldozer just
above the level of the floor,
wait for a pink blob and then
hit the down and forward key
almost simultaneously. So
simple, so maddening and

12
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utterly addictive.’

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

e least of your pro-
blems are the creepie
crawlies, althﬂu?‘h just when
you're one chunk away from

a quota, and salling back up
the shaft, you can be sure a
wretched thing will snake
out and wallop you. Ever so
fast, and requires hair trigger
responses, which fortunate-
I]’ the keys provide, but the
fnluers don’t always! Good
value.'

COMMENTS

Control keys: Z/X leftiright,
WJ up/down, well laid out

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

Potty Painter

Producer: Rabbit

.Memory required: 48K

Retail price: £5.99
Language: Machine code
Author: J.F. Cain

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

completing the screen the
scene cuts to a bonus screen
nrgridswheremumusl eta
teddy bear, who slides
downwards, lo slide down
the correct pole to his
banana.

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

Joystick: Kempston
Keyboard play: highly

responsive

Colour: avera?

Graphies: fairly small,
simple and perfectly
adequate

Sound: good

Skill levels: gets irnpassibla
after being hard

Lives: 3

General rating: Maddening,
addictive, good value.

Use of computer 68%
Graphics 60%
Playability 80%
Getting started 63%
Addictive qualities 95%
Value for money 70%
Overall 73%
e}
CRITICISM

‘This isn't a particularly at-
tractive looking game,

although that is more the
fault of the game type than
the program, which uses a
nice mix of colours. Just that
the dotted lines tend to make
it look like a job centre form
to fill out! Overall | found it
very playable, but it would
have been better if there had
been some speed selections,
which might have given il a
longer life, and some sound
would have helped.’

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

JOEETIR
i '!-_f%‘!- i1

2

L
A classic painter but a bit potty.

=

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




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

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

Joystick: AGF, Protek

K.m?m play: responsive
Colour: reasonable
Graphics: average to good
Sound: r

poo
Skill levels: gets harder
each round
Lives: 5
General rﬂl:g: average, but
reasonable addictive

68%
55%
58%
60%
57%
59%
60%

Use of computer
Graphics
Playability

Getting started
Addictive qualities
Value for money
Overall

Android 2

Producer: Vortex

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

In the fiim Industry they tend
to say that sequels are never
as good as the originals,
whereas in computer games
the opposite seems to be
true. If you bought and
played Androld 1, then you

be in for a shock with
Android 2 — it's not only bet-
ter, it's staggeringly better!
A lot of recent releases have
featured wonderful graphics
and it's unfair to compare
one with another when the
Faphi:a often have to do dif-
erent things, but overall our

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

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

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

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

CRITICISM

‘I you have seen 3D Ant
Attack then you will know
that the graphics are great
but that the game itself is not
so good, well Android 2 is a
game with great 3D graphics
and Is also a good game In
itself. The anlmatlon?a good,
a well laid out screen, and
generally a great shoot'em
up game.’

Android 2 — the a-mazing superior Robot,

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

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

Control keys: 1/Q up/down,
;JP left/right, bottom row =
ire

Joystick: Kempston
Keyboard play: very

rasponsive

Colour: excellent

Graphics: excellent

Sound: excellent

Skill levels: who needs 'em?

Lives: 5

Screens: continuously

scmlli:‘q

General rating: excellent on

almost all counts, highly

addictive and first rate

value for money. Highly

recommended.

Use of computer 80%
Graphics 96%
Playability 92%
Getting started 90%
Addictive qualities 950%
Value formoney 89%
Overall 90%

Alchemist

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

ThisisImagine's first step in-
to the mist-shrouded world
of terror and mystery,
Warlocks and monsters,
Wizards and spells. It still
isn't a proper adventure,
much more of an arcade t

game, but with adventure
overtones. You, the most
skilful Alchemist on Earth,
have been summoned to do

battle with the- Evil Warlock
who is terrorising the Land.
You must enter his dread
castle, find the four sections
of the magic scroll, which
Wa ‘Ff‘.;“‘w“' st

ar ss by using
his own Spell of Destruction
against him.

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

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

The two weapons you
gaouasa. hurling lightning

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

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

ou, snails, caterpiilars,
nes, axes, a boulder and
much more. The presenta-
tion is very good, with a high
quality title screen and ade-
quate instruction, although a
bit more advice would not go
amiss! The graphics are very
good and so is the sound,
with a rather spooky organ
tune which sets the scene
well. In playing, the game Is
extreme gt;?id, fun and very
addictive. nitely another
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Time is running out for the Alchemist. . . .

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

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

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

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

astroying

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

COMMENTS

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

gllck Kempston, Fuller

ur: very good

Grlphicn excellent
Sound: very good
Skill levels: 1
Lives: 1
Screens: continuous
scrolling
General rating: excellent

Use of computer 80%
Graphics 85%
Playability 90%
Getting started 68%
Addictive qualities 83%
Value for money 95%
Overall 85%

Chuckie Egg

Producer A& F
Software

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

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

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

14
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tlons since the original ar-

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

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

CRITICISM

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

lectin s like a maniac. |
found it fun and addictive! It
also gives you user-

definable keys and
for up to four players.

‘This Is hardly a new game
type, but it's certainly an ex-
cellent addition to the collec-
tion of ha}ejump:n?lad
derclimbingnastyavoiding
E.rmﬁ for the Spectrum.

hat makes It addictive,
apart from the v good
graphics and sound, is the
construction of the various
platformg. These soon get to
be very complicated, and like
the best arcade originals,
you must plan your way
round carefully. The control
keys are highly responsive,

ur man jumping beautiful-

y, even reversing direction in

mid-jump if you time it right.

Very addictive and nicely
frustrating.’

‘I had a lot of trouble at
first getting my man to climb
or descend ladders, but this
is a trick of the program. He's
very difficult to centre if
ruu re being careful about
ining up, whereas if you
dash at a ladder and have the
ascend/descend key also
pressed, he whizzes straight
up as desired. What must be
remembered s to change
directional keys while whizz-
ing, or he may end up going
in the wrong direction at the

gamas

=it

top of the ladder. One kind-
ness ig that he can withstand
some tremendous falls from
one level to another. An ex-
cellent arcade game, with
high addictivity built in. But
it's ver?.rl expensive at almost
— the one drawback.’

COMMENTS

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

gkmd

ill levels: gets harder with
every screen

Lives: 5

Features: speech
vocabulary with Fuller Box,
and 1/2/3/4 ?iayar ames

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

Eggs is eggs in Chuckis Egg but watch out for the chickens.

=
—
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Punchy

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

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

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

laying area is a very
e:pan d and colourful pup-
pet stage which makes up 16
screens, at the end of which
Punch has Judy locked up.
You are the hero, Bobby, and
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Knocked out by a custard pie, hero Bobby hears the horrible laughter
of the theatrical mask above — That's the way to do it!

ou must rescue Judy by
rrnp’mn over or ducking
under rotten tomatoes
thrown by Punch, leap over
gaps, use the flying carpet,
swing from the angels’' tails
and avoid the back-attacking
custard pies, whilst leaping
over gaps filled with soldiers
and clubs. Every once in a
while Judy will throw a
sausage. It Bobby catches

three of these they can be us- |

ed in an emergency to
transport him to the next
screen without harm.

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

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

‘It's a vurr' long load, but
well worth it. The graphics
must be among the most
eye-searingly bright I've seen
on a game! All the status
details are contained In
decorative scrolls, written in
gothic text. | really liked the
evil little theatrical mask
‘face’ that appears in 1ha
cloudsandla hs when
lose a life. The game itse l is
reasonably difficult to play,
with timing an essential part,
and it gets extremely dif-
ficult when there are
tomatoes coming from one
direction and custard pies
from another! Bobby jumps
very well, although it takes a
bit of practice as this is a
very laid back hero! Very
good value.’

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

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

‘Nice simple keys to con-
trol Bobby, and a difficult
game. Perhaps it gets a bit

repetetive after a while, but |
it's certainly amusing to play | I
and the graphics combined '

with the speech make It
almost worth the money
alone,’

Control keys: 6/7 walk
left/right, zero = jump, 8=
sausages!
Joystick: Kempston and will
work with Sinclair ZX 2
Keyboard play: positive,
though jumping takes some
practice
Colour: excellent
Graphics: very good
Sound: excellent speech
and tunes, though a little
bare during a screen
Skill levels: 1
Lives: 3 (1 more after 60,000

ints)

s: 16

Features: programmed
speec
General rating: excellent

Use ofcomputer 9%
Graphics 85%
Playability 90%
Getting started 88%
Addictive qualities 87%
Value for money 85%
Overall 88%

I'm In Shock

Producer: Artic

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

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

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

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

CRITICISM
‘The graphics are quite

Wide frozen shrieks of laughter = |I°'m in Shodk |

4
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small and simple and the
keys are over-responsive,
making it very hard to move
to an adfammt square. The

game itsell is quite
reasonable, bult something
of an anti-climax after
reading the Intro on the inlay
— “The moon was the colour
of wide frozen shrieks of
laughter, the frost ran down
the window — 'm in shock.”
See what | mean.’

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

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

COMMENTS

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

Keyboard play: fast and
over-responsive

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

Sound: good

Skill leveis: 5

Lives: 3

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

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

Supersnails

Producer: Games
Machine

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

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

The aim of the game is to
trap your oponent and kill
him or her off by forcing him
| into a wall, your trail or his
|own trail. If you succeed in
' this, a hole opens up in the
] wall and allows you to

escape. There are four direc-
| tional controls for your snail,
{and in common with other
games like it, hitting reverse
of the direction in which you
are currently travelling is ins-
| tant death.

s P10 UREE

Superglue trails in.;l.l-l-:,_
CRITICISM

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

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

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

—=

—

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

 COMMENTS

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

right in saying that this is the 1

player two, P/IL up/down,
16
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MISYM. SHIFT left/right
Joystick: Kempston
Keyboard play: very
responsive

Co&r. sparse!

Graphics: extremely simple
but very fast

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

General rating: above
average to good, addictive.

Use ofcomputer  71%
Graphics 34%
Playability 70%
Getting started 68%
Addictive qulities 74%
Value formonsy 80%
Overall 63%

Microbot

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

Andrew Beale has done a
number of games for Softek
and this one will probably be
accounted as among

scenario with the ‘you're in-
side this computer’ school.
Iin this, possibly your
millionth re-incarnation now,
you are a microbol, a
miniaturised robot, whose
task is to enter the electronic
brains of proper-sized robols
and repair damage to them.
The scenario points out that
ou wanted to be either a
rain Surgeon or a truck
driver, and as you could't

possibly meet the necessary
specifications, you had to

| brainy cham

the
best. It has similarities in its

become a Brain Surgeon!

A nice touch about this
gama is that the inside of
these highly advanced but
somewhat brain-damaged
robots resembles the base-
ment of some huge and
rambling Victorian mansion
with unlagged heating pipes.
Thera are two types of pipe
— purple ones and green
ones (scenario explains the
difference, but it's all far 100
high in technology to repeat
here) and thera are various
bugs which are causing
damage to the delicate elec-
tronic brain. Despite their

| varled shapes they come in

two hues — blue and yellow
(this Is important, but wait
or itl.

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

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

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

CRITICISM

‘Fixing holes in the pipes

Broken pipes and brain damage in Microbot,

made by the nasties is not so
gasy, | 16und that this only
worked if you bumped into
the hole several times and
then fired the fix-a-tive ball at
point blank range. The
graphics are very good with a
number of animated L
(there's a yellow Pac Man on
legs in there somewhere) the
game is fine, but there was
something about it that
made it not as much as it
could be. Just a feeling, it's
still a good and interesting
game and highly original.’

‘Graphics In Spectrum
games have got lo be $o
good in the last few months
that it's easy to forget how
primitive maﬁ. were only
recently. In Microbot the
scenery is mostly angled
pipes on black, quite simple,

el they are very gmdpfpas.

ou wouldn't have seen
pipes like those only a year
ago! The creepies are good,
too, and well animated.
Microbot himsell moves
swiftly, but getting the hang
of the game tschnigues
takes some time, and could
have been explained better. |
shall certainly go back and
get better.’

‘Nice large graphics and
very smoothly moving. Not
too sure about the overall
gualities of the game — it
me on me with playing, but

get the feeling there aren’t
quite enough objectives in-
volved to make it very addic-
tive, although it is fun to play.
| got a bit irritated with the
finickiness of fixing holes,
and it seems a pity that the
blue and yellow blobs can
only be fired sideways when
the damned bugs move all
over the place. An original
game.'

Control keys: A/Z up/down,
omP IeIUrIE‘Bl.M = fire
Joystick: Kempston,
Sinclair, AGF, Protex

Keyboard play: responsive
gmh.ﬁpgdmd

ve QDOd
Skill Iﬂﬂg 1
Lives: 3
Screens: 12
General rating: very good
Use of computer 73%
Graphics 80%
Playability 70%
Getting started 65%
Addictive qualities 68%
Value for money 80%
Overall 73%
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to thée tull. Shoot the sound-sensilive
Mutons, only to be followed by the Astro
Hest and missilas, which then unlaagh
the pterodactyl-like monsters

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

For the 16K and 48K ZX SPECTRUM.
ONLY E5.50 incl.p & p

- BERFEC

SVFETW. ai?;, 20 &5

THE FABUILOUS WANDA
AMD THE SECRET OF LIFE

for COMMODORE 64
An pdult lantasy
gt willy Arcacks At

'F|h| are iravelhing 1.}|

whi you #re intarcepied

oy thi el Brutus of vhe Federaion
Brutus forces you 1o go and seek the Secret of Lifs
the Liniverse and Everything - knowh only to the
Fabulowus Wanda, a hostoss wn the Speced Ot Irm an
Highswille an the planet COPUS, You are ieleporied
diown 1o ngh\"ll'F wihvarg the Custoims man
demnands money for Telepon Tas Therte o & wide

Cparma in tha Tarmenal with J ciadds ekt
Mow VoL ame O Yo ot ano wo rmurst decsde how
iy procesd o Haghswills Mamsiieot Lo b 1he
wanous ostablabhmants 1o enter and
OGLES lor BBCB

.

.

.

.

&

&

-

.

.

®

.

"

"

®

®

0

.

#

.

Desighed with people of all ages i rrund iy
O BT @ i Oeclins @t ad 1D muatch
coldurs an well a5 beng very enloriainesyg. PNot ondy
have colowns to ba maiched in segQEence bl c
ordinateon shills can Do dowvelnped Dy rmdwving e
correct colou red DGLE 1o match & pattern daplayed
et [ el B, LR aS0 i Srrilemaent i d oy adet
by your a8 Gordon having to oonteod youd et Bog
Flagh by gusthing hirm to collect the matcherg OiGLE
Carry i back and 1o drop 1 & The Corfect Dol
There are bwo leeels of play
An gy level lor Ihe younger person
.ﬁ.;;u;;.!r--_“,u,ull Vevel gr ihee aloder parson with play
aivel the clock and Hall of Fasm
LE COMPETITIONS ARE FUN' ER 95
L
Flaave add 50p 1o cover post and g

LR anid

sa 0 Chioque PO payabile b AMES MACHINE LTD

or detst my Access Barclycard acoiunl mo

Signature
MAME

ADDRESS

OEALERS AND (iS TRIBUTORS RECLHIRED

AVARLABLE AT ALL SPEC

100% laa1 ac ion machene code. Avoad the
obstecies snd harsrds 10 clmb thas mountas 1o,
THE UNIVERSE AND EVERYTHING rgach the Speer. Then siay tha Condor balors i

Carriay vour bad ol

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

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

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

EUON

L
-."'1 .
I Nl

NEW RELEASE
AAARGH! CONDOR for Commodore 64

BARRELDROP® for 48K SPECTRLM
Pogr Gordon! His diainpspes are blocked S air g
thie cinly way 10 Cloar them 8 1o drop barreks down
thgm k ¥ cdian stands on
harrsie. YWhitn the ris b
1hie |_|_F Pra x-S"Eflul op i th
accutately o the centre
score the number of poin
sian 1o Nash, arsd Geoddon w
anoihed go The bame

gh 1k ro!

apipe @nd you'li

e, whiacihy weH
Dareel ek Mo
& drop is

yin i
can see Flagh peeping ou
1, press 0 and Flash wall

SUPERSNAILS lor 16K or 48K SPECTRUM
Snails gpecislly impored faom VoSt Alnca are
kept ot D Van Winklehol 5 Lsbod @ty Joe

s experrments. The Doctoe hes tuined thearr
sy breed of angil wha now leaee belhrd a
LETV e i) :_,g'||1'|h;! il T ap arvy soasl Loucheng il
I the pnalls, contimeally m g i

il it By (R players, e ames o 1N pans
the labeot atory, Uinloriunaiely, anly o1 i
can FRCape Trom hers b Thes Dutsice woric
il horul rarsang the alacrn. Yo st thareloné irap
wirl T DDt andd Then Try IO esCnies Thrinagn I
SN Ao wlTeER il w1 SR ar

E e o o 5 100"« Machume Coxds

I|'.F|\. il i i uaity
£5 95

Leyboand o Jowshok Contro
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" | [WaANDA
ﬂp“‘l tEL D-H P
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[SUPERSNAILS
l'l:rm

1 CHURCH VIEW - TYLORSTOWN - FERNDALE
RHONDDA - MID GLAMORGAN - CF43 3NE
TEL: FERNDALE (0443) 730328

£ 1.95S ceenr
i
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FORCE FIGHTE

If you enjoy arcade ‘shoot-em-up
games, this is the game for you. 15
sheets of fast-action graphics. Thrills
Eafure. Be the Commander of Star-Striker
ORCE FIGHTER pursuing the anamy
through its dalence system

Features include: Bonus Man, Speed
Bonus on every shaet, Hi-Score Record-
ed, Freeze Frame, Joystick Control,
Smooth-Action Graphics and lots of
smooth, arcade action

Far tha 16K and 48K ZX SPECTRUM,
ONLY £E5.50 incl. p. & p.

DEALER
ENQUIRIES
WELCOMED

= __ | 1'*

CAM 64, New Reloase, SMILEYS .;-r?.

TRUM SHOPS, HMYV, SELFRIDGES s0HN MENIHS
LEISURE ZONE AND ALL GOOD COMPUTER SHOPS ‘:‘ T
DEALERS PLEASE CONTACT US FOR THE NAME OF YOUR NEAREST DeSTRIBUTOR —

el {

Iwmf H ¢
A lasi Arcade Actig {rar

four @bl e frmed Sy i % P a

n 100%s Machine 1Y
5 7 fand @t iier

Eﬂ,tn": W e O e i
prcductsrn Ly ot LEYSPACE 3
It was a comigriable Lile wald
the invesion of the TEBBITES '-_-i.‘;_""
from the planet TOR. Eglerrt s unmn has
been extérmonated godd the Tebbutes have leh e
deadity Pets runeing skl on the wworkplace . &s o that
Wakn | endugh el inwsders have losced Egbe
fo tako care of |E,'.1|_: daamagirg the Egg wall hdanwve
tatal conseguences lor poor Egbwert. Eghert w n
on peaciwork - can he aarn 8 docent wage ' Can
wwen Survive ? WARNING ¥ou may get an wloer by
playng thas garmee
SiX LEVELS OF SKILL ANYBODY WHOD CAN DO
LEVEL & SHWOUNLD WRITE AND LET LIS KNOW!

ARITHMETIC FUN TIME o THES
Elarr S Ery SO, Buslrlr@C D, amgg L DileCat v
and dovision guorCilen D oveling valualilar Pl aotace
and dodl 1os youndg Childian wish e devesBinhig
s Bass mMathermatscal shilly
6 COlou Fcs and &0

'.r 4|-
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- -1 SEND TO
A | GAMES MACHINE LTD.,
| ~ FREEPOST,

+——t STEVENAGE.

GAMES AND EDUCATIONAL PRADGRAMMES WANTED FOR ANY HOME COMPFUTLEHES
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Brre! Deep in the confines of the

frosty blue maze Pengy s puihing ¥ ~
his way out of trooble. Pengy's fro ge

ren wasteland £ » random mare

consiruciad of bius ce biacks
raded by the dreaded Sno-beeos.
The sno-bee’s sting is deadly, but
Pengy can retaliate by sguashing
them wilh the e blocks that he
pushes around. Pengy & based
on one of this year's srcade
SUCCELEES and tha warson
captures all tha sction and addic
ton of the ongmnal Packed full of
featurers, Super smaooth graphics,
Hashing and bonus blocks, double

SiIE Bofuses. thirey DoGs andl O e g )
hiure of entartainment! ¢ ' 9 . ;
ANY SPECTRUM. r% mummissTU ITANKHA!

100% machine code, fast,
smooth, hires arcade action
Kempston, cursor key, joystick
or keyboard operation. Games
available direct £595 inc
p. + p. 24 HOUR DESPATCH,
or from good software outlets.
Trade enquiries invited. Good
programs always wanied

MICROMANI

14 LOWER HILL ROAD, EPSOM, SURREY KT19 8LT

ANY SPTCTRUM Full »rade 'nature, resists robiblng
o Foicuano Qhesis Aol and powees pocs. very syl
chagang sty ghoath, &bl Ghod ghosiy fof Boruteen.
el Fuml oF INVESELE maae 10 difierees st
abze wenin 0% machees code sclion sacelend haal
Frapiel M $MeCty arel bure

"= DORIC COMPUTER SERVICES PRESENT

|l THE ORACLE'S
—_— CAVE

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

48K SPECTRUM

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

Tha closast yet to a true animated graphics adventure. . excellent value IGr money’ Popllar
Computing Weekly

Supeorb high resolution with smooth scrolling ... with tha nights drawing in this program should
give you plenty to think about’ Micro Advenilure Dec 83

The graphics are smooth, startling and exciting. They show the way for the gavelopmant of the
graphics sdvaniure in the next year Sinclalr User Annual 84

Each gues! is selecied by you al the beginning of the game and you will have tive game days in
which to complele 1. The iime lactor s exceptional in adveniure gamas' Sinclelr User Dec 83

Avaflable from W H SMITH, selected " Also available direct at £7.95 (Postage and
branches of BOOTS and J MENZIES and ‘m packing free) from

ERSFISBUIng Fesmters. DORIC COMPUTER SERVICES, 3 THE OASIS,
. GLENFIELD, LEICESTER LE38QS

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

Game Type comparisons

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

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

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

A Newslwld Publicatan
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KONG Ocean
KILLER KONG Blaby
GODZILLA & THE
MARTIANS Ter

.-||r:-1.LI_-; Ta

KONG Anirog
KILLER KNIGHT Phipps
Assocalles

KRAZY KONG PSS

KONG (Ocean)

Ocean's is a close
to the original. It starts
well with Kong making
his entry, climbing to the
top, then nlmplnn and
ﬂuﬂnﬂ the girders to
Iha barrnlmrolil o Ther o
s rollin
down 1 ?u“n.%on
mﬂ‘w ‘s seemed to
- favour falling through
holes). There are a total of
four screens, featuring
fireballs and elevators as
well. The graphics in this
o nrlu the R:Etl ;;1; alll.
are la rrifyingly
me bnrr?sel. well animated
fast. The man jumps
well, in fact he goes so high
his head through
the next floor up. The keys
are well laid out, it's Kemp-
ston compatible and there's
E ;I'Iinll'lﬂ mode.

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

20 A Newslield Publication

screens are identical to the
arcade

detall of 1
down the

inal — waa; :ﬂa
e ape smashing
irders into dif-
ferent angles at the start.
Graphics are big, bright and
smooth with fusf the right
amount of ladders. Even the
hammer on the second plat-
form is there, to enable you
to smash the barrels for
bonus points. None of the
other games has this
feature. Tunes are played at
the start and end of a
screen, and at the start it
says, ‘How high can you
get?' — just like the
original. | think this Kong is
ﬁlﬂj best one.

KILLER KONG (Blaby)

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

aren't super-

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

Killer Kong is & version with
many la and is not ar
all like the original reall r

is fust a miss-the-fireball
game, 1 h | found it very
playable. The fumps need lo
be timed right (like Anirog's
vergion) becauge the
graphics aren’t smooth. |
can say the sound is great
and the colour is well used.
It's much more addictive
than Anirog's version and
has more joystick options.

R ™

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

CP

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

hdpabi o)

8
TTYe
Saispirorione

-
-

88|

!r

control is b;ery hajd.
unresponsive — just
over and down — Hr?gl'o
The rapmcs are limited
and the k

position | Sound and
colour are also poor (all in
BASIC), no .\‘oysﬂo* options
and well below
Eﬂay 5 aundards

KONG (Anirog)

A different story here —

this is more of a Kong copy

and quite reasonable. Il

contains quite good

graphics and Ism bly lha

most colourful

well laid out, maklnq it ﬂnr
layable. Four screens
aturing barrels, fireballs,

lifts etc. Bonuses are

avallable in the form of

umbrellas and hand v

and there's a time limit to

deter waiting around. The

jumping is rather quick and

needs careful timing

though.

CcP

This version doesn't start
off too w:ﬂ — n? screen
page, and the inlay says
nothing about joystick
options although once
loaded it informs you that
u’f :ampsr:’n compatible
(sigh — un, uter,
m?nmdm ffuw A
demo autoruns alter
seconds. Screen 1 looks
like screen 2 of the arcade
original except there are no
conveyor bells. Screen 2 Is
much like screen 1 but

with more ladders leading
r.r.'p to the next platform.

here are lifts on the third
screen, but only the fourth
screen looks like the
ariFInar, where you must

| blocks out of the floor

nnd watch Kong fall. The
demo had nice smooth

raphics, but the game
didn't. | found the jump
disappointing — you must
jump when a fireball is right



L]

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

MU

KILLER KNIGHT

Apart from Krazy Kong, this
is the only version with a
loading screen picture. The
game itself is a variation on
the Kong theme — rescue
your girl from the ciutches
of the evil black knight.
There's the usual barrels
and holes to jump and
ladders to climb. Also a
handy umbrella to break
and accidental fall (once).
The game is very fast,
probably the fastest of the
lot, but the graphics are
rather small and colourless.
Jumping is sudden and
control generally is difficult
due to speed and poor
keyboard layout. Ladder
climbing Is automatic, so
there's no going back! This
is a difficult game to play
not a bad thing), but with
1s uninspiring graphics and
lack of playability, | didn't
really enjoy it.

cp

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

MU

KRAZY KONG (P.S.5.)

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

cpP

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

MU

Next Month: Missile Command
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Micromega told us that the
idea had proved popular, and
that in discussions with Bools
— 1| there had been an informal
agreament to expand the
service to olher slores across

A e

SINCLAIR TALKS TO reviewers and readers. By the 1 'hﬂé‘f‘g:ﬁ:g:;w o foilk

CRASH 3.1‘3 A Liﬁi }'JL”&.I"JJ&“E,. L { L [_ Moty v 1| | Micromega products, Haunted
Detalls have jus!t been arranged | the 9th February at Sinclair's = et :l':gy:ﬁ: ~ 3:15-: ﬁr;:?ﬁ::furf:“
for Alison , Software London Offices. The interview ID b o [t Dacitonans, thor e
Manager for Sinclair, to be in- will be published in next et m”"m
lerviewad by three CRASH month's CRASH. amonstration sla asa

ABACUS ARCADE PACK

The multi-digited gamesters,
Abacus, have just released a
four-game pack under the
name Space Odyssey. The four
ames are Sentinel, Firefiash,
venger and Profeus, and they

a rave CRASH review in last
month's issue, Author Kevin
Flynn has recently completed
Proteus, which unfortunately
we can’l review until next
month due 1o pressures of
space. Abacus are still selling

— e

in the plane and over the
locations. You're flying over
locations set in the Arzelan
sea, gaining military
intelligence. It should be
realistic as the author is a pilot
and usad (o be In the RAF,
Devil's Island by Colin Smith
poses you the problem of
ascaping from the infamous
French island prison. You musi
face the prison guards, the
jungle and unfriendly natives,
ind a boat and escape (o the
mainland. Mindbender by B.
Jenkinson has you suddenly
transported by aliens using
some mysterious ray (o their
underground base. You have
the mental power 1o resist and
@scape and your task ia to
locate the source of the ray
and destroy Il. This game staris
off, apparently, with a
description which includes a
desk with a Quill sitting on it!
All litlas in the Gold
Collection will be available

part of company support for
their games as they do no mail
order, only supplying retail
outlets directly and through
distributors like Websters. The
call for gamas has baen
enarmous. Only the Thursday
before Christmas Websters
asked for several thousand
copies of Deathchase and
Micromega made a super
human sfton and was able 1o
deliver them bafore lunch the
naxt day.

The next game from the
company, as we reported in
last month's issue, Is another
Darok Brewstar title, which ha
g&w a working title of Invasion

. At the moment,
Micromega haven't decided
what to call it, but they told us
that it is going to be a big
saller,

JET SET FROLICS

After a visil to deepest Woollon
(Liverpool) we can raport that
the errant Jer Set Willy is alive
and well i a tritls late in
emerging from that Surbiton
Mine of his. Author Matthew
Smith told us that the main
reason for the delay was due to
tha builders who have nol

—

all form a continuing arcade
slory. Amn%er s0ld 40,000
copies, while Sentinel
remaindad in Smith's top ten
for months. Fireflash received

the game separately at £5.95
each but you can buy all four
gameas in the ‘arcade pack’ for
only £14.95 — a saving of
almost £9.

individually, priced £5.95 each
and Gilsoft hope to have tham
ready for release sometime in
February this month in thelr
own distinctive packaging.

N et L s e SSs s e s, MEms s o

The Quill Drips Gold Africa Gardens, The MICROMEGA SCREENS IN
Adventures of Barsak the BOOTS

Gilsoft, whose adventure Dwarf, Spy Piane, Devil's Island

writing utility The Quill has
been responsible for helping
many authors produce
Adventure Games across a
range ol soltware houses in
recent months, have
announced a series of
Adventure Games for the 48K
Specirum.

The series is called The Gold
Collection and contains sight
titles. Ona is yet to be
announced, but the others are
Magic Castie and Diamond

and Mindbender.

Alrica Gardens by Tom
Davies takes its name from the
hotel featured in the game and
Is sel at the tum of the century.
It has graphics and displays
The Quill's versatility with
UDG's and block graphics.
Barsak the Dwarf is written by
P & V Napolitano. You must
halp Barsak collect nine
treasures of his forelathers and
“It" is set in a mythological
underworld. Spy Plane by

Shops are normally too busy to
be able to demonstrate gameas
to their customers, but
software house, Micromega,
are making attemptis to alter
that. They have recaently sal up
demonsiration stands in two of
the larger Bools stores where
there are large computer
sections

The demaonstrations have
laken place at Boots' branches
in Portsmouth and Slough, and

Trail, which have been out for D. Brammer, has an unusual involved two members of stalf m,:" ,.,,':“. a rare Illtﬂ;:h
soma lime, (and were the first selting for an advenlure in as with six Spectrums and the CAASH mm
to be written with The Quill). much as the game takes place screans. A spokesperson for manically mining.
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finished work on decoration of
Willy's enormous new mansion,
The size of the housa is a
rather daunting, as it contains
64 rooms, and is therafore
somea three times bigger than
the mines below! Each room is
in an indescribable mass
because whan Willy's new
found fair-weather friends have
a party, do they have a party!
Alan Maton of Soltware
Projects had hoped the game
would be releasad balore
Christmas and planned
accordingly. But the sheer size
of the game, the amount of
animation In it, and the fact
that It is intended to be a big
improvement on Manic Miner
has caused Matthew the kind
of headaches that Willy himself
would appreciate. Another
weak should see the program
work finished, we were 1old.
The inserts are already printed
and waiting — so, come on
Matthew, get off your Eugene's
Lair and back to the surface!

RS —
FALUVIAN REPORT

Quicksilva have just launched a
club members only magazine

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

ROLAND MOVES HIS
WARREN

Software house Rabbit have
racently moved from their
premisas in Harrow to a new
home in Wealdstone — In fact
it's called ‘The Warren’ and is a
sultable name as Roland

Rabbit appears 1o be breeding
ames faster than a hamster
ed on oysters. At the same

time 18 year cld Terry Grant

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

concepl of a software direclor
to be a new one, and theay feal
there is a need for such a job.
Terry, who studied computer
science before joining Rabbit,
fesls that a detached view of a
gamea will often produce more
realistic results and thal it's
very asy for a programmer to
get too far inside tha game. His
role is 1o ensure that Rabbit
games have consistently high
levels of playability and will
maintain the interest of players
for longer periods.

4 '.

OMNICALC {4BK Spectrum)

uncrashable,

# 99 columns or 250 rows

* Fully orompted lnput

# Extensive repaat facilities.
functionsa.

#* Supports ALL Spectrum

# Unigue iterative facility
+ many more,

quality of OMNICALC then we
might see more Spectrums in

officas™

h |
The best Spectrum spreadsheet l
you can buy, Writlen in maching

code to be laster, to give vou
more space for data, and to
allow more features to be
included, it is guaranteed

ol 1050 I NS IS

Hin.

INCIDUT THZINIS

adwisabie
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& -‘ & 'S v
i }ﬁf;d’ WHEELIE (48K Specirum) Take the molorbike
- 4 N your Specirum {of a bum-up Survive humps
,,ﬂf' bumps and jumps as you seek the alusive ghosinder
# — and then your problems really starl. Crash helmets

£5.95

Home Computing Weekly sk {48K Spectrum) Tyrannosaurus Rex Slegosaurnus
3/8/83 ¢ Podopleryx, Bronlosaurus are some ol the creatures on the

o tascinating journey Irom the start ol lile 10 man Educational
"It Is ideal for someone who LEpe and tun, this adventure, ook 3500 million years the first lime it was

has jus! lound the spreadsheel
concepl. bul it is also a very
powerfyl fool lor anyone who
has used one praviously”™

Sinclair User June 1883

P played . .  Can you do il quicker? - jusl £6.95
Sk =L o CREVASSE/HOTFOOT |Any Spectrum) Can you make it across the lce-cap
JLo RIS wiilst chasms open and close all around you  of help a hungry rabbit in &
Tie 47 hostike world 2 ofiginal gameas on one casselle = pnly £4.95

THE TRAIN GAME (Any Spectrum) The game that stans where model raidways leh
offt. Full graphics lealuring Dassenger, goods & express Irains, lunnels, stations, tlumtable
- bonus games, irale passengers. Collisions, deralments. and avarytheng alse you expect

from a major railway! - Superh value £5.958

i

| # Totals/Sub-totais.

| “I more programs shared the
.

e

Complete with comprehensive
manual £9.95.
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In last month's joystick article,
we reporied on a

programmable joystick
inmm ctlldl%nm and
made by Frel Lid. CRASH is
always interasted in any small

company making a debut with

an item of interest to games
players, and it's ¥
pleasant when the company
turns out to be a close
neighbour in little old Ludliow
itsall, A Frel spokesperson has
now informed us that
production modals of the
interface will soon be available.
It features a matrix board
representing the Spectrum
keyboard, and is said to ba the
simplest method of
programming a universal
joyslick so far. Anyone
interested in further details
should wﬂl'ﬁllmTFm I.:::l
Hockey's , Temeside,
Ludiow, Shropshire SY8 1PD.
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Known colloquially as the ‘Glass
Tower' In micro-software
conscious Livarpool, Im i
new headquarters office in Sir.
Thomas Street is actually a
beaultifully renovated four-
storey bullding of red brick.
Appropriately enough, it is
situated only a short distance
from the site of where .
Liverpool's famous Cavern
Club used to be. Appropriate
because there are some
uncanny parallels between
Imagine-ation and
Beatlemania.

When Brian tain and Butler founded Imagine
discovered the tles playing and released Lawson's
in the Cavern they were program Arcadia.
unknowns. Epstein was an The infant company was a
accountant running a record phenomenal success and
business. Imagine's Director of | within months had earned its
Operations is Everiss. In first six million pounds Hm"?.,
the late 70s Bruce Everias Spectrum games. With growt
started up & unique shop called | had to come planning so
Micro Digital, one of the first Lawson and Butler did the
shops in the UK to sell home obvious and asked Bruce
computers over the counter to Everiss to come and run the
an unsuspecting populace. The | company.
shop was a greal success, s0
much so that Mr. Everiss
attracted the attention of the
high sireet glants, and
eventually the business was
sold to Laskys. Like Brian Eps
tein's record s in tha aarl
60s, Micro Digital was a hot
of young talent — in this case
not musicians but software
enthusiasts. Among the
amployees were names later to
emerge like David Lawson and
Mark . After Micro Digital
went to Laskys the various
enthusiasts merged their
anargies into what became

Bug- , but with so many
rou " ahead talents

n it was not surprising
that they should want 1o go
their separate ways. Lawson

lan Weatherbum (Alchemist) back at work

Arcadians Mark Butler & David Lawson.

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

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

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

frorm hera and it also includes
the sales team and games
programming department. An
area lor six programmers Is set
out on a lavish scale, backed
up a computing power

which is quite staggering, and
a Technical Support Area
which can provide tha
programmers with whatever
resources thay require. As we
walked about lan Weatherbum,
authot of Imagine's latest
gamea Alchemist, was already
at work at one of the desks on
another projact. A lot of tha
other programmers have been

continued on page.92
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WHEELIE

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

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

ightmare Park. Your only
way out now is to find the
ghostrider, who's dozing
somewhere off to the right,
wake him up and then race
him back. The park is full of
wildlife, all trained in karate,
s0 bumping into any is not so
good for the health,

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

Apart from the vicious
wildlife (includes leaping
kangaroos and iant
h&d-ﬁ&noqs getting their own
back for truckers) there are
other problems to be en
countered. Humps in the
road can only be got over by
accelerating rapidly at the
last second and doing a

‘wheelie' — front wheel
riding up and over.
Sometimes you have to jump

over a bus! There's also ice
on some roads, which must
be taken with caution. Runn-
ing into a dead end will kill
you off if you don't brake in
time, and ?oln-u downhill too
fast can also be rather fatal!
Gas stations are few and far
between, so it's worth
backtracking for them. To be
promoted to a new level re-
qulm completing the one
you're on, when you'll be
finn a code to let you enter

he next one up. Good riding!

Becoma Eddie Kidd for the day — Microsphere’s wonderful Wheelie.

CRITICISM

‘When | first saw another
reviewer playing ‘Wheelie', |
thought that it was totall
different and looked goocr
Then | got round to reviewing
it and my impression that it
was a sort of ‘Scramble’
game faded! It's much, much
more! Revs are important
when jumpln? cars and
buses — too fast and the
bike cartwheels, flinging the
rider off, too slow and you
won'l make It. Once you get
tothe end of the complex you
meet the ghost rider, a tune
is played, and the race back
begins. You must beat him,
but he has a distinct advan-
tage — he can travel in a
straight line across the
screen, but only at about a
third of your top speed. All
that | can say is that | spent
about three hours playing
before | remembered | was
supposed to  write
something about it! A
dangerously addictive game.
Great, Brill, Fantastic —
super words fail. Just buy it!"

‘The makers boast that
Wheelie has some of the
best graphics you're ever
likely to see on a Spectrum.
I'd like to think that there's
still room for improvement
as lime goes by, but certainly
these are exceptionally
good. Smooth, very delailed,
with loads of animation. The
spills the biker takes are all
quite varied, depending on
the type of mischance he
hits. It's all quite realistic. At
first you might assume that
you can memorise the layout
of the caverns, but I'm afraid
not, each game they change.
All in all, this is one of the
most enjoyable games | have
played for a long while, and
I'm sure it's going to keep
players entertained for
hours.'

‘I you're playing with the
keyboard, it has a very sensi-
ble layout, but there's a
menu for selecting Kemp-
ston or cursor t joystick
as well as a routine for set-
ting up other joysticks via

user-defined keys. Very
good. As for the game, well it
iIs pretty good. Lovely
gr%phics. very, very difficult

challenging. Excellent
value.’

COMMENTS

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

Joystick: Kempston, AGF,
Protek and user-definable

keys

Keyboard play: very
responsive

Colour: good

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

Skill levels: several

Lives: 4

Screens: new regenerated,
and scrolling

General rating: addictive,
generally excellent, good
value,

Use of computer 89%
Graphics 86%
Playability 90%
Getting started 85%
Addictive qualities 99%
Value for money 99%
Overall 893%

The Pyramid

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

In essence The Pyramid is a
simple game, as all mood
games should be. Your hero
is Ziggy, who sits in a little
bubble capsule equipped
with a ‘highly effective phas-
ed plasmic laser’ with which
he can atomise any of the 80
weird aliens that live inside

| for publishing Iin their top

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

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

And basically, that's it.
Scoring is done by giving you
9999 points when you entera
chamber and awarding
what's left when you exit.
Points over 30,000 are coded
and may be sent to Fantasy

1000 scores every 6 months.
CRITICISM

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

‘This dgama is nicely
packaged and presented
with excellent instructions.
In playing it's enjoyable
because all the colours are
used, the graphics are
smooth and very delailed,
each character having Its
own movement and anima-
tion — there's even a recoil

effect on the laser. The game
is great fun to play,|
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frustrating when you start to
get down a few levels, die,
and have to go back to the
start. Very challenging. | lik-
ed it!’
‘Presentation and

%:aphics are excellent and

the range of control key posi-
tions and joysticks that may
be used all add up to

ood value for money.

ighly addictive game.’

COMMENTS

Control keys: 3 options —
Q/A up/down, O/P leftiright,
bottom row fire; or — top
row up, 2nd row down, A-G
left, H-L right, bottom row
fire: or — YMBOL SHIFT
:*afurlghl, XIM upidown, C N
e

Joystick: Fuller, AGF,

Protek, Kempston,
Mikrogen

Keyboard play: very
resposive

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

Lives: 1

Screens: 120

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

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

Doomsday
Castle

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

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

roles of the 5 different allen _

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

It's a long scenario, but in
brief, it seems that the Elves,
ever hopeless at keeping
their magic rings and
crystals, have allowed the in-
finitely evil Scarthax to
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house 6 large elfin stones in
Doomsday Castle, where
their dangerous power can
be harn&ssed fur ms own

nast Super hero Ziggy
has Eean sent ll'l ln ﬂnd tﬁe

stones and escape with
them. Some hope! Each
chamber 15 ﬂlled with Urks,
Garthr ly Bird,
Nucleo l:IE and rphacs.
Ziggy, in his by now ramlliar
defence capsule, has to
laser Urks to death to keep
up his laser power, which he
needs to blast away one of
the four red exit doors. Most
of the time these doors are
protected by the Garthrogs,
who sall up and down on
lifts, shooting blindly at
anything. Only when a Gar-
throg is ‘up’ can Ziggy get in
a shot at a door. When the
door is sufficiently
destroyed, Ziggy will be
sucked through. Each
chamber has an anteroom
which may contain a crystal
or one of the 6 ancient
stones. Only these € give you
scoring points, which are be-
ing eaten away the longer
you remain in the castle.
High scores are coded and
may be sent to Fantasy for

SPiviels

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

CRITICISM

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

All | can say is BUY IT!"

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

COMMENTS

Control keys: 3 options —
see review for The Pyramid
Joystick: Fuller, Kempston,
AGF, Protek, Mikrogen
Keyboard play: very
responsive — Ziggy floats
downwards undear his own
steam, s0 you have to work
hard at this one.

Use of colour: excellent
Graphics: excellent

Besat by alien enemies, Super Hero Ziggy batties against overwhelming

odds.

‘The graphics are ex-
cellent, smooth, detalled,
animated and amusing. Nol
only must you survive in a
hall, shoot out the door, getl
the crystal and move on, but
you get shuf In a passage
with a time-locked door,
where you must survive for
as long as possible against
the Orphacs before being
released info another hall to
do baftle again. A great
follow up to The Pyramid,
and another challenge to
Ultimate's great game name.

Sound: good

Lives: 1

Screens: 25 halls, 49
passages

General rating: addictive,
playable, very good value.

Use of computer 85%
Graphics 90%
Playability 88%
Getting started 78%
Addictive qualities B86%
Value for money 92%
Overall B7%




Castles
to be Won!

Don't miss out on this exciting

. which offers you the
i chance to drive yourself mad with
I

one of the best arcade games around . . .

If you enjoy a hard and fast action
that also has masses of

s to play through, then
! Fantasy's The Pyramid and
Doomsday Castle are probably for
you! Now's your chance to win a
copy of the latest release,
Doomsday Castle — a highly rated
mind-blower. In assoclation with
CRASH, Fantasy are offering 100
coples of Doomsday Castie to the
first 100 correct entries to the
questions below. Easy? Well,

8, but playing msday

l stle |s no easy task!

Fantasy was formed early In 1883
by Bob Hamilton and Paul Dyer.
Bob, it seemns, gets his games ideas
when running over the Welsh hills,
which might explain why he thinks
| R:I"IHI pllﬂara should have to work

ard too! They are both software

1 fessionals from the defence
ndustry with experience In real-
time assembly language
mrmminq. and a real-time

ination with sci-fi. This puts
them in a strong position to write
games software.

The company’s original name
wasn't Fantasy to begin with, and
before it was changed, they brought
out two very pogulnr games with a
‘space’ theme. But Bob and Paul
were keen to develop a ‘'space’
theme game which was new. “It's
almost impossible to come up with
a oom?lutuly new concept,” says
. Paul, "but we think with The
. Pyramid and Doomsday Castle we

.| have come up with two games
= ‘which are very different from all the

100 Doomsday

CRASH/FANTASY COMPETITION

1  What was the company’s original nama
before thay changed it (o Fantasy?

2 Inlast month's lssus of CRASH, wha! was
the name of the dying space ship In THE
TERAMINAL MAN comic?

3 Mames tha super-haro of Tha Pyramid and
Doomsday Castle

4 How many chambars aré thaers in The
Pyramid?

5§ Name the Iwo ‘space’ tThema games
previously raleassd by Fantasy (which
were also under the original company
nama)

€ Mame any two :|r|=1a'a’_,r*:.uu might
ancounter in Doomaday Castla

T HNama the artisl who palnted the CRASH
cover lliustration for the last lssue and
this iasue

8 Count up the program antrias in this
month's Spactrum Guide Section
(excluding the Game of the Month on page
45}, divide the rasult by 3 and give us the
Answar

Name, address and answers in a letter or on a postcard
CRASH/IFANTASY COMPETITION, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1 DB

The first 100 cormct antries drawn oul of
the bag will sach mcalve a copy of
Doomsaday Caslle Gomgaimon closing
dala is last post an T8th. March 1984

Fantasy do extensive market
research amongst schoois to find
out the essential ingredients of a
q.?od ame, and the results point to
these being: fast action, exciting
graphics and as much colour and
sound as possible. The other
important factor is comDp;gxi!y —a
feature very evident In msda
Castle. "It's vital that as the skil
level of the player increases, so the
depth of the game increases with
them,"” says Paul.

Difficuit high — score games
naturaily lead to a sense of
competition amongst players,
which Fantasy are keen to promote
on a nationwide basis. This adds an
extra dimension when any player
can compare his score against the
very best scores nationally. To
achieve this the games have
embedded in them a score
validifier, 8o that a 12 letter code
will appear whenever a new high
score |s achieved. Fantasy
publishes the top 1000 best scores
every 6 months in their Fantasy
Micro Club newsletter. Top scores
will also appear in alternate |ssues
of CRASH.

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

lease, 10
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CURSE THE CURSORS

YELLOW

¢5 ¥ 6%

So many games now use the cursor keys

anything to make life easier is a welcome

In our last issue we took a look at joystick

closely at the joysticks themselves ina fu-
neat attachments which will take some

The serious problem with
cursor keys for playing is

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

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

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

E.E.C. Ltd. have brought out sucha
clip-on cursor I’ﬂystick called
trum Mechanical Joystick. This
comes as a one-piece clip-over unit
which press fits over the shoulder of
the Spectrum. Slightly off-centre ﬁa
take into account the position of the
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cursors) is the raised box mnlaininﬁ
the levers. From this rises the joystic
itself. Below the box surface the
joystick, which can rock in all direc-
tions, is fixed to a shaped cam which
in turn activates the four levers.

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

Another contender for the clip-on
cursor énystick is the Spectrum-Stick
from Grant Design Ltd. This one
comes in three pieces, and so packs
into an amazingly small box for
posting. The central unit is a closed
box a mere three inches by one
and three-quarters and an

edto

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

The joystick itself is a:tranwlg
positive in action — in fact so muc
so that I'm sure it's the best “feel"

.mtai.;-.?[_tﬂm dl‘ﬂﬁ"?ﬂi Wﬂ:}l‘g that
othe game p 5 ment
controllers, and we will E"m

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

ngmore

joystick I've used, and comp
ares on equal terms with any
of the more famousnames.
It reproduces 8-directional
movement with perfect accuracy,
andis so light to handle that there
is no risk of computer movement
or even of joystick damage through
over-ardent playing!

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

Gt [asgn 5 et Bl Spectran Shok

inch high. Two
Z-shaped arms
are attach-
L .
» . -

The trum Mechanical Joystick is

Edoe at £9.95 (incl. p + p) from E.E.C.
td., 1 Whitehouse Close, Chalfont
St. Peter, Bucks SL9 ODA.

The Spectrum-Stick is priced at £9.95
ncl. p+p) from Grant n'r:lb:?r? Ltd.
ank House, Repham, No . Nor-

folk NR10 4JJ.

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




-
TS
Liverpood, Merseyside L1 6BW

Dealer Enguines Contact
Colin Stokes on 051-236 8100 (20 lines)



“THE WRATH OF MAGRA"
X A THIRD CONTINENT
SERIES ADVENTURE

e st born has been destroyed. The
» Hlac» Crystal of Beroth has been banished
'he a 1nce of Evil has been defeated by the
rmies o' Lord Fendal So ends the Third
TR Ae. Now we invite you 1o write your name
" 1 he histary of the Fourth Age of the Third
) L ontineni.

=\ You will meet friends and enemies, ofd and

- now, in the long awaited sequel 1o Volcamic
Dungeon. Using high resolution graphics
and combining the besl qualiies of " Black
Crystal” and “"Volcanic Dungeon”, we will
allow you to become part of this tale of
revenqga

The Wrath of Magra'' comes as three, 48K
programmes on cassette, boxed with in
druchon manual and book aatailing the his

iy of the Third Continent and the many

spells you will be using throughout the
jame. For the 48K Spectrum @ £12 50

‘ N"DTE The Wrath ol LL*-:]' 1 IS a complele
ICIVENTLITE TR

Duncedo w "Black Crystal'” to play it

TOuU need Nl Duy Vi

CARNELL SOFTWARE LTD




WHATITIS
Whether you are a beginner

THEFIRSTIN ~ ..

DYNAMIC PACKAGES =~
difference with the
DYNAMIC GRAPHICS

package from Procom. You
will be able to program
professional looking
graphics on your Spectrum.
DYNAMIC GRAPHICS
comes in twe cassettes at
the price you would
normally pay for one. But do
not let the low price put you
off. DYNAMIC GRAPHICS
is by far the most unique
and much needed software
aid on the market today.

MET LOOK
MY AT WHAT WE

£14-95 JE NV 57&65
g VAT wed PilaP f a E y ﬂ ﬂ

1 DYNAMIC PHOGHAMMING
2 DYNAMIC ANIMATION

3 DYNAMIC SOUNDS
4 DYNAMIC FILING

| 5 DYNAMIC EDITOR

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

EASY TO USE

DYNAMIC GRAPHICS is the ona R
that everybody will understand. The
ingstruction manual is simplicity itself.

Is a character designer with a difference * Full screen

animation of sprites * 27 functions including sprite No more strained eyes — the manual
handling 96 characters which can be saved on tape to use has large 10 x B pages with plenty of
in your own pmgmm * Easyr maﬂmdnnflmhuing diagrams to make it easy for you.
character designs in w * No

knowledge G;ﬂﬁhmmdn needed en sa;ngﬁ_m YOUR TICKET TO RICHES?
Sprites may ated as super large characters (4x Use DYNAMIC GRAPHICS to mak
list is endless. You will be able to design literally thousands upl:fnwuwnpqogmm,nndiﬂt:upn:d
of different characters from Pac Men to space men or space we will market it for you and maybe
ships to battleships. make you rich.

TAPE 2
This is the ultimate utility for composing hi-res graphics on
your Spectrum. As well as essential hand draw cursor

controls (or joystick) there are many advanced features,

i GRAPHICS _
There are in all over 50 commands. A constantly updated
status display.

Generated prompts are fully HOW TO ORDER Post 1o: PROCOM SOFTWARE, 309 HIGH ROAD
displayed Now you can design Telephone orders I LOUGHTON, ESSEX
screens as good as the software (01) 508 1216 . |
companies. Cravdit Card Holdars (Access Barclaycand I DYNA “"".r : I
onlyl can purchase by telephone. Pleswe GRAPHICS for the ZX Spactrum
vl Card no., name, address and ey I
reguined and your orded will De despafched I
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JUNGLE FEVER—£6.90 ARCADE STYLE CRAZY BALLOONS—£5.75 ARCADE STYLE

GAME (RAMWISE TM) it's got everything, with an GAME It's a great balloon but ice crystal clouds are the
exotic array of nasty natives, man-eating spiders and menace. Narrow passages and high winds too before
crocodiles too. home base safety!

CHUCKIE EGG—£6.90 ARCADE STYLE GAME
You have to collect 12 eggs and corn to finish the
screen—but watch out, there are some nasty ducklings
chasing you!

h___—_—_—_—_—____———

., Available from W.H. Smiths, €2 John Menzies

.&L r:ﬁssﬁgiavﬁg E?iﬂo ARCADE STYLE "E:‘q’;'.!t“i'?.i’é“?n“.u'm"““'“u:ﬁ’ﬁu . 0706 341111

Total Cheque/P.O. enclosed orcreditcard N®. _______

CRAZY BALLOONS £5.75 ARCADE

STYLE GAME 8 74 I""""v T e — =

CHUCKIE EGG £6.90 XX .
ARCADE STYLE GAME ARF “c‘..’:'ﬁﬁ,,”.’:"..%ﬂ.ﬁ.:’:}‘é_.ﬁ... E
= el == Cancs OL16 SLB. Tel: 0706 34111




e "'l!he ‘most fantastic range ~—
of games from the creators of Avenger, Sentinel,

Protector and many other superb,programs.
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" RIGHTAC ROSS THE SPECT RU M

INFINITELY:: ~ . - ==

o 7~  VARIABLE . o1
S - 2 EXCITING SN
INTERESTING '

Games available at selected Dranches of
W.H. Smith, John Menzies Rumbelows,
Greens and all good computer stores.

Please send me cassette;/s ticked below
D | have enclosed cheque,/P.O. for &

Fireflash for ZX Spectrum £5.95
| Galactic Warrlors for ZX Spectrum £5.95
| Proteus for ZX Spectrum E5.95

Sentinel for ZX Specirum £5.95

Munnery's Mergatrolds for ZX Spectrum 48K £5.95
Avenger for 2X Spectrum and ZxXB1 £4.95

Super Dlager & ( Spectrum 493

Meoon Lander © Spectnem £4.95

Protector for ZXB) £4.95

Bug Battle for VIC 20 £4.95

wll

- Prices inClude p&p
)

[POST COoe

716 Liangyfelach Road, Swansea. SAS5 9EL §§ 216 Usrigydlach Moad, Swanses. SAS 98
Telephone (0792) 799193 & Cassettes despatched within 24 hours
DEALERS ENQUIRIES WELCOME B o sn 0 om0 oo oo 0 oo 0 oo 5 oo 0w 0 o



Atic Atac

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

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

The rooms are seen in a
sort of splayed perspective
from above so that all four
walls as well as the floor are
visible. Put simfly. the ob-
ect of the game is to find the
ey, which comes in three
pleces, open the main door
and escape. You can do this
as three different characters
— knight, wizard or serf,
each having different
weapons and knowing dif-
ferent secret passages.

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

CRITICISM

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

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

Tic Tec, who's there?

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

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

COMMENTS

Control keys: Q = left,

W =right, E=down, R= up,
T={ire, Z or SYMBOL
SHIFT = pick up and dro
Joystick: Kempston, AGF,
Protek

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

Colour: very good
Graphiecs: excellent with
masses of detail

Sound: good

Skill levels: just generally
impossible!

Lives: 3

General rating: excallent

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

Earth Defence

Producer: Artic

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

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

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

CRITICISM

‘The graphics are fairly
simple with nice explosions,

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

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

‘It has simpler looking
graphics than some of the
other versions, but the explo-
sions are about the best I've
seen, All three levels are fast,
the highest being virtually
impossible without a great
deal of practice. Pity about
the silly control keys though
— it's not an arrangement
for what is a very difficult
game 1o play.’

COMMENTS

Control keys: poor, 6/7
leftiright, up/down, zero
to fire. These are keys for
the Sinclair interface 2, and
an alternative should have
been provided

ant&c Sinclair,
Kempston

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

G ies: simple with good
explosion effects

Sound: reasonable

Skill levels: 3

Lives: 6 cities

General rating: above
average to good.

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

All ssems lost as Earth’s defences
crumble.
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The House of
the Living
Dead

Producer: Phipps
Associates

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

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

a pleasant sight!
Fortunately, having seen
many cheap Dracula movies,

you are aware that if only you
can collect the four pieces of
the cross from the room's
corners and bring them all to
the centre, the life force
which will emanate from it
will kill the nasties off and let
you progress to the next level
where there will be even
more horrors awaiting 'fuu
Serves you right for optin 3
take a cheap holl

package.
CRITICISM

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

et to be quite difficult.’

'Th § Is quite a good game,
with reasonable graphics
and it is fun to play, but not
very addictive. An original
version of what is now an
unoriginal game. For what
it's worth, your little man
resembles Morph off the TV
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Waet, clammy bat wings — House of the Living Dead,

| — at least my cousin thinks

80.’

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

Control keys: cursors
Joy:ﬂlnh mpston
board play: average

ur: reasonable

Erlpl'llu. good

Sound: average

Skill levels: gets harder

Lives: 4

General rating: average with

more appeal to younger

players.

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

The Birds

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

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

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

CRITICISM

‘The colour is reasonable
and graphics quite good, if a
bit jerky. The bird characters
are animated by two frames
and might bhave looked
smoother with three. There's
plenty of sound too. the chat-
tering of birds, but it is all a
bit clicky. There's not
enough to it to be really ad-
dictive.'

I wouldn't recommend
this game to anyone who has
a decent collection of shool
em up games, because it is
only average. This sort of |
game has been done 1o
death and done much better.

Onily the trick of dead birds
turning idto bombs makes it
even playable. The program
itself is quite adequate, but
the game and its detalls are
80 out of date now.’

‘I didn't think this was par-
ticularly challenging. You've
got to be much more original
with the plotl twists today If

you want to put out a ‘Galax- |

ian’ type game, and this one |

just doesn't have any new
angles at all. It's fun to play
for about four minutes.

COMMENTS

Control keys: 6/7 left/right,
zaro for fire

| Joystick: Sinclair 2

Keyboard play: reasonably

| fast

| Colour: reasonable

Graphics: just average, bit
jerky

Sound: reasonable

Skill levels: 1

Lives: 3

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

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

Still shooting em up in The Birds.




'The Guardian

Producer: P.S.S.
}Memory required: 48K

Retail piice: £5.95

Languaga Machine code

1 The scene s sel: you are at

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

The simple object of the
| game is to speed your ship in
| either direction around a
square which Is superimpos-
ed on a space background. A
smaller square is oflfset
within the bigger, and lines
radiating out from it create
segments. Your ship Is a sort
of picture hook shaped thing
that runs on the outer
square. From the central
square four enemy ships fly
outward in three successive
waves. You can centre
yourself on an occupied seg-
ment and shoot the enemy
with your laser, zipping
around to get the next, and
| 80 on. It an enemy reaches
| the outer square while you
are stationary on that seg-
ment — you're dead. The se-
cond screen has no
segments, but meteor
showers radiate out at a high
speed. The third screen

returns to the radial grid and
the enemy are back with
- another danger, a V shaped
:ﬂnaruy thingie that zaps
| around the edges trying to
| get you.
| Your only other weapon is
| aStar Smasher that destroys
averything in the square. But
you only have two of them.
The more screens you get

ii—

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

CRITICISM

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

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

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

COMMENTS

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

Colour: simple but well
used

Graphiecs: very simple but
vary fast

Sound: good

Skill levels: gets tougher by
the screen

Lives: 3

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

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

Thrusta

Producer: Software
Projects

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

Thrusta 'I drnp: @ boulder on a hatching alien — but 'Ihl nthiﬂ are
cracking open,

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

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

CRITICISM

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

1

Your plcture hook zips round the base of the grid in The Guardian.
(afa)h & 8]

You would think that it is get-
ting difficult to come up with
an original idea for an alien

shoot em up game, but with |

Thrusta, Software Projects
seems to havedoneit. Thisis
not only a shoot em up, it's
also a crush em down!

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

very good one. It takes quite l:
a while to compiete a screen,
nudging you boulders this
way and that while dodging
the damned aliens. As you
progress to higher levels of
play,the screen begins to get
very crowded. There's plenty

of colour, all well used on the
large and smooth graphics. |

| Definately above avaraFet

and very playable, good for
16K users as well.' |

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

39
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space ship at last! This turns
out to be a difficult game and
playable with it, each level
harder than the one before.’

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

COMMENTS

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

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

Sound: continuous, above
average

Skill levels: harder by
screen

Lives: 3

General rating: playable, fun
and generally

Use of computer 75%
Grapnics 70%
Playability 75%
Getting started 75%
Addictive qualities 72%
Value for money 69%
Overall 73%

The Birds and
The Bees

| Producer: Bug-Byte

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

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

40

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

| number of problems. For a

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

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

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

CRITICISM

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

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

‘This isn't one of those
massively complex games to
pta¥, but the problems are
suffic

ient to make It in- -

teresting and the graphics
are powerful. It takes a bit of
I:attlng used to the way Boris
s controlled, but once you
can fly him about, you can
Fat to be clever at avoiding
he birds until they all gang

up on you.'
COMMENTS

Control keys: sensible, Q/Z
upidown, /P lettiright, B
drops nectar to speed Boris
up in an emergency -
chsilch: Kempston, Protek,
AGF

Keyboard play: responsive
when u toit

Colour: very good
Graphics: excellent
Sound: very good

Skill levels: 1 gets harder
Lives: 5

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

Use of computer 88%
Graphics 90%
Playability B80%
Getting started 75%
Addictive qualities B80%
Value for money 83%
Overall 83%

Games
Designer

Producer:
Quicksilva/software
Studios

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

Author: John Hollis

It you're tired of actually
playing games perhaps you
might like to have a go at
designing one yourselt? Of
course a lot of Spectrum
owners are nol programming
geniuses, so Quicksilva have
now brought out a package
which at least offers control
over the various features of
some standard arcade
games. In a way it's the
computer equivalent of the
chemistry kit.

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

e g e e g S
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Attack Waves, Load from
Tape, Save to Tape.

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

Having played these as
they exist, you may fancy
redesigning them. Option
three allows the sprites to be
| altered and a menu tells you
what can be done. This in-
| cludes the shapes of the
| aliens, ships or laser bases,
| missiles and bombs, shjelds
and explosion sequences.
Their colours can be
changed as well. Having sel-
ecled the sprite lype 10 be

altered a sprite editor fills the
| screen, showing all the pix-
els that make up the sprite

These can then be manipul-
| ated from the keyboard with-
| out difficulty
| Conliguration, the fourth
option, allows you to alter
the way the game takes
place. You can change the
game format, control keys
and joystick options, the
background and foreground
| colours may be altered;

special effects can be

changed. and there are four
| classes of sound effect
which can be played with,
missile sounds, bomb
sounds, ship explosions and
alien explosions. Selecting
one of these keys brings the
sound editor into play, a
visual display of faders
controlling the overall
frequency or pitch of the
sound; the speed at which
piich increases; or decreases;
| length of sound.

Option five is Movement.
| This controls the patterns
and pattern movement of
aliens/ objects/ships elc.
Again an editor i1s used with
| visual display so that youcan
creale almost any pattern or
movemen! you like

Option six allows you 1o
| aiter the attack waves ol the
aliens, including the
animation, points awarded
for each destroyed, pattern
under which they start a
game, numbers of aliens in
each attack wave, whether or

=

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

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

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

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

CRITICISM

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

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

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

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

COMMENTS

Keyboard positions: up to
you!

Joystick options: up to you!
Keyboard play: positive

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

then up to you!

Sound: up to you!

Skill levels: up to you!

Lives: uo to you!

General rating: Highly
recommended

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

LASERWARP

Producer: Mikrogen
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: C. Hinsley
Mik n claim that this
E as it all. It certainly
as quite alot anyway! Itisa
very simple shoot em up
which has you in control of a
laser base while every known
electronic alien in the
universe is falling on you,
swooping at you and hurlin
indestructible missiles of a
shapes and sizes at you.
‘Paranoia’ might be a more
apt title!

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

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

CRITICISM

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

dull (dark).”

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

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

COMMENTS

Control keys: S/D left/right,
ENTER = fire

Joystick: none

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

Grlphim. very good
Sound: good

Skill h_uls 5

Lives: 3

Screens: 10 waves plus
master

General rating: very good

Use of computer 88%
Graphics 85%
Playability 78%
Getting started 50%
Addictive qualities 80%
Value for money 80%
Overall 7%

Laserwarp — such a fast game the camera fails to capture the mnd of
the alien hordes.




FRANCO FREY
takes a NOISSSY listen to the

U[R/RIAH

pISIPEEICH

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

Considering the power of
voice, the unit is very com-
pact and installing it is kid's
stuff. You also gain a beep

amplifier, because the sound+

is directed through your TV
speaker. The detailed Pro-
ramming Manual and
monstration Tape display
the whole ‘voice' Spectrum
at your disposal and if you
can't get to grips with it, try
listening to your mother now
and again.

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

statement: -

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

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

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

ey

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

If you don't mind
operating with allophone
codes directly, you can
bypass the interpreter and
operate directly on the FIFO
buffer by POKEing the codes
directly into the buffer
memory area. Once loaded
you sel the stack pointer to
one below the last item in the
buffer to be voiced by POKE-
ing the stack pointer and —
bedlam! Your Spectrum
becomes an instant party
killer! Loading the buffercan
be executed with a small
BASIC loader program either ;
via INPUT command or via 4 A
DATA statements: %0 G0 30

100 PR ¢ = 6338] 70 (a = 1) STEF -}
110 MINT ¢, MEEX ¢

1M NEXT ¢

130 PRINT a, 633] = =i PWINT:

PRINT “PRESS & TO RIN
16l IF INCEYS = “»™ THEN 0D TO 200

I

L

LET & = $536]
READ by LET = b

o

¥ PEn=]T0(x- 1) KEAD b 150 a0 TO Ja0

& TORE ab 200 POKE 65365, 244

W T a=a-1 200 FORE 653k, (5536) - a)
& MEXT m

PFE £33, 133

J ME 63364, (63)8] - a)

100 DATA 20,61 39,36 04,28 371,06, M0,
41,099,350, 3,08 55,0 054 14,.20,15,5%

= o

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




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

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

ram area {Pla

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

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

tek, or most of the other
joystick interfaces make pro-
vision for an extension edge
connector except AGF Cam-
bridge and Sinclair (Interface
). t would appear that most
of these companies rely on
the fact that they are the last
link in the add-on chain and
can price their products
more compelitively due to
the cost reduction. And
since Currah would appear
to have been thinking along
thesame lines, it willbeupto
you the games player 10 sorl
out the bottleneck: The only
sensible solution is a 56 way
flat cable loom which plugs
via a 28 position doublesided
0.1 IDC edge connector
socket 1o the Spectrum with
two or three IDC edge con-
nector plugs along the
length of the loom, so that
the various add-ons may be
connected up together (A
motherboard with several
edge connectors ports will
also do). Certainly not a
cheap solution. Considering
the fact that a games player
will alimost certainly require
a joystick and the speech
unit, this is definitely a huge
drawback.

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

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

CRITICISM

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

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

Price: High for a Spectrum
add-on, but considering the
complexity of the unit
(speech chip controlled by
allophone symbol inter-
preter/microprocessor) a
small miracle. The unit
comes packaged in an at-
tractive card box with
transparent window, com-
plete with demonstration
cassette, programming
manual and all necessary
connections. May be used
with either 18K or 48K Spec-
trum. Price £29.90.
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100% machine code. Special SHOOT EM UP
animated cartoon graphios. Eggs lall on parachutes, walch Graphics simulation of the Fun-time ecducational game.
Unigue change screens them hatch Mutant Birds. popular game of bowls. Walch Full feature arithmetic. Do your
features. Avoid the vicious Fiendish Hawks, Laser, Missiles. the ball swerve towards the mms quickly or the bull will
dogs, find the hidden exit and 100% machine code. Progres- jack. Bul have you chosen the esicape. Also—Nine Lives
cscape. (5 star review), sive levels. weight and angle correctly? Candyman.
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Our reviewer Matthew
Utfindell delves into his
software library for this
month's reappraisal as he
hops onto FROGGY, the
most engaging Frogger for
the Spectrum, a game by

| D.J.L. Software.

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

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

Once onto the last lane

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

As the game goes on
more hazards appear, such
as aligators in the river and
snakes on the bank of the
river. The game will also
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speed up as each screen Is
cleared, until the maximum
speed is reached on screen
7. Turtles also get scarcer
and the logs get smaller in
size. The entire %arne I8
played against the clock —
about 25 seconds Is
allowed to get a frog
across and home on screen
one, but this reduces with
each screen. There is also
a demo mode and a hall of

This game is a very good
copy of the arcade original
and is very well produced.
When | first saw it | though
the character block
movement would spoil the
game, but | was proved
wrong. It is very addictive
and enjoyable to play. This
must be the best 'Frogger’
around and | would
recommend it 1o anyone.
The game plays with a
Kempston joystick (load
one side of tape) or cursor
keys (load other side of
tape) and so cursor key
joysticks like Protek and
AéF. Use of colourand
sound is excellent as are
the instructions and
general presentation.

Matthew Uffindell.

fame. s

Moce frog homes - low depeut. morgeges
available - DJL's charming game torm & frog
il ) pece.
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still goes on as we go to
two or three issues
thoroughly complete.

may o

INVADER/ GALAXIAN/

PHOENIX
Space Invaders began It all and the
more sophisticated Galaxian and

Pheenix .r-: confinued Il. The
games listed under this heading are
lnnq the oldest avallable for tha
Specirum. Conseguenily some
versions have nol stood the tes! ol Lime
a3 well as others. In Invaders seried
ranks of varied aliens jiggle across the
screen getting lower and lower.
Galarians sttack in lesser numbers
but make up for it by swooping all over
the piace in an unsporismaniike
manner. Phoanix games are similar,
but the aliens are bird-like, there are
#pgs to hit, often meteors as well, and
finally a mothership to destroy. In the

main mas! versions are very alike and

it comes down 1o @ matter of persanal
choice.

| Gamas

| Scrambis/Dufender/Missile Dafence
| Cockpll GCames
Mure Games

This is the heart of the magazinel A
updated guide to Spectrum software. Itisintended as a
brief but comprehensive listing for ready reference and
not as a detalled criticism of the games (although we
will always reflect the original reviewers' comments in
the entry). You will find detailed reviews of newer pro-
grams in previous Issues, the number of the issue
being indicated in brackets after the retail price.

The mammoth task of ensuring that every program
for the Spectrum gets reviewed in brief for this section

ss, so certainly for the next
he Living Guide won't be

perpetually

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

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

n has been pro-

ARCADIA

Producer: imagine, 16K £5.50
Gonerally considerad 10 ba the bast
shool 'em up game around. Aliens
come in droves from the right. each
wave more suicidal than the last
Continuous fire and thrust (1o hali
the screan Mi?h'l only) with good
keyboard posifions. Excellent hi-res
smooth graphica Joystick
Kompston (and softink 11} or Fuller
Addictive and difficult to master

ASTRO BLASTER

FProducer: Quicksiiva, 16K £4.85
Author John Edwards

Quiicksilva's go 8t galaxian/phosnix
is crecitably faat and difficult to
master, featuring five atlack waves in
threa phases — Cybird, Meteor and
Plaama. each of which have their
own characieristics. Oddiy enough
thi first wave is the moat difficull.
You're given live shislids. Graphics
and sound are neal. Joyslick:
Kempston

COSMIC GUERILLA

Progucer: Crystal, 18K £5 50

This game is a copy of an arcade
$hoo! ‘@m up and almost makes &
category of its own. Aliens stand in
several vertical columns on either
side of the screen. The centre block
is & stack of humans and your three
space ships (and lives). Your ship is
ot the base. liring up. Allens zip
across o the centre, grab 8 human
and abduct him o the side
Eventually they can get al the throe
ships and steal those. For each one
they get o the sidé you lose & life
Too rapid fire shortens the range so
i's betler to be accurate than last
Features fast motherships that zip
along the base just above your head
end fire at you, rapid mutants and six
difficulty levels. Joystick: Kempston
Recomménded

FIREBIRDS

Producer: Soflek. 16K £5.95
Author Grasme Devine

A classic phoenix Fire rate and
et/ right movemant are the best
wia'vé 28en. Baautiful graphics
teaturing red Firebirds. blue

Bombers. and while Weaavers i an
intricate dance of death. 100 parcent
machine code. Very difficult to get to
séa the motharship, but worth it!
Highly mcommaended

FIREHAWKS
Progucer: Postern, T6XK £6.85(1)
Author: D Hosking A C Davies
Firehawks is literally a Phoenix
game but practically it's an invader
mutation. Y our mission is to defond
your planel from the deadly
Firenhawks of the title. They coma in
sparch of energy, and should one be
allowed 1o land it turns Into a giant
Phoenix and flaps away — end of
mi The birda line up at the top of
the scraen and you lire up with your
laser beam. In the way are plasma
scraans which resamble decorati v
breeze biocks The birds have 1o get
round them and you must shoot
them away to get at the birds
Graphics are guite large bul thera's
no animation, and despils the 15
skill levels and 15 speeds it doesn
add up 10 much and & overpriced
Mo joystick optlon, poor control key
response, good sound, genaraily
tair. Overall CRASH rating 51%
BASIC » some code

GALACTIC ABDUCTORS

Producer; Anirog, 16K £5.95

This version featuras large animated
graphics. The aliens weave fancitul
patterns when attacking and have
the cule habit of aating your
population when you're not muﬂg.
only throwing back thedr skulls. 1
percent machine code. Hi-score
Joystick oplion.

GALACTIC TROOPER

Producer: Romik, 16K £5.99

Author: lan Morrison

Hallway batwaen an invader and
galaxian type, this three skill lgvel
gama olfers reasonably attractive
graphics and plenty of them. You're
at the base firing up al ten bomb
racks containing live allens par rack.
Abgve them a motharship floats
Inzily from laft to right and back
again. To hit it you must blast out all
five aliens from a rack 8o you can fire
thro n:?h ihe gap. Allens reproduce
Taat! For more points there are o Tew
saucers thal venture out, but théy're
easy to hit. The allens drop bombs
on you but the screen is so full that
the dropping distance I8 small and
they are hard to dodge. Skill doeant
appaar 10 be a factor, rather luck. Hi-
score. Joystick. Kempston or
Sinclair, maching code, only average
value for monéy.

GALAKZIONS

Producer: Mikrogen, 18K £5.85

One ol the weaker games with three
skill levels amd altachers mors
resambling invadear allens than
anything else. The rate of
continuous fire is wrong for the slow
aitack paiterns, robbing the game of
any axcite mant. Works with
Mikrogen Il joystick. Machine code
One or two player gamaes.

GALAXIANS

Producer: Artic, 16K £4.85

A good copy and & classic vorsion
with nine levels of play, hi-score,
personalised scoring. one or two
playare games. Features swooping
Galaxians and hi-res sxplosions
Joyslick: Kempsion. Machine code.
Vary good value for mongy

HAWKS

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

This is a pretty hefty shoot em up
whers you' ré pitted againg! waves of
hawks which drop eggs. These eggs
hatch out in the ground and become
mutant hawks which lorm up for
lates attacks. You are in control of an
old Asterdid Mining Vehicle which
can fire missiles at the birds and
falling eggs. & laser and also la

mings ovar the downed eggs. T hese

2150 blow up the vehicle il they go off
undar it. There are & large number ol
control keys so spead and refleacas
are ol the essance. Good colours
and graphics, plenty to do and
excitling to play. Good control key
positions and reasonable sound,
multiphe skill ievels. General rating,
good & addictive, overall CRASH
rating T5%. 100% M/C

HEADBANGER

Producer: Liamasoft, 48K £4.95
Liamasofl is one of those companies
that got famous tast, though looking
a1 this gama one wonders why, The
Sky is raining hammaors (Makes a
change from ravening alens |
supposo) and Chico must carry bags
ol money from one sida of tha
screen o the other under the partisl
sheiter of lour blocks which ara
being eroded by the lalling
hammars. In betwean the shellers
Chico can nul the hammers [of
potnts, but after len he gets a
headache and must then nut & red
aspirin hammer. Hammers hitting
his body instead ol his head (ose &
lite. Getting & money bag acrosa
salely restores one shelter. Badiy
put iogeiher and rather pointiess

INVADERS

Producer: Artic, 16K £4.95

Although this is a standard and close
copy of the griginal, the hi-res
graphics stand up quite wall 10 the
test of tima. Nine levels of play and
four variations of alien

INVASION FORCE

Producer: Artic. 16K £4.95

Artic’s engaging and addictive
phognix game has the mothership
protected by a force field hovering
above your base. Should your
migsiles hit it they are redurned back
as three! Tha mothership is only
vulnarable in its control Centre
There are loads of bomb-dropping
aliens flapping around. Throo lives,
two skill levels and harder screens
Neal touch — il your base is hit the
Artic lorry rushes out 1o ropair it
between lives Geonarally
recomimeanded

KAMIKAZE

Producer: AGF, 18K £5.75

Basically a galaxian game. Pit your
wils against wave alter wave of
suilcidal lighter aircralt which swoop
gowh on you dropping tombs. Clear
two screens and you get a bonus
screen against easy-to-hil
helicoptars balore returning to the
main feature. Graphics are altractive
if & bit thickery and the mushroom
shaped axplosiona are good
Continuous sound of attacking
aircraht uniess you drown them out
with the scund of your continuous
tire. Hall of fama, no joystick option

SPACE INTRUDERS

Pragucer: Quicksilva, 18K £4.95

A close copy ol Invaders with rather
small graphics that work in
charactor blocks. Fas! but oul ol
date




| SPACE RAIDERS

Producer; Paion, 16K £4.95
Anpthaf close Invaders copy with
peiter graphics than Space
Infruders, but slowar and ndt
particularly addclive 1o play

SPACE ZOMBIES

| Producer; Mikrogen, T6K £5 95

Cne critic thought this was pathetic
another liked it Certainly a ‘quaint’
gama You e al 1ha sCroen Dase
fwring up &l & bunch of highly
eolpured alien rombies which chug
about the screen like a train, gatling
longer with aach sCréan. The
graphics are big. there's Continuous
fire, m nice moving star background,
and tha main laalure is the arralic
and highly unpredictable movemaent
of the aliena. Throe spaeds, one of
jwo player games, plenty of levals |al
leas! six belore | got killed off)
Joyitick: Mikrogen |, good value
bul not ternbly addiclive

TERROR DAKTIL 30
Producers: Malbourne Houda 48K
B 5

Mot you might think by the title, a
galaxian/invader type gama, but it is
maly. Thera's a 30 landscape and
20 massed Dakiils in the distance
moving jsut like space invaders. To

i L hem you musi gat 1ne

dimensional trajaciory of your
balterad” cannon correct
Frequently omna will swoop down on
you In véry Qood animated line

| drawing. You get more poinds 1or

hitting the swooping onas, but it's
saler 1o dodge them. Not up o
Maibourne House s usual standard
and the sound what happaned lo
fn?

THE DETECTIVE

Produces: Arcade, 40K £5.50
Angther gama which sounds
unlikely as a galaxian by pe
contendar, bul then, wa couldnt
guita figure whal the bitle had 1o do
with the game. Bul it isa good ga me
Anyway. Nice packaging as usual
from Arcade and reflecied in the
graphica. Avoid the lalling objects
which change characlanstic by level
or shool them lor points. Tyres (M)
form up bike thunderclouds and fall
on you, & wralched dog keepa
slealing your points Avoid him by
using the wrapg-around screen. 25
lovels. Joystich Kempston and AGF
or Protok. Good value

WINGED AVENGER

Producer: Worklorce 16K L£5.00
somathing of a cult among galaxan
fans, wilh two oplions (2-part |oad)

| for the ‘brave” and ‘also-rans’ Sis

il lpwirls, (RS0 1{\I"ITI":|F_|!L'J barnar
and simphs but alfective graphics
This is & fast game for tha experts
novices might not even realise
thay ve lost all their lves
Disappointing graphics and
ultimately not of lasting appeal

ASTEROIDS/SPACE

With some exceplions, Asterold zpl
games lend to be less colourful than
mosi arcade programs - Some are
virtually black and white, bul the
category is slill one ol the mos!
muhr. Also Included under this

dnl%m' ce’ games which have
very little lo

asteroids.
CONFUSION
Producer: Blaby, 58K L£4.95
There's something of a Trogger feel
to this ultra-fast game. Alien ships
zip along paraliel tracks which you
must traverse, shooling them for
paints. Impossible without 8 joystick
and diffecull with, goas with
Kempstion or AGF or Protek
Ganarally loss than ongé expacts
from the usually excollent Blaby
poopie

control keys are laid out for the
Sinclair joystick—thay're vary
awkward. A popular gama far shoot
em up addicts with plenty of
playability, bul maybe lacking in
gﬂlll lasting appeal. Joystick

inclair, Keampston. 6 skill levais, 5
lives. CRASH rating: fairly good
overall B3% M/C

COSMIC DEBRIS

Progucer: Artic, 48K [4.95

An archatypal "astergids’ gamo with
hardly any colour at all. Hollow
outlines for the asteroids which
shatter into smaller fragments whan
hit. Rotate, thrus! and Nyperspace
and typically nasty flylng saucers
that II?‘PQBI whan you don't nesd
tham. Two speeds (fast and suicidal
— and théy maan 1) with bonus
ships for points. A game this fast
should have continuous lire tacility,
but doesn't Mo poputar joystick
facility. Good value for asteroid
addicts who like a fast game

KOSMIC PIRATE
Producer: Blaby, 48K £4.05
There's & factory balow on the planst
which you must plunder, gurding
your ship through the haavy alien
space traffic. deceptively simply
looking gams with good graphics
and sound and really a ‘frogger
variant. M/C. Joystick: Kempsion

METEROIDS

DK Tronics, 18K £4 65

In & way it's as wall this gama i3 in
tha cheaper bracket bacause it ian't
avery good program. The

graphics are jarky in movement and
the ralative speed of craft to
asieroids is too slow. Worst of all
you can only use one luncltion al a
lime 8o you can't fire while rotating
of thrusting. Theme is a usetul
‘redefine’ function which allows you
o change keyboard optiony and
alter the way in which the game
plays. No joystick facility, uniless
radafined 10 curens keys 1o usa AGF
or Protsk

BLACK HOLE
Producer: Fantasy, 16K £5.50
Centre screen is the Black Hole
from which emerge (hrea lypes of
alien cratt. Two o yiorud wakpons ars
deliected by the force of the Black
Hole, which makes aiming difficult,
and tha third weapon has a limited
range. Indiscriminate shooling leads
to loss of power, and the aliens fire
back. To make matters worse thare
is space debris to avoid on tha left of
sCreen, (he ared 1o which you're
confined. Cantrol in eight directions,
bul too many keys make this game
hard 10 anjoy. and thers are 100
many lor & joystick 1o handle

BLOCKADE RUNNER

Producer: Thorm EMI, 18K LA 9511)
Author. Graham Johns

Just whan you thought they had run
out of reasonably original deep
space rappowham games, along
comes Blockade Runner. You're in
this supply ship, running the
blackade of earth by some nasty
allens and there are 5 layers of
defences to get through. First a

e nge showat of meteors which can
ba dodged or shot, then a layer of
vartvcal laser barmers which you
must dodge. then tractor bedm units
try to pull you ol coursa, finally &
fleet of alien ships try [0 blast you o
kingdom come. Should you survive
this frenatic gauntiet, you musi then
transfer your cargo pods 1o an aarth
ship. Control response is Irighlenly
fast and viglent—it has to be 0
dodge the laser baama. Pity tha

DEEP SPACE

Producer: PSS, 48K £5.85

A s tandard version of astercids with
rotate left and right, thrust
hyperspace and fire, wiap around
sciean and alken ships. Can'l
commant on the game's quality
ince none of our thres review
Coples would load

JETPAC

Progucaer; Uitimate, 16X £5 .50
There's nol much can be said about
Uitimate that hasn't alrmady been
said Glﬂphiti and presentation are
of the highest standard In Jetpac
you must gel your spaceman o
assambie a rocket and fuel it, steal
A3 many gems A8 you can and avold
the irate aliers or kill them with Lhe
laser. When assembled the roc ket
takes off for another planet o
plunder. Re-assemble the ship atter
liva planetls. Five levels of ditlerent
aliens. Joystick; Kemptston. One or
Two player games, confinuous fire
and movement in elght directions
Highly recommanded

METEQR STORM
Quicksilva. 16K £4 85

Mercifully, Quicksilva have proved
thair originality in the games lield by
going onlo g am-es which makes this
ong ook as silly as it ig If you like
asteroid games then Ihis is prefty
las! Sumple outhrks howver ina Blank
biack space Ship ofientationis in
eight directions using all The number
keys which means you can't
concentrale on the gamae

MISSION IMPOSSIBLE

Producer: Silversoff, TBK £5.85(1)
Author Jarmmy Brown

This is aLander lype gams when
yOu musi guide your cralt down loa
planet’s surface and rescue stranded
Edlronauls or minars or something
end return them 1o the motharship
above. To gel down o The planat you
mus! dodge your way through the
masses of asteroude, Snd then return
through layers of enemy shipping
Controls provide a retro rocket lor
braking. important when |anding as
an inaccurate or 1ast landing resulls
in death. On the redurn journeay (he
rlro becomes a gul"l o shoot &1 tha
aligns. On highar levels there i3 also
o force hield as a added hazard
Thmughnul the graphics are vary
good and move smoothly, Thus isa
vary difticull game and bound 10 ba
addiclive. Takes time 1o get good af
. Sensible conirol keys, joystick
AGF, Protek or Kempston. 3 playing
spaads, over 50 screens, ganarally
recommanded Overall CRASH
rating B0% M/C
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PLANETDIDS
Producer: Prion, 16K £4.95

AYEry good copy and a Classic
version with ihe best graphicsofthe
Iat. Nica bright yellow astoroids
which shatter satisfyingly. A bit
slow, although the shatterad
fragments change direction and
mowe faster. Alien ships are wall
defined graphically. Using Z/X for
rotation and SPACE/ENTER for
fire/thrust is quite good, but H lor
hyperspace takes somé getling toin
an emargancy. No skill levels, which
maans the addictivity rating ia low,
but good value at the price. No
joystick oplion

SCHIZOIDS

Produces: Imagine, 16K £5.50
Imaging come up with some of tha
beést gamas — this isn’t one of tham
You're supposed Lo clear the space
larers of Civilisation's debnis by
pulidozing it into a black hole in the
cenire of the screan. The graphics
pre black and white, though nicely
darawn but the game i3 confusing
Joystick: Fuller

SENTINEL
Producer: Abgcus, 16K £5.00
Prevent the enemy from aliacking
thie live Sentinel space stations with
your four ships. Carsful though —
your three remainng ships (Trrés)
nre docked with the station so if your
protective scroan lsn't eflective you
can lose fives before you've even had
o chance 10 use them! Enemy comes
in vatious forms and melerows make
Iifa impossibie of times. Your
weapons ate laser and § guided
missile 50 you have 10 conténd with
leti/right rotation. thrust, |aser fire,
missile firg and two controls for
guiding it which makes Sentingl a
ma lor the four-handed player!
and there's a force fieid for the
station — live-nanded player! A
good tast and furious game, Good
villug. NGO joystick oplon

SHUTTLE

Produces: Blaby. 48K [5.95

Take your shuttle craft from the
motharship and descoend o two
specially crobled landing spaces on
the planet s hilly surlace 1o rescue
the stranded astronauls. which
stand on the hillsides waving theair
armd lrantically You can only take
one al & time and landing resulls in
the nearest dashing 1o your craflt and
partial safety. Unlortunately the sky
Is croedad with bi-directional
meteors Tha graphics are cute and
the saund vary good, bul theinlay
card suggests you can fire at
somathing when you canl. Avoiding
the meteors s simpty dona by
dodging them (asor of !mgg.r}
Mot the most addictive of Blaby's
games, but slill vary playable
Joystick: Kempsion. AGF or Proteék

SPECTROID STORM

Producer Abarsoll, 48K £4.95

A very new asterold game and one ol
the most! colourtul with a pretty
packed screaéen. Wrap around aclion
and multi-shaped objects. Good
accoleration and braking bul
réguires a tender (ouch as the action
I8 Qquilé violan! Hyperspace, no
ditfeculty levels. Il looks good bul it
needs more playability 10 put it in the
top rank. Joystick: Kempston AGF
or Protek

JDEEP SPACE

Producer: Postern, 16K 785 (1)
This is the, by now, famous real 3D
game which usai red and blue
spectacies to create a three
dimensional fesiing. Sadly the offect
doesn't come off at all, with law
people reporting any success with
the ettac! On 1op of thal. the gama

48

el is not sutficiently exciting
anough o be worth tha vary high
price asked. Basically youship
moves vertically at the left of screen,
confronting the alian ghips which
move irom right 10 lefl. You can
‘room’ in and out of the screen to
match the depth of the attacking
vassels B control keys, no joyalick
option, smooth movement but not
colourul and only average sound
Owerall CRASH rating M/C

VIOLENT UNIVERSE

Producer; Fantasy, 16K £5 50

This game has an essential
diflerence — instead of liring ahead
you lay gas clouds behind you 1o
desiroy tha aliens. The aliens are
made o anti-matter, 30 as they rush
headling inlo your vapour clouds
they're anihilated. You must sCore
1000 points within 40 seconds to get
lo the naxt level, an idea which
makas this game axtremaely addictive
1o play. Wrap around screan, B-
dirgctional movemant in a very
crowded screen. Hiding inside one
ol your vapour clouds is a sneaky
way of avoiding death, Joystick
Kempaton, AGF, Protak, Fullar or
Mikrogen Il. Good value

SCRAMBLE/ DEFENDER/

MISSILE DEFENCE
For many arcade enthusiasis defender

and scramble games are the kings of
llying. shoot ‘em ups. They require
quick reflexes and excellent hand/eye
control. Of the home computer they
demand programs with sensible
control key layouts or |oysticks lor
resulls. In scramble games you
4 mission against a hidden enemy
base, whereas as in deiender games
Pu.mirmu humanily al the same
ime. In aither case the game Is played
in profile, showing the tﬂﬂl‘lﬂ ol
the ground over which you are fying.
Missile defence is simpler, showing
missile Iraces

ing on your
cities. You mus! guide the anti-missile
defence by si M]nﬁrnn hairs al the
leading points of the enemy missile
lraces.

ARMAGEDOON

Producer. Dcean, 18K £5 00

This wversion is 8 classic missiie
delencd gama wilh axcallani
graphics, espatially the sunburst
suplosions The missile traces splil
into several traces, coming thicker
and laster with sach wave. The
avallable number of missiles in your
armoury lor each wavie is shown at
tha base of the scresn and above
thal are your six citkes which you are
protecting. After each atieck wave
the program updatés your score and
cittas kefl, Nice title graphics and
‘ond’ card. Ascommanded

ARMAGEDDON

Producer: Silversolt, 16K £5.85(71)
Aulthar: C Knight

Silversolt's version of the much-
copled ‘Missile Command arcada
original 1s well up 1o scratch wilh
good use of colour, and average
sound. The graphics are simple bul
eftective with very nice explosigns
and a suitably desgusting 1rying
sound to accompany them, Festures
Six Citios, three missile bases

aircralt and omb-dropping
salellites 8 nd hoat senmlive miss:les
which howes abowve a delonation until
i¥s snte 1o descend turther, Gels
inciraasingly tast. medium addictive
sensbie control keys and Kempston
joystick (via a 2-part load), Overall
CHASH rating B8% W/C

COSMIC RAIDERS
Producer: Mikrogan, T6K £5.95
‘One ol the lew imes an arcade
mé had bean improwed upon, said
ersonal Caomputing Today That

might be a bll exaggerated, but the
graphics ang control responss are
very good indeed. You must race
ncross the planet and destroy the
align master ghips in the lalr. The
cilysCape beneath is densaly
populated and grean grabbers keep
abducting the humans. Knock out
the aliens with smart bomba, but
than you must calch the falling
humans belore they splat. Hosts of
oihdr alein hghlerg thraaten you
Features long range Scan, revarse
Long range shows the whole
distance 10 travel, Keyboard
positioning 18 sensible, which s as
wiall, as thes game doos not have a
joystick facility

DEFENDAR

Producer: Mikragen, 46K £5 95
Author: G Hingiey

Tha titho says it all, and i turns oul 1o
be o pratty classic looking 'Defender
guma with the tamiliar zig-zag
cutlineg landscape, waving humans
and assorted align crall. Thoere is the
radar screen al tha 1op as well
Control is quite good with sensible
keys allowing hor thrust, reverss,
lased and smartbombs as well as a
hyperspace facility. But thare is
something lacking in the leel and
play. Pernaps it's the speed which
sdama slow comparad 10 O1her

v 5i0ns combined wilh the (act that
it seems quile oasy to play. Inlay
states user-delinable kiys, but thera
aren't any, Good, bright graphics
and reasonable sound. Overall
CRASH rating 63% M/ C

FIREFLASH

Producer: Abacus, 16K £5.85(1)
Author K Flynn

This k8 & viry suparior ‘Missile
Command styls game and a gamos
designer in one — anothar from tha
spocialists «n games lor eighi-
lingered players. Your bass has 4
misaila launch pads supplied by
undérground tunnels, and 2 laser
bases al sither end of the screesn
Incoming alien missiles splil into 4
amall and hard to hit warhoads il not

dngtirowed i

by Yo mypet gelset

tha launch pad requirad, lire tThe
missale, guide il 1o s target and
delonale it al the correct momant. I
that's nol enough, low Nying alien
craft bomb your insiaiistions. if you
ke & tast, difficult to master gama,
than this is for you. But many faciors
ean ba modilied by the clever POKE
facility which allows you o redesign
ihe game (o sull your own 1aste. On
the revorss sioe s a free game called
‘Destroyer’ . Uses & control keys, no
joystick oplion, excellent graphics,
recommended. CRASH ovarall
rating 7% M/C

GROUND ATTACK

Producer: Silvarsofl, 16K £5 85

This is similar io 'Penetrator by
Maibourne House, bul is nowhere as
good a program. IU's tha sister game
1o ‘Orbiler. Herg you must attack tha
alians in thar um‘rnrq: ound Caverns
Weapons are bombs and laser and
thare are fusl dumps for points
Thiust and decelarate and nine skill
levals (cifferant speeds of play) with
tha curaor koys and 9 and 0 for
directon and e, which 18 nol the
best arrangoement. No joystick
facility. There are betler value games
around of this type.

HARRIER ATTACK

Producer: Martech/Durrell 16K
£5.85

This game seéemed Lo upset a 1ot of
magazine reviewers because of s
unsiated reference to tha Falkiands
War! Bad taste perhaps? In any
event, a completely dalt renson o
give an excellent game a poor
reviaw. You must take off from an
mrcralt cammher, dodge guded
missiies lired at you lram an enémy
ship, than Ny over a heavily
defended island, bombing the ant-
aircrafl guna avoiding the enamy
'lghlamanu shooling tham down
Kepep your spaed up of you'll run oul
of fusl belore reaching the climactic
bombing run on the 1own (Pon
Stanley perhaps?) Then it's back to
the aircrall carmer o land. Fast
responses and first rate graphics
(the surm on the s0a 8 particularly
good). Five skill levels. Keys sra
cursor (pily) with zero to lire. nine to
bomb and SPACE (o eject. Joysfick
Protek or AGF on the cursors
Highly recomimended




HIDDEN CITY
Producer: Bytewall, 16K £5.05

Good, smoath graphics and three
differan! frames maka this a very
playable game. No bombs here, only
& lnser and a quickly used up fuel
supply. The lirst part makes you lly
across a plain towards a vertical chift
Enamy missiles attack fsom the floor
and Irom the clift. I you anter the
cave M tha base of the clifl tha
second frame scrolls across.,
presenling b maze containing fusl
dumps. On surviving this théde (s a
‘scramble’ cavern with missiles and
tloating mines. and then tha city 1o
gestroy. Six difficulty levels, invisible
barrigrs and time warp. Joystick
Kempsion

INVASION OF THE BODY SNATCHAS
Producer: Crysial, 48K £8.50(1)
A word of warning — this game
{indead all new Crystal programs)
has a special loader which makes
you think i lsn loading proparly. It
i3 A clasaic copy of the famous
arcade orginal and leatures
Landers, Bombers, Mutants
Swarmers and Pods. There isan
axcellent radar screen, One you can
really use for hning up shols, and
spactacular pxplosion graphics
Sadly unless you own & Fuller Box
the game is totally silent. As usual
with ‘Defender’ games, there is not
much colour, bul the graphics are
fast and smooth. Al in all probably
the beal version lor the Spectrum
yot. Rather awkward control keys
Z7% lef/right and N/M up/down, Ato
G fire laser, H 1o ENTER smart
bombs. Joysiick: AGF, Protek
Kempsion, Fuller. CRASH rating,
playabie and addictive. overall 70%
M/C

ORBITER

Producer: Siversoft, 16K (585
This is a much better game than
Silversolt's '‘Ground Attack’ and is a
good version of the classic
‘Defender’ of arcade fame. The
animated graphics are neat and the
sound amusing, Control keys are
much batter placed than in GA as
well, Climb, dive, thrusl, reveriss,
hyperspace, smarn bombs and laser
all help you protect the humanoids
from the marauding alian craft
Features an axcellent long range
scan. No joystick facility, M/C

PENETRATOR

Progucar: Melbourne Housa. 48K
£6.95

Probably the definitive 'scrambile
pame lor the Spectrum., Four rings of
dalence surrcund the alien base,
&ach with its own problems ol
landacale Miasiles take off
cominuously guided by radar units
(excellent animation) which get
more accurate if you fail o destroy
enough of them. Special lealure
allows you lo reprogram the game to
makes your own landscape and alter
the enemy’s defences. Highty
recommended. Joystick: Kempsoh )

REPULSAR

Produce:: Softek, 16K £5 95
Author Androw Beale

This s Softek’s version of missile
defence and it is a close copy of the
ariginal, It's graphics are nowehre
near as good &8 Ocean's
Armageddon’. On the other hand it
does have the extra feature of plenty
of enemy planes bulzing around o
desiroy as wall as the missiles
thamseives and the explosions ars
satisiactory. It is also laster to play
than Ocean's version, but somehow
less fun. One side of this tape is for
the keyboard (with a dreadiul
layoutl) and the other side s for the
Kempaion joystick. The inlay card

|

doesn’t tell you that key
Mistorfire. Eight
directional movemani
genarally okay, Bul not b
playabie as Armageddon

ROCKET RAIDER

Producer: C-Tech, T6X £5 85
This is tha poor mdn's Panatralor
and no mistake The inlay Blurd
promises & long range scan — but
nothing appears on it axcept the
extramaly limited landscaps
available 1o My over. Fly is hardly the
wiord — you only move if the thrust
button is hald down, and when you
do thal nothing alse in the gamae
moves sxcapt the lowering fuel
gauge. Hitting the fuel tanks
raplenishes your lonk and anyone
can knock them off withoul difficulty
because the missiles are pasily
avolded and the flying saucers don'l
do anything. Ther's no danger, no
thrills and no skill needed. Keyboard
posiiions are fine and the end of lite
explosion is the mosl imaginative
graphic In the game One or two
players, poorly compiled machine
code, no joyslick option. The inlay
card states that pressing key ‘2 gives
you "up and 'reverse . They mean' T
Qives you reverse

SCRAMBLE

Producer. Mikrogen, 16K £5.50
This is an enjoyable copy of the
arcade orginal and a liexible
program as you re given a 4-0plion
menu (1 = missilea, 2 = UFDs, 3 =
Meteors, 4 = Fortmss) which means
you can leap from parl 1o part a8 you
choose. or light your way through
tha correct sequence il you're a
showoll. Three speeds with the
graphics a bit ahaky on fast. Lisual
lasers, bombs, fuel dumps, masiles
with a neat 2-option on retuming 1o
the naal lite wharo you left off, or
changing landscape sach lime. The
metaors are (oo difficult 1o be
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anjoyable, and tha sound an't
| amaz ng MNO joystick option and the
| koys are a bit of a hanatul (2 = down
d= up, 8= brake, 7 = thrusi. 0 = laser)
and all iowar row are bombs. All in

| all Tun to play and good valua

ZAXXAN

Producer; Starrone, 48K £5.50(1)

Author: N Mardon

With a change ol one letter, the

pame averyone has wanled (o get

thair nands on has reachad the

| Spectrum ai last and caused a stir at

the 9th ZX Microlair where il was to

bo seen on the Crash Micro stand for

the lirst tima&. Thé complled machine

code graphics are surpnsingly

| smooth, considering how much
detail has 10 keep 5\'.',’0”1”1.}
diagonally ncross the screen. The
object Is to take your attack lighter
I."Hi_:-ugfl 1at ] increasingly denss
gelences and destroy the Zax xan
fort. Features gun emplacements,
fuel dumps, anemy aircrall, laser
beams and walls with torce Nelds —
and of course the shadow of your
fighter on the fioor. Colour is well
used and the sound is Tairly good
Good controd keya and Kampalon
joyatick Good value lor monay
addictive o play and a must for
‘Zaxxon’ lans. ODverall CRASH rating
Td% M/C

| COCKPIT GAMES

There are now & number ol
programs  which give you a forward
view through the space ship's screen,
enough fo make a category of their
own. We've decided to call these
r.m:tslt‘ games. This section does nol
Include any of the Trek’ games, which
often have & viewscreen simulation, as
they come under their own heading.

THE BLACK PLANET

Progucer: Phipps Associales, 48K
£5 .85

Author. B G Gornmill

A mammoth gama for wel Sundays
You'll nesad a printer or a note pad
or A good mamory, for tha complax
of inatructiong are on one sde and
fhii gamaé an tha olhar Your tlask is
fo nd tha space Innas ol pirales
whose home 18 on the Black Planet
which s invisible until you find the
| Key, which has been broken inlo

| saven parts and disiribuled on
sovan dillerent plansls, which sach
have a dillerent arcade advenium,
which sach has different kay
inglructions, which means you ve
got 10 know it all backwards! That
said, i's tons ol fun. The cockpil
vigw wilh moawing Stam s very
good. An ingtrumean! pans tells you
where you ane in space, where the
star pase is or the planels on which
you musl land. Navigaling s quite
difhoultl, but if you get il nght the
sight of & planst looming up I8 vary
comenatic. You can land manually
ufe Ihe m 1:.II_I-.;.|'IH|; loaaturm
woean planats you may well be
mitacked by the pirales who Know
you are after tham, in which case
you are inic ) @ furicus dog fight. IU's
game for & few momants

sril vialue and highly

rgeCOmmanded

Cosmos

2y

dJuces: Abbax, 18K £5 05

he Leyboard layoul looks simphe
but is confusing to play with, The
Bw SCrean ShOwSs your convoy
which you must prolect. Enamy
ships wnleal space and 50 do
asléroids. You have Llwo lasers with
conlinuous fire. Movemen! adjusts
the Tiwld of view 10 Quite an axlani
bul without a long range scan iIt's
difficult to anticipate proparly. The

50

colours are fine, sound rather poor
but nevertheless, a game with good
playability. Joystick: Kemptson

BALAXY ATTACK

Producer: Sunshine Books, 48K
£5.95

This s a real raparcony of a game
with loads of playability, but ba
warmed, you noed 1o be an alien
with three hands or a 15-digit
Uruggian lor keyboard control The
programmea comes in three parts; in
space a8 you approach the
Uruggian's planet, you mist
destroy thair waves of fighlers by
centering the sight cross hairs,
than on the planéls surface. where
your lgnded ship IS surrounded by
walkers and 1'|'.]|'I-1‘I'.H‘5_ and then tha
finale attack on the orbiling mothor
ship. Control response is good,
colour and sound excellent, and

the simple response is good, colour

and sound axcallent, and tha
smple J-dimensional aliens work
will Recommended. NO joystick

TIMEGATE

Ouicksilva, 48K £5.55

Excellent moving star backgrounds
in 3D give & real space fesling 1o
this S-skill ievel game Long range
scan shows you whare the enamy
are and you jump through space 1o
the correct secior. Mowemant
control is instant and keeping tha
enamy in your sights is a lpugh
imsk heipéd by a joystlick
(Kempston), IT you'ne sucosssiul at
Cleanng the entire galaxy you can
land an the aliens’ planet 1o refusl
balore jumging the 'I|"‘I'i1'_‘qn1|‘ o
anothar inlssted galaxy Full
damage status readouts Highily
recommandad

30 SPACE WARS

Producer: Hawgon Consullants, 16K
£5.95(1)

Intfgducing a new race of alians —
the Seiddab {baddies spelt
backwards), this game s a
slraightforward zap em which does
nat boast the complexities of a Star
Trak gama, but is at leas! 1o the
point. The minute i starts the baddy
Seiddies are there, elched stains! a
realistic moving star background
Below, your instrumeing ans easy [0
read, bar codes for fue! and speed
Twin lasers fire from the visible nosa
cone ol your craft and are a
saiislying eMect Line up the cross

fars on ine anamy and hire away!
The Seiddab crall are wall drawn
and move noatly in 3 dimensions
I|f|r'||'.] back whon thoy wanl There
are rady J@lling points in Space which
ol must mach in lime belore VOur
powaer runs out. Positive movemaent
and smooth graphics. quile good
sound, joystick: AGF, Protek and
Kempston Overall CRASH rating
G8%. recommended as good value

M/C
30 SPAWN DF EVIL

Producer; DK Tronics, 16K £4.05
It's & bt of & chaat—10 kaep tha
programms in 18K tha virry long
windad instructions are on ane Sde
ol the cassatie and 1hf—qm!m on the
other, which is icritating at first. The
viewscrddn works woll with stars
{!1‘.'|'T‘IV“_} movemant, but control s
axceplionally sluggish and hitting
the glian swarm i€ a bt lke !r',-:-l"';] 1o
Kill ants with a pogo stick. In the and
A slow and conlusing game with no

MAZE GAMES

Maze Pam: come in all shapes and
sizes (this section exciudes Pacman
slyle games however). Some of those
included here might nol even seem lo
fit the nmuurr. ul on reflection you
will see thal in lacl they are really
maze games [al least, you might If you
Iry hard].

m——

| 1oy Stick oplih

ZI00M

Progduces: Imagine, 48K [5.50
| We waited long enough—probably
thia mos! famous and wanted non-
availlable game, probably a clover
ploy on imagingé's part. Bul it was
worth the wal, Viewscreen shows
you a road ower which you are flying
with litlle humans on the horizon
whom you must save from the
gnamy bombars. Thesa coma in
waves lrom the lefl, some just
content L0 wipo oul humanity, othears
which turn and fire al you, wearing
down your shield. |1 you survive Two
waves withoul getling destroyed or
crashing into the ground, there's a
desart infested with tlanks, and tha
| séawith submarines and 5(’0"!“9
| graphics for the titles all help to
make this a very memaorable game
and excallent value for money
Joystick: Fuller & Kampston

ANORODIDS

Producer: Sunshing Books, 48K

£5 85

| Androigs boasls a vas! maze
popul ated with homicidal robots and
& Sunshine s verson of

| ‘Franry/Panic’. Armod with o laser

1 (tees n the Qirection you ra
pointing) and five lives, you mus!
lind the hdden axit 1o The next haved
Special panel’'s replensh your lorce
fiald and lasér powor. '8 & 'no win
game lor points. The graphics are

| good, nice animation and machines

l| p a-gl code makes {or nigh speed

-

movemnent. Good value for monay
| and very playable




ANDROID )
Producer. Vortax, 18K £5.95
Wit we have hore is a well thoug
cut and addictive rape of tha robols
{Frenzy/Barserk’ game with five skill
levels and copious screens. Android
18 a supenor robol and he has o
asi hig way through the walls of the
& 1owards, what? (A reactor
ually, but who cares, it's 1he
glting thara that's fun). His enomies
nre several types of unattractive
mutants (attractive graphics)
including Grouples (in groups),
Wanderers (luny lonses), Skaters
{shtharing sround and hard to hit)
and Bouncers who land on your
nead when you're least expecting it.
Joystick: Kempsion. Recommended.

BEDLAM
Producer: MC Lothlarien. 18K £5.95
(t
A very fast shoot em up gamae in
which the mare is nol a central
problem. but the infestation of
paautitully animated crealures are
Its supposed 1o be an asylum planet
and you're the only sane inmate (so
0 think)! Equipped with your twin-
ng photon boll, 'S quite a lask o
keap the ravening monsiers at bay
They move faster and fasier as they
daah 8t you and theqe are aiso
‘saucerous guards nipping aboul,
fiting ot your. The one drawbachk,
parhaps, is that the creafures take &
very predictable path towards you,
but it's stil all exlamely fast. Could
have had mare variation 1o heighlen
addictivity, Liser-dedined control
kays, 860 AGF of Protok joysticks are
usable. pretty good value lor money
and an overall CRASH rating of 78%
MC

BAAIN DAMAGE
Progucer: Silversof, 16K (5.95(1)
I Morrson & D Anderson
You'rs in charge of a tank desp
ingide a bored and dangerous
computer which 3808 yOur Dresence
a3 & bit of fun 1o enliven its dreary
life of computing. Hol on your tail
ars Electron Panzers, Marauders,
Canturions and Rogue Programs,
sach smarier than the last. Tha
objecl. quite simply, is 1o hit one ol
thase and promole 1O the next lewel
But it isnt a5 easy as il sounds. ITs a
measurg of how [ast 1he game can
be that even with anly ona hit 1o
concentrale on it remains a very
difficult zap gama 1o play. Only one
biasi at a tlimae but the laser beam
ricochats (beaulifully). A complex
array of control keys allow for 4-
dractional movement and turred
rotation. Neal. smooth graphics,

od sound. joystick: Kemplson,

GF or Protek. 3 control key

opbions. 3 skill levals, mulliple
Acraens pratty addictive one you S‘\T
the hang. Overall CRASH rating 8
M

CORRIDORS OF GENON

Produces: Now Ganaration, 48K
et

A XD Maze game which demands
Master Code’ skills and numeric
seguonce recognition from the
player. Decapln m that it seams
very ordinary at lirst but rapadily
become: unsloppable. Basically you
must thread your way through the
concentric ciruciar mare lo find the
ceniral conirol room lor the evil
computer of Genon and destroy it
Dooes cut the corridorns inlo
segments and connect bel weon
adjacent corridors. Thoae are
opened and shut by the computer
and you can opdn tham by punching
i the corrgct code (each sel of
doors has 8 Own numenc
soquence). With your ESP at high
Ivel the screen displays the next
door's code. bul there s a nasty
monster called Bogul chasing you
Each time he bogu lises you., your
ESP down and more doors
hive blanks which you must work
out before the door opens of shuts
for you. The ingenious touch lies in
the excellent sound track of Bagufs

thudding foolsteps as he chases up
behind youw — turn arcund and you'll
sen him, Neat,solid graphics anid
wnusually playable. Cursor keys for
mavament in conjunction with 8
keys (used with an overlay) for code
breaking. Joystick: Kempston, AGF
or Protek. Overall CRASH rating
T&%., excellent value lor manay if
you énjoy a bit of liguring. M/

CRAZY BALLOONS

Producer: ASF, 16K £5.75

A simple maze made up from
Crosses is only just big enowgh 1o let
your wagghing balloon through in
piaces Elsewhere you must use
precision and iming 1o squesze
through without touching the sides
Extra points for usipg the narrowast
passa Parhaps 1oo simplistie tor
most, but still not as easy as it first
looks There is a lime Himit

CYBERTANKS

Producer; Star Dreams, 16K £5.95
{1

Here the maze actually represents
the streets and buildings ol a city
You're in command of a lank,
surrounded by the cybertanks which
you must shoot oul of existence
belone they get you. You can blast
your way through ihe maze walls 10
@@t at your @namy. Il you clear the
firat screen the second sheat has
mines lttered around which destroy
anything that touches them. All inall
it becomes very repalitive and our
reviewers thought it reasonable but
only average fun to play. The
graphics are guite small, although
nicely designed and move smoothly
enough — the uile card is bnlliani
Two sels of control keys, well
placed, joystick: Kamston. Overall
CRASH rating 58% M/C

00 0O

Producer: Blaby, 48K £5 50

Mot at first sight a maze game. but
this (8 one wherd you make your own
maze for protection from Ihe
dreaded Snow Bees which infes! Ihe
Arctlic ice wastes where you, the lnst
living Do Do, find yoursell stranded
(beat that lor a scenario!) This
innovative game from Blaby has
charming graphics and good sound
Basically you must shuni the ice
blocks around 1o escape tha bees of
crugh tham. I you re cléver you can
electrogcute tham against the walls
Joystick: Kempsion. Recommanded

EMBASSY ASSAULT

Producer. ICL/ Sinclair, 16K £4, 85
As the nation’s lop seciel agent youwr
Mission i% 10 acquire top secret
coades trom the code room of a
forpign embassy. Actually all you
have to do in lims dreary game is
wend your way through a 3D maze
up and down stnirs and lind the
roam, then get oul. all timed against
the clock, Mo thrills no splls and
wvary law Irills. Each move maans
waiting interminably lor the
corndor 1o siowly build up. Nine
levels with the simplest taking
SeCoNds

ESCAPE

Producer: New Ganeration. 16K

L4 95

Perhaps the most beautiful looking
game yot for the Spectrum. Escape
pils you against a 3D maze saan
from slightly above 8o the horizontal
pathways are obscured by the
hedges Somewhere in there is the
key 10 the exit. As you enter a
monster ghoots in and homes in on
you ingxorably. Gel the key and he
speeds up. Get out and you're back
with a mazre and two monsters. Five
Ivols and A ‘nowin’ situation. ICs
depressing! One of the most panicky
games wa v seen. Joyslick
Kampscit || Recommeandad

ESCAPE-MCP

Producer; Rabbit, 16K £5 99

The ZB0 processor bites back. Yes
your Spectrum has gone berserk
and you have been de-atommaed
You must escape through nine levels
while tha MCP homes in on you and
triea to desiroy you Escape-MCP
leatures a senes of simple bul (as
bacomes Clear when you play)
tiendishly laid out mazes,
reprasenting the logic paths of the
processor. You star top left and
must first reach a key and then an
@il 1o the next level Slowly and
inexombly the MCP sight homes in
on you and tha trick is 1o move along
the paths in such a way thal you
laave yoursel! enough time 1o make
the key and exit. Mot af all 2asy
Cursor keys and user-defined, 50
almost any joystick can be uséd An
addictively infuriating game and
excallent value

ETX

Producer Abbex, 16848K £5 85

in 48K ETX spoaks, though mostly
what ha says afler the locquacious
intro ks "Ouch” ET is stranded on
Earth searching for odd bits with
which to construct a phonehome
The bits are hidden in numeénous
walls, He's pursued by a mad
professor and a nasty from M15 (or B
or something), Only ‘young' Ermie is
nice The game is charmeng (o look
at bul a little puzzhing to play since it
seoms impossibie lo excape the
wratched professor. Program
conlaingd on both sydes of the
cassette Joystick: Kempaton

FRENZY

Producer; Quicksitva, 18K £4.95
Almoal avery soltware hous Nas it
vergion of the arcade lavourite
Barsark’. which pits you ngainst gvil
rabotls in 8 complex of simple mazes,
represanting the difterent rooms of
somd dlian HO. Lile i thesé places
mus! b nell because all the walls are
alectritind, killing you and the poot
old robots. Quicksiiva's version is
vary good of s type. with simple but
smooth graphics. You lose a lile il
you collide with wail. robot or
eaploding midsile Avaiding the
missiles can be done by leaping
through an axit into anothar room
But as you do hordes more robots
appear The keyboard positions are

rather odd, direction and fire being
controlled by keys 6-0 which makes
it gifficult to use & joystick
Moderately addictive bul not bad for
ihe price

LAST SUNSET FOR LATTICA
Producer: Arcade, 48K £5.50
Arcade seem (o spacialise in
obscure tithes. Lattica s a complex
maze with over 100 locations and
thraa lovels populated witn androids
The walls are electrilied s0 you must
avoid them or lose one of your four
Ives. Theaim k= to discover the
location of @ bomb which will
destroy the entire planst when it
explodes, and defuse it, murdering
1he androlds on your way The
graphics are very good and richly
coloured (you're a sorl of "Horace'-
like creature), Joystick
Keampaton/AGF or Protek and cursor
ey Elﬂfll directional movement
Good value

LORD HARRY & LADY HARRIET
Progucer; Lofus-Soft. T6K £4.85(1)
Author: Derek Jones

The title indicates that if you want a
indy hero you can logd side 2 instaad
of side 1 far Lord Harry, The
inebriated Lord is loat in his friend’s
ornale garden the morning alter tha
night before. He must wander round,
aating mushrooms o keep alive
whils! trying ta find the secre! axit
Thare ars four interlinked gardens
all tull'of puddies and trogs in
addition to mushrooms. The trees
bar his way, the puddies lose a life —
and to make matters worsa 1harnd are
two guard dogs chasing around allér
fum. In one of the gardens thefe is a
polsonous mushroom which, il Lord
Harry aats i, s the ond of him uniess
ha finds the exit within 98 seconds
Reasonably well lald oul conirol
koys. attractive usa of colour, but
perhaps more aimed at thie y Sunger
player rather than the arcade freak
Joystick: Kempston, Good vaiue for
maney, overall CRASH rating 63%
M/c

MAZE DEATH RACE

Producer: PSS, 48K £4.95

You'rein your car, lost inthis
endless mare, nvoiding the hazards
like rock falls, ice, ol slicks and the
maniacs in their evil cars. Collect tha
flags for points and watch out for
fuel dumps — the thirsty car needs
them frequently Conirol is fast and
pasitive, good graphics and
scrolling Irom SCreen 10 SCHeen s
altective A good fast game
Unfortunalély you can t alter
petween the throe shill levels ance
selected, and the instructions don't
12l you that it's the cursor keys
which operate. No Joystick option
but v will work with AGF or Protek
Machine code. moderately addictive

MAZIACS

Progucer; DK Tromcs, 48K £585 (1)
Author: Dan Priestiey

Thia pure find-your-way-through-a-
maze-and-escape game is among
the best ever from DK. Simple in
concepl, its playabiity hes in the
lgwely graphics and its spaed of play
The aim 18 1o enter the maze and
amiscover the gold, which will be at
least 200 mows away. Embedded in
the walls are many usohyl items kg
food and swords. Ksep your
stréngih up by @aling and use the
fwords against the dreaded Mazidcs
Théea are prisoners also ¢mbedded
in the magze walls and thay will lall
you the ahortes! route to the gold by
marking the path wn yellow. This onky
lasts for a few seconds howiver The
swords only last tor one attack, and
withoul ong an awlul Mahiac will
surely kill you oft. Once you've
found the gold your problems really
start a8 you can’t cairy both gold
and a sword, so il makes senss to kill
a8 many MAracs as you Can on
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the way 1. The playing area shows
om fiftieth of the total maze, but the
VIEW lacility shows you a twallth
Excellent graphics and animation
with plénty of detail. User-defined
cantrol keys, joystick: Kempaton
aAnd cursor joysticks via user-define

4 skill levels, randomly genaraled
maze each game. CRASH rati
highly recommandad. overall B2%
M/C

PLUGGIT

Producer: Blaby, 48K £5.50

Author: Rob Jones

The hero, Percy, is a littla 1C chip
who has becomae unplugged from
his socket. You must guide him
through the maze of circuitry inside
‘Uncte Clive's’ computer and plug
i in again. Thers ane two Kays 10
lind which, whean usad in the cormect
door, will uniock them, bul they
must be done in the righl order. The
maze i full of resistors, diodes and
capacilors which are chasing Percy,
and his enargy, which starts at 1200
units, runs down vary quickly. To
add to his problema, the walls of the
mare are elecinied. The only
Weapon s an gnergy beam which
fires in tha direction of movemeant
Only a small parl of the 1otal playing
area is visible on screen. Good
graphics and smogth compiled
movamant. Auto stan and cursor
gontgrol keys are a slight drawback
CRASH rating: a worthy maze gamae
if not gquite up to Blaby's addiclive
standards. Ovorall 83% compiled
Mc

QUETZALCOATL

Producer: Virgin Gamea 48K [5.95
i1}

Author: Gareth Briggs

Quetz is one of four Artec Gods
wou |l mest in this 3D maza which
represents the interior of an Aztec
tomple with four Hoors. Quet is the
nices! and provides glass beads for
you to coliect and gives you & map of
the ligors when you bump into him
The map disi I'Il.'lglliﬂ with use, 50
uss i sparingly. The other gods all
present diferan problems o
overcome on their particular Noors
The Hloors are connected by shalls
mostly biack and a few blue ones. Il
you use & black shall, it desiroys the
beads you have collected. The
longer you take 1o lind & blue shafl
the more black ones will appear
Should you find the oxit gsafely, then
the beads you have lound can be
used 1o barter with the naties for
your life. It ia o playbale game, with
guite good 3D graphics and 6 skill
levels, but not much sarme of real
danger. Average, CRASH rating 56%
M/C

RAIDER OF THE CURSED MINE
Progucer: Arcade. 48K £5.50

This is only a mazo game in a vory
general sense The game was
recently upgraded 1o have 30 laveis
1o play through. Each level shows &
croas section through a mne with
sevaral Hoors visible and thres lifts
Your miner {nice armation) must
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walk through the mine, using the
lifts, and collect all the diamonds
Itared about whilst avoiding the
spiders, ghost and boulder-throwing
troll. When all the gama have bean
codlected a lamp appears al botlom
left which must be collected balore
progressing to the next level. Not a
tast game. and at first it doesn’t seem
addictive either, but the ease with
which you progress is matched by
the aase with which you seéam 10 lose
ltves. Getling to the 30th level
rewards you with a picture of the
surface. Mice graphics and sound
the clever player lings up all nis lifts
first

ROBBER

Producer. Virgin Gamos, 48K £5 85
1)

Author: Keith Mitc hail

This is 8 3-part game. In the first
saclion you mus! cross a room 1o 2
cupboards and collect a doorkey
and a stethoscope, A guard moves
about with a lorch and you are
caught if you appear in hia beam
Thare is also a safe key hidden in the
ream. Getting through this dumps
you onto a collapsing bridge with
spikes beneath. The third partis a
maze wher you must swim under
water, avoiding fish and get out
balors your oxygan runs oul, then
Cross an invisible maze avoiding
man-gating birds, gt through
NArrow passages avouding the
bouncing balls, and lastly o maze
which disappears as $00n as you've
seen it. Sounds exciting but itisn’
This is a good sketch for a much
better game. The inlay instructions
are incorrect and the gamae has a
tendancy 10 lreexe terminally at odd
times. Primitive graphics and
unfesponsive control don't help
Poor. CRASH rating overall 48%
Compiled M/C

ROBON

Producer: Solex, 16K £5 95
Author. Andrew Beale

This ‘Franzy/Barsork’ gamae, unlike
most of Sohek's other programa, is
nol vary good. At the slowest of the
nina skill lovals it's a bit boring. and
al the fastest i's quile meaningless
The usual format is followed,
alectrilied walls, robots, unkillable
‘Raboky’ which leave exploding
mirnes behind. Four dirachonal
movement with unanimaled
characters. 100% machine code
thresa lves, hi-sCore, No joystick
option. Dddly the control keys are
cursor with nine to fire, s0 you could
use AGF or Protek joysticks for the
moveman] bul not tor finng

ROBOTICS

Producer; Ocean, 16K £5 .80

The name was changed from
‘Frenzy’ to avold confusion with
Quicksilva's game of the same nama
As usual tho walls are electrified. But
tha graphics are much bettar than
anyone else’s version, bigger and
better animated. Only the robots’
hads are vulnerable, and ther

ticating leader is invulnerable. You

can only escape him by jumping into
another sector. The game speeds up
a8 you clear sectors, and more robot
patrols appear. Move and fire In
eight directions. Joystick

Kampston Good value

ROBOT PANIC

Producer; Soll Mill, 16K

You're the robol sant inlo the apace
ship hold 1o kill off the escaped
nasties. A time limit imposoed by the
cargo hold walls moving in 1o crush
you does nol give this game enough
impelus 1o be éxciting. The graphics
are imited and nol amooth and the
nastios remain static. Five differen
sets of creature. Only one life makes
it irritating a8 y ou Must wade
through the setting up each time
Low playability. Cursor keys, 80 you
could use AGF or Protek joysticks

SPLAT

Producer: Incantive, 48K £5.50(1)
Author: lan Andrew & fan Morgan
Put simply, Splat is dangerously
addictivel The hero, called Zippy
mus! move round a larnge maze,
edting clumps of grass, invisible
grass, and plums, whilst avoiding the
spikes, water and the adges of the
mape. This would be child's play if it
weren't lor the fact that the maze
scolls all by itsell, in any direction i
fancies. It Lippy gets trapped
between o wall of tha mare and the
wall surrounding the edge, than it's
SPLATI Escape is on lewel 7 bul with
each level clearad the next becomes
miore difficult and the maze scolls
laster. Panic s8ts inat a moment's
notice. When you get through a
sorean tha computer yalls out
Yippee! Simple, etfective graphics
smooth movement, user-defined
control Keys, joystick: Kempsion,
AGF and Prolek. Highly
recommendad, overall CRASH
rating B2% M/C

§TYX

Producer: Bug-Syia, 16K

You must move your man through
thros horizontal areas; top, & simple
mars infested with spiders loget o a
door into the middle section. which
is the river tull of prahnas, and then
to the beach, o pass through the
loweisr araa whars the dead spirils
lurk, If you make i1 through, the exit
is guarded by a shrouded ligure
whose louch (s death. I1's a simple
s01 up and would not be interesting if
it waren'l lor ihe lact that iI's not
sasy The scroens are aiways the
same bul with mors denirens as you
goalong. Keyboard positions are
good. the graphics neat and
excelent eight directional
movemeanl. No joystick oplion

TOBOR

Progucer: Elfin, 48K £7.95

Tha title frame promises excitement,
but the game doesn't dediver. Poor
graphics and movemant make you
wonder why it nesded 48K in the first
place Basically you must take on
some robots in a simple outling
mare Keyboard posilions are
irritating and thevre's a poor
response. No joystick option. Nol
really worth the very high price, and
certainly not as much lun as even
‘Jawz which thisy did and handed
over 1o DK Tronics

3D MONSTER CHASE

Producer. Romik, 16K £6.99

Author; Dave Noonan

This is & 3D "corridor” type game

The mazro is on three floors and yaur
mission is 1o find the missing keys
and rgturn tham 10 the start position
Then you must find a bomb and
defuse it belore i detonates (against
the clock). To make the task hardor
there are monstars moving about tha
mazre that can be killed by one of
your limited supply ol grenades. To
help you Lhe monsters can be seen
on a radar screen. The 3D graphic
reprasentation is very good and easy
to visualise. The keyboard positions

e wll thoug it out and a joyatick
may be used. The monsters appear
wary spddenly in front of you Tora
second belore you lose your life -
like a scens trom Alen! Five skill
leveis and an absorbing game. Good
value for mongy

30 MAZE OFGOLD

Producer: Gusolt, 18K £5.95
Author. T Gllberts

This is 8 maze without monsters or
robots. The maze s seen lrom eye
leval in 3D blocks, soit's a game of
ofentation and geography. Thé alm
is lo wander the maze, collecting
gold bars which lie on tha Hoor and
et to the lewvel s exit quickly balore
the value of gold you are carrying
falls lo zerg! This is no easy task. a
pancil and pad would help. Thene
ang ten lovals of play from 0
(impossible) down (a8 [village
Igiots). | ined vilage idiots — ang
bairve ma, thoy have tobe
univiersily graduales anyway! To
help, for levels 4-8 you can select an
overhead plan view whanawr you
wani which shows you your posilion
and haading, the axit and positions
of all gold bars left to collect. It
dosan 1 show you the walls of the
maze — that would be 100 aasy
When you return to the maze tsefl a
display telis you the value of tha gold
you have collected (lalling all the
while of coursa), moves made so far
lewed of play and & compass with a
moving north, For the
contemplative. an axcellent game
with lpads of playablity. Cursor keys
jovatick: AGF or Protok

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

Tut was an Egyptian despol who
storod his worldly goods in a Inrge
tomb. Your job a8 arghastlogisl o
grave robbar, |8 1o wandar the five
tombs and collect as much treasurs
as you can You may start at tomb 1
or a1 a kater stage if you wish. The
maze scrofls left and right and
vartical tunnels wrap around top 1o
bottom. What makes thes game
ditticult is the lrocious speed of the
beasts that inhabit the lomba
Maonsters include mummies. cobras
spideras and skulls. You are provided
with & conlinuous liring laser, but it
only works norizontally, which
makes you vulnarabla in the vertical
tunnels. There is also a smart bomb
10 be usad once per tomb or life, but
its eftects are very shori-lived
indeed At the top s a map of the
entire complex. Doors block the
tombs from sach othar. Lively
graphics. spead and good key
positions all combine o maka this
vory playable and addictive. Overall
CRASH rating T2% M/'C —a
mazra‘rap gamae with a ditferent leal




| VOLCANIC PLANET
Progucer: Thorn EMI, 16K £6.85(1)
Authar Nick Hurn’.‘luﬂh!
It ks your task 10 destroy the evil race
ol Zerans, wha live on a volcanic
planet. Ta do this you mus! make
your way through an undarground
complax 1o the dapths of the cily and
place a bomb on the volcanic plug
and thieh make your ascapa balora A
goed ofl, 5 skill levels provide a ity
with batwesn J and 15 floors. The
sCregn Only shows a tiny part ol the
whilke with a small map of tha entire
lioor you are on. Floors are
connected by litts which only travel
petween 2 lloors. The Zerans ang
squipped iwih blasters and Huge
crushing slaves. Dotted about are
lool repair kits and spare oxygen
| botttes, but the Zerans will take them
firal of you ré not Quick. Your armour
| and life support is eroded by Zoran
attack. The graphics are very good
eapecially thia wonderful blaster
eflect, and all in all this is an
excallent mare gamo with planty of
potential, Lols of control Keys
joystick Sinclair and Kempston, One

dgrawback — poor sound. Apart from
1hat, B vary !;D-:rl.“_l game, o viriall
u CRASH rating 69% M/C
\ |

THE WARLOCK DF FIRETOP
MOUNTAIN

Producer’ Pullin Books, 48K 05 95

{ I

Author N Mottershead &8 S Bratiel
Put together by Crystal for Pufiin
this is a simpler and more playable
viérsion of Hall ol the Things, and
adapted from a successful book

You muat entar tha labyrinth
baneath the crags of Firelop
Mountain to get the Warlock's
treasure, This is guarded by Drcs
Spiders, Slime Mouild and other
harrors. Your weapons are a sword
and a bow. To get (0 the (reasure
you mival collect 15 keys. Mo st doois
open and shul al command and the
maze scrolls smooihly a8 you move
Agin HOTT thare are a lo! of control
koys 18 in all, and practice |s
assential 10 stay alive. Good looking
monslers, which home in on you as
soon as they spot you, loads of
ipead in the fights, and for the prics
you getl a copy of the book as well
Putin have a winner with this one
Ovarall CRASH rating T3% M/C

THE WIZARD'S WARRIORS
Proguter: Abarsalt, 48K £4.95

This is a robol/maze game. buta
considerable improvement on the
Borsork type The compléx s
haunted by robots which fire away
blindly at anylihing. and which you
must destroy. The aarlier ones are
prity-dumb, but latsr additions gel
harder 1o hit and are belter at hilting
YOu: some areaven invisiblie [use the
raciar o apot |1'-l"f“:| M.al;.l':lhf{L cooe
JOyalick: Kempalon Addictive and
good vl
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GHOST GOBBLING

Since s Introduction Pacman has
probadiy besn ingé mosi anduring af
the arcade games. Fer Spectrum
software companies it has also been
the most imitated with just aboul
cnrzl producer having a2 go. As 2
resull there are numerous versions
avallable with wery Iitlle 1o
distinguish one Irom the other. Seme
of them will be the subject of a CRASH
Comparison In the near [luture
Meanwhile we list them here very
briefly. only making points where
there is any point (If you see what |
mean]. For anyone who has never seen
# pacman type game [can thers be
anyone?] you are presanied with 2
simple maze, oflen connecled lefl to
right by a wrap-around tunnel, he
passageways of which are littered
with regular dots. Your gobbler musi
wend his way round eating up avery
dot llke » rll huly before he can
?I‘WI‘HI to the next level of difficuly.
o make life hell there are several
ghosts which room around trying to
gobble your gobbler. Four power pills
per level may be ealen which then
allow you to gobble ghosts far a shorl
while. If's all lrrIbILl nthralling and a
Joyslick can be uselul,

EGE FARM

Producer; Lasersound, 16K £5.50
I'm a réal mean chickén, saya the
cowver in this game whare the dots
are 0ggs and two enraged hens are
aftar yvou for eating them, The hens's
advantage is thal they can move
diagonally when you can't, 5o if you
delay one nanosacond alter the start
you've had il. However, once you get
the hang of it the hens are 30 easy 1o
outwit that the game becomes
boring and silly

GHOST HUNT

Producer. PSS, 16K £4.95

Good, classic varsion with thres skil|
levels and clear graphics A pity
though, that the makers don't el
you which keys 10 use aither on the
inlay or ihe screen. in isct they are
the cursor keys — nol the best
arrangemant for 11['-lf]|l|:|, Bt usatul
BECaUSSe you can use i Prolek or
AGF joyatick

GHOST'S REVENGE

Praguces: Micromana, 16K 595
Unfairly written off by aréview ina
wall known magazine, this program
rates as ong gf the most flexible and
playable of its kind. Large. bright
graphics with the usual leatures and
a smooth action. Only four ghosts
bul at the highar gi il hevals thiey are
frighteningly intallgent at getting
you. 10 skill levels, tunnel, and an
unusual leature in the invisble mare
mode, which starts olf easily enough
with all the dots outlining the paths
bul becomes difficult as you eal the
dots. Good sound too, and all rouna
good value Overall CRASH rating
2% 100% M/C

GNASHER

Froduces A4 R, 16K £4.95

Aurhor: Jonathan Nivon

The maze in A & R's version is
simpler than many but the feward (8
exceplionally clear and d#lailed

grapimcs with ey amooih
sl W arinase Tris go s e oy
b #FlEN for euifa points and This
vorsion doasn | suffer with virtually
invigible edible ghosts Power pills
tunnel and incréaningly st sCreans
Very positive keyboard aclion
|9yalicCk oplicn Ko mpston but mosl
imporiantly user-defined keys if you
don’t like the cursors. One of the
besl gobblers around

GOBBLE A GHOST

Producer: CDS, 16K £5.85

All the usual features with maching
code amooth graphics. No joyitch
aglion

GOBBLEMAN

Producer: Artic, 16K £4.85
Angthar standarg version, pily
though that Artic couldn't have
made Tha ghosts a litle slowar after
eating & power pill since it makes
them impossible o catoh

GULPMAN

Producer: Campbell Systems, 18K
L4 95

This is slightly different in that
there's only one ghost o chase you
but the mors dols you eal, the Iastes
ha gets Five screens, nine speeds
no pills or tunnals, but profty
addhclive

HAUNTED HEDGES

Producer: Micromega. 16K f8 85
Authar Derek Brewster

Cerek Browster is Neplune
Computing, bul this 30 pacman is
marketed by Micromega. T he price
probably reflects the fact the 3D ina
tithe of game sells Detter than more
two dimensions. In effect, though
[4sTERE ] wary much the ;_:-Iﬂn"'l.ﬂf, g host
game with a running ligure instead
of the usual toothy orange

HUNGRY HORACE

Producer: Pgion, 16K £5.95

Many critica regard this aa the
delinitive pacman game for (he
Spectrum, and of courss Hormces has
begat a number o! sequels In other
categories Highly aliractive
graphics and smoothly animated
make it a joy 1o play. Thare are
sevaral mazes of increasing
complexity ta get through, NO powar
pilis — just wils. Highly
recommended

MAZECHASE

Producer: Hewson, 16K £4.85

Co nsdering the guality of mos!
Hawson programmes, [his one s 8
complete mysiery. Pul it down 1o
history. 11's probably this Simplasi
ona avadable with matchsfick
hgurnu whiite |;_.|I‘-'_'H!j and gome Trunl
BS powdd pills Four sgreans, Cursor
kays 30 works with AGF or Protec
joysticks Nol very good

MAZEMAN

Producer; Abersolr, 16K £4.95
Aparsoil's mare i 8 bl mone
compléx than most and the graphica
ame clear and bright

MONSTER MUNCHER

Producer; Ocean, 16K £5.90
Ocean's graphics are always
plaasing, and this version works as
well as any other

MUNCHER

Producer. Silversoft, 18K 595

A, go0d Classic varsion, bul the inlay

card 1 all gver (he place telling us N
down, when il's M. and 5 staris a

new game when it's S in Iact the

keys used are quile sensible Mo

joystick option
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@ is no axcaption fram its
mhﬂut litlecard onwards. You're
prosented with four platforms with
tha various slemants of three
hamburgess susgended from tham
Thae task is to walk your chel over the
ingradients which drops tham lavel
by leved until they make up complete
burgers. burger, cheese. lelfuce and
top of the bun in that order. This
wolld all be very simple wore il not
tor the fried egg and Two sausSAgEs
which dog your footstops. A blast of
pepper will hold them up but there
are only five biasts per lite. The che!
can move up and down the plalforms
using tha ladders, but 8o can the
pursuers. Each screen provides you
with more = and sausages lo
chase. Three lives with paints scored

by releasing segmenis of the
ingredients or squashing eggs and
sausages batweon the falling burged
bits, Addictive. Joystick: AGF or
Prolek and Kampsion
Recommended.

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

A bunch of tive earthlings are
trapped on s space stalion by loads
ol ahena. You must get them safely
down through the fioors to flive
airlocks at the bottom. At first you
hawa only one monster (o contend
with, but a8 you go along, morng and
more appear. Each tloor has a
maoving ‘lift’ through which you
descend. The animation and detail
are vary good and the gama gets
axtramaly difficull. Qur reviewers
thaught this was a winner, Cursgr
keysor E.5.D.X [which i% a silly
arrangamant). Joystick: Kempsion,
Fuller, AGF & Protek 5 livas, well

over 10 screens, good sound
CRASH rating: 78% M/C.
54

L..f:“"“’ none. CRASH raling: 35%

BUGABOD [THE FLEA)

Producer; Quicksilva, 48K £06.85(1)
Author: Indescomp

One of the most colourful and
maddeningly addictive S:mn of the
pre-Christmas paricd, ‘Bugaboo’
boasts leature film ltles and an
engaging haro in tha Nea. Bugaboes
has fatien into a deep o and
must hop his way out. by leapi

from ledge to ledge. The strength of
leap is determined by relaasing the
kay when the bar indicator af the
battom of the scresn reaches the
desired level As it moves extramely
fast, this is not an easy task. The
gorge is swamped with vegetation
which gets in the way, and there's an
appailing yallow dragon which pops
up and eats Bugaboo. 2 keys control
lnft/right hops and the cursors scroll
the screen. Excellent, colourtul
graphics with very smooth
movemaent, good sound and highly
recommanded. Mo joystick option
CRASH rating. addictive qualities
8%, overall 91% M/C.

DIGGER DAN

Producer: Ocean, 18K £5.90

Digger Dan is armed only with a
spade. He must dig holes in tha four
levels of platforms, using the ladders
ta get up and down, Four monsters
chase him around, hopetully
upanding in tha holes, which he
proampily fills in to kill them. There
are safe apots al the end of each
platform but he cant lingar bacause
the oxygen's running out An oxygen
bottle appears from time 1o time but
geotting at it can be difficult I the
screon is cleared it returns with fresh
and slightly more clover boasts. Only
one screan and spéed, but the
graphics are smooth and nicely
animated. Dan can jump down
through the holes 100, usetul ina
light spot. The contiol key positions
are sensible. but with six of them. a
bit of a handiul. Reasonable valus
far money

GODZILLA & THE MARTIANS
Producer: Toamptation, 18K £5 55
Author Neil Strester

Despite tha title this is a Kong gamea
— the only ane in 16K for the
Spectrum, but sadly it shows. The
animation is véry poor and
limited,the characters are small and
tha movemnt is jerky and | l-defined.
There is a falling oxygen level fora
tima limil, but it appeéars 1O reach
z@r0 and stay thare without ending
the gama. Control Keys ans badly
placed with 1/zero for jump
left/right, 5/8 walk left/right and 7 lor
up. Another irritation is that there is
only one life and one skill level

GOTCHAI
Producer: Blaby, 48K £5.50(1)
You're Ernie, an old lag just broken
aut of prisan. In the lirst screen you
must escape from the prison
compound, avolding 1he guaras and
their forched, get through the
opaning and closing gates and into a
lite ol erime in the second screen
This is a nightmare of platforms,
littered wiih Hitachi stereos and
other valuabile s to be
collacted, but the screen is dissacted
vertically by & gates which ride up
and down the screan. all oul of time

with sach othar. Dnce commitiad,

Ernie cannot stop until he gets to the
other side and climbs up a level
There's alsc a mean copper on (he
looss wha, if he calchea Ernm, sénds
him to the botiom of the scrasn after
beating him up! Timing is the
assence in this very difficult and
atiractive looking game. Not one for
beginnars! Sensible control keys,
joystick: Kempston, reasonabl
smooth compiled machine 8.
CRASH rating: overall TT%
recommended,

HOME RUNNER

Producer; Britannia, 48K £5.95

This |8 a lively game with attractive
graphics and is really a variation on
tha Jumping Jack thema Hera the
platforms are more solid looking and
the holes open and close at random,
Unlike Jumping Jack you can use
the hold key (o make your man hover
over the holes. The various monsters
jump down through the holes which
makes timing an importan! feature of
the gama. On level three the Green
Grinner appears, bouncing up and
down, happily ablivious of the
platforms or holes. Britannia is a
relatively new company, so it's nice
to be able 10 say that both their
games (Stopming Stan in this
saction is the other) are very
playable and good value

JUMPING JACK

Producer: Imagine, 18K £5.50
Author: Albart Ball

Al first sight the extremaly simple
graphics might be a disappointment
—but this is o classic game. Jack's
stick figure is beautifully animated
The platforms are mavely thin black
lines. Al firat there are only two
holes, one moving down level by
level, and oné moving up similarly.
Each successiul jump creates
ancther hole, 80 it gets frustratingly
difficult 1o progress Should Jack fall
down a hole he les stunnad, if he
talls through two ha's out lor even
longer. I he lalls all the way to the
bottom ho loses a lite. Getting right
1o the top resulls ina line from a
poam — you have 10 collect the rest
of the lines, bul the poem Bn't the
real reward in this game — it's
playing tha game. Subssquent levels
add more monsters which must be
avoided by using the wrap around
screen. By the time you're dealing
with twenly holes and sin monsters
it's a nut house. Quite simply one ol
the most addictive games arcund
and axcellent valye for money
Joystick: Fuller, Kempston

KILLER KONG
Producer: Blaby, 48K £5.50
This is & very fine version with
excallent graphics and plenty of
BETOBN VEifiltion. T hi S8t & Tirst
class as wall with naat animation.
Mario’s girifriend shouting for help
but rewarding the suc ul climb
with big kisses Features lits,
trampolings, long narrow passages
requiring axper timing to get
through, a fairly butch looking Kong
and probably the best sound on any
ogram available Joystick:
empsion or AGF & Protek
Recom

KONG

Producer: Ocean, 48K {5.60

Authar: Paul Owans

Qcean's Kong is o pleasing version
too. with chunky graphics starting
with Kong stomping up the screen
and mum?ing the girders inlo
position. The animation is good with
fast and positive movemenl. Hare,
the objects tend to come tumbling
down the ladders, wheras in the
Blaby version the platforms are more
broken up and barrals etc drop off
the ends of the platforms. So it's a
Titthe unfair 1o make lining up the
man on the ladders such a critical
business. Featuros a hammer which
can knock out a few barrels
Keyboard 0N S Bre okay
Joystick: Kempston. Generally good
value, bul did we detect a tendency

filﬂ' the barrels (o anticipale death?
Five screans.

MANIC MINER

Producer: Bug-Byle, 48K {595

This is the best platform game
around, in lact it's probably the besi
gicads oamafns the Enacinim, From
tha moment the full colour title
blasts onlo the SCréan ACCOM panied
by what sounds like the massed
Coldstroam Guards band, it 's all
wonderful. An amazing demo mode
takes you through andless levels 1o
whet the appetite. Control keys are
simple; left'right/jump, and it soems
ineradible that Bug-Byte ma

to pack s0 much animated detail into
one 48K program. You must take
Willre the Miner through the warrens
of along abandoned robot-worked
ming beneath Surbiion, collecting
kays at each level in order to
procead to the next. Jumping up the
platlorms is easy — avoiding the
slime, polsonous pansies and manic
mining robols is not. Some
plattorms collapse whin you tread
on them, but forward planning let's
YOu use these on your way back
down Lo the porial. Excelient quality
all round and 1op noteh value. Highly
recommanded

MONSTERS IN HELL

Producer: Soltek, 16K £5.95
Authar Martin Lawis

Above the flickering fires of hell are
six plattorms connected by eight
ladders. Your man has a hammaer
with which he can knock holes in the
platiorms for monsters to fall
thraugh, or he can bang them on the
head with i1. All the while the power
drain 8 encrmous — visiting the
flickering crosses replanishes it, but
they move once used, 50 you cant
just hammer holas and solate
yoursell from the monsters. Kill off
25 of the lesser idiots and the
cloverar ghouls appear; ten of those
despaiched and the Mad Monk's
clones appear. Ghouls must fall
thres Wwvals 1o die, clones Tour, but
the naat lol can only die in the fires
of hall itself. Whila the graphics are
attractive, the lack of screen
changes could make tha game
boring to play alter a while and iU's
really a no-win game. Nine lives 1o
help. maching coda, no joystick
option

MORRIS MEETS THE BIKERS

Producer: Automalta, 16K 05.00(1)
Author: § Curtis

Automats aren't noted for bringing
oul arcade games, bul true to |
company’'s mad hatter image, Morris
is loopy &nd original. It's also a very
good arcade game. Morrs (a car) is
shut in & pightmariah concrdtd multi-
#lnfdy Caf paTe with séviiral rmps
connactad by two craaky lifts, The
car park is full of hazards like tyre
clamps, lin tacks, parking fees and
carbon monoxide lumes, all of which
make Morris feel very sick. Worst of
all are the kamikaze bikers ol the
title, who roar around the place
Morris has & weapon — a magic

horn, You must make him travel (he
car park to collect enough coins 10
be able Lo get through the exit

mmrrime 0 e I [N Y Y
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sutdden death. Should you succeed
trhere are aight more Car parks, sach
worae than the other. A dubious
bonus i the hil single "Leader ol the
Pac on the reversa sida of the lape
by Lady Sinclive and Pimen. User-
defined control keys, F}'“'—"""“'
Kempsion or AGF & Protek via user-
defined cursors. A good game with
an overall CRASH rating of T4%

PANIC

Producer: Mikrogen, T8K £5 05
Panic is a standard digger-illar
game, where you rove several lloors
wilh your spade trying to clean up
tha monsters by digging holes lor
them to fall into, A neal touch is that
you musti reach them guickiy and
batier them to death or they change
cotour and gel out of the hole, w




méans you must mash om up
through two holes balore they die.
The going geats tougher as you
progress. Nol bad and reasonably
addictive.

STOMPING STAN
FProducer: Britannia, 48K £5.95
This is a three-part game, which
saris aif with moving piattorms
through which you musi jump up
whan a hole appoars above you,
avolding the monstars. some ol
whom are on thair way down. Whaen
you reach the top platform collect
the four keys 1o reach the next
scroan. This is a stalic maze
poputated by robols who are put 1o
you the momen! you entar

liect another four keys, which
prompily (akés you & mone complhex
platlorm game with bigger monstars
and holes that opan and close when
you're nol expecting them too. Good
graphics. positive controls and fun
to play with a fairly high addiclion
rating. Joystick Kempston

SUPER DIGGER
Producer; Abacus, 18K £5 95
Author: Andrew Blackburn
As its name suggests, this is a Panic
style dig-dug game, where you roam
the platiorms with your pick-axe,
digging holes lor the monstérs Lo fall
in. Whan they do, Ilﬂu dash up and
bonk them on the head, killing them
It you fail to reach them in time they
oul. Ladders connect the vanous
els and as well a8 going up you
can jump the monsiers r
reviewors thought it was o0 Simple a
version lo inlerest axperis,
sspacially as the 5 screans privide
little increass in dithiculty and thare
are only threa monstess to contend
with, but it is attractively ainmated
and prabably H"r good lor younger
players. Coming from Ababcus, ils
simplicily is surprising as thedr
games are usually tiendishly hard to
play. Cursor koys, joystick: AGF or
Protak, average sound, byl good
value with a frea gamo on the
roverse. CAASH rating 2% M/C

CREEPIE-CRAWLIES

There are two types ol & which
:I-: under nu'fnm;"ﬁu vary
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Guide Bozy round the garden,
ealing snails, beelies and ladybirds,
al the sama time avoiding the lence,
fiowears and your own lenglthening
body. Each ima you eal a bastie
another segment (s added o you
gnd ancther llower appoars. Eal all
ton beetles and you anter another
garden with a higher lence at a
highat spoed. Five levols, the lastest
being quite demonted Automalic
joystick selection if connected —
Kempsion. A nice louch & the tuné,
“In An English Country Garden.” sl
off by bright and reasonably smooth
graphics Probably a kmited appenl
owirall

CATERPILLA

Producer. Ocean, 16K £5.80

Like Quicksilva, Oocean are moving
on to betier games than ihe bawic

arcada COpas, howaver, thair
standard creapie has all the usual
features and plays perfectiy wall

CATERPILLAR

“Producer: CDS, 16K £5 95

CDS have produced a prétty classic
version of the centipede gama, with
a fast moving calerpillar which
reverses direction on contact with
screen edge or mushroom. an
irritating spider, an innovative
mushroom-=laying flea, and a
possonous sCorpion which turms
mushrooms red. If the caterpd lar hits
a red fungus, a segment drops olf
like & bomb. The man can move
leti/right and up/down (within lour
lings), Cursor keys so Protek, AGF
joystick can he pead L adi of siill
levels resulls in & limited playing
appeal. Average value Machine
Code

CENTIPEDE

Producer: DJ Tronics, 16K £4.95
This is anothér protty standard
vorsion, complele with spidar, but
for its prce it's probably betler valus
{han Caterpillar

CENTROPODS
Producer; Rabbit, 16K £5 58
Author: J F Cain
With its simple butl charming
gmpmcl- and maching code spead.
abbit’s Centropods is probably the
best of tha lol. There's a spider. &
flea and & bottom line snadl to avoid
The conrol keys are the most
sensible I've como across — 0 for
ieft, P fior right and O/P 1ogether for
up. You sail sedately down
automatically. A fires. Continuous
sound alfects add to the thrills, I
you clear the screen the wretched
craature gots longar and laster. Mo
nead lor a joystick here, excellent
vl

CREEPY CRAWLER

Producer: Mikrogen, 18K £5.95
Author: § Townsend

This is a very ordinary ‘Centipade’
game, surpnsing that anyone would
e offering somothing like this
today. Apari from the creepy itsel!
(and the mushrooms of course)
there i only 8 spider and a simple
figa 10 worry about. The colours are
bBright and the graphics smooth,
sound continuous and (he game
vty tast to play. But poor control
Kays (3/4/8/9) and the lacl that it's 12
months oul of date are against it
Also the inlay states that there are
usar-delinable keys — thers aren’t
Overall CRASH rating (for its spoed
mosily) 58% Joystick oplion
Mikrogen

CYBER AATS

Progucer: Silversoft, 18K £5.95
Author: | Hayward

Deapite s title this is 8 cenlipéde
game. Instenad of one fragmenting
craature, you aré prasented with
indrvidual rats which work their way
down from e 10p of the screen and
there are even laster purple ones
They hide behind clumps of grass,
and once they reach the lower levels
of the scréen you are hard put 1o
avoid them. Cursor keys lor
maowemant and limated upward
mohon no instruction on inlay card
for hising (18 0), but Kempaton
Protek or AGF joystick option
Becauss the game |8 simpler in
layoul than most centipede games, it
is also much laster. One or two
playors. Average valut Tor money

GALACTIC WARRIORS
Producer: Abacus. 18K £5.95¢7)
Auitnar: M has! Low

Ditficult 1o decide wheather this
should be under the Galaxian
humngurthawﬂwnﬁlr
under, bul at tha end of the day
Galactic Warrlors is more of &
'‘Centipede’ game than a ‘Galaxian’
Your mission is to save Earth by
manning the lasl missile base. An
alien mother ship (can bashot if
you'né guick) spews aul a row of
smaller altack craft which then
descend the screen in zig zag lines
just like & centipede. Aboutkyour
hoad the sky is litterad with small
asterolds. Wnen the train of alien
craft hit onae, they roversa direction,
and the line is split intd segments
whenver you hilt one of their number
The asterolds can be blasted out of
the way by your laser — magenta

ones take 2 shots, red ones only one
wWhen hit, alsen craft turninto
ﬂﬁm dobris. As they traverse loft
and right, the aliens drop bombs on
roa in & continuous shower. Apart
rom d ng them, there is & force
field which is efloctive againsi
contact with aliens and missiles, but
blows you up I you use your lasor
Excellent ‘attract mode’, good

keyboard positons, joystick: none
Overall CRASH rating 87T% M/C
GRIDRUNNER

Producer; Quiosilva, 16K LES5(1)
Author: Jedl Minter/Salamandar
This is not a TRON syle grid game as
the title suggests but actually a
'‘Cantipede with "'Grid’ pretensions
Looking a bit like a series of blips on
an oscilioscope the blue centipade
dashes left and right down the
screen following the red grid. To the
left of the grid an alien ship fires
objects into the grid which impede
the centipede, causing it 10 reverse
direction. Al tha base of the grid,
another alien craft moves from left 1o
right liring a laser blast upwards,
caysing the creature to split into the
traditional sagmants if hil. You're
just inside the grid. able to move
nlong the base and upwards for a
few lines. Your laser 100 destroys
segments of the centipede, but
walch our lor the laser crafl and the
side ship, and avold contact with the
centipede. IU's designed 1o be Tast
and addictiva, bul none of Gur
reviewars found it very inspiring. /P
leftiright and zero to fire. Joystick:
AGF or Protek. Small graphics,
average sound and an overall
CRASH rating of only 47% M/C

MEGAPEDE

Praducer: Softek, 16K [5.05

Authar. Andrew Beok

Sottek’s varsion ol the noble creepy-
crawlie game is just aboul as good
as any. Hera the scorpion ends 10
drop Neas rather as though they
were bombs, which makes an
interesting varation, Machineg Code,
mmmphim. ning skill lovels

G

MILLIMON

Producer: Arlic, 16K £4.95

Authar: D Campbell 8 G Porter
Milliman 8 & ‘Centipede’ game with
the usual Testures, n descending
centipade, darting spider and snals
(snaild?) . Artic have chosan o place
the status report down the left of the
screan rathar than at the top or
botiom, which makes the playing
area unusually square The graphics

are average. not at all
smooth and the game s
slow and prefty easy 1o play
on the lowet levels, &/7/8/8 and
zeto make for poor control keys, 3
shill levels, 3 lives. 1 or 2 player
games. No joystick option. There are
ballef veraions available. Overall
CRASH rating 55% M/C

SLIPPERY SID

Producer: Silverson, 16K £5.95

Author: § Godwin

8l Sid is a large snake in 8

? n whoso task in lite is 1o eat
rogs. Every time ha does so a

poisonous load appaars which he

can't eal until having consumed a

magic mushroom. Death occurs
instantly if hi touches the brick walls
or himsel!. Sitlversoft have given
anough elemants 1o this fast gama 1o
make it quite addictive. The
kayboard positions, however, are a
bit datt, but you can use a Kempsion
joystick. Five skill fovels with an
axtra life for getting 1o tha tourth
garden. Sound could have besn
bolter, otherwise good value lor
money

SNAKE

Producer: Artic, 16K £4.95

Author. P Baker

Snako is, ol course, ‘Snake’, whare
you guide your pet reptile round the
screen aating the files and avoiding
thé walis, poisonous mushrooms
and his own tail Every time he eats a
11y his tail grows longer. The
graphics are vary 1 with ali
the drawbakcs of BASIC. The sound
is continuous although
unimaginative. bul the game does
have a nice 'attract " The
control keys are another drawback
— B/T/8/9. Awkward 1o use. They
seem as though intended for use
with Sinclair Interface 2, but if so, it
doesn’t say 0. May please younger
kids but there are much better
wersions available Overall CRASH
rating 45%

SPECTICEDE

Producer: RER, 18K £5.50

A diot of scorprons. Hieas. Spiders
and worms in addition (o the
ubigquitous centipede Thres skill
leveis and hi score. A wall rounded
Varson

SPECTRAPEDE

Producar: Prolek, 48K £5.95

Now everyona has had their fill af
basic arcade copies, many
campanies are getting down (o
producing better games and Profek
have become noted for their
simulstion games like Airliner, which
| suspect makes them far happier.
Their creepie version is pratty
rispactable. however All the usual
features ke scorpions, worms, lleas
and the inevitable muits-

monster itsell Three skill evals and
hi-score. Can, of course, be played
wilh & Protek joystick (and therelome
AGF as well),




ety of 2 Irog

explained frogs should drown In
mmu."lu"fmumm
game provides more interest, befter
graphics and a more addictivity than
Mnilmwmm
more than useful. As r-
games and centipede games there s
usually wvery [Rtle belween any
version.

FROGGER

charming graphics and their Frogger
is no exception, as 48K would
suggest. All the standard lealures.

logs and crocodiles. Here you may
use tha crocs [or jumping on, but i
m-:lud 100 nsar the mouth you will
a lite. Three lives. but you must
pel five frogs salely across balore
moving 1o the nextscreen for faster
tratlic and more crocs, Cursor keys
and user-defined, 50 you unxﬂ
practically any joystick Lo wo
Good value.

FROGGER/SPECMAN

Producer: C-Tech, 16K £5.50

As this has two games lor the price
of one, il b vinlue for
money. bul it lsn't Sorry

FROGRUN

PFroducer: Anwog. T6K 04 85
Machine code and atiractive
graphics and sound. Features
snakes on the pank, logs, turlles,
crocodiles and lady frogs to rescue
for axtra points, Al its price, predty
good value.

FROGEY

Producer: DJL, 16K £5.95

A highly rated version with very busy
3-lare highway, turtles that sink
under your , crocodiles in the
frog homes and five lives. Thera's a
fime Wmit oo which can be wery
cruel Forexra points there's a
siranded frogling 10 rescue. Four
skill levels and seven speeds,
Joystick: Kempsion, or AGF and
Prolek an the cursor keys.
Recommended

JOGGER

Producer: Severn, 48K, £4.65
Unfortunately, nond of our reviewers
have sean this gamae yel, so we'll iry
and catch up with the joggers
another time

LEAPFROG

Producer: COS, 18K £5.85

This is & standard versian which
olters the usual hazards but adds a
snaks on the bank if you linger 100
long, and dragonflies in the frog
homes lor axtra points. Attractive
mlph-u but it's a bore waiting lor
that damned luna belween pach
game. Uses cursor keys, so Protek
and AGF joystick interfaces may be
used

56

ROAD FROG

Producer: Ocean, 16K £5.90
Ocean’s varsion doesn’l hive turtles
(probably want on strike) but some
of the logs sink, and there are snakes
on the bank. Six frogs o gel salely
homae for a second screen and the
traflic moving faster. Unlike soma
vorsions you can only go lorward.

Mo joystick option

ROAD TOAD

Producer: DK Tronics, 18K £4.95
Marketed by DK and made by Elfin,
Road Toad ia a frogger by any otheér
name. The graphics are okay but the
hazards aren’t thatl keen, and the
sound is poor. There are betler and
morn addictive versions available

YOMP

Producer; Virgin Games, 16K £5.05
Author: Tarry Murray/Roy Poole

In the main, Virgin's first batch of
gamas werg pratly poor and madly
overpriced (E7.95). Now Ihey've
broughl the price down, but Trankty
this still isn't good value. You are
su s8d 10 ‘yomp' your Paras over
the highwiay and than get tham
through a minefield There's no
disguising the fact that thisis a
frogger gama with ‘mined-oul’
pretensions. The basic programmae
makes controlling movement vary
difficult and the way the traffic
movas along the highway makes it
almost unplayable. Only one
mament in the repeating cycle can
get your meén through safely. In the
minafigld movement sansorm mean
sudden death through mistakes, but
| wonder how many peopla will aven
bother getting there? Four sikill
levels, no joystick option

GRID RUNNERS

S o g
N Dectuss M’. exemplify

the
'ﬁmuﬁ':' o .ﬂn'fumihi' i'w:
by the computer.

BLIND ALLEY
Producer; Sunzhine Books, 16K
£4.95
Author: Simon Lane
Blind Alley is whal passsd lor sport
inthe roll‘ 3017, you are toid an the
intay. in fact the game looks
conlusing at lirst, but that's because
it is fast and thore's no time 1o think.
Thia really is a game whers those
with quick and sure instincts win
You must stear your ship round tha
grid in such a way thal you block oft
othar ships. forcing them into a blind
alley where they are forced againsi
your trail, their own traiis, or the
edge of the sereen. O course it
usuaily happens the other way
round ... You start off against two
ships, then four, then 8 and 80 an. it
gty vary hard! Workd with
Kempsion joystick. Avoid hitting
reverse of the direction inwhich
;uu'rl travalling — it's instant death
ecommanded

CRUISING ON BROADWAY
Producer: Sunshine Books, 18K
£4.95

Author: Jelf Naylor

Thae graphics don't portray the
famous strests around Times Square
in New York as the title suggests,
thary could b any streots thst the
@rid rapresents. You're in your car
whena cop pulls in behind, you
decide 1o maks a gotaway. If he
catches you than the game starts
from scratch. You scorm points by
the length of line travelied before
capture. Your anly weapon I8 the
facility to creals & lemporary block
in the road and hold up the cop.
Cilear the frame and more chasars
join in of you gel a8 more complex
grid to traverss, A simple, alfective

and hlghlinddl:hw no win game.
Joystick: Kempston (and Softlink 11).

GRIDRUN

Producer: Arcade, 48K £5.50

Robot security picks up your trail
just when you thought you had given
them the slip (rust robots to be
bloody minded). Now they're
catching up with you — and no one’s
over survived the grid before.
Actually the grid mesmbles a pac
man type maze in this last gama.
You drive around the rectanguiar,
concentric rings, switching lanes at
the compass point junctions. Driving
in the oppasite direction is the robot
security car. Never tha twain should
maat! You need good reactions, but
it might have been a more skilful
gama if thore were more crodsover
points. Mo joystick option.

GRIDRUNNER

Producer. Duicksiiva, 16K £8.85(1)
More of an electronic grid meets
cantipada than a trué grid game. See
main review section

LIGHT CYCLE

Produces: PSS, 18K 595

Light Cycle is similar in concept to
Blind Alley whare you Hight it oul on
the grid with an opponent. In this
casa only two trails however, aither
agains! the computer of & second
player. Tho graphics are simpler bul
more gtlectiva, represénting the
laser light trails lefl bahind your
crafl. Soven spead levels, no joystick
optian A very las! gamae to play for
hours.

TRANSVERSION
Producer: Ocean, 16K £5.00(1)
Author. C Urguhart & N Piarpoint
Undoubtedly Ocean’s best and most
addictive gama 1o dale. It combines
simplicity of idea with speed and
kiftar trustration. ¥ ou are captain of
the Elimax. Your task: to clear the
galactic grid of alien spawn, There's
no shooting since the Elimax simply
destroys the spawn by moving over
il. Bul thore are 4 alien ships situated
on sach adge of the grid firing at
Ilrou. Each one, operating and firing
ndapendently, moves along its
edge, homing in on you, and aims its
missiles along a line of the grid. You
can be facing up 10 four missiles at
o tima and il's death 1o remain
stationary, or operate on a single
ling, lor more than a second. With
each screan cleared you are faced
with a different and mose diffscult
arrangemont of spawn 10 clear.
There is also a ' between irame
screen’ ol spiral shaped wn for
bonus polnts. Ondy one lile 8o
frustration levels can be dangerous.
Excelient packaging, wall used
sound, vary smooth graphics and
good control keys. Joystick:
Kempston, AGF and Protek. CRASH
rating: Highly recommendad, overall
3% W C.

PAINTERS

prevent this harmless activity _.

COLDUR CLASH

Producer; Romik, 18K £7.89

Author: | Morrison/D Anderson
Colour clash contains four phases in
a palnt-tha-squares game which
demands atrat as wall as skill, in
phase ond you 11l the numerous

squares by ‘painting’ round them,
and if you succeed, you have a
chance 10 aat tha pursuing paint
pols pacman style. Phase two isa
bonus points saction whare you
must progs the fire button at the right
momant to guide it to the Nashing
arrow. Slage three is the same as
stage one only you are forced 1o
painl aach squars one al a time
rather ihan dodging along any line
Tha fourth and most deamand has
you l!rhmpung 1o surround the paint

- Three keyboard uis, |
lupﬂlﬂ; Kempaton or Sinclair.

rea skill levels, excellent graphics

and good value for monay. .

HIGH RISE HARRY

Progucer; Blaby, 48K £5.50

One of tha most origiinal painter
games. Harry must rusiproof loads
and loads of girders but he's being
chased by the rusibugs. As ina
Kong-type gamea, Harry's only way
of avoiding the bugs is 1o jump over
tham, but he must paint every inch of
tha border before he can paint
another on the same screen. Maan!
Three scréans inciuding sliides and
lifis. Uses cursor keys, joystick:
Kempston, AGF or Protek. Highly
addictive and good valuea.

OH MUM MY
Producer: Gem Soffware, 16K £4.95
(1)
You are in charge of a party of
lmhmbghuimloﬂnq gyptian
tombs. Each tomb has 5 levels, and
on each you will lind treasure
houses, a8 scroll, a key, a mummy of
the royal family, and two guardians,
Al 800N a8 you anler & tomb, one of
the guardians will be awakened and
start chasing you. The other remains
dormant u you are unlucky
anough o uncover iL ¥ou may only
exit & tomb once the key has been
uncovared, and you can kill off a

uardian aftar tha scroll has

n found. This may not sound Hke

a’‘painter’ but in realtiy it ls. The
tomb is divided inlo squares with
pathways betwean tham. As you Zip
along a trail of dots shows your
route and when all four sides ol a
square have been uncovered tha
contents of the square are rovealed.
It seams quite sasy &t first but at
higher spoeds and skill levels it
becomes mone addictive as the
Eunrdilu becoma moare intelligant,

xcallent user-defined keys,
joystick: AGF or Protek via cursors,
good colgur and graphics, 15
skill/spesd levels, ovarall CRASH
rating 80% — more fun than
addictive perhaps, M/C.

PAINTER

Producer: AAF, 48K £5.75

A ciassic version, simple, beautiful
graphics, sound and utterly
addictive. You must aerosol the
spaces betwean Lhe paint pots and
dalty paint rollers chase you round,
chuckling glesiully when they catch
you and roll you fiat. You stan off
against one roller, then two, three
and so on. While it's not difficull to
begin with, it gets pretty fast when
there are several rollers up against
you. Good keyboard positions, no
joystick option |

TRAXX

Producer: Quicksilva, 46K (65.95(1)
Author: Jel Minter/Salamander
Producer by Salamander lor
Cuicksilva, Traxx is basically a
‘painter’ game with an ingenigus
difference. You have a grid of boxes,
30 in all, and the basa of the bottom
centre box is already paintsd purple.
You're a littla green cursor, and as
YOu Mmove Onto unpainted track it
turns purple behind you. The object
is 1o paint all the track, bul the
difference i that the paini is elastic
= |1 wion'l siretch lurther than 3
sides of a box, $0 each box must be
complated before maving onto the
naxt. There's a chaser, of course, as
miany as 9 depending on the skill




level, and 9 playing speeds. Sensible
controd keys, joystick: Protak or
AGF. Mixed views with the main
criticiam bﬂll‘lﬂ that it was difficult to
control in & silly rather than exciting
way, it being 100 easy to Overshoot o

it
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STARFIRE

Producar;: Virgin, 48K £5.95

Author M C Davis

Virgin always have , clear
instructions, and this was one of the
better first isswe games. Features:
Galactic war raport, detalling
mission, alians left, starbases and
stardates left: Computer call — main
meny: Long range scan, well laid out
with the eight agjacent saciorn
shown: Navigation, menu for moving
from sector to sector. Battlestations,
srcade style viewscrean with four-
directional movement and fire at
visible enemy. Docking with a
starbase is tnicky, and there are also
time portals in space a3 wall as
asterold starms to contend with. On
balance a reasonable game with an
skl leveln

STARSHIP ENTERPRISE
Producer: Silversoft, 48K £5.95
This comes with & good instruction
manual. Two players Can alwa
play a star trek gama. one reading.
the other punching buttons. The
laxy map shows the 84 quadrants
?;I 8), sach quadran! is sub-divided
into 84 sectors. Commands an:
MNavigate v-m:::rawdu 2 grigs, ona
for navigating within the sectors of a
quadrant, the othar for moving toa
noew quadrant: Short range scan,
shows the contents of the guadrant
in which the Enterprise sits: long
range scan shows the aight adjacent
quadrants: Phasors, switches you fo
arcade style view screen with four-
directional mowemant and lira al the
visible aliens: Torpedoes, allows you
o engage the enemy from a
distance, avoiding thair waspons.
Damage ropor, speaks for itsell:

Shinlds, allows you 1o sal the leval ol
defence Compuler offers you the
main manu &nd also controls the
status report, galaxy map, damage
repairs and auto docking. Tha action
is last and furious il you move intoa
sactor or guadrant occupied by the
enamy, and it's ditficull to break into
your command computer if it's
fighting, 80 hawve evarything ready
belore angaging the enemy. Good
value for money. Kampston joystick
option for arcade sequences

STAR TREK
Producer: Neptune, 48K £5 50
Author: Derek Brewster This version
ofters good value for mondy since
the lape also conlaing MUNCHMAN,
which happens 10 be a véry good
¢ man varsion indasd. Nepluna's

tar Trok offers all the options as
listad in the abowe review, the major
ditferance being that | has battle
plan views ralher than arcade style
tights with the aliens. In uting the
WRAPONTY, You must enter tha
direction ol attack (0 degrees to 360
degrees), and its strength, then s
back with bated breath as the phaser
or missile trall moves across the
screen towards the aneémy. Instant
action s required on angaging the
Klingon rofters as they fire tha
instant you are spotted. Excallant
graphics make this an engaging
varsion (o play at speeds which
certainly require more than one
Captain Kirk per game

STAR TREK

Producer: Impact, 16K £5.00
Anyone thinking to themsalvas thal
hare is a 16K vorsion jolly good,
should keep wall away. I'm alraid
this program isn’t aven good encugh
for the ZX81 from which it must have
originated. Apart from the tact that it
finishes loading with an OK repon
and nothing else, no instructions, no
sugpoestion of skill Mvets (though
there are supposad 10 be levels) nol
athing to help; you then have o list
the BASIC and tell it to run! There
afé no graphits bevond words and
figures. This is totally unplayabla
and not acceplable by today's
siandards.

STAR TREK

Producer: RAR Software, 48K 5 50
This is a very playable version avwen
though il pre-dales quite a lew of the
athars. There is the familiar galaxy
map with its 84 sectors, one of which
is always displayed at the 1op of the
sCragn, showing in graphic form the
Enierprise. Kingon ships, Starbases
and stars preséent. You am told the
sector you are in, energy leval,
shigdd lewel, lorpedoas lafl, the
Sargnis, Kingons ieh and the saius
condition, Command options
Include mandauvring, shislds,
phasars, photon lorps, scan, galactic
map and computer. The computar,
when salected, allows you lo
n.l.vl%llp, use hyper-drive, use sman
bomb, send outl a prabe, sodf-
destruct and chack status. In
additon to the liendish Klingons
Romulan vedssals with invisability
cioaks may attack you. Good value
for money although the graphics
Could have been more colouriul

21X TREK

Producer: Impac!, 48K £8.50

After slating their earlier attempt. it
would be nice lo say something
good atout this version from the
same company, but I'm afrald not
One reviewer points out thatasit is
written in BASIC it makes the game
slow. Wall Starship Enterprise is
wrritten in basic and that is pratty
fast. Here tho keyboard responsa is
slow and erratic, there is optional
sound, but sound siows it down
turther siil, and the graphics are
simply not good anough. It i also
highly priced. Software produten
sh a0 themsalves he favour of
delsting oul of date games like this
one and spend soma time producing
better material

ARCADE

MISCELLANEDUS

AH DIDDUMS

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

Don't be looled by the titla — this is
no game for cissies! Whan (1 first
appaarad it had all the reviewers ted
in confused knots. You are a teddy
baar, shut in the 1oy box with the
other toys for the night, bul your
baby's crying S0 you must get out
and go and comlort him. The only
way oul is by using all the coloured
building bricks and assembling them
correctly, whilst avoiding all the
nasty toys who want to stop you
When you éscapé the box you
re-alise it is inside another, bigger
box, and that one's inside anothar,
and so on ... What confused
averyonas al the time was the mathod
used to assembie the bricks, and
imaging's cassette intay is of no
help, nor are the gama's instructions
on screan: this is the outling idea —
pick up tha brick and take to 1op of
screan slightly 10 right of corract
colour block, then drop it. The brick
should slide into place as I by
magic. Considering the packed
screen, the graphics are excellent
Confusion of kays, but thisisnlan
arcade speed gamé. Walch out lor
clockwork soldiers, play people and
the aggressive train — and the
baby's crying — there, them, there

ANGLER

Producer; Virgin Games, 46K £5.85
Author Dirk Qlivar

A quiet day on Iha river fishing
sounds like a load of fun, but this
game maniges 10 be aboul as

‘thrilling as a real day on Ihe river

fishing! Beneath your boat pass 18
layors of various lish. With aach

mé you're given 100 casts of the
ine 10 hook as many &8 you can
Some lish are fine 10 catch, soma
can ba quile dangerous, and caught
crabs sat away your catch. Thoere are
five levels of play which determine
how close 10 your hook a fish must
b 1o gel caught. The language is
BASIC, so are the graphics and the
idea. May bé Okay lor u-nY young
children. but thore's nothing hare for
the saricus player. Makes you
wondar why 48K of memory was
required. Virtually nil addictiveness
and an overall CRASH rating of 39%

AQUAPLANE

Producer; Quicksilva, 48K £5.85
Author John Hollis

Many ol the games in this sacltion,
almost by delinilicn, are qulle
original and Aquaplane is ane of
them. iU's a nice day and you fancy a
spot of water skiing. After a moment
you're suddenly surrounded by
rocks, but they re fairly easy 10 get
through. Following on though, the
water's instantly tull of row boats,
and if you get through again tha so-
called G and T rich-kids arive,
incompetantly flapping thgir yachis
all gver the place. Should you
survive the hee-naws, there's the
sharks . Skilér and boat ane seen in
profile, controls {up/down/thrust)
miows both boat and akiker, bul not
strictly in relation (o each other, like
the real think, the skiber
inconveniently lollows a lhgh'ltr
differant path to the boat. This
makad it ditficult 1o p-il both salely
through the gaps. IU's a very
anjoyable gams 1o play, but the

lasting appeal is slight, A clever
towch is that the border colours are
split horizontally 16 match exactly
the colour of sea and aky in the
gama, thus giving the imprassion
that the entire tv screen ia in use. Try
it tirst and buy if you like it

BARRELDROP

Progucer; Games Machine, 48K
£05.951)

Author: Russell Vincent

Starring Gordon and
Flash, Barreldropisa
games compendium. Gordon
suffers from biocked
drainpipas—at |past his houss does.
He cures this affliiction by the
curious mathod of rolling large
barrels down the sioping rool and
hetting them tall through the blocked
pipes. He only has five barrels and
i's important they fall exactly down
the centre of each pipe. I they don't
he loses the barrel lor good
Fortunately his faithful dog Flash is
on hand somatimes and if called in
time, the dog will recover tha barrel
and retyrn it lor another go, Clearing
all tive pipes succeasfully resultsin
anothor scraen which may be
anything from a riddle to guess (o an
arcade shool em up sequenca. IF's
quite &n original idea, in which
nothing is oo difficull, and yet
there's 3o much thal it becomes very
difficult 1o get through. Playable and
fun, good value, no joystick oplions
Overall CRASH rating 85% M/C.

CHOPPER RESCUE

Producer: Blaby, 48K £5.50
Author: G Capowoll

The game starts with a hslkcopler
dashing in to rescus the tithe from a
dreadfiul speiling error, CHOPPER
RISCUE it says, but the chnﬁm
comas back (o insartan E a
ramove the | As I8 their wanl,
scientists are being entombed by
radioactivé wasla dropped from
overflying planes. You mus! rescue
them in your (nicely animated)
helicopler by shooting away the
waste and making tunnals in it lo
reach them. Each one must be
returned 10 the safely of the helipad
before getting the next. The gun
fires in tha direction of travel and
thare's not much time. il you get hit
by the falling waste you're dead
This is a very fast game, aimost
impossible with [he cursor keys, and

difficult énough with a Kﬁmﬁn
AGF or Protek tick. Addkctive
and good value mmended.

Producer: Uitimate, 16K £5.50
Also available in ROM cartridge form
at £14.95. Utimate's graphics are
famous. In Cookis you are Charlie
the Chef, with mixing bowl below
and dustbins to the side On the right
is the pantry containing the
ingrodients which mus! be got into
the bowl. Unlofunatély, the
ingredients are pretty wild and
théy e accompanied by assorted
objects that shouldn’l bein the
pantry and would upsat the Ministry
of Health otficlals if they knew aboul
tham. Using flour bombs to
momentarily stun, you musi knock
the ingradients into the ming bowl,
and the rotters inlo the bin. Should
ou get it tha wrong way round you
points, lime enargy and
averything. Each screen provides
difterent and more difficuit
ingredients. Another game that
noeads a joystick, Kempiston or
Protek. Hi-socore, one of two player
games, B-directional movement and
the smoothest of graphics around.
Addictive and highty

CYBERTANKS

Producer: Star Dreama, 18K £5.50
A complex maze of green blocks ks
the home of the enamy cybertanks
Take your tank round and shool ‘em
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up. You can blast away the blocks to
get ot tham, but they are fast. Three
thvies, hall of fame, joyslick
Kempsion AGF or Protek. Nice
graphics and playable, bul perhaps
not very addictive

DOOMBUGS

Producer: Worklorce, 16K £5.50 [T)
This is an original typa ol creaple
crawlie game but it isnot a
‘cantipade’ gnma. Thara are
basically two screens. In the first our
noro, Tarant Tula, finds hmaal! in
the Grubbers' Lair Thera's a trap-
door leading 1o the nexi screan
which only opens after repeated
hammerings of Tarant Tula's head
Thare's also a pile ol honey for he
bugstoeat, but Tarant ({0 use his
first name) must take a mouthiul of
the honey between éach attempt on
the door. The Grubbaers. little round
things, wandar abou! and whan thay
mael a graen, squirmy
Bubbergrubber is formed These aat
honiy 100, and should two of them
meel a Red Backed Grubbor rasulls
These are theé ones that kill off old
Tarant if they catch him. Aim is to
get through the trap door before any
amount of Red Backs arp bred
Tarant can, however, oal the
Grubbers and Bubbergrubbers
Onge through and Tarant is
presonted with & simplé maze
guarded by thres Red Backs. I he
should get through salely he arrives
In ancther lair whare the bugs breed
faster, Méal graphics and a pretty
maddemngly agdictve game Lo play
Only one life makes for terminal
frusliatiot uh NBArRg a & -Score
Continuous move mant makes
Tarant Tula a bit difficult 1o control
although the control keys are

sensibly placed NoO joystick oplion
Overall CRASH raling 67% M/C

EXTERMINATOR

Producer: Silversoft, 16K £5.85(71)
Author: | Morrison & D Anderson
This Is & very good ‘Bersark’ type
gama in which you are pittéd agairst
sevan types of robot with varying
characteristics and ong thing in
common—thay' re out to gel you!
Level promotion ocours
automatically on reaching the
requirgd number of points. A novel
feature is the provision of two sots of
control keys which allow efhar B-
directional movamant or rotaticnal
movement, both with directional flire
Strategy demnmands that you shoot up
the mors dangerous types of robots
firat 10 stay alive for longor. Senaible
keyboard posilions, joystick
Kempston, AGF and Protek. Good
value for money, overall CRASH
rating 83% M/C

60LD DIGGER -
Producer: Blaby, 48K £4.95

It's all underground and you're
tunnelling mines iooking for the gola
nuggets. Purple gnuggets gnashers
ars hot on your trall, however, ol is
important 1o dig strategically round
the fed roC kS 50 yOU Can delodge
them 1o block off 1he tunneals or even
drop them down and squash the
gnashers. Mine speed levols
Joystick: AGF or Protek, Kempston
Cursor keys. Nolas addictive as
most other Blaby games, but a good
hwnnm'n I;.H.I"I'l" Afywily

GOLD MINE

Producer. DK Tronics, 16K £4.85
They say this is a stralegy game, bul
that's hardly rue. You do néed some
strategy Lo go lor the gold in the
Quickest way, but IU's nod the main
ingradient. Lise the lift 1o go up or
down Trom the surtace and thean aig

lowards the gold sites. Not
eveiything thal glitters is gold
though. Tunnels can collapse and
{hera are underground streams
Energy runs out fast undarground,
especiaily | you are carrying gold. In
sddition, tha lilt may collapse | you
are carrying oo much weight
Aaplanish anergy by returning to the
surface and depositing gold in the
bank. In any avent, a rather siow
game with limited appeal, but
probably good value lor younger
children

GOLD RUSH
Producer: THORN EMI, 16K 0585
i1
Author: Martin Harris
The gold mines of Oron are
botiomieds caverns where gold
nuggets rain down from the roofl
Tha Oronian miners place girders
across the caverns to calch the
nuggets and direct them inlo
buckats, Life would ba pleasant wero
it nal for the skulls that Hoat about
aating Oronlans and moving the
Ftrdars sround—and of course the
alling nuggets can be very painful to
an unprotected Oronian head! The
screen i3 splil into three eqgual
segments. a safa home to the right to
which an Oronian cannol réturn, &
itore for the girders to be used on
tha left. and in the cantre the cavern
sadl. Directional keys move the
Oronian about and the firing key
positions the girder. Nuggets may
rofl 1o the left ar the right whan
hitling a gitdér, 80 Some siralagy s
required 10 keep the structure
warking 1o your advantage Points
are scored Tor & nuggel hitting a
girder, and maore for getting one inlo
a bucket at the base of the screen. Al
thar hag harr skl levels the siouils will
&al the nuggels as they fall
Unfortunately, thera's no sound, but
the graphics are amooth and
colourful, an unusual and medium

addictive game, (wo keyboard
posiitons. Ovarall CRASH rating
3% W C

GRAND PRIX DRIVER

Producer: Britannia, 48K £5.85 (1)
Author; Chris Weber

-l.lofE with Thars EMI's Road Racer
and DK Tronics’ Spead Duel, a
contender for the 3D Spectrum Pole
Pole Position’ game. The effect of
the road winding about and the
moving landscape in the
background is quite good in this
veralon, and the hollow graphics of
the racing cars also works quite well,
bul the main drawback is that your
car s quite hard 1o control. Whan
overtaking, an indicator at the
botiom tells you which way the car
1o bo overtaken will veer, but to get
pas! salely it is essential to coma
almost to a halt i you manage 10

& the 30 cars on the track than a

ittle man appears and wavers a fla
1o tell you that you've won. Good. i
oreariong, explosions on crashing
Gonaeral fealing was that this gamsa
can become repelitive guile guickly
Good keyboard positions, joystick:
Kempston and Sinclair {Interface 2)
Fair to average, overall CRASH
mting 55%. Compiled M/C

GROUND FORCE ZERD
Producer: Titan, 16K £5.00
At first glance it looks like a simple
game. but in fact it is guite hard
Vory similar to Romik's ‘Spectra
Smash’, which has more options
than this version. Your plans keeps
crosging the towering skyscrapers of
Mew York, looking for a place to
land. . There isnt anywhers, 40 with a
nocidal brainwave you decide to
b the city flal to maks a l[anding
sirip. With sach pass over the city
your plange gots lower, so il's
essantial to knock out the biggest
towers before they knock you out

Copying, lending or hiring

WILD WEST HERO

By THE SILICON KID

The Game

Being alone in the West was never particularly safe, even at the best of times, so when
the Wild West Hero took up the challenge of ndding the rockies of bandits he found a
few slight problems. Being outnumbered sixty 10 one can be irritating especially
when some annoying persan has planted 'Killer Cacti’, ‘Treacherous Trees' or some
other lethal objects around the battle area. Combined with the fact that the killing of
one gang simply brings yet another bigger, nastier and faster qan& of bandits made
life. well. somewhat awkward, but then again he was ‘The Wild

Only £5.90 inc VAT p&p

Wild West Hero uses full colour graphics, hi-res, smooth movement, dramalic
sound effects, 100% machine code, high score, two play option, compatible with
Kempston or Downsway joystick interface
All Timescape products are guaranteed for life, if our software ever fails to load return
the cassette for an instant replacement.
All orders despatched within 24 hours of receipt of order.

st

SOFTWARE

1 VIRGINIA GARDENS, FAIRWAYS, MILNGAVIE, GLASGOW

G62 6LG

Telephone: 041-956 5058

Please send me Wild West Hero NOW!

"Wild West Hero" is prohibited.

est Hero'

M
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Saveral nm with tallar y
bulldings 1o play with anly a
bomb control. D-leli its simplicity,
reasonably addictive

GUN LAW

Produces; Vortes, 16K £5.85

In real life the famous James Gang
word to be lousy shots,
unable 1o hit a man six feat from
them when all live tried to gun him
down. However, Vortax have put the
whale thing ﬂmmm this well made
programma 0, as Marshall, you
mﬂut them down the dusty
streets of town, firing at figures as
they appear in doorways and
windows. Your refloxes must be fast
as you wan't gét & second chance
from these baddies. Bullets are
restricted, so it's important not to
shoot innocent people. Despalching
a baddia earns you dollars, The
graphics are generally good.
although the gunsight could have
baan batter. Hoasonably interesting
and indecently addictive

JAWS REVENBE

Producer: Worklorce, 16K £5.05
This is a game for hung ry peopila.
You're a shark on a jaws-agape-
feeding-frenzy. Fish, swimmers
(mowing at Qlympic spaads) and
poatmen all go down your throat,
Some fish have a habit of turming red
and poisonous, 50 don't eal those,
and the fishermen in their boats
throw harpoons or drop depth
charges 1o stun you. ¥ou can catch
tho depth charges and defuse them
baforé they reach (ha seéa bed. And
the séa bed tself isn't flat so don't
run into it It's a sort of Panstrator
mests Galaxians under water. An
amusing game with good graphics.

| No joystick option.

JAwZ

Producer; DK Tronics, 16K £4.85
On the same theme, Jawz is the
other way round. You must use your
underwatar gun sights 1o shootup
the maruding sharks, whilst avoiding
the gunge droppi SONOUS
jelly fish on the surface, The game
was originally made by Eifin — it's
being marketed by DK Tronics
probabiy hasn't made all that much
diffarence becausa unforunataly it
has a very limited appeal for serious
arcade addicts. Good for younger
children.

JUNGLE FEVER
Producer: A&F, 18K £8.90
Got your man 10 jump over the traps
dug by Piq;nin and then swing
BCToss a pit using a ropa tied 1o a
tree. What comaes after that is hard 1o
ma because this game with ih

Ive graphics is not eas
damned rupi?d ma overy
Good fun to play and ununuhlr
addictive but plrhlpu iittie
overpriced. No joystick option

JUNGLE TROUBLE

Producer Martech, 16K 06.95

A game with a similar theme 1o
Jungle Fevar. Collect an axe and
leap across stepping stones set ina
crocodile infested river, On the othar
mm:umnmmnumm
traag, which must ¢

The trees will tall on you (i wl-l'f'
nol guick to jump out of the way)
and they blunt the axe — 8o back for
another. Monkeys live in the trees
and steal your axe bul you can chop
tham with it — if it's not al

Blunt. If thoy steal it — i'sb for
another. With the forest laid waste all
you have 1o do is swing across a fire
pit using a rope, jump a chasm and
then homae for tea. A busy game with
plenty of opportunities Tor {ailume
and 50 pratty nddictive,

KNOT IN 3D
g.ngum'mwﬂwﬂmm
Extremaly hard 1o sea how this

game works at first. it A

pxtraprdinary
could really be thought of as a grid

¥

gama or a bozy boa gama but with
you as the snake actually in the
screan but ina 3 dimensional space.
Conlused? Well you will be. Sieer
\rourul'f through the white void
3 t‘ﬁnm brightly coloured
mul a L of the r.hmr: twisting
and turning to find space to move in
bafore it all gots filled up. Uses
cursor keys 8o AGF or Protek
joystick would help. Tremeandous
value for monay, and addictive toa.

LUNA CRABS
Producer; Micromega, 16K £8.95(1)
Author: Marvyn Escourt!
You must know tha lesling—thers
r’nu are, on & Saturnian moon, away
om tha safety of your explorer's
ship, uhira:nmm of moon rocks,
when suddenly there are all these
nasty red crabs surrounding you and
bing grean spit all over the place.
ortunately, you have your guided
missile cannon. Descriptive 30
graphics are aftective in this simpla
shool-back-at-em game, as you
whirl and turn (0 avoid the green goo
and to aim al the fHiendish crabs
Good animation and colourful
graphics, but in the end a game with
limived playng appeal. Sensible
control keys, no joystick option and
only one skill level. Overall CRASH
rating 62% M/C.

LUNAR JETMAN
Producer: LKimate, 48K £5.50(1)
The foliow=-up to "Jetpac’ is, as
sxpected, a fabulous . Hithasa
drawback it's that it is oo ditficult to
play, but as is usual with this sort of
game, experts can get a long wa
and prove that you can score! A
failing to construct his space shop in
‘Jelpac’ properly, Jatman has
crashed on the moon with only &
Moonglider Tar company, plus a
clutch of sssoried and unexplained
equipment, alien missile bases and
hordes of horrible alien creatures
Hall the fun of the game is
discovering what makes what lick,
since Jetman can pick up objects
and transport them himsell, or drop
tham on tha Moonglider lor
transport. He can get inside as weil,
wheare he's sale from the aliens, and
drive the Moonglider along. But it
won'l cross holes in the ground.
Thess must be filled with bridging
units carrind on the side of the
virhicla. Whanevar an alien hits
Jotman, il creates anothar Craber,
The basic aim of the gama |s to
destroy the allen bases—but this
task certainty must rank among the
moat herokcally difficult of all tmael
Supert graphics and sound
(improved with talking aliens if sf""
have a Currah
attached), a lol of wel mnmﬁ kays
which mako the tick options
{Kempston, AGF, k) a bit
redundant. One or two p
gmu Overall CRASH rat
%=—nighly recommended. M/C.

MINED-OUT
Produeer: Quicksiiva, 48K £4.95
Author: lan Andréw
F the inlay card, which was
written by a stoned

ickaiiva copy writer, and play the
game! You are presented with a
blank field, densaly sown with mines
and you must gel 1o the other side
without blowing up. Take a step ata
time and walch the warning which
tolls you whether there is a mine in
an agjacent sguare — s it left, right
or ahead? What happens whan
ara {wo or aven thres mines? The
tenslon mounts and clever, logical
thinking is your only saf rd,
Level two offers maidens In disiress
1o be rescued and later levels still
confront you with things that chase
and make you move quickly. Nine
levels in this most nail-biting gama.
And it hasn'l dated a bit, still worth
tha monay if you haven't tried it
Aecommended.

MOLAR MAUL

Producaer: Imagina, 16K £5.50
mm-mmu;nlm mmr !H:‘i.m
Imagine i you to n
fight against the DX (T rm:‘
menace. Your weapons are a
toothbrush and some Imagico
toothpaste. The screen opens
(Eterally) with a gaping mouth and
livaly clean white teeth, Toffees and
other gunk appear at the centra.
axciting the interest of the horrid DK
bugs, and in -ouw Iornwd' the 1':#:'-
beginning to purple an
black out all over tha mouth. The
trick with this game s manoeuvring
the wratched toothbrush into exactly
{he correct position tor the
toothpaste o be squeered from the
tube. An excellant game with
wonderful graphica, but 5o
depressing to watch! I'm afraid it left
an unpleasant taste in Jmnuih, but
| have o say it's good v

Joystiok: Fulier,

MRS MOPP
Producer: Computasolve, 48K £5.50

i1
Author: Tina Bilet
The game which sets out 1o prove
that it's batter 1o create 8 mess than
have to clean it up. Mrs Mopp's
family must be the messiest in the
world. They |iter cups, clothes, dust
and just about everythng sise all
owver tha floor. Moppsie has five
utensis 1o halp her in the task, but
only the correct utensil will pick up
the appropriate rubbish. There's also
a kitchan sink, washing machine and
dustbin sheé muat use when the
utensil carried becomes full. Picking
up a utensil is done simply by
moving up against it and it can be
deposited by raversing the
sequence. Like any hard working
housewife, Moppsie likes a tipple
now and then 1o keep up up her
spirits, but if you let har spirit level
gel too high she becomes drunk and
disarderly. I the work load becomes
too much, sho'll give up and loave
homa! The only extra alds are
magical spells, but all 100 often
thasa seem o be oul of stock. Wall
aced control keys. joystick:
E empsion. Cule graphics, smooth

mowemant and an orl ﬂ-ll'ﬂI o
play. Reasona , overall
CRASH rating 69% M/C.

NAANAS

Producar; Mikrogaen, 16K £5.85
The cassetie hstlru-n ‘Maanas’ Hﬁr

confused! Another of Mikrogen's
naw games which insists that there
are usar-definable keys when thare
aren't—obviously a bit confused!
The aim of Naanas (or whalaver) is
to dash around catching bananas
which a monkay s throwing down. I
thw it 1h1 floor and you trsad on
ip over lose alile. In
-d!'l lhlu are coconuts
aropping with painful
Graph s ke pretty
r erar
simple and the monkey doesn't
mowve al all. The cursor conirol keys
work guite well in this game, no
joystick option. Pratty and fun to
play lor a short while. Overall
CRASH rating 52% M/C.

PARADROIDS

Producer: Mikrogen, 48K [5.95

Author: C Hinsiay

if Paradroids scores, it's on its

‘differantnass’. The idea h to move

up and down your energy beam

tiring laft and right al the mdrd-ut

The jump olf the various ledges all

the way up the sides of the nuclear

mntﬂm are defending. Should
uﬂrc;mhuh to the

tha reactor and

muma ifta rnuch mord vicious

droids. The graphics are quite

mhlhr colourad, move smool

react quickly to the control keys

{wall laid out). the result is a

reasonible game, but somewhere

the idea has Ialtered—il's too easy o

play and s0 becomeas
boring. The inlay states
{hat thers are usar- definable
keys, but there aren't,
Owerall CRASH rating 54% M/C.

0DYSSEY 1
Producer: Parfection, 16K £5.50(1)
Author; T Williams

First prize winner of the Ega
soction of Computach 83, Odyssey 1
is a three-part mixture of arcade
gamed, designed 1o test the skills
and reflaxss of shool &m up fréaks.
Screen 1 is a Berserk' |
man at tha cross roads of four rooms
filled with firing robots. He can move
in any direction with rotational

controls, go forward and fire up ar
down at will. Gatting thr This
scraen lands you up in an Arcadia’

type situation where wrap around

L] of alien ships fiy overhead
dropping missiles on you as m'
shoot up at them. Mean trick is
that once drop the ml'ul't- Wrap
around vert . gradually filling
tha scroen with weaponry. Screen 3
pits you against pterodactyl-like
creatures which swoop down in a
whally original and alarming
manner. The genaral feeling of our
rEVIEWETS WS that this was a
surprigingly difficult and addictive
game 1o play. The graphics are fairly
small but the 100% machine code
program makes averything work
antremaly wall and ll'nﬂﬂﬁl'y. No
joystick option, overall CRASH
rating 72%, recommended.

OSTRON
Producer: Softek, 16K £5.95
Formarly namad Joust, Soltek lor
S0Me reasan. s name.
Thera's a lot of the "You're the sole
surviving White Knight, Guardian, of
ihe Lore, eic’ on the inlay biurb, but
basically you're on this Ostron thing
{slectronic ostrich) and the enemy
are variousy-coloured buzzard
1hm There are several floating

8 on which you can land
béfore rising to the occasion by
Napping your wings and attacking
tha anamy. When you meat, face 10
face, the one’s who's highest wins
First buzrards are pretty daft and
easy, but laler ones become fiendish
in thair atternpts 1o get you. All in all

anjioyable with

gra and sound. Don't hit the
wiater — you drown. 100 percont
machine code, joystick: Kempsion.
Good value.

PEST
Producer: Liitimare, 16K £5.50
It sounds a bit rude but it'a a
wonderiul game with Uilimate's
usual magnificent graphics. Robbie
the robot must {he swarmin
insect lifa from ng his plant. To
do this there are vanous spray cans
nrunguummmmwm
Each level adds a different insect 1o
the collection and the trick is that
you must use the correct spray on
the insect or It only serves o
stun for a moment. The insects also
kill off Robble as well as the plant,
which shrinks away if t's eatan for
too long. Letting it grow results in a
bloom and & new level. Amazing
100 parcent machine code,
piayer ...u""’“'m"""*m‘:.“;.“
gama, Ll

and Kampston

m-llhhm

Recom
ROM cartridge form lor £14.95,

PUSH OFF
Producer: Software Projects, 16K
L5.65(1)

original,
‘Pengy’ available—Blaby's ‘Dodo’
wils and of tha firsl. Soltware
Projects’ version 5 excellent. Bertha
the ladybird is in a garden being
pursued by four nasty insects out for
har ichor (biood to you). The garden
is full of green bricks which she can
burn out of her way, or send




shooting off in Lha direction in which
she's travelling. By this method she
can crush her enemies to death. The
insacts can aiso burn up the bricks
o reach her. Four balls in sach
quarter of the screen. if rung by
touching them, cause the insects 1o
into a tempo lizzy and make
vuinerable The colours ane
bright, graphics fast and smooth,
rod sound, rather poor control key
yout, joystick: AGF, Protek or
Kempston, eight skill levels, CRASH
rating, vary EN to excallent,
overall B5% M/C
QUACKERS
Producer: Rabbir, 16K £5. 99
Quackers is designed more for
children than shoot ‘em up addicts,
but its cheerful graphics should
make it popular. I1's set ina
tmirground duck shooting gallery,
whare four rows of ¢ &0 objects,
ducks, cats, rabbits, faces and a
glant turtle, move altérnately in
opposite directions before your gun
barrel. Uisar-definad keys or cursor,
which means you can use AGF o
Protek joysticks

RACE FUN

Producer: Rabbil, 48K £5.90

The Spectrum hardly has the son of
graphics capability of the big road
racing games in the arcades, but as
far as Spactrum racers go. this s a
pretty good one. An overhead view
shows the track which varies from
wide to narrow. straight and
curved. Off you go with several
olhars cars. Bumping another car of
running off the road, slows you
down and cosis fuel heavily. The
object is to got as many points as
possible betore running out of
petrol. The graphics are vary good
with thé cars being quite large. User-
defined control keys (accelerats,
brake, laft, right) or cursor 50 you
can use a Protek or AGF joystick.

RIDER
Producer: Producer: Virgin Games,
48K £5.85(1)
Authors: Roy poole & Terry Murray
The writers of "Yomp' have come up
with another quasi-military theme
@ in two parts. Firsi screen you
m from & plane on a parachule
and try to land on one of a stream of
rideriess molorbikes below. These
have bean supplied by the resistance
movement of the occupled country
you are spying on. Il you succeed in
landing on one it cuts instantly 1o the
scroan. This s a 3D view of a
country road, heavily sowed with
visible mines, dawn which you must
ﬂﬂl your carsering bike Although
details and large graphics aré
quite good the game ends up being
unpiayable You can't brake and turmn
at the sama time for instance It all
palls very guickly and ends up being
much slowar than it should
Reasonable control keys, seven skill
levels, no joystick %‘-on only a tair
& Owverall CRASH rating 50%.
ixture of BASIC and M/C.

RIVER RESCUE

Producer; Thorn EMI, 4BK £6.85(1)
Author: Phil Snell

Yau'ne in control of & river speed
boat. The screen shows the north
and south banks above and below.
lﬂ""“‘"ﬂ scrolling from right to
laft. You can hold the boat's position
10 tha left (sater) side, middio or
right (dangerous) side. The object is
to rescue explorers from the north
bank jeity and land them at the south
bank jetty. As the two jellies are
opposile, you can't jusi commute
batweon The boat can take up
1o six sxplorers al a time belore
landing them, but if you losa the
boat, you losa your sxplorers 100.
The river is infested with crocodiles,
sand banks and logs. which you
must avoid. It you're vary good, a
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fival firm overflies tha river dr
mines on More points scored
for travelling at the .%ht of the
screen where your reflanes have 1o
be very last. A fast, addictive apd
original gama with neat graphics.
Good control tmpmﬂmm joystick;
Kampston, Sinclair, 1 or 2 player
e1 Recommended Oyerall
RASH rating T4% M/C

ROAD RACER
Produce:r: Thorn EMI, 16K £6.85(1)
Author, Graham Wisgdom
As s name implies, this is anolher
contender for the Spectrum "Pole
Position’. The 3D Road/Landscape
eftect is pretly good. and unlike
Britannia’s Grand Prix Driver, the
graphics are solid. However the road
i this version does not actually
bend as you Qo round corners,
alt h the background does
move Controls are very good, in
addition to brake/accelerale and
left/right, keys 1 and 2 selec! o or hi
gear, I you use the gears incorrectly
you will blow your engine. There are
advinral other cafs 1o overtake belore
m-c;\:;g tha finishing line. Perhaps
ong lem with the otherwise
excellent inlay card, is that they
don’l @xplain how 1o get going,
which is a little confusing at lirst (see
review in issue 1), Bright and large
graphics, rather poor sound,
gzumt: Kempsion, Sinclair. Overall
ASH rating 70%—good M/C

SANTA

Progucer; Artic, 16K £5.85
Produced far a rush Christmas
market, this tape conlaing seven
different games in a compendium
All the games are short and

one, ‘Audoiph Goes Racing is fair
J ng by the names and games
quality, the tape |s aimed at younger
children and grandmas and
probably won't be in circulation for

vory |  Owerall CAASH ratin
ﬂz. g:%lﬂ : .

SHADOWFAX
Producer: Postern, 16K 585
Shadowlax came out with a lot of
ballyhoo at ET 85, which was grossly
overpriced, 80 it's nice (o see
Postern have dropped it now. No
oné can complain about the
Hl’pmcl which are gquite excedlent
nfortunataly the gama has very
little else 10 offer. You're mounted on
your white charger (the intay blurb
might lead to suppose this was some
Hobbit-like adventure) and ridin
agains! the black horses that galtiop
on from the left at random haghts
You can lire a bolt at the
approaching enemy but you must
then explode the bolt at exactly tha
right moment. And that's the game
— yOU Bre up against the points.
Mind you, it is mesmarising, o you
do make mistakes. Definitely a game
to get o look at first —if you lika the
idea. you won't regret the graphics
No joystick option.

SHARK ATTACK

Producer: Romik, 168K £5.99
Author: lan Anderson

The thame from ‘Jaws works nicely
but the rest ol The continuous sound
will eventually drive you mad. You
st Save OClopussss (oF octopi)
from the sharks by weaving a
protective nel around the oclopus.
Should a shark eal the octopus
before you screen il, then the shark
can eal rngl. Having sither

BlC or failed in this task, the
res! of the game is to fill up as much
of the screen with net without
getting eaten yoursell. Three leveils.
one or two plmm-. Joystick:
Kempston or 5i r. Agama with
vary limited appeal and no addictive
qualities, but it might well -3
younger childran, a sort of Painter
maets Jaws

SIEGE

Producer: Postern, 16K £5.69
Author;, Mike Singleton

Throw rocks down from.a high
castie wall onto the massed
attackers trying to climb up. As the
rocks fall they knock the attackers
oll, ohen several sl a time as one
!i.iliﬁ? man catchos another. Tha
stick figure animation is cule and the
game should appeal to younger
childran, but it is very limited as far
as the serious addicted arcade
player is concarned. Simple control

keys

SNAKE PIT
Producer Postern, 16K £5.95
Author Mike Singlataon
This is pacman variant, bul it is too
original to lump in with the rest ol
the yeliow gobblers. The 'maze’ isa
live, wriggling one. Seven differant
coloured snakes are trapped in thedr
nests, surrounded by a screenful of
green eggs. Your job is to eat all the
eggs. Only the red snake can eat
eggs, so it instanily Irees itsell and
bagins eating round Tthe screen,
frasing the other snakas as it goos.
When you meet a snake head on
there s a nasty little guiping sound
and that's it until you press S for
anather game. Should you clear the
wmrouihmﬁrrl chance lo sat
the snakes (tail first) as well as the
?'rl | never got thero. this is very
icult. The graphics are superb,
;.uhlu enough 10 turn the stomach!
ty the control keys are so
awlkward, and no joystick oplion.
Addictive and good value

SPECTRA SMASH

Producer: Romik, 16K £5.99
Author; John Bell

This s gimilar to Titan's Ground
Force Zero, bul rather more
complex, in that you have imited
height control over the plane, and

there are gun turrets on some
buildi fing al you, none on the
easiest , more and morfe on the

harder ones. Bombing the guns first
obwviously helps. Should you land
successtully. having bombed the ot
liat, the angry natives reward you by
sending oul a fuel tanker $0 you can
take off and do the thing over again
ot a higher level. Of course they win
in the end! Three lives, hi-score,
sight levels, joystick: Kempston,
AGF. Protek, Sinclair. m/c,
Recommendod.

SPECTRON

F;mn-- Virgin Games, 48K £5 95
i1

Author: Mark Kirkby

Probably Virgin's best shoot em up,
?_l;::blblf thioir best gama in fact.

IS 5 & no-win ‘Berserk’ lype game
that demands fast reflexes and a
sixth sense lo get very far. One
reviewer was able to count as many
as 216 enemy robols on the screan
at ong time. Enemies include
Swarmers, Speaders, Launchars and
Electrons (which leave
indestructitie electronic fences
béhind tham). Your robot fires
automatically when on the move and
control is B-directional. Wedl thought
out, with detailed graphics, very
good sound, no joystick option but
woll placed control keys. all
CRASH rating 77% Recommandad
'ﬁﬁ CHASE
Producer: Gam, 16K £4.85(1)

You are in control of a ship equipped
with depih charges which can bo set
1o sxplode al nine different depths
depending on which numeric key
you select. Beneath you, submarines
cross the screen in one direction,
occasionally firing missiles up at you
which must be dooged. The arl is 1o
selact the correct depth st which o
explode the charge to kill Ihe sub. At
higher skill levats the subs

depth randomly. On the whole a
game more intended to w
younger children. 4 skill )
reasonable graphics, poor sound,

:i;n‘pll wﬂ;ui :ﬂ-;; CRASH rraung
—poor lor addicts, good for
children. M/C,

TRANZ AM
Producer: Uitimate, 16K £5.50
I's past-holocaus! America and the
country’s a barren deser with a few
citigd hidraanhd Thare whaie you can
fuel Oiherwise a clutch of Mad
analikes in deadly Biack Turbos
are out to kill you whils you hunt tha
wastes looking for eight gold cups
Tha playing scréen is only a G00th of
the available area. Instruments on
the left show, time taken, miles
travelled, a map ol the States
showing cities and your location,
local radar showing cups (i any)
and enamies, apeedo, tuel gauge,
angine temperature and lives laft. 8-
directional movement, excellent
graphics, highly playable. Joystick:
Kempaton. Highly recommanded.
Also available in ROM cartridge form
for £14 .95

TURBO DRIVER

Producer: Boss (UK ), 16K £5.85
Another for the racing car addicts
Turto Driver leatures very large
vehicle graphics and an aftempt (not
entirely successtul) at 30D through
perspective. Six other cars leap
away lrom the starling line whan you
stall. You must catch them up. The
cars and several other hazards make
lite ditficult, and if you go too
carefully you'll run out of fusl. The
track is quite straight, and there
aren'l those wonderful explosions of
the original arcade version, but this
iS5 a popular programma and does as
well as the § rum will allow. m/c.
Joystick: Kempston

30 ANT ATTACK

Producer: Quicksilva, 48K 08 95 (1)
Author; Sandy White

Same of the bost over 3D graphics
for the Spectrum which work
excellently not only on the
numercus bulldings but alsc on the
softer lorms of the hero, heroine,
and dreaded ants which swarm
:hmzh the walled city of Antescher,
The object of the gama is to jump
over the one spot low enough in the
outer wall, find your girifriend (or
boylriend— can select which),
and escape before the ants get you
You can run and jump in four
directigns, throw grenages 1o kil the
ants over varying distances, or stun
them by jumping up and down on
them. The scensé can be viewed from
any oné of four angles. It isn't easy!
There are 12 control keys reguired
and it takes a lot of time to get used
to them, but the graphics make it all
worthwhile. One criticism nimed at
the gama is thal thefe's more
technical virtuosity in the program
than game play and it can becoma
repalitive afier a while, Neverthaiess,
an amazing gama. No joyatick
optlon really possible. me?
recommaended, overall C

rating 85% M/C

30 COMBAT ZONE

Producer: Artic, 48K £5.95
According lo Artic. this is their best-
selling programmae 1o date. and no
wondar. The first real 30 effect in the
Spectrum. Travel across the flat
plain and battle with ensmy tanks,
flying saucers and super lanks — a
kill or b killed batlle of wits among
the pyramids in real time. The game
gives a tremendous sense of moving
about in B space and can be quite
hpynotic. Baltle radar 1o spot the
anamy and calculate distance.
Joystick: Kempston. A lirs! rate
game and highly recommended.

? DEATHCHASE

roducer: Mi 8 18K 06,95 (1
Author Mmmm iz
Selecied as Game Of The Month in
issue 1, this is just a fabulous game
The idea is simple; al the base of the
screen is the front of your motorbike
with two gloved hands gripping the
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handlebars. Ahead is a fal
lgndscaps with o few (rees and (wo
other bikers circling around. As
$00N 83 Yyou accelorale 1o give chase
they ride hell for leather, When
you're in range you can star liring.
Whan thay're both blown away tha
scene changes 1o night time and
repeats, then back to day 2 and 80
on. Occasionally a helicopler and &
tank cross the horizon and gain
mofs points lor you if hit. Bu what
makes this game one of tha most
compeliing to play are the trées you
mMus! weave Ih:m.-ﬂh in pursuit of the
enemy bikers. With eacn screen they
get more numerous, and the elfect of
whipping through them is truly
alarming! Return ol The Jedi has
nothing on this! Excelient graphics
(marvellous explosions), superb
scund, sensible conlrol keys,
joystick: Kempison. Excellent
Overall CRASH rating 92% M/C

30 DESERT PATROL

Producer: Computer Renlalg, 16K
£5.95

This simply ian't a very good
prgramme. The 3D is primitive and
the graphics uninteresting. You
must ke your tAnk in batwaen
minelields to the eveniual salety ol a
road. whitst avoiding fire of anemy
tanks. For a start off you cannot
move and fire &t 1he same time; it an
enamy tank gets into position and
fires everything slops and you're
dead — No dvading: 10 Avoid the
anamy you maraly turn until thay
disappear from the screen, if you
creep round the adge of minafields
then they won'l lire on you anyway
Soall it adds up 1o is a dull and
poring game Cursor k and 0 to
fire — allows use of AGF or Protek
jaysticks

30 TANX

Producer: DK Tronica. 18X £4.85
30 hare rofers 1o the distant bridge
whaere rows of tanks pass bafore
YOur gunsignt and the realistic
trapectory of your shells which must
ba simed right 1o stracie the
thickness of the bridge. The
graphics are very good and so is the
sound. Skill and timing are sssential
1o good scores — and staying alive,
becauss the tanks fire back
MNowhare near 4s aasy as it looks,
and &t the price, excellant value
Joystick: Kempsaton with Softlink 1

30 TUNNEL

Producer, New Generalion, 16/48K
568

You'ra rushing haadiong down a
tunpal and ditlerant phiacts llash
past you, which you must shool,
There's bats, spiders, rats and finally
a delightful Underground train,
compiate with twinkling headlights
Angd passen insiche. Thae lattor
musl be d rather than shot.
Running into the sides of the tunnal
cause loss of a life (five in all), and
you can underiake ths subtérranean
madness at threa apeeds, In 16K 1t
loads in two parts and thece is no
Undergfound train. Mixed apinions,
some liked i, soma didn’t

JOVORTEX

Producer: J K Greye, 16K £5.85

This is wery similar to 3D Tunnel,
excep! that the tunnel (or vortex) is
defined in multiludes ol coloumd
dots rather than solid blocks, which
gives more of a tunnel-like fesl. The
tunnel also twists and squirms like a
mad thing so it's guite a trick 1o stay
safely in the centre of it. On the other
hand, the 3D animation of the
objacts isn'l quite 40 good and Lhate
ate no skill levels which means it
quickly loses interest. Thera is a
long bul very amusing intro in the 2-
part load. User-defined control keys.
50 il works with almost any joystick
Good value but limited playability

TRAIN GAME
Producer; Micrasphare, 18K 05 95

1)
(nm i3 another game simple in

concept and marvellous to play. in
tact t's dangerously agdictive and
should probably be put on the
governmen! proscrnibed drugs list! A
complox rallway layout with 24 seis
ol lattered points. allows you to drive
up 1o three trains around. picking up
passengers from thies stations

the higher skill levels ruunrgm
trains also enler the system an

must be redirected to 1:1 rid of tham.
Passengers arrive on the platforms
in the colour of the train they want to
calch, and get angry if kept waiting
too long, lurning white with rage!
Greal sound, nice graphics,
maddanly frustrating to play and
simply wonderful! Get one today!
Saven skill lovels with various sub-
levals; rating, very good. Overall
CRASH rating 76% M/C.

WILD WEST HERD

Producer; Timescape, 48K £5.90(1)
Author: Silicon Kid (17}

Etudu ol into the cacti-strewn desert
and fight it outl with rampaging
%u‘ngl of banditas in this good
‘Bersork’ type gamae. instead of maze
walls there are the cacti and
treacherous irees, which kill on
contact. You're armed with a

comtinuous repoat firing Colt 45—
and just as well, the bandits are
numarous. One of the best ‘Bersark’
games yel with large graphics,
smooih movermnent, sensible control
koys, joystick: Kempston. Good
sound, increasingly difficult scrsens.
Overall CRASH rating 83% M/C.
Recommended

ZIP ZAP
Producer: Imagine, 48K £5.50
Author lan Weatharburn
In 2ip Zap you are a severaly
dam robot with a motor that
won't turn off and anly limited
braking power, 50 you tend 10 travel
in circles. A lelapor delivers you
(mice graphic) into a swirling mass of
miserable aliens from whose deadly
touch you are protecied by a
failing shieid. The idea is to buzz
chaotically around in confusing
circles 1o collect four power unils,
When you touch one it sutomatically
attaches itsell 1o the teleportal.
Whan all four are in position you can
get back to the teleportal in ima. By
Imaging's standards, not their best
game, but till better than most
inmu around. Joystick: Kempsaton,
GF. Protek, Fuller.

SPORTS SIMULATION

BOWLS

Producer: Lotus-Soft, 48K £4.50 (1)
Author Darok Jones

It you're fed up with tapping allens
of roaring round the race track, why
not retire to the peace and guiet of
an English bowiing grean? This
game olfers the services of the
compuler as a mediator rather than
player betwaan two opponants. Tha
computer throws the jack’ and then
Bach player has 4 alternative tums to
bowl, the object being o gt your
bowi as cloas to the ‘jack” as
possitle. Cursork 5 andBare
used 10 deteérming direction of
throw, and the strength is
determined by choosing the weight
of ball, & heavier ball going further
There i a fealurd which
diagramatically shows how close the
bowls are to the jack after ach
throw. The game is neatly executed
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but suffers the commaon Isult of
sports simulations — the lack of
uitimate reality undermines the skiils
required to play It. However, it is
good value for money and will
doubliess appeal to many. Overall

CRASH ""'3 én. good If you like

the idea BA

CHAMPIONSHIP DARTS

Producer: Shadow, 168K

Author: D Lockett

You might think a gama of throwing
skill would be difficult to transiate
into a computer game, but Shadow
Software have managed very nicely
in this cute and gontis game. After a
ling title card, & large, traditional
darts’ board appears. By pressing
any kay you freazs a fast moving
swoep ling, which determines the
sagmant your dart hias hit. At the
base is a cross section through the
board showing the rings — double,
single, treble, single, outer bull, bull
I's plegant, simpls and very
aftective. A sensible
demo/instruction mode shows you
how to do it. You can selec! the
number ol points required for a
game. enter the two playérs’ names,
and the program guides through
three shots in each tum. You must

finiah with a double or bull of course,
Parhaps not exactly exciting, buia
fine game and worth the money,

FOOTBALL MANAGER
Pm&mu; Addiciive Games, 48K

£8.

Author; Kevin Toms

Universally agreed as one of the best
of Spectrum games of any type. This
I8 a8 much siratagy as simulation as
you choose a team from 64 on offer,
and try to work your up from
Division four to win the FA Cup. The
background to the gama is quite
realistic. with players losing strength
vaiug and gaining it by res a
match, morale worsening with lost
matchas, declining crowds and
resulting loss of gate monay, and all
the technical and strategic problems
of a club mllm Having selected
your L&am, st the apponant's

the ful ‘m‘m"ﬂﬂu‘nﬁ'ﬁﬁ'&
a fully animated, h

of the match! An amazingly
mwmﬂm game with seven isvels
of play and highly recommanded.

GOLF

Producer; Abrasco, 16K £5 85

For 16K usors this is a very good
program with guickly assembied
graphics that clearly show posilions
of tee, green, fal , bunkers, troe
harards angd hare's no
animated fer as in tha Virgin
pame bul IT's mads up Tor »

claarly visible balls that follow & path
of your shot. You can input
commands o us® a 1 or 3 wood of
given strengths, or 1-8 irons which
ask wehther you want a soft or hard
strike If you pick batwean 7 and 9
won, you are realistcally asked
whathar it should ba a chip shot or &
pitch. When both players are on the
greon the screen scrolls 1o a close
up which uses a 20 loot scale for _
judging the distance of the pull. The
only drawback might be a tendency
to crash if an incorrect variable is
antered. An attractive and
raspansively fast gama. One/two
olayers and chooge how many holes

to play

GOLF

Benstucas Virnin Camas 40K [% Q%
Author: Dawid Thomaon

In this version of the noble gama,
one 1o four players may lake pan
and play between one and sightean
holes. choosing handicaps up 1o 28
The higher (worse) your handicap
the more erratically random your
shots become. Thasa's an oplion on
five clubs wilh a cholce of strangth
botween 0 and 10. When your
salaction has been made and you
have estimated the compass point
direction in which to swing, an
animated golfer appears and hits the
ball. Once on the green a putter is
automatically selectad Whike fun 1o
g_l:y there are goveral drawbacks.

& graphics are very slow. each
hole being built up character line by
character line. The random quality
ol the handicap system undermines
its value — everyone should choose
a rero handicap! And the compass
points are neediessly difficult as
North keeps shifting direction with
every hole. Worst of all Virgin have
been selling the game with a glaring
bug — when asked if you would like
another game, there's an incorrect
command in tha BASIC which stopa
thie program dead. It's easily
cormacted bul annoying

6OLF

Producer: Artic, 43K £5.05
Sub-titled 51 Andraws. this gama is
based on an accurate raproduction
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(of the workd famous golf course.

Each hole is drawn out showing the
wirll known details and a brief
description and history is given. One
or two players may take mpllying
B proper game or gingle of
thair choice. You are asked whether
you wish 1o use a wood or iron,
&trangth of shot, expressed as a
percentage, whether you wanl the
shol to go straight, fade or hook, and
what angle. Arnving on the green the
screen culs to a close up for the
putting. The graphics are mr.;nn
graen and very simply drawn. The
m is I:Eﬁ.&lglﬁ altar lyping

figures you ENTER, but words are
accepted automatically, The
temptation to enter W for wood will
result in & bréak into — the
main drawback of an otherwise
interesting game.

POOL

Producer: Abrasco, 48K [8.85
Author K Esves

A sudden flurry of interest in Pool
makes for some interesting
comparisons. One of the newer ones
I8 this version from Abrasco for two
1o eight players, with the oplion of
playing & loa . AS usual, the cus
‘bail is by a small cursor
gol — in this case the cue ball travels
towards the curaor, which is
controlied by use of the cursor Keys
{slow and fine tuning) or the zero
kay for last positioning. A very clear
sirenglh bar indicalor is used 1o
datermine (he distance the gue bail
will travel, and is positionad with
koys 5 or B { min/max). Considaring
the Limitations of the Spectrum and

TV lﬂlﬂlﬂiﬁﬂﬂg‘..lhll araphics
are quite good and the movement of
the balts is convinci accurate

though terribly busy Game rules are
a close copy of the real game, the
balls are marked as spols or stripes
mmmn turn for a fowl shot.

POOL

“Producer. Bug-Byrte, 16K £5.85

his varsion is unusual in that the

cue ball cursor may be placed
anywhare on the table, which allows
lor greater control over the shot. On
the other hand this is nol a very
closa copy of the real game. In
nddition to the cue ball, there are six
pthar numbered balls (you score the
value of the potted bail) and each of
the two players takes it turn, playing
ihrough until ali the balls have been
potied or he has missed thres
conseculive pols, or potted the cue
ball In this sense the game s a bit
limited. Tha graphics are clear
although more use of colour could
have been made — all the balis are
red, but much hlgrr than in the
Abrasco vorsion. Practice probably
makes parfact, for it isn'l as easy to
play as it looks

POOL

Producer. CDS. 18K £5.95

Author Mike Lamb

CDS have done very well with this
version. It isn't a classic siripe or
$pot game. Thore are six bails, thred
med, ihree blue. The cursor moves
round the edge of the table with key
8 picking up speed as it goes. A 4-
block bar indicator is used lor
strength of shot, a sensible
arrangement where each key siroke
adds a block. The graphics are vary
good, wilth neal movement and
perhaps the bast stopping affect of
any of m:{g::lfmoour games
dvallable or two player games,
scoring and hi-score. Good vaiue.
Machine code

SNOOKER

Producer. Artic. 18K £5.95

With the minimum space devoled to
score lings or amballishments, Artic
have produced aboul the biggest
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playing tabie ror their game, which is
a classic six Colour, nind red ball
Instead of @ moving cursor, the cua
ball radiates a direction indicator
Hne controlied by the cursor keys,
and tha strength of ghot is given by
using keys A to 2. The table is
correctly marked with D and spots.
Balls pocketed appear in a gréen
band at the base of screen and the
score s auvtomatically kept and
displayed at the base of the table.
The ball colours work quite well and
the movement s reasonably smooth,
although the balls do stop very
suddenly. Maching code.

STAR SOCCER .
Producer: Watson, 16K £5 65
This is & gquite difteren! football
i-m_- from Football Manager by
ddictive. and s really o computer
warsion of those oid foolball gamees
where you controlied your men with
rods and handles. It's designed for
iwo players, but since you noed
much of the keyboard, quick change
overs am essential! Alter loading
t:u are presanted with a Super
ague of eight wall known teams
and a lsague scosing Iatle Having
decided which team sach is o play,
the two opponents may selecta
playing formation; 3-2-5; 4-2-4; 4-3-
3; or 4-4-2, The playing fieid now
appaars with all the numbered
players of each side set up ready o

the kick off. The players arenot
animated ligures, but numberand
squares, uniike the well-known Atari
wersion. Passing the ball is done by
selecting the player's numbaer to
whom you want o pass, and the
game ratfles along with both sides
attempling to tackle, intercept and
aoore g  Godl Kicks and corners
are featured bul not side throws
This i highly addictive to play — it
could even be the and of lootball as
we know it,

TEST MATCH

Producer: CAL, 48K £6.95

This game should bowl over all
cricket fans (non-fans will ling it all
double-dulch). Fast action with no
wail limes makes it a speedéd up
version of the real thing
Participation is very limited,
however, you're allowed 10 selact the
bowlers in your team and ordar the
batsmen, bul from then on the gama
runs itself automatically. Only in the
avent of a good midfield shot do you
have (o sit up and decide whether
the bastmen should risk g run or not
In fact the odds seem pretty good
since the fielders are not very
accurate long shots al wicket
Feutures howzzats of bowled,
caughl, run out, Ibw, and follows resl
gricket very closely with the
exception of Australian beer cans on
the pitch.

Producer; Tamptation, 48K £5.85(1)
Author; Simon Manslield

Set in the South Atlantic during the
Second World War, this game
racreates the actions of the German
pocket battieship Gral Speo. The
aim is o sink allied morchant
shipping and survive attacks by
allied battleships. 2 scréeens provide
you, as Captain, with a sea map of
the Atlantic and indicate your
position and that of enémy shipping
You can direct your ship towards the
enemy, and when close enaugh,
change to a séa leval view ready to
angage with aithar guns or
lorpedoes. Instruments show you
your speed, heading, enemy
position and distance in yards. On
sighting the anemy, his ship appears
gradually above tha horizon. If
armed, it begins firing back. A
serous drawback is o keep tha
mmr in your gun sights you
actually have to come to a slop —
not wery realistic. Tha oplion menu
for controlling your ship is aiso
extremely linicky. Average block
character graphics, good sound and
use of colour, 7 skill levels. Okay for
st Cwerall CRASH rating 54%
BASIC

ARLINER

Producer; Protek, 16K £5.95

Take command of a modern BAC 1-
11 jot mirlings and land il safely at
Edinburgh airport. You can also take
off and land al a second airport, The
conirols are necessarily simplitied
{from the real things. but they are
cbmplicated encugh and some
knowiedge of how big |ets actuaily
fly halps. There is no view through
the cockplt window unless you are
ona correct flight approach path,
whan the runway lights will appear
Extensive ingtructions look
daunting, bui are worth digesiing so
thal you don'l have (0 panic al the
Iast minute. Operates in real time,
but things happen quickly whan the

airport is approached! Sensible,
clear graphics, reasonable control
responses, all in all an absorbing
gamao

FLIGHT  SIMULATION Producer
Psion, 48K L£7.95

An aarly Spoctrum program, and
always pog;ﬂnr. this simulates the
eftacts of flying a single seater light
aircrafl, including landing and

taking off. Thera are 2 airfields (one
very difficult and surrounded by
hills), lakes, beacons and a very
good map of the whole aréa. It lakes
many minutes 1o My over the whole
map. instrument flying is essential 1o
success and, as usual, there is a lot
of accompanying instruction (o

o . Thecockpit view is simpla
but oddly realistic. If you anjoy
contemplative games, then this is
still one of the best, although watch
oul lor some oddities it you try
looping the loop — the program
doain’t seem o cope with that!

THE FOREST

Producer: Phipps Associales, 48K
£9.85(1)

Author. Graham T. Relph

An amazing program which
simulates the sport of orientesring
— yal manages to be much more
than a sport simulation. An
enormous area ol geography is
enclosed in the program, QnTl; n tiny
bit of it already mapped for you.
Included is a 12 paint orienteering
course for you 1o complete in the
shoriest possible time, checking
2ach point in the cormct soquance
The display shows you the Lerrain
six metres in front and uses symbols
for tha differant terrain, roes,
shrubs, lakes, towns etc. Special
point features are displayed as
messages and an eye level indicator
telis you whather the ground is
talling or fising. 80 you caneasily
follow the contours. In addition you
can go off and char the unmapped
areas. The program will draw
contour and terrain maps for you oar
make up 30 views. A massive
program, axcallent value,
recommanded. Overall CRASH
rating 88%. M/C and BASIC.

HEATHROW - ATC
Producer: Hewaon Consuftants, 16X
£7.95

Author- Mike Male *
If you gel a little gueasy lying, you
could always have a go-on the

ground as an air traffic controlier —
ifs this cass at the busy Heathrow
airport. You mus! direct incoming
flights trom the holding stacks salely
onto the runway . Your instruments
include radar, showing the aircrah
call signs, blips and trails. displays |
giving the sititude and beari /
hea and speed and size of the
aircrafi. There are 7 levels of play
including a demo mode, and you can
progress 1o handling mixed fralfic,
restricted sirspace and sulbound
flights, as well as cope with
omargencies like unknown mircraft
intruding. radio lailure, loss of
runway and on board instrumant
tailure. After this you'll naver Ny
again! Recommended.

HUNTER-KILLER

Producer; Protak, 48K £7.95 (1)
Author: Rod Hopking

This is & submaring simulation game
sat off the coast ui%::m;.n
Helegoland (North Sea) during the
Second World War_ Y ou are
commander of an 'S’ type submaring
and your mission is to lind an anemy
sub in the same area and hunt it
down. Sailing too close 1o the coast
may result in your hitting a mine or
running aground. 3 screans show
you the control room, the chart room
and the periscope view of the
surface. The instrumentation is quite
complex, including ballas! indicator,
hydroplanes, baltery charge, engine
speed. rudder a heading. asdic.
acho sounder and much more. In the
PaTiCODe yOu mMay saa enemy
shipping and enemy aircrall which
will hunt you If you stay on the
surface loo long. Under water you
use electric engines and recharge
the batteéries on the surface, when
you use a diesel engine. The
accompanying lot is very
detalled and essentinl reading. Good
graphics and realistic sound, res
time operation. Overall CRASH
rating 61%. BASIC and M/C

NIGHTFLITE 2

Producer: Hewson Consultanis, 16K
£7.95

Author: Mike Mals

Drastically upgraded from ther
original "Nightting’, this flying
simulation allows you 1o ﬁnnt a light
avreraft at night, taking off and
landing or do acrobatics. New
features are a shitting perspoactive
which allows you lo sée Lhe correct
vigw ol the runway lights from b
whatéver angle you approach the
airport, many more hghts from
surrgunding hamiets, and a réalistic
:mnpg enging nose depending
on Instrumantation
compléx and includes variable Nap
controls. T modes of operation
including two auto-pilot modes and
a 1rl|n|nﬂ:nﬂl. and 6 difficuity
loveis. After-flight debrief feature
and cerfificale print-out. 100% M/C

STRIKE ATTACK

Producer: Micromart, 48K (5 95

The scenano promises an excellent
game — your mission as a Phantom
pilol i to penelrale enemy lermilory
and bomb & specified larget
Stacked against you are AA artillery,
SAM missiles and enomy fighters
Entry point is at 70 miles. 10,000 loet,
S0% rpm, 400 knots and 90 degres
teading. Chances of attack depand
on the Hlightpath — balow 2,000 leet
there's onty a 10% chance of attack,
which is still very frequent. The
technique lor avoiding tolal oblivion
is o break (hard turn) a2 4 or § gees
and :mnﬂc altitude rapidly o avoid
missiles. Il you stick losthe rules in
the 12 page manual you will be able
to escape every altack The display
shows A ‘radar picture with you in
the cenire, targed 1o be bombed. and
ennmy positions. Thore are aiso
details like speed, heading, rate ol
climb, target distance and extra
méssages fof anemy aftack. The
poor vanation of attack and slow
display speed (BASIC) and the not
too exciting graphics are a bit of a lot
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down considering the potential, but
if you are an emhusiast of AAF slang
¥OUu may apprecisie the extra
magsages as the program is writlen
by aFlLLL J TF Dyer

STRATEGIES

anywhere and at almost any period
You set up the ampires, their
centras, (hair armies and weaponry
This is a vary Nexible game of real
war strategy which should kéep the
addict going Tor & long, long time
Very good value.

AUTOCHEF

£
Siategy” says the dictionary, 6 | YGG s miton in capial a0
Genera 'ﬂl- the art of war: | myustincrease this to 25 million in
management of an army or armies Ina | the shortest possible tima. The
campaign - art of moving or dispesing | problems you must cope with
iroops or goat o m;:ttu:u wary shareholders who are
the enemy the place and lime a MUYy EOUN NI RO,
ass8essing your performance and

m-'.[': mﬂ m‘.ﬂ who may even lorce you to resign il

v g you're not doing well, Inflation, a
attempt to si mulate real In® | siuggish economy and copious
wide rﬂ" {ahemi) of activities, | sirikes are other problems you will
and lo manage your forces, | facein this lively strategy from CCS
whether armies and naw, | !U's all very well eating fasi food, bui

or an l'lt'II.I'"I work force. Most | Mow fastis the money?

versions are games,
s0 IU's Important to be ‘save’ | BARON :
another convenient lime Producer: Temptation, 48K £5.85

Author Simon Mansiield

The game is for 2 to 4 players and
lakes you back lo mediaval times
{apart from one noted
anachronism). At the stan of the
gamea aach player is awarded a
castle, lands, workers and maney in
the lorm ol ‘dubloons’. The object is
1o plant your acreage, feed your
workers, hire mercenaries (and feed
them), buy them weaapons and rad
your neighbouring barons o take
maoney, slaves and land. Slaves are
useful because they do as much
work a8 your workers bul only aat
halt as much food. The weapons
yOour marcenarias carry depend on
what you spend and can Include
lasers (7) There are natural disastars
to conlend with like plague and rats,
and if you leed your workers
genarously they 1l give birth 1o
bables. Games of between 5 and 55
moves may be pre-salected. the

AIRLINE

Producer: CCS, 16/48K, [5/6.00
Start off with E3 million and turmn in
into £30 million and take over British
Alrways. Hijacks, strikes, crashes
and rising fuel costs all take their
toll. If you enjoy strategy gamaeas
révolving around empire building.
then CCS5 are tha people for you.
Clear text and illustration graphics.
Good value for money

APOCALYPSE

Froducer: Red Shift, 48X £8.95
‘Apocalypse’ is a game of nucloar
devastation. It's a long two-sided
load and a game for 1-4 players. it
can ake batween lour hours and
four years 1o play and if you oulgrow
the scenaric, Red Shift have othars
to add on. A large selection of maps
allows the action o ke place

winner being the most poweriul
baron at tha end of the slecled
Aumber of moves. Thers are no
graphics o speak of and the
responss imes are quite long,
Owvarall CRASH rating 46% if you're
In a group, BASIC

BRITISH LOWLAND
Producer: CCS, 48K £8.00
Author K A Walls
I you've aver thought about putting
the British car industry back on its
feat, hera's your chance! You are the
Chairman of & smaill sporis car
company, and by careful
managemant you mus! accumuiale a
bank balance of £1,500,000. At the
start you are presanied with a bar
chart showing the last 6 montha
production, histogram showing days
lost over last 8 months, & steius
report. and a bank account and
Flﬂl’ltﬂﬂll account lor each month,
fam then on a monthly option
manu allows you 10 Open A new
production line, close one, raise the
prices of cars, lower them, or
conlinue on with the other problems
in hand. Those include annual pay
magotintions, industrial injury, &
wide range of union demands like
langer tea breaks and shorter
working hours, and discipline
problems like pilfering. The gama
offers a wide range of siralegic
options and takes into account the
morala of your workforce if you ans
too autocratic, Good, clear tex!
graphics back up the well thought
out program

CORN CROPPER

Progucer: CCS, 46K £6.00

Okay cornbalis, time to gel your
hands dirty down on your 30 acre
larmi! There's the buying of seed
crop to do, ploughing. planting,
irrigating. harvesting, storing, hiring

of hands, spraying the bugs and
Lasping an aye on tho bank Salance.
Weather plays an important part,
and as usual with these games |ie
just isn't a doddie. Gno:] clear and
colourful graphice

DALLAS

Producer: CCS, 48K £6.00

The name of tha city has bacomas
synonymous with ol and JR. The
object is to take over the Ewing
Empire or be taken over by tham il
you losa. A map of the Dallas area is
divided into a grid and you arne
offared the oplion of buying up likely
sites for drilling. You can do surveys
before or after buying, move rigs to
the site, drill, set up production and
build pipe lines. The more
successiul you are the more likaly
you are to ba hit by sabotage and
other disasters. Ol prices fluctuate
all the while, alfecting your
revanues. A good strategy game on
the whole, aithough the random
elements do seem o intrude foo
efteciively.

DICTATOR

Producer: DK Tronics, 48K £4.85
Ona of the best early games from
DK. You've just becomes President of
Aitimba, an equatorial banana
republic. Your n will be brial and
unenviable. How long can you
survive your gready and hated secrel
police, bullying army, irritating
guarillas, bothersome commies,
snol-nose landlowners and ravolting
ﬁlmmﬂ Monay may be borrowed

om the Russians or Americans (il
they leel like it} Asthe gama
progresses the options run short,
CII:'l vaummut tca ml!ﬂ hy @xile or
will you Al yOur pos
Recommendad

[_—‘;—;E )"Olﬂ' own ma;‘l:he COJ!.' HJVH'.II'HI'E
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EVEREST ASCENT
.ﬂmﬁﬂ : Richard Shepherd, 48K
You have 20 days to reach the
summit of Everest, starting off with
limited funds {money comes in lrom
sponsors if you seem 1o hcdoir-j;
will, But it kan't credited Lo you |
you've | ten to buy a radio). You
must hire Sherpas with homily
names and varying strengths and the
habit of deserting you if you're not
fed properly. Their equipment and
supplies are expensive and they eat
like horsés. Neat graphics and the
familiar prompt manu for buying and
moving aboul. It takes some gotling
into and garly expeditions usually

faat & short tima until you realise
what's needed most. A good
waTage

GAMBSTERS!

Producer: CCS, 48K (B.00(1)
Author: P Bouwlton

The object of this amusing game is
to become top dog of Spectral City, I
You're gang leader up againgt 4
other rival gangs trying 1o own the
city through operating speakeasies,
distilleries, casinos and brothels
This can be done by buying up
various joints, raiding those of your
rivals, bribing the appropriate
authotities, assassinaling your rival
ng leadars and genarally carrying
on likg an ulter rotter. The success
of your gang will rely heavily on their
numbers, équipment and moralke, all
of which must ba carefully
gulated The game lollows the
iraditional strategy lormula of option
mienus and résulls. The Moral
Majority are unlikely Lo approve!
Good value, Overall CRASH rating
50% Offers 9 skill levels BASIC

GREAT BRITAIN LTD

Producer: Simon Hogsel 48K £06.95
You are Prime Minister of Great
Britain and your aim is o stay in
power as long asyou can. Having
chosén which party you wish 10
represent you ane presonted with tha
state of the nation, the rate of
inflation. unamployment rate.
exchange rate tor the pound and
dollar, your popularity rating,
nation's balance al tha bank and so
on. Factors taken into account are
population ligures and reiationship
of OAPs to children, number of
compnies in business, lax inCome
from varnous Sources, expenditura
{or the previous year, and the prices
ol commodities. The ril @am IS
1o work lowards the Genaral
Election and win it. A highi
complax program which lakes you
ic the thrills of Election Night — and
peyond (if you're 8 success)
Recommended

GENERAL ELECTION

Producer: Buy-Byte, 48K £58.95
Author: | Wason and D Woll!

The object is 1o win more seats in
parliarment than your opposition (it's
a roalistic simulation anyway). There
aré 100 constituencies split up inta
fivl r In ach region seats are
graded as Very Safe. Safe, Marginal
or Very Marginal, From the title card
of Maggle s ing the game’s title,
it's all go. Unfortunately so much of
the game 15 & dice-throwing board
game and it's besal by piles ol
confusing instructions as compléx
as an axplanation of Einstein's
ratativity laws. in the end, rather
boring 1o play

INHERITANCE

Producer: Simon Hessel 48K {5905
This is & two part game. Great Uncle
Arbuthnot isd and you inherit
his @ntire estate, but first you must
prove your financial acumen by
turning £10.000 into £100,000 in 26
woekd by invasting on the stock
market and the Matal Exchange You

A4

can also gambile al the casino or at
the racas. Only an complating pan
one can you load part two: here you
have got tho manor house plus its
alling soft drinks factory. The aim is
to find the secret formula for
Paradise Cola and successfully
market the drink whilst coping with
fires, strikes and frauds. The game |s
all text but it moves at a lively pace
and is playable from the stan.

JERICHD 2 ;

Producer: Elephant, 48X £5.55

A text strategy gama in which you,
as Joshua, have a go at bringing
down the walls of Jaricho. You are
provided with certain siege
implements like ballistas, battering
Fams, lowers and carts, plus 300
men. The arl is to assign men lo
particular tasks while |uggling with
the necessities of bullding further
siege angines, gathering the
material for them, keeping lood
supplies up and attacking the woak
points of the walled City. Unfad man
deserl — it's a tough lile

JIGSAW
Producer; Artic, 48K, £5.95
As the title says, this is a computer
gguw purzie. The program conialns
pictures, an old steam train and St
George and the Dragon. Both
graphics are wvery nicaly done and
can be seen for a flash during the
loading, or on pressing the Help key
During play the pictures are divided
up into squares and muddied up.
You use the cursor kays to shuflle
them inlo tha cormoc! Saquencas.
Depending on the selected skill leve!
there are more Or loss squaras 1o
shuflie. Our reviewers found the
gama amusing and difficult at lirst,
But unabia (o tha attention for
long. Overall CRASH raling 47%. A
gama with a ditference and likaly to
appeal 1o puzziers

JOHNNY REB

Producer: MC Lothiorien, 48K £5.50
Lothioren specialise in battle
siratagy war gamas which reguire
hours 1o play properfty, involv
military units of varyi renglt

and related weaponry, Each player

in turn is allowed to move some or all
of his units their pre-ordained
numbar of squares. and then use
tham to attack. The game is set in
the American Civil War and the idea
& to capture tha enamy unit's Tllf
The'graphics tend to be small 1o fit in
everything and it takes some time to
get the hang of how lo play, but onee
thal's done there's hours of lun il
You like war strategy games. It has
proved very popular

LoJix

Producer: Virgin Gamas, 48K £5.05
Author: Stephen Webb

This is & puzzie game whera the
object is to fit 22 irregularly shaped
pieces into a square shaped grid. On
the ieft is the biank grid, and 1o the
right the 22 vari-coloured shapes,
each identified by a letter of of the
alphabet. To fit a piece you select
the one you want by pressing the
appropriate key, whereupon a black
cursor dol appears in the grid which
can be moved by using the cursors
1o the centre of whers you want the
shapa fitted (this is the grid square
which corresponds to the square in
the shapa whare its identiltying letter
ia situated). The shape may be
rotated before fitling using key 9. It
may also be removed from the grid
by using key A. Looks simple but is
likely 1o take & player a long time 1o
sort oul and if you like these puzzies.
offers good value. Overall CRASH
rltmgg\:ﬂr WG

LOST

Producer: Virgin Gamed 48K £5.85
Author: John Hunt

Lost is & graphics survival adventure.
You are lost in a forest clearing,

surrounded by mountains with only

5 days supply of lood. There are
animals and snakes which pop up
now and again and may be killed if
you're quick enough off the mark —
or thay may gel you A complex list
of graphic symbols at the start telis
you what you ara seeing, frull trees,
caves, water, settlements etc. You
can move 4 characters at a time, but
this allowance decraases over poor
tarrain. Weather plays an important
ol and botwesn each move the
weather forecas! s displayed This is
built up so slowly it renders the
game almos! unplayable after a lew
minutes Colour, graphics and
sound are all quite well thaough ouwl,
but in the end it becomes more
batfling than enjoyable Keyboard
responss is poor, no jJoystick oplion
genaral ulwz;wragn CRASH
overall 5T% SIC

PARAS

Producer. MC Lothlorien, 48K £5.50
1 you enjoyed ‘Redweed’ or "Johnny
Aab’ than you will lind Paras &
suitable follow up. The object is 1o
bring the war to a awift close by
destroying the anemy’s line of
communication — a bridge. To do
this your 15 men are droppad bahing
enamy lines. They may be equipped
with 5 different weapons and an
unlimited number ol grenades. As in
the previous war games each man
may ba moved according to & strict
table of squares allowad, and then
allowed Lo fire before the enamy
their turn, Unlike the 2 previous
tities, Paras has lar more
complexitias built in and will provide
andioss fun for war gama addicts

Bri mgugiu. but many symboils
1o duiglrl instructions
enclosed on a laaflet

PLUNDER

Producer: CCS, 48K 06.00

Author: D G Evans

Plunder is a pretty massive siralegy
gama where you lind yoursel! in
command of a Britigh Galleon with
the object of stopping the Spaniards
from running gold from the New
Lands to Spain. There is a short,
madium and long game oplion with
3 skill levals for each. The scréen
gives you a high resolution map of
the North Atlantic, divided into
squares by a gnd. You move your
ship aboul with the cursors, seaking
enamy galieons, troopships and
battleships. |l ona is encounterad
you may attack or retreal. Attacking
gives the option of firing or boarding
of both. Firing on a gallaon may ba a
mistake — if it sinks then you lose its
gold. Depending on your batile
success the morale factor of your
Chéw Qo8s up of down T hafe are
several ports open 1o you which
must be entered via an arcade stylo
sequence for docking. In port you
May take On axira crew Or weaponry,
have repairs made, buy lood, jawels
ar opium, or sall il you siready have
any. The display informs you at ail
times of the goid stopped, gold
acquired and spant, woather
conditions {which atfect finding
'Mmre: ippping), number of
victories, men lost, ships sunk and
s0 on. The length of the game s
determined by the number of moves
you make, and ihese are also
displayed, All in all, an anlertaining
game, bul one thal can become
repelitive with playing.

PRINT SHOP

Progucer: CCS, 48K 05.00

Another standard from CCSin
which nu-u get only 12 weeks 10
make the profit which will stop the
bank from closing down your
printing business. Work scheduling.
staffing, purchasing and estimating
to chients for their work are aimed 1o
teat your business acumaen o the
hait. Each month you receive a
balance shest to sée how well you
have done. This is a text game with
option manus.

PRIVATEER

Producer: MC Lothiorien, 48X £4.50
It's a good price but reflects the fact
that this is an updated 2ZX8% program
and iooks lika 1. A 3-phase naval war
ma which gives you command ol a

oyal Navy ship lighting French
Privateers. U is a suitable gama for
an introduction into the whole batile
sirategy area, but too simple tor
hardened velerans

RED BARON

Producar: MC Lothiorien, 48K £5.50
This is a real time simulation of
World War | plane lo plane aerial
combat with you, as the pilot of a
Sopwith Camel, pitted against air
aces of the German airforce. A main
menu offers 6 options; Enemy plane
spotling. which at length shows you
what an enemy plane is doing
Frlphlcail;.r, Training Hight, which

amillarises you with the conirols
and graphic display; Level of play —
thare are 19, Campaign gama, in
which enemy planas nre sent up
againat you, Design your own gama
where you can alter the
specifications of the planes and
plots; and Quit, The main problem
with what might be a really good
game. is that the cockpil view (s very
disarkenting. It an enemy |s behind
you, you get a view ovar the back of
your plane, which doesn't seem vory
realistic — it's aimost as though you
wore flying backwarda, or sidoways
if you look left or righl. Controlling
your aircratt takes some getting
used to and the real time element is
likely to pot off shoot em up addicts
However, lor those who anjoy
simulations, this one represants
tairly good value tor moneéy

REOWEED

Producer; MC Lothiorien, 48K £5.50
A scenario borrowed from H G Wells
puls you in charge of London’s
detence against the invading
Martian war machines, whilst semi-
sentient Redweed threatens to put
your units out of action a8 it grows
across ine map, You have many and
varied units from heavy artillery 1o
ftamethrowers (used against the
redwaed). Your enemy is three war
machines and your task |s 1o out
think them. Small but effective
graphics and a menu driven game
where you and the Martians take

Qur lurms in @ very civilised man ner

iMean skill levals 10 1est your
tactical abiities, Good value for this
popular gamae.




REFLECTIONS

Producer; Artic, 18K £5.95

Author: Brian Neanan

This is an original strategy/puzrie
qama whare you must mowve & torch
around tha edges of a 12 by 12 grid
and discover the lot alions ol
invigible mirrors by Seaing where the
torch beam is raflected. You can
select between 10 and 39 mirrors. if
the beam is reflected when fired
you may then elect to guess the cell
in which the mirror is placed and
than its angle. If you aré wrong you
lose points and you spand a point for
every firing of the lorch. Tha
graphics are simple but etfective and
il requires quite a bit of thinking
Likely to pall with much playing
nanmr. Overall CRASH rating 50%
M

ROMAN EMEIRE

Producer: MC Lothiorfen, 16K £5.50
In this cast of thousands It s the firgl
century BC and you are the

Emperor. (A working knowledga of ‘I
Claudius’ might be useful but isn't
essantial)l What you have 1o do is
simply conquer ten countries which
hate you, and do this wiping out
theif troops (undar-paid and under-
trained) with your 80,000 man. There
are nine generals on your side,
including yourse!l, and 18 legions of
5,000 man sach. The idaa is o build
up armias from the man, appaint
genérals and launch campaigns to
persuade the barbarian hordes how
wonderful life under the yoke can
ba. Threa levels of difficulty.

SAMURAI WARRIOR
Producer: MC Lothlorian, 16K £5,50
You are a Samural warrior living
during the Kamakura period in
Japan (1185-1333). There are no
bonus points lor killing Richard
Chamberiain, but thera are for
defeating your opponants and
surviving Into old age. You can, of
course, commit Seppuku if you
would rather. Up against you are six
groups of bandits and nine othar
samurai of differing abilities, any of
whom may be superior lo yourself
Challenges and hunts occur in
simpla graphics and are not very
Results are in direct relation to
the combatants’ strengths. Seems
pointless

SHEEPWALK

Producer: Virgin Games, 48K £5 95
This can't go under an 'arcade’
heading and should probably be
consigned o the dustbin anyway
But if anything does coma into this
gama it is a touch of strategy and a
nell of a lot of luck. The object is 10
gt your slectronic collle dog to herd
8 load of sheap into a pen and
pravant them drowning or chompin
tha crops. it's all incredibly siow a
tedious to play, and very BASIC

SHIP OF THE LINE

Producer: Richard Shepherd, 48K
£6.50

Youan officer in the Royal Navy or
the 1Tth Century, in command of a
shis ol the ling in the Madliarranean,
and the object is to do baltle with
othér ships in order to win favour
with your superiors. The ship in
question is a cuttor with a créw of 50
Pressing any key gives you a graphic
view of the sea. If a ship is llg tod
you may engage her or run. Should
¥Oou engage you are told the enemy’s
strength. If you win the encounter
you may sink the ship or it may
surrendar. in which Case you win
prize monay. All in all a rather simple
and undemanding gama with few
thrills

SMUGELER'S COVE

Producer: Quicksilva, 48K £6.95

It's 1753 and you are on a hunt for
Blackbeard's lamous treasure,
hiddan in a complex of caved on tha
north Cornish Coast. The program
burbles away ot you in piratesse of
the “Argh, Jim lad, me scupper, thare
‘s be,’ type. The top half of the
screen conlaing weall designed and
instantly appoaring location
graphics, but the garme gets
nowhere. || seems impossible 1o get
bayvond the first low locations and
then it ceases to be any fun

SPECTRUM SAFARI

Produces: A J Rughion, 48K £5,85
I've been 10id that this game s now
markeied by C D 5 Micro Systems,
but they haven't confirmed that yet
In any event it is a jolly and criginal
mixture of arcade bits with
text/graphics adventura which
Should keap yOu on your ioas unlass
you're a DAD purist, The idea s 1o
take your party of stranded
explorérs acfoss an island infested
with highly intelligent wildlite with
university degrees, and basel with
natives who want to baner away
{hair lood and men lo replace thal
aalen by the men or the intelligent
wildiife. Once you have visited a
village it disappears lorever,
presumably wiped out throwgh lack
of resistance to some vile white
man's disease, but it teaches you
caution in your bargaining, If you're
getting short of explorers (Iives) in
your party, Losing them all maans
death to tha player. Tha main object
is to find the only boat, buy it and
sail away from Lhis Magnus
Magnusson madhouse. Every animal
ancountersd has soma problem for
you, somatimes its an arcade style
situation, sometimes want to
Know Lhé answar 10 a ditficult
mathematical protlem. If you fail a

mamber of your pary gots saten.
MNice clear graphics and a veritable
MGM musical score makes thiza
vary enjoyable game
Recommanded

SUFER SPY
Producer: Richard Shepherd, 48K
06.50

Croas and recross the world in
search of Dr Death’s secret istand
lair. Full of coded messages and
puzrles, mysterious packages,
waitresses, hotel managers, taxi cab
drivers and the like. Be wary of
parcels and flowars that explode and
watch out for Dr Death’'s horrid littie
midged. It could be a livaly and fun

ame (o play, but in the and it sattles
or mere confusion which tends 1o
wear the player down. If you like this
type of game. probably worth it

TIMEQUEST
Producer; Midrogen, 48K £5.95
This is a game in which you must
find the pieces of your craft which
have been scaltered throughout ime
owing 1o an accident in warp-apace
Thorughout your Quest you must
del yoursall from tha inhabitants
of that ime, such as a bunch of
Roman soldiars in 137 AD. The
scréen displays your attackers,
WEAPOoNS you rm; pick up, and the
salvagable bits of your crafl as wall
as yoursell. To the right is a status
lable and below a seriea of fext
options which are activated by
sing tha desired initial latter,

hese options allow you o move
across the screen, choose the
direclion, and attack, pick up,
change weapons and 50 on, The
gama has very limited graphics and
ts neither arcade nor really an
adveniure. It claims 1o bo inreal tima
(& clock ticks away with every move
made) but as it's slaged across 6ons
of tima this is scarcely possible.
Poor. Overall CRASH rating 32%.
BASIC.

VALHALLA

Producer: Legend, 48K £L14.85(1)
Valhalla ia much too lengthy and
complicated 1o gointo in a bhef
raview. It boasis tha best animaled
graphics in an adventure yet,
numerous locations, lots and lots of
intar-reactive characters who carry
on with or without you, and kill gach
othar off all over the place. Interrupt-
operated text input allows you to
type in commands while ather
actions are laking place and the
program accepts quite complicated
santences. Thbre ars six separate
bt linked guasts. although much
fun may be had just living lite as it
comes in Valhalla. Accompanied by
an excellant book which tells you all
you naed 1o know in Fo-nonsanss
language. Expensive but worth it,
although there were mixed feslings
about the witimate value of the
Elrn"n central objectives. OVerall
AASH rating 82%. M/C

SMUGELER

Producer: CCS, 48K £5.00

Author: P A Hainsworth

The inlay says that akill, inspiration
and calculated risk are the main
ingredients of success. Five levels of
play allow you 1o move and stora
goods, buy goods, sell them, buy &
boat, sail it, and consult the bank. It
is the 19th century and the object is
to amass a forlune of £250.000 by

5 mu?gllng goods in rom the
Meaditerranean (avoiding Ships of
the Line). Factors 1o juggle with
include créw costs, commodity
cosis, port dues, maintenance costs.
sire of vessel and how far il can
safely travel and at what loading

R om elements include the
waather, which may sink your vessel
or run it aground, and there are
always tha priates to walch oul for

TYRANT OF ATHENS

Producer: MC Lothlorien, 16K £5.50
Another le:ulrltnFy game from
Lothlorien. It's the Iith century BC
and Athens is besat by hostile
armiés and flests from othar
powerful Greak states as well as the
Persians. All you have 1o dois
survive long enough 1o turn Athens
into the most laared state in the
Mediterranean by building warships.
training troops and fighting battles
by sea and by land. No mantion of
democracy here, and philosophy's
stricily 1or the cissies. Not one ol
ihair bast games, bul reasonably
playable.

WARLORD

Producer: MC Lothigrien, 48K £5.50
This might be sean &s a segual 1o
‘Samural Warrior’ as it issetin the
same country and the same period

al time. You rule a small coastal
village which supports itsell by slave
labour and by raiding other small
villages. In turn your village may be
raided by other villages or by the
pirates off the coast. Thisisa
considerably expanded game
compared (o 'Samural Warrior
Menu options allow you 10 train
troops from your villagers. set some
aside lor land cultivation, hire
marcenarnes, altack pirates, raid
other villages, hife samurai and build
ships. Text only game. Average fun

ADVENTURE GAMES

Adventure games come in all

and sizes They are Wxi-oriented,
althou wlrlu are oflen added,
somelimes for a pretty elfect,
sometimes as an Integral mﬂh
game with clues not in the text. Thers
are also an Increasing number o

cs. They are all linked by the
MM lhltl.lrﬂ 8 quesl s mn‘!h ler
gome object or alm through many
locations.

ABYSS

Producer: CCS. 48K £5.00

In & hidden I;qrno through the
Mountain of the Golden Lion, liea
the forgotten ABYSS, But brave and
foolhardy adventurers like you
sometimos strive (o cross i, thelr
sole aim 1o dostroy the many ovil
monsters thal lurk in the shadows,
wailing for the nex! maal 1o coma
strolling across the many bridges in
the ABYSS. Scenario over, tho gama
bc-?.:n!. Thé screen prasents you
with a yeliow grid, sach crossing
point being & Turking' place
Movemen! is done by the cursors
until you encounier a monster,
These tend 1o offer you a range of
problems, like the Ogre who can't
get his sums right—can you in 15
seconds? Or the arcade sequenca
where you must hit five falling
spiders before they reach the cave
floor. Added CanQgers are creaky
bridges that may collabpse under
you, By no means a tragitional DD
adventure, but certainly one for
quick thinking swots with 'O levels
to pass! Good value for the price and
not at all easy

BLACK CRYSTAL

Producer: Carnall, 48K £7.50

A mammaoth undertaking and one of
the aarliest "big’ adventures. It
features ﬂ‘l‘lphl:l fiiling most of the
screen, showing a map of the
various landscapes. Choose what
character you want to ba and than
wade in 1o fight the monstars. Far
too complex 10 do justice o in this
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space. but if you are o play il set
aside hours for contemplation of the
book (or novel one might say) which
explaing everything. indead, you are
ragommeandad to save the gamo at
various stages and think over the
day's avents bafore plunging in
Recommended

BYTE

Producer: CCS, 48K £5.00(7)
Author: 085 Ben-Ami|

This is a text-with-some-graphics
adventure, where the battle field is
the depths of a 3D maze in which
various computer components must
be located (o Dulld your own
computer. Thoy may ba lying aboul,
they may be hidden and genarally
thay am dalended by all sorts of
glactronic monsiers you musi defeat
to ramain alive and progress. The
seven skill levels are neatly
categorised by the sophistication of
the computar you wan! to build,
cach having its own strength
characteristics. Batties with the
monsters may take the form of
mantal bouts like spelling tests or
maths questions, of thiy may bé
physical whara, for instance, you
may have to do semi-arcade balties
with cross bows or swords
Graphically the tex! is pretty cloar,
bul the inpulting of commands is
rather irritating and ther's too much
raverse flashing galng on which tires
the eye. Medium last response
timas Overall CRASH rating 58%.
average BASIC

CAMELDT

CCS. 48K £5.00

Author: C Chapmen & G Brooks

You are Arthur Pendragon, banished
from Camelol by the wicked Black
Knight, but an unknown ally has
loaned you 50 bags of gold pleces
You must ravel around and collect
saven itoms that are hidden in
various countries. Three baazars
exisl where you may buy items o
help you, and there are other items
hidaan thal may help you overcome
problema The object is to collec! the
seven items and re-enter Camelot 1o
ba crowned King. This is a graphics
advenlure whate you mova Arthur
and his band of warriors around a
map by using keys NS EW. Al sach
#lop the scond Cuts (o a graphic
representing casties, towns and
differant types of landscape. In sach
thers is some problem (o overcome,
liks & band of brigands whom you
may fight or flea. Battle strength and
neiptul objects alresdy collected
help determine the oulcome. Should
you win there is a search oplion for
more useful ilema. The graphics are
bright and clear, response timas are
fairly good and this unconventinal
adventure might well make an
attractive change from the usual

COLOSSAL CAVES

Producer: C P Soltware. 48K L7.95
Author: Abersoft

Alsknown as Adveniure 1 by
Aberaoft, this is a tragitional style
adventure whare you must lind the
{reasure ladt behind by a Wizard, and
in which you will mést dragons,
trofis. snakes and other dark

deni rena, Whin the program has
finished loading the adveniur
begins inatantly wilthoul
instructions. These are avallable on
command. The game s strictly lext
only and uses repdat localions when
travelling atong, say. a valley
Finding the cave in the first place s
already an adventure in itsell, and
the whole game may take days, oven
weaks Lo complete satistactonly
One of the classic computar
mdveniure games Recommeanded
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DEVILS OF THE DEEP

Producer; Richard Shephard, 48X
£8.50

A 30 graphic advanture where you
MoVS your underssa diver along the
séa bad avoiding sleciric oals and
crabs, collect useful items like
harpoon guns and harpoons, knives
aAnd compasses, and (ry 10 collect
the reasure hidden somewhers
Thera are 100 screens io be
traversod. The idea is a good one but
the graphics are unifspiring and
very, vary slow. Long load and
minutes 1o wait il you are killed
before another game may be played
Bolow average

DUNGEONS OF DOOM

Producer: Temptation, 48K £5.85
This is meant o contain two gamaes
—aither you enter and progress
down through the dungeons, or you
start al the bottom and try 1o gel out
I theught that it was genarally the
case with any adventure. IU's meant
to be a graphic adventure,"but the
graphics ar restricted to black on
green squanes representing the
room you are in and the ones near to
it. Monstars appear in text only and
seem dispiritingly easy 1o kill off.
Slow responsas and lew thrills make
this a beginners-only introduction
game

ESPIONAGE ISLAND
Producer: Artic, £8K 06,95
Artic have producad five text only
adventures to date, lettored Ato E
This is 'D". Despite or because of, the
lack of pictures, all their adveniures
are dripging with verbal atmosphaere
Thoy contain endless locations,
options, puzzles o solve and are
nover afraid of tha mos! obscure or
most obwvious of solutions. Always
excaflent value. In this game you are
& a réconnaksssance fight to spy
@n an enamy island when you are hit
by lire. The adventure begins in the
¢blnn as i plunges earthwards

here are many tangles with the
parachute belore you reach the
ground — just grabbing it and
opaning the fuselage door results in
a nasty red meas on the ground!
From there on you must maks your
way 10 the haart of the anemy
stronghold, secure information, and
return to your aircraft carrier in
disguise, avoiding baing shol by
your own side Biggles lives again!
Clear writing and fast responses
combined with a variable elemont in

replay, make this a vary worthwhila
buy. Save gama leature
FAUST'S FOLLY

Producer: Abbex, 16K £5.05

Fausi's Folly s buried somawhare in
this congenial game with last
responsa times and some graphic
additions. Once you have sored oul
the vocab and found the entrance 1o
the underground complax, it's a
matter of the correct implements
being picked up. The compuler tells
you that it isn't very intelligent
(whatever Sinclair may tell you) and
it may not know which way ks which
without a compass 1o help. In almost
any localion you can go in eight
directions, 50 don't get lost, Very
good for 16K

GHOST TOWN

Producer: Virgin Games, 48K £5.95
Author; John Fickiord

Ghost Town is a pretly accurate
copy of Phipps Associates "Greedy
Guich', but it's nowhere near as

much fun. There's e same old » 7f FLar e
empty lown with a sequential map ' -
Mow A

the IoCatiogns of the various
astablishments whers uselul itams
and informalion may be found to
halp you locats the gold mine in the
desart. Once in the dese there
don’l seem o be any graphics worth

speaking of. At leas! the text is nicely e

writien and the response iimes amne
vory good. But if | had to choose it
would ba "Greedy Gulch'. Overail
CRASH rating 43%. BASIC

GOLDEN APPLE

Producer: Artic, 48K £8.05

Author: Simon Wadsworth
Adventure "E’ is the latest from Artic
andg i titls card ayplsing this test
only agventure very well — a large
mansion, & ship and a mountainous
island in the distance. Looks easy
until you start. The object is 10 find
13 secret objects, lind a safe place to
store tham inand do this through
tons of locations. Finding a key can
be hard enough, but the key you
nead near the stan of this game is
hidden in a very obvious place — so
obvious you would nevar think of
looking there until you sneezed after
sniffing tha — no | musnt glve any
socrats away. Abzorbing!

BREEDY GULCH
Producer: Phipps Associates, 48K
£4.95
The town of tha title is a ghost tawn
sal in the Wild Wesl, deserted now
the gold workings have run out. But
thars is a ming out in the
negighbouring desert which still has a
fortune tucked away. The problem is
1o find the right map, get somathing
10 carry water in and fill iL, find a gun
for protection and then get (o tha
miné and back. Whilst not a
masaivaly demanding adventura, I1's
certainly an absorbing one. The
EFI phics show you the map of

reedy Guich itsell, or parts of it,
with some location graphics in the
desert. There are several mysierious
appearances by SomMeons you only
soo out of the corner of your aye.
Some problems are simpler to
overcome than you might supposs
—confronted by & crevass and
carrying a plank which wouldn't
bridge it. jJumping across solved ithe
problam! Good value

GROUCHD
Producer: Automata, B4K £10.00(1)
Author: Piman

Tha tull tithe of 1his ditty is, "My Nama
Is Uncle Groucho You Win A Fat
Cigar, but that's much tolong 1o
ever repaat again! Like their lamous
Pimania. the object is 1o wade
through a drug-induced landscape
of wairdnass and insanity, which is
supposad to mrmnt America, in
the company of Groucho Marx and
his companion the Piman, discover
the secrel identity of a famous
Hollywood star which is hidden in
the game, and then win the labulous
prize of a trip 10 Hollywood to mest
the star in guestion, flying oulon
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Concorde and coming back on the
QEZ. A rags to riches story for
someone. Entries baform 1 June
Naturally, you've got to be solid
bonkers to get it nght, and a
pimaniac 1o boot tun despite
the siow response times. Excellent
@raphics and sound Cverall CRASH
rating 67%. BASIC

HOBBIT

Producer: Malbourne House, 48K
L1405

To date the great adventure, based
on the tamous Tolkien novel of the
same name, which is included for
the price. This game has a largish
vocabulary and allows sentance witk
link words. Artificial intelligance of a
kind anlivens the action as the
characters continue their lives
regardiess of what you do, It's
possible to Inter-relate with them to
some degree. depending on their
feslings lowards you. Some even gel
killed without you knowing about it
until you stumble acrosa thair
bodies! I've forgotten what the quest
is, but ivs hardly imporant —
playing the game is. Very long and
totally absorbing. A classic

HUMMER HOUSE OF HORROR

Producer: Lasersound, 48K £7.00
Clouds obscure the moon and you
are alone in the dreadful house — or
are you? Mo you are not alone,
there's the mad Chinese cook in the
greasy kilchen for a atart off, plus
imps, ghauwls and things that go
bump in the night. Evary room is
seething with something or
someone who wants you Lo pass
somathing on 10 SOMeOne or
something, Simple 3D graphics try
to enliven the rather ponderous
pace. Average fun

INCA CURSE
Producer: Artic, 48K 05 65
This is adventure ‘B’ well up lo
Artie’s usual standard of text only
mas. You are in the South
mearican jungle, near an, as yel,
undigturbed Inca Temple Inside
there i$ a lot of treasure which you
must find and bring sately out. Being
an indiana Jones may be of soma
halp, but pitting your bralns agalnst
the avils tharein s more important
Recommandad
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INVINCIBLE ISLAND

Producer: Richard Shepherd, 48K
8 50

Author: P Cooke

Invincible lsland is the homa of the
primitive Xaro tribe, L has it
(s they otten will) that the Xaro
guard unimaginable treasures. Your
anty help is the last mnmsi of
world famous explorer Dr Chumiey
who said, 'First lind the saven
parchmants of Xarg'. Ha was nover
heard from again. Now it's your turn.
Programs from this ¢wnpln{ always
s00m to lako an age 1o load n
has yQu are prasentad with a nice
clear bext and neat location

graphics. Aeasonably fast

responses

THE ISLAND

Producer: Virgin Games, 48K £5.65
Author: Martyn Davies

Apparantly you live in a clutch ol
South Sea Islands, one of which
contains gold. Find the map, find the
cormct isiand and get rich quick. A
mostly text advanture with arcade
séquences 10 add 1o the fun—that's
the idea—the reality is somaethin

else. I's had one good review wa've
seen, bul goodness knows why! This
{sn't m roal adventure at all in the
proper senss. You're led by Lhe nose
slong the correct guessing gum until
you end up with an impossible
arcade sequeance which demands
you sail your ship through a rock-
infested sea. Deviation from the
author's intended path results in
tarminating the game. Excellent
responsa tiems 1o nowhere, Sorry,
it's rubbish. Ovarall CRASH rating
below 20%. W/C.

KMIEHT'S QUEST

gn&ucn: Phipps Associates, 48K
Which Micro's roviewers got very
angry aboult this game, because it |s
written in BASIC. Lots of adventure
are written in BASIC and are
very good, I a little slow al times.
Tha plot of Knight's Quost is a ittle
thin and unoriginal howaver, a
forerunnaer of their much better
1m1 Some locations are simply
dlustrated with small graphics and
thers are the usual assortment of
spells, weapons and monsters. Nol
all bad by any means

MAD MARTHA
Producer: Mikrogen: 48K 06,05
To prove how much fun a BASIC
written adventure can be try this
litthe domestic ditly. As hen-pecked
husband, Henry, stéal your wila's
money, creep oul of the house
withou! waking baby or tripping ovar
the wailing moggy. and have i:ddgm
out on the lown at the casing a
other similarly Unsavoury Places
Lh' u?hm that 1ju:,til..rr wilrr. dear
& -nncl%u\ ram Friday
the 13th Part Six 4D, a homicidal
maniac with an axal Good
VOCa and an Invariable
program rasambles a word
mage. Getting things in absolutely
he correct order is the name af the
gama hate. Bul it you are 100 cliver
there are very Iricky little arcade
saquences included. To purists
these may be upsetting, bul they do
fivin up tho advanturd. if you hive
tried Mad Martha and enjoyed it then
try

MAD MARTHA 11

Producer: Mikrogen, 46K £6.85
Much the same mix as balore,
except this ime Henry, Martha and
SO0 ane on holiday in n. Martha
haa a half-cousin, 8 waiter called
{wait for it) Manuel, Martha sets oul
on & bus 1our with her son, laaving
Manuyel to keep an eye on Henry,
who has a secret rendezvous with a
Spanish pal Henry leaves their
hoted with Manuel hot on his trail,
Faatures a bull fight with Honry as a
the star attraction, Not to be missed!

MAGIC MOUNTAIN

Producer: Phipps Associates, 48K
£4.95

Saek oul the Scroll of Wisdom in this
tex! adventure with location
graphics. There is the usual
assortment of items and monsters,
batfling puzzies and suddon deaths
through Inexperience. Reasonable
quphic: and medium fast response
timea An average aflort.

MINES OF SATURN

Producer: Mikrogan, 18K [5.95
Includes part two — Relurn 1o Earth
You're making a routine orbil of
Saturn when a ragiation storm
forces you to crash land on one of
the moons. Luckily you come down
naar an abandoned mining base
Now you must sat off in search ol Di-
Lithium crystals to refuel your
standard ship. "‘Return to Earth’ gats
you back in space and landing on an
abandoned and damaged space
slation, looking lor a méana ol
communicating with Earth. Both
adventurgs are very standard, with
nol many locations and irritating
random slements over which you
have no conirol. The games lack
atmosphers and will nol sccept
abbreviations making you type
everything out. Tedious.

MINES OF MORIA
Producor: Severn, 16K £4.95
The Minés ol Moria are the ancient
home of Durin's folk from Tolkien's
Lord of tha Rings. Long desarted,
the mines contain old hoards of
jowels ln:;ol d, guarded by the
anclent ang evil terrors of earlier
ages. You're inside — the problem is
%ﬂhng oul alive. Monsters include
rolis, Orcs, Balrogs or Wargs
Doors can be opanad by lorce,
spells or bribery of the door wards.
Spells can be bargained for from
wizards, and traders sell you wound
ointment. Control is by the cursor
kivys, you can go up and down of use
a warp which transports to other
locations on & random floor. Walch
oul for the two-part load. The game
itsall is & mix. The screan sShows you
a plan of the floor with a list which
lets you know the level you are on
and room number oCcupbed,
weapanry and armorial status,
number of wounds, strength, gold
collected, jewels collected and
spelts available. A line al the bottom
inlorma you of whatl's going on and
asks whether or not to fight an
medting monsters. Rooms visited
are plotted on the map, showing
monaters encountarad. it bacomes
difficult 1o manoeuvre after a while
A reasonable game

THE ORACLE'S CAVE

Producer: DORIC,. 48K L7.95(1)
Author: Chris Dorrell

Using the ciassic DAD format, this is
an animated graphics adventure
You must spek the antrance to the
caves in which you are trapped,
collecting 40 units of treasure on
your way. You musi also collect
treasure guarded by four spacial
monsters, The Mummy, The
Centaur, The Fiery Dragon or The
Black Knight. With gach gama the
layout of the caves (& randomly
generaied io make each play
different from the last. Commands
are gntersd in resonss 10 a meny of
limited options which allow you to
move, rest, axplore, use (8 carried
article} ar, if in tho presence ol a
manater, fight or run. If you elect 1o
move the menu i3 replaced by
another otfering left/right/up/down,
When 'you' move there is an
animation sequance which is very
wall done. axpecially the descenl of
stairs. The fights are fun, bul you
musl walch your combat strength
and that of your opponant vary
carafully. Another point is to use the
sxplore facility all the while. The
game grows on you as you begin 1o

reallse its potential. Aoasonable
response times, good graphics and
value for money. Overall
RASH rating 70%. BASIC.

PHARADH'S TOMB

s-iwﬁ er: Phipps Associates. 48K
Make yoursall rich by plundaring a
luxurious Pharach's tomb. Phipps
have pul logether a weil planned and
somalimes amusing adventure gamse
here, wilh text and location
graphics, which are simply but
attractive. Responses are very fast
and the atmosphere draws you in
again and again. Good value for
monay and well worth playing

PIMANIA

Producer: Automata, 48K £10.00
There's nol much 1o be said about
Pimania, the gama that launched
overnight the insignificant Pi Man to
fame and forfune. The game is
wacky, daft, welrd and infuriating by
turns and to date the famous prire
worth £6.000 (plus index linking) has
not been won, Although it runs on
standard adventure game lines it
takes lateral thinking into the realms
of higher (or perhaps camp) ol
Slow responses bul that hardly
matters, Pimania is a disease which
OwerComes most things!

PLANET OF DEATH
Producer: Artic, 16K £5.95
Advanture ‘A’ linds you stranded on
an alien planet and you must find
your space ship. That's a pratty
straightiorward quest for once, but
the route is far from straightiorward,
Atmosphernc and chilling to play,
ﬁu got drawn in by the words

nly of hazards Lo overcome

vl L

QUEST

Producer: Hewson, 48K £5.95

Find a map hidden in a world
inhabited ""ﬂﬂ.ﬂm Monslens
guarding their territory and various
pleces ol treasure. To undertake the
quest in question you can chooss (0
be a wizard, a cleric, rogue, lighter
or simpleton, each with his own
characteristics and abilities. A split
lext/graphic game, it has a
reasonably wide range of
vocabulary, Generally 8 very good
game and a traditional format
adveniure with plenty of scope. The
only serious drawback is that you
can't play another game. Once
finished the program quits
parmanantiy.

SAS ASSAULT

Producer: Mikrogen, 48K £8.95
In this text and soma graphics
adveniure you are leading an SAS
team who mus! recover the Russian
Ambasador from kidnappers balfpre
the Russians take the matter as an
act of war. The Russian is being held
in a farmhouse and part one s the
assault. Part two, on the reverse sice
of the tape, carrias the action
forward with your ratings dependant
upon how well you did in part one. it
all moves along at a fair pace, with
text descriptions and prompls as 1o
the weapons you carry and how
many bursts you can fire. When a
situation develops you are glven
lsngrad cholces ke 'Go hack' or

‘Fire’ or "'Wait', In balwean thare are
ling drawings and some maps but
most of the agtion is réportad by tha
computer along the “You hit one and
killed him,’ lines. Protty {as)
resaponsas, a lively story and
Eumull-r not bad value. Overall
RASH rating 56% M/C.

SHIF OF DODM

Producer; Artic, 48K 05 95
Agventure 'C’ takes you into space
and on a reconnalssance trip your
ship is drawn by a Graviton baam
onto an alien cruiser. Fred, your pet
android, informs you that the cruiser
I8 in sedrch ol humanoid planets to
caplure slaves whose braing will be
replaced by microchips. The quest is
to lind the computer room and press
thie bution to awitch it off. You want
to be wary in an Artic adventure,
howover, of switching olf loo many
compulers should you come acrosa
them. In ‘Planat of Daath’ thems is a
computer which you may ba
templed 10 disconnect Ing so will
dump you into a Sinclair Research
logol

VAMPIRE VILLAGE

Producer: Terminal 48K 08.95(71)
This graphics adventure is 80
graphics-orionted thare is hardly
l.nz toxi 1o contend with. The village
of Viasdor! lives under the shadow ol
the vampire's casthe, and as Mayor of
the village you mus! find volunieers,
provide them with monay to buy
aguipment and food, and gel tham to
help you destroy the vamping
ménace Usual vampire rules
apply—stakes through the heart, no
ltrlnq‘uy day, garlic keeps him at
bay. The screen displays a map of
Viasdorf and the surrounding
Gountryside wilh hosts of black
shapes for bulldings. You controd
your voluniasr by the cursor Kiys—
he's a small black dot—and you can
send him to shops 1o buy things (like
gariic), the boal house for a DOAL 10
croas tha rivar (they drown if they
tall in), the church Tor holy water,
and 5o on. The village operates in
real time moving Irom day 1o night
with the usual rapidity of all good
horror filmal An unusual game with
many other features and reasonable
value for money, Overall CRASH
fating 84%. M/

VELNOR'S LAIR

Producer; Quickailva, 48K 05.95
Author: Derek Brewster

No adventure anthology would be
complete without this ond. Text
only, but lluid, coplous text with last
responss timeas and a senss of
humour that takes some of the sting
trom the gruesome tale of terror
wihich lurks within the complex of
Velnor's Lair. There's 8 clever use of
rapaat locations which makes you
think you aren't getting anywhere,
whan in fact you must keep antering
the samé command for flive oF six
steps. The denzons of this
advenlure aré & monstious lot, and
the goblins are tricky indead. Chose
your character carefully, wizard,
warrior or priest, and walch out for
illusions, which abound. Highly
recommanded

ﬂ



The CRASH HOTLINE is your Top 20 chart of Spectrum software —
S0 make sure you register your vote now! Thera's two ways you can
go It; either use the Crash Hotline Phone-In (the number is printed
palow); of use the postal coupon below and send it 1o us.

Each month the results of i,rnur votes will be collaled and published
in the next month’s issue of CRASH as the Top 20 programs voted on
by readers

YOUR VOTE IS EXTREMELY
IMPORTANT — USE IT PLEASE!

' HOW TO USE THE CRASH HOTLINE

Mathod 1

CRASH HOTLINE PHONE-N. Ring the number below. We have had

lo install an answering machine. After the recorded message state

your name and address vary clearly, spelling it out if necessa cg{ﬂ' it's
. an unusual name!) and then state the five games, with producers’
. names, starting with number 1 down to number 5. Please do this as
gQuickly as possible.

THE CRASH HOTLINE PHONE NUMBER IS

0584 (Ludiow) 3015

Meathod 2

CRASH HOTLINE WRITE-IN. Use the coupon below, making sure
you fill in all the detalls very clearly. Pop the coupon in a stamped
anvelope and send it 1o us at tha address on the coupon

DEADLINE

Voles for the next Issue must be received no later than Wednesday
29th. February. Voles received after that date will go forward to next
manth's issue

It you use the phone-in Hotling, you may have to baar with us — it's
already proving very po]pular which means you may well find it
engaged when you ring. Try again later, and if all fails use the write-in
coupeon for salety

Whether you phone-in or write in, all the names will

go into the bag to be drawn monthly. First out of the
bag receives £10 worth of software of your choice plus
three issues of CRASH for the next three months; and
three runners-up will each receive three free issues of
CRASH for the next three months. (Should you be a
subscriber, then your subscription will be extended for
three months).

Well, here it is, Britain's first software Hotline Chart com-
piled from your votes! However — a wrod of warning —
due to print schedules this month's chart has had to be
compiled after only two weeks and, as yet, the system isn't
in full swing. Next month's chart will have had a full 4
weeks of vote collecting and will therefore be more
representative. It means that the lower chart positions as
shown here should be taken only as an indication rather
than as gospel!

CRASH HOTLINE SPECTRUM SOFTWARE CHART
MARCH

Figure in brackets indicates last month's position

{23) MANIC MINER Software
Projects

{=) FLIGHT SIMULATION
Psion

2 [(14) ATIC ATAC Ultimate -} THRUSTA Softwara Pro-
3 (10) LUNAR JETMAN Ultimate is
4 (373D ANT ATTACK {=) SPLAT Incentive
Quicksilva {43) COSMIC RAIDERS
5 ( 4)JETPAC Ultimale Mik n
8 [ 1)ZOOM Imagina {=)} HARRIER ATTACK Durrall
7 33) THE HOBBIT Melboume (-} CHUCKIE EGG A+ F
Housa {=) STONKERS Imagine
8 [-) CHEQUERED FLAG Psion (-} THE PYRAMID Fantasy
9 (=) HUNCHBACK Ocean {=) PUSH OFF Softwara Pro-
10 (18) VALHALLA L ts
11 (=) 3D DEATHCH {-} ORACLE'S CAVE Doric
Micr a i~} TEST MATCH C.AL.
12 [ 5 PENETRATOR Melbourna { 9 TERROR DAKTIL 4D

House
13 [20) ARCADIA Imagine
14 ) SCRABBLE Psion
15 [~ BUGABOO Quicksilva
16 =/ METEOR STORM
Quicksilva

Malbourns Hea
{-) GAMES DESIGNER
Quicksiiva
{35} PESST Ultimale
=) HGH"HPEL'S REVENGE
n

17~ MAZIACS DK Tronics =) LC.DS
18  [46) JUMPING JACK lmﬂnu =} PHARAOH'S TOMB Phipps
19 ~ H*JI.IEE OF SHADO {44) GOLF Virgln
Shado f~) TS ONLY ROCK "N’ ROLL
30 TIIIEGATE Quicksilva K=t
~) PHEEMNIX Magadodo (=) COLOSSAL ADVENTURE
(13) MAD MARTHA Mikrogen Lowel 9
(26) GALAXIANS Artic {28/ REDWEED Lothlorien

g8 & 285 &8 = !Eﬂ'ﬁ‘-‘lﬂiﬂﬂﬂ g2 8 B

(=) ANDROID 2 Vortex
{28) HALL OF THE THINGS
Crystal HOTLINE Winner this month was
) F BALL MANAGER Aay Blake, Rayleigh, Essex. The
Addictive three runners-up wers; K. Warm-
{ 6 TRANZ-AM Ultimate ing, Hants; Scott Vincent, Fam-

20
4
n
22
24 (-} CHESS Psion
25
2%
v
28 (12) 2P ZAP Imagine barough; Matthow Redd, Londan
We

CRASH HOTLINE WRITE IN COUPON Mz.r tnp five favourite programs in descending order |

Fiease use block capitals and write clearly!

]

|

T SR s . - A TS O e 1 i
I R ] R i AN T Sty 2 I
' |
1| B OB T e xS AL L e Lol 3 |
| 4 !
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 :

| LUDLOW, SHROPSHIRE SY8 1DB
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4
ONE OF
 THREE
&/ PEOPLE
TO WIN

I'm sure lots of you will have
spotted the deliberate (ahem!)
error in last month's quiz on
arcade game inlay cards.
Question 6 referred, of course,
to an adventure game and not
an arcade game. Just Fut into
keep you on your toes

Anyway, carrying on from last
issue’'s theme, let's see how
much you know about adventure
ames — story lines and inlays.
d your answers on a
postcard or in a letter to this
address:

CRASH MICRO QUIZ, PO
BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

THE
MONTHLY
CRASH
QuIZ

1) If you were seeking the Scroll of
Wisdom, whara would you ba
looking?

2) The Ice Glants can be a problem,
but in what gama?

3} It says, 'Loki arrives.' Where are
ou?

4) I you found yoursell underneath
Mount Elk and surrounded by
goblins, whosa home would you
have penetrated?

5) Lots of things have bean hidden in
‘time and space’. but what did
Automata hide in there?

8} If you think of ;:uursall' as a Super
Spy, exaclly who do you seak?

7) Henry and his son Arbuthnot have
appeared twice — but whal's the
name of the waiter?

8 I you found yourself in the Ring of
Fira, what would you ba on?

8) In The Sorceror's Castie, you might
bump Into its owner. What's his
nama?

10) Tolkien's Lord of the Rings is often
taken as a basis for the advanture
idea. Name {two games assoclated
with the story of its heroes.

11} Name the hit pop group who have
turned Automata into a household
name.

Entries must be received by last -

post, Friday 16th. March. The
first three correct entries drawn
from the bag will each receive
£25 worth of software of their

choice. Results and answers will

apear inMay's issue.

LOOK OUT FOR
NEXT MONTH'S
CRASH QuIiz!

-
‘-_____,...-r-"'
-

YOUR PLANET NEEDS YOU!

Train to save Civilisation by
Subscribing to

e

® Get yourcopy
ahead of the crowd

e Subscribers’ Discount-
50p, off each
Crash Micro Mail Order
software item.

p——
-—-----
-

liketo subscribe to

MICRD GAMES ACTION

® UK: 6 issues £4.80 (post free) 12 issues £9.00 (post free)
® Europe £15 (12 issues postincl)

'|l '.would S san® o snadPOREC

™ ‘I. Name.4----h-ﬂ“"“..*.”."...‘_ ,.tv",...-tid """"" ".'.‘.-"‘..:'t :
A | AQAress, . ...oeeerrenttt ST (b be s R AR 02
X SHﬂand ; Il'i L e s -qﬁ
' er (P st i 2 :I.E‘?_l'_r‘-‘._":,_———'-
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Producer: Abbex
Memory required: 48K
Retall price: £5.95
Language: Machine code
Author: Paul Reynolds

First shown at the December
ZX Microfair, Krakatoa grab-
bed the attention of most

passersby because Its
wealth of detall is amazing.
There's such a lot gol

Andthﬂaulluttndur:ﬂthe
game, most of it neatly
shown in the excellent demo,
which runs automatically
after loading and between
games.

Your task as a chopper
pilot is twofold. A tanker is
sheltering in the bay from at-
tacks V1 missiles and
submarines armed with
torpedoes. Across the bay
the dormant volcano e
the title) has come to life and
is threatening to errupt. You
must try to rescue as many

le from its threat as
possible. Your helicopter is
equipped with a machine
gun, depth charges and a
rope for rescuing people. The
game starts with the chop-
per nnt nd on the heli
the workman's
ut. W’h-an your fuel gets low
and you return to the fieli pad
to refuel and re-arm, the
workman dashes out and
does It all in a
animated sequence. Iak
ing off, you pass out over the
bay and reach the massive
tanker. It's crew start to leap
as soon as the
enamy do them damage, and
s0 pose another problem for
rnu and your trusty rope!
r:nd the tanker is open
, and the
vo!canlc Inland ‘with its
hapless inhabitants. The
screen shows all this In pro-

file, aa::rolllng as it goes.
‘Scramble’ style. To the left
and right of the display area

are ammao and fuel bars, and
below are instruments in-
cluding a radar display, and
score.

‘This has to be one of the
busiest games in a lon
while! Therearesuchaloto
keys to use that It takes a lot
of practice before you can
even become slightly profi-
cient. The graphics are really
excellent, well drawn and
animated, and there's also a
lot of detail in the game

70

Krakatoa — East of Java — the first disaster game,

ideas too. If you accidentally
drop a depth charge on the
there's a very good ex-
plosion with chunks flying
off, and a second later a crew
man appears: and takes a
leap off the stern and begins
swimming around. If you
successfully pick him up on
the end of t]:le lowered rope,
itis very tricky to get him into
the chopper as he must beon
the very end of the rope,
otherwise he gets knocked
off as the rope is pulled
aboard, and falls back into
the sea! This is a com-
plicated and demanding
, which | can't see los-
ng its appeal for a long
time.'
Krakatoa is both addictive
and hard to play. But |
thought the keys were poorly

irol keys on the cassette in-
lay? During the attract mode,
the keys are listed for a very
short time and there are too
many to get written down
that gquickly, and too many to
remember. The control keys
are difficult to manage and
laid out in a rather odd way.
Once over these problems,
the gama proves to be very

to play, with loads of
detall, great graphics and
sound and a lot of imagina-
tion. It should keep players
going for a long time, if only
because it takes ages to
become any good, and the
scope for getting better
scores each time you play is
enormous with so many peo-
ple to rescue.’

The busy workman polishes up the helicopter in Krakatoa.

laid out and there is no
joystick option. This makes
it even more difficult to play.
And it's a shame that there
isn't much in the way of in-
structions, because there
are quite a few instruments
which are not explained. But
these are small niggles,
because the game itself is
marvellous.; Excellent
“graphics (fantastic explo-
sion when you are hit), very
colourful and with plenty of
sound. Watch out for
volcanic explosions!’

‘It's only in some small
details that Krakatoa Is less

good. Why, for instance,
didn't they print the 10 con-

COMMENTS

Control keys: 5 = up, 3 =
down, 7 = forward, bottom
row = reverse, 9 = fire,
zem = drop dapth charge,

down, R = rope
us:r. R = pause
Jmlk:k. none

Keyboard play: undanlamr a
handful, but very responsive
Colour: very good

Graphics: excellent, very
animated

Sound: excellent

Skill levels: 1 — it's enough
Lives: 1I —t::;anough
General ra very ?aod -

highly recommend

Use of computer 70%
Graphics 92%
Playability 87%
Getting started 70%
Addictive qualities 88%
Value formoney 90%
Overall 83%
e TR L SRS o
Producer: Mikrogen

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: G. Smallcross

Knockout is a game in which
guu compete against the
trum or up to three other
players, and is effectively a
computer version of the
Egpular board game ‘Re-
und'.

The object is to bounce
balls around a board and
leave them within firmly
defined scoring positions.
Each player has four balls to
a frame and opponents take
itin turns to play each ball of
the frame.

The screen diaplay shows
a plan view of the board with
black walls bent in the shape
of a tight G, the ball bein
shot from the toprightendo
the G, rebounding off the end
walls and ending up in the
tail of the G where there are
two blue areas of scoring
and three green higher scor-

areas before a yellow out
unds.

Tha player's ball (up to
four different colours) is
positioned vertically for its
shot, an an¥la determined,
and a strength of shot by on-
screen prompts and the cur-
sor keys 6 and 7. The balls all
remain in play until the frame
is completed so there is the
chance of knocking an oppo-
nent's ball, or your own, into
better or worse positions for
scoring. Players enter their
names at the start of play
and the computer scores for
each and keeps a running
total. If you are on your own
and only enter one name,
then you will be playing
against the computer.

You might think from the
title that this is a ‘Breakout’
type of game — but it's not,
more a new breed of com-
puter bowls, the sort they




H;'I-ﬂﬂ-'-ﬂ-ll'l — very successful,

have in pubs. | liked it very
much, why, | don't really
know! But it is a very simple
game to play and suitable for
all ages and all types. It's dif-
ficult to say how addictive
people might find it, but at a
guess | would say very. It's
also good that you can play
by gpursalf or with others.’

‘The game is played in
frames up to a maximum of
nine, and is a good conver-
sion of a floor or board game
to the screen. The game Is
quite good to play, although
not very addictive because
the true game calls for
physical skill in pi'ac:!ng
shots, but the fact that it's
different places it above
average.’

‘There's nothing spec-
tacular about Knockout. The

APPLE JAM

Producer: DK Tronics
Memory required: 16K
Retail price: £5.95
Language: Machine code
Author; E. Hickman

DK Tronics have generally
tended in the past to write
good introductions as to the
objectives of their games,
but the recent releases have
suffered with little or no ex-
planation. Hard Cheese is a
case in point, where a g:ma
starts without aims being

made clear and where the
scenario is obviously too
complicated to sort out easi-
I;. e danger with this is
that players can run out of
patience before tapping the
game’'s potential.

Open wide those pearly gates and
let the jam pass in.

graphics are essentially sim-
ple, but everything is
elegantly planned and Im-
plemented. Of all sports
simulations |'ve seen recent-
ly, | think this is the most ap-
pealing and a worthy addi-
tion to anyone's collection.’

COMMENTS

Control keys: all done with
promptsand keys6 &7, &Y
Colour: effectively plain and
to the point

Graphics: simple, baH
rebounds are very good
Sound: good

Features: against computer
or up to 3 other players
General rating: an excellent
simulation, difficult to
define addictivity properly,
but good value generally.

Use of computer 70%
Graphics 52%
Playability 65%
Getting started 69%
Addictive qualities 50%
Value for money 68%
Overall 62%

Apple Jam |s another ex-
ample. In this case there are
no explanations at all. ltis, in
concept, avery simple game,
and the broad intentions of
the author are immediately
clear, or rapidly sorted out,
but as at least one reviewer
found, rolnts of the game
still baffie.

Basically, the screenhasa
lift at the left, a sauna box at
the right, a jam dispenser in
the middle, overhead, and
above that, a conveyer beit
which produces apples. In a
lower portion is a rat tunnel.
The screen also shows the

me score and the hi-scora,
three ELAH:FIE ills and the
words BAIT! A little man
is made to run back and for-
th. He opens his mouth when
correctly positioned under
the dropping point of either
jam or apples. Each time he
gulps down another
mouthful, he grows a bit fat-
ter. To work off the excess
weight he must enter the

. sauna for a few seconds and

when he comes out he's all
slim and wonderful. If he
fails to go to the sauna each
mouthful after a certain
point, it loses him one of the
Rgrpla pills. When all three

ve gone he dies.

Below in the rat run, the
rals arag runn!ng Should the

man miss any apples or jam,
they fall through and the rats
eat the food. Once this has
happened they tend to come
up a floor and eat the man.

@ can esc getting in-
to the lift, but that means
missing more food. Should
rou do really well against
hese miserable odds,
there's a glant hornet to
watch out for.

‘A non-violent game for the
younger games-player,
that's my Impression.
There's a fair use of colour
and the character block
Praphlca are smooth and fair
n quality. it's a nice touch
when an ambulance comes
uP to collect the dead hero
after being rat-bitten, but |
think they cheated by having
it back-up — it could have
driven forwards and turned
around.’

‘This game made me feel
guite dense — It looks sim-
ple, it is simple, but | couldn’t
work out what was going on
at all. | never found out what
the RAT BAIT! was for, If
anything, and someone had
to tell me what the pills were
for. | had figured out what the
sauna did, and became
obsessed with my hero's
figure. Cansaquen!ﬁmrop!—
nions are somewhat col-
oured. On the whole, a rather
poor game.’

'Tt?a odds have been
stacked up too high to make
this into an addictive game.
Once the rats emerge you
never have a chance to catch
more food, or sweat it off,
and it all becomes pointless.
Itis, anyway, very repetative.’

Hw keys: 5 & 8 left &
ght
Joystick: Protek, AGF

I s

Graphics: reasonable

Sound: poor
Skill levels: 1
Ll'uu.m : endless, but three
s
Eonull rating: poor on
Instructiar;s. a nanl}?‘ for
nger pla with a
irnltgd addlmty.
Use of computer 65%
Graphics 59%
Playability 35%
Getting started 40%
Addictive qualities 40%
Value for money 50%
Qverall 47%

Bubble
Trouble

Producer: Arcade .
Memory required: 48K
Retall price: £5.50
Language: Machine code
Author: Bruce Rutherford

Like the majority of Arcade's
other games, Bubble Trouble
is built on a massive scale,
and consists of 50 screens.
Iin effect these are all
reasonably simple mazes
made up from all sorts of
symbols and having a ver-
tical or horizontal wrap
around ‘tunnel’. The story is
that you're a burglar and your
aim in life, not unnaturally, is
to steal anythi can lay
your hands on. This usually
consists on four valuables
per maze, and the more ruu
steal, the more the points
you receive. Life could be so
simple, but of course there is
a serious problem, and it
comes in the form of over-
friendly bubbles who want to
smother you with love.
Perhaps the author got the
idea from the recent re-
showings of Patrick
McGoohan's 60s TV series
The Prisoner, whera the un-
wlllinq victims of ‘The
Village' were kept incontrol
by vast, white balloons that
bounded after them.

There is no start and no
end to this game, since ‘vou
may select any of the fift
screens for a beginning.
Once you have collected the
four valuables in a screen,
bonus points pop up to be
collected by moving over
them. The screen finishes
after an elapsed time limit
and moves you Inexorable
onto whatever screen
follows. Your only weapon Is
a dispersal key, but it only
works once every 10 seconds
and isn't terrible effective.

CRITICISM

‘Bubble Trouble is a "Pac
Man' variant but an im-
aginative mutation on the
theme. Nice graphics, | liked
the burglar, who's called
Basil, really a hat on legs. For
keyboard players, however,
the cursor s for control
arenotag arrangement;
and | thought the key/stick
responses were a little poor.'

ther like The Detective,
this game works on the prin-
ciple of wearing you down

7
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The *Prisoner’ in the maze — Bubble Trouble,

over a space of time, since in
itself it isn’t all that difficult
to play. The graphics are at-
tractive and move smoothly,
but the game lacks
something to make It really
addictive. It does have three
skill levels (an extra bubble
per level) but each level also
moves slower. In the end |
don't think this is quite up to
the standard of Detec-
tive.'
‘Bubble Trouble is fun to
EJI:J' reasonably addictive
very simple. It's single-
mindﬂdn-a?s is what makes it
good to play — no concen-
tration rgqu?lrmd! So it fits
quite nlcalg as a pleasant in-
terlude between other
?amas. Not great, but cer-
ainly a reasonable game.'

COMMENTS
Control keys: cursors with

zero to fir, not the best
arrangement

Joys AGF, Protek,
Kempston

Keyboard play: slightly
hesitant :

Colour: good
Graphics: good
Sound: average

Skill levels: 3

Lives: 3

Screens: 50

General rating: above
average

Use of computer
Graphics
Playability

Getting started
Addictive qualities
Value for money
Overall

Franco Frey takes a look at an
arty utility.

Producer: Print 'n’ Plotter
Memory required: 48K
Retail price: £9.95
Language: Machine code
Author: Joe Gillespie

if you've ever tried to draw a
high resolution picture with
the bare and BASIC facilities
of the Spectrum, you will pro-
bably want to investigate the
appropriate tools and util
ities which exist for this pur-
pose. You have the choice of
a hardware-based system
using a Ilght pen or a digital
tracer with the required soft-
ware routine/utility, or you
can go for a less expensive
software solution such as a
graphics handling utility pro-
gram.

Paintbox fits into the se-
cond category and covers all
aspects of the Spectrum
graphics. You may select
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between the cursor keys,
cursor-controlled joystick of
the Kempston joystick to use
as a ‘drawing-pen’. the pro-
gram is menu driven and
splits into two major func-
tions — the UDG creation
and handling, and the high
resolution screen plotter.

UDG EDITOR
The UDG Editor is excellent;
it allows you to create four
times as many UDG's as
there are in the normal Spec-
trum BASIC by storing in four
banks of 21 UDG sets into
, which can then be
called selectively into the
gecmal UDG area of the
trum.

The Editor allows you to
view the UDG banks and to
recall any of the four banks
for editing. Selecting DRAW-
ING BOARD will display the
UDG bank, the UDG in

magnified form, normally
and inverted, and In actual
size, and the deimal values
for eachline. You may call up

a normal Speclrum
character, an existing UDG
character or a blank for
editing purposes. Using the
cursor keysl/joystick and fire
button, you can edit or com-
pletely redraw the UDG, and
when finished, allocate it in-
side the UDG bank. In doing
this, the inverse and rotate (4
x 90°) and mirror image
facilities are very helpful.

Having created all the
necessary UDG's you can
save them on tape together
with a machine code routine
for manipulating them from
BASIC, ready to be recalled
in your own programs.

PRECISION PLOTTER

The Precision Plotter is the
drawing tool for your high
resolution pictures, and pro-
vides drawing facilities us-
ing the cursor keys/joystick
with a constant display of
the position co-ordinates.
Two moving speeds may be
selected by use of the SHIFT
key. All the drawing of Spec-
trum BASIC may be used in-
cluding: Plot, Draw, Circle,
Ink, Over, Copy, Save & Load.
Selection of Paper Colour
has been omitted from
within the screen plotter
quite deliberately to avoid
the confusions which can
arise from the low resolution
colour map of the Spectrum
I.e. use of only 2 colours —
nk & paper within the 8 x 8
character grid).

This user-protection may
be overcome by breaking to
the main menu and recalling
the screen plolter,
whereupon the new paper
colour may be selected and
the permanent memory
screen recalled.

Additionally, there are the
following useful facilities;
Fill enclosed areas, Erase
last operation, Radial Mode
— retains starting point of
the drawing line in the
original plot position, Arc,
Cursor — crosswire
or dot, Permanent Memory
— retains the current screen
in memory, Graphics —
recalls screen, Break —
stores screen in memory and
returns to main menu.

IN USE

The UDG Editor and Screen
Plotter may be combined by
selecting Screen Planner
from the Maln Menu: all 84
UDG's may be drawn on
screen with the high resolu-

tion screen as background.
The low Tesolution print co-
ordinales are displayed in
this mode, and Ink & Paper
colour may be changed. By
constantly switching bet-
ween Screen Planner and
Prescision Plotter ybu can
build up a picture within the
limits of your own imagina-
tion and the Spectrum’'s
limited screen display.

The current UDG's may be
expanded by loadlngﬂ pre-
viously stored UDG banks,
thus increasing the amount
of UDG's on screen.
Throughout Precision Plot-
ter and Screen Planner you
may select to save your ef-
forts to tape with a
SCREENS display file save
or with a normal memory file
save, which includes the
machine code routine for ins-
tant recall from BASIC (using
RANDOMIZE USR 59980).
The memory file, however,
must be protected from the
BASIC area by lowering
RAMTOP to 9 (with a
CLEAR command). The data
to screen dump routine may
be amended so that multiple
screen files may be stored
and recalled.

The program Fram to be
very foolproof in as much
that if the permanent
memory does get corrupted,
there is still the Erase
Memory as a backup facility,
s0 you don't risk losing hours
of work, Nevertheless, it
would be wise to save In-
termediate results to tape for
grmoction against brown or

lackouts!

A commendable effort by
Print ‘n’ Plotter — now ifonly
the package included a
pinch of artistic talent, |
might be able to draw . ..

COMMENTS

Control keys: Menu driven,
self explanatory —
cursors/joystick for
positioning, SHIFT for slow
movement. Plot = Q,
Draw=W, Fill=F,
Erase=E, Circle=H, Rad
Mode = R, Line Mode = 3,
Arc=A, Ink=X, Over=N,
Permanent Memory = P,
Graphics =9, Dot

Cursor = M, Crosswire
Cursor=K, f

Break = CAPSHIFT/SPACE,
Copy = COPY, Save =S,
Load = J.

Sound: none

Features: 24 page booklet
and excellent Demo
Program

General rating: good.
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CRUISE
ATTACK

Producer: Mikrogen
Memory required: 48K
Language: Machine code
Author: C. Hinsley

Mikrogen make little secret
of the fact that this is
another ‘Missile Command’
copy, stating the fact in their
inlay to the game. In most
respects it turns out to be a
very reasonable version.
There are the six cities, but
only two laser basas rather
that the more usual three,
each one firing independent-
ly. Apart from the incoming
missile trails, there are also
blue torpedoes to contend
with.

CRITICISM

‘Of the ones I've seen
recently, this game probably
has the best graphics for a
‘Missile Command' version
on the Spectrum. The
graphics are fairly close to
the original, in fact the
atomic clouds on impact are
an improvement. But control
of the targeting sight is
always a problem. The keys
are not well laid out (it's dif-
ficult to play this type of

ame with keys anyway). But
f you have a Mikrogen
joystick, then definitely buy
this version of the game.’

‘Realistic explosions and
hi-res graphics make Cruise
Attack look good, but the
movement of the cross hair
is fairly slow and spolls the
playability. And the rJFhr
ha r.:d controls are badly plac-

‘This is a very passable
version of ‘Missile Com-
mand’ with very fine axplo-
sion effects. The major dif-
ficulty is moving the cross
hair because of the control
keys, and your missiles
seem to take an age lo do
their job. It seems a shame
that they haven't allowed for
more than one skill level, and
| missed the enemy
satellites, although they

would have been hard to get

without a joystick.’
COMMENTS

Control keys: poorly laid
out; QVA up/down, LIP left

and right, Z fire left base,
S/ fire right base
Joystick: Mikrogen

The atomic mushroom clouds are
an improvemant on the original,

Piman in bar room scandal — Shock Horror!

Keyboard play: apart from
the ergonomics,
reasonable. The inlay states
user-definable keys, but
there aren't any

r: above average

Graphics: good

Sound: average

Skill levels: 1

Lives: 6 cities

General rating: average,
Use of computer 48%
Graphics 70%
Playability 68%
Getting started 56°%
Addictive qualities 70%
Value for money 60%
Overall 62%

Pi-Eyed

Producer: Automata
Memory required: 48K
Retail price: £6.00
Language: Machine code
Author: Andrew Stagg

In a further attempt to under-
mine the integrity, purity and
clean livingness of the noble
arcade tradition, Automata,
the wellknown TV pundits
on computerology, have
released Pi-Eyed. This game
is destined to ’Ho straight to
the top of the Moral Majority
Chart of unfavoured pro-
grams! It stars none other
than the Piman, but a Piman
to whom success has had a
deteriorating effect. He's hit
the bottle and now staggers
bleary-eyed from J)uh to pub
in search of liquid oblivion.
The scene is the street,
and Piman is trotting along.
If he gets hit by a car he loses
points. You can take him into
one of the many pubs lining
the street, but he can't leave
until he has drunk all the
pints on the bar. This in-
volves diving in between the
chatting regulars without
disturbing them (loses
points), slipping up on crisp

packets and things (loses
points) or slipping on slops
(more gone).

And of course there is also
the by now obligatory treat of
a bonus hit single on the
reverse of the tape. Pi-Eyed,
described as a heart-rending
message, written by Lurch,
the office parrot.

CRITICISM

‘This Is a sort of ‘Frogger'
both out on the street and in
the pubs, ing the cars
and drinkers. It manages to
be fun, and the things ple
say In some of the bulldings
is often funny or insulting or
both. | found the Piman a bit
difficult to control when in-
side a pub, as he tends to jig-

gle when drunk. Also, at one-

bar there was a figure with a
dog in the way, and after all
efforts, the final pint remain-
ed unobtainable on the bar. |
would have to be honest and
say that this wasn't one of
my favourite games.

‘The graphics are very
entertaining and colourful,
and the game amusing to
play for a short while. It cer-
tainly couldn’t be called ad-

dictive though. | would guess
it's the sort of game that ap-
peals to Pimanlacs as light
relie! between frn‘n to win
6,000 or a trip to Hollywood,’

COMMENTS

Control keys: 6/7 up/down
Joystick: Kempston, AGF,
Protek

play: fuirlr
responsive, but difficult to
control
Colour: well used
Graphics: small, but neatly
drawn, although there isn't
much actual animation
Sound: continuous and
average
Skill levels: how many pints
can you take?
Lives: never heard of them
General rating: may appeal
to Pimaniacs, playable but
not very addictive

Use of computer 56%
Graphics 57%
Playability 59%
Getting started 67%
Addictive qualities 45%
Value for money 57%
Overall 57%

HUNCHBACK

Producer: Ocean
Memory required: 48K
Retail price: £5.90
Language: Machine code
Author: C.F. Urquhart

Hunchback seems to have
been quite a while a'coming,
so it's pleasing to be able to
report that it seems worth
the waiting. In some sense
it's a platform, hole-leaping
game that takes place on
one platform. The story, as
the title says, is set on a
reat castle and you are the
well known) hunchback,

uasimodo. Your task Is to
rescue Esmerelda from the
stronghold. To do this you
must jump, leap and dodge

your way across no less than
15 screens of sheer torture.
The screen shows a large
wall reaching half way up.
Quasimodo starts on the left
and he must reach the bell
rope on the right. At the base
of the screen is a graphic
representation of the 15 ram-
rts to be tackled. The pro-
lems encountered Include
fire balls which must be
leapt, pits to be swung
across on a rope, and others
which need several ropes,
castellations filled with
spearmen who raise and
lower their spears and must
be Jumped, and then com-
binations of all these
elements. Additionally there
Is a red knight climbing the
wall. If he reaches the top
before Quasimodo gets
across, he sticks his sword
into his bottom! If you get
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through to the final screen
are rewarded by the

sight of Esmerelda stuck in

her tower, ready for rescue.

‘The graphics are smooth,
well detailed and nicely
animated, especially
Quasimodo, and the colours
are well used too. Quite what
the tune 'If you go down to
the woods today. . ." has got
to do with Quasimodo | don't
know, but It sounds good. |
found this game very

layable, although when you
rump across the pit on a
rope, timing has to be spot
on with no +1 or -1 varia-
tion. | think that could have
been made easier.’

‘At first playing Hun-
chback is fun and difficult,
but the screens are made up
of re-using the same
elements in different com-
binations and eventually it
gets visually boring. It cer-
tainly demands skills of tim-
ing and reaction, especially

en jumping over spears
and dodging two arrows or
fireballs coming from op-

ite directions.’

‘Hunchback looks very

good, bright, cheerful and
with a loud tune. | think it
could have had a bit more
sound during the frame
though. It's also quite dif-
ficult to play well, but in the
end | think it palls as there
isn't quite enough variation
in the screens. This game
will probably appeal to
rounqar players as an in-
ermediate stage between
very simple games and the
more complicated ones that
are now appearing. But on
the whole quite good value
for money.’

CUMMENTS

cmtmlk!gx ood, Q/W left
right and SYMBOL SHIFT
for jum

.lqygllpﬁ: Kempston, Protek,
AGF, Sinclalr 7x 2

rd play: responsive
but jump timing very hard
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Sound: gmnaﬂ

Skill levels: 1

Lives: 3 .

Screens: 15

General rlunq: good value
and reasonably addictive.
Use of computer 72%
Graphics 68%
Playability 65%
Getting started 70%
Addictive qulities 59%
Value for money 62%
Overall 66%

Pat The
Postman

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

Pat has to collect parcals
from the houses and take
them to the post office.
When he has enough, he
must put them on the train.
Sounds easy?

There are twelve houses in
the town, but not every house
has a parcel for collection.
Fortunately this game is in
no way a simulation of real
life, for if Pat attempts to col-
lect a parcel from a house
that hasn't got one, the post
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| offica promptly, and inex-

glicahly. bursts into flames.
at must then dash to the
fire station and get a fire
engine. If he's in time the
conflagration is put out and

| work resumes as normal.

DapandlnP on the
selected skill level Pat must
collect either three or five
parcels before they goon the
train. To make matters
worse, there are two red cars
driving around the streeis
like maniacs, and with a nas-
ty tendency of homing in on
Pat while he's on his rounds.

CRITICISM

‘It takes a few attempts to
work out what to do, since
there are no on-screen in-
structions or advice, and
nothing on the cassette in-
lay, not even the control
keys. Thesa turn out tobe the
cursors, always a poor ar-
rangement, but made worse
here by the poor respon-
siveness. Postman Pat Is
quite a good game for
younger age groups, but will
probably appeal to all. It
soon becomes easy and this
reduces its addictiveness.'

The gruph.l‘cs are fair and
would be better if smoother
or slightly bigger, but it does
make for a lively screen. The
game Is a good Idea, can be
unto play, and would be bet-
ter still if it were more
responsive. Sometimes you

press a key and nomfn? hap-
pens, excepl a car running in-
to you. For the younger

player mostly."

'ms is aj;iula confusing
at first, as there are no in-
structions as to the aim of
the game, but as you get the
hang of it, it turns out to be
fun to play. What spoils it are
the control keys and the pro-

ram's response to them.
oderately addictive for
some, no doubt, but after a
while it began to lose in-
terest for me, Perhaps more
objectives would have

helped, -and different skill
levels with different pro-
blems to overcome, alth uu?n
| must admit, 1 never reall
discovered what the blac
objects that ﬁoppad up occa-
sionally on the roads were or
what they did.'

COMMENTS

Control keys: cursors
Joystick: AGF, Protek
Keyboard play: poor
responses

: oo

Graphics: above average
Sound: not much, but -
strong when it does ﬂ

Skill levels: 2

Lives: 3

Screens: 1

General rating: above
average

Use of computer 45%
Graphics 60%
Playability 68%
Getting started 32%
Addictive qualities 47%
Value for money 60%
Overali 52%

Dimension
Destructors

Producer: Artic

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: J. Ritman

Suddenly from the outer
reaches of space, a dot ap-
pears on the scanner of your
tighter craft. As you tear for-
ward, the dots grow until you
can clearly see them in 3D
form. Prepare for combat!
Your trembling finger
reaches for the firing button.
You pull across to avoid an
enemy fighter as it whistles
past you in its kamikaze at-
tack.

The inlay intro for this |
game is quite prosaic incom- |
parison with many, and |
becomes justified when you |
see the graphics. Dimension |
Destructors is a sort of ‘Bat- |
tle Zone' game in space, and |
employs three dimensional

raphics very reminiscent of

rtic’'s earlier 3D Combat
Zone. The object is quite sim-
ple, use the directional keys
io line up the approaching
enemy fighters (hollow
pyramid and diamond




shapes) in the central cross
hairs and then zap them with
your laser, This fires twin
boits of energy which con-
verge adistance ahead Iinthe
cross hairs.

The title card is very
bright,well drawn, and the
credit card and points/hi-
score table is very effectively
done in scrolling letters
which run off intc the
distance in perspective,
rather like the titles for Star
War movies.

CRITICISM

‘The graphics are fairly
simple but well animated in
3D and the enemy explode in-
to chunks battle zone style. |
found it quite exciting to play
and | think it's one of Artic's
bast releases yet. The titles
and hi-score are very im-
pressive, if a little slow.’

‘Al last, a good 3D shoot
em up — shame you move S0
| slowly! The various enemy
| craft have different flight tac-
| tics. If rou 're good enough

you will find out where the

enemy fighters come from.
The graphics are fair to good.
It's difficult to play and in the
end | found it a little bit bor-
ing, probably due to its dif-
ficulty.’

‘Perhaps the lack of a
landscape makes this game
less spectacular than Artic's
3D Combat Zone, but it Is
much faster to play and so
more fun. The graphics are
simple and somewhat col-
ourless as you might expect
with hollow 3D, but they work
very effectively. The control
response is very good, one of
the easiest cockpit view
games to control I've ever
seen. Very playable, but
perhaps not massively ad-
dictive.'

COMMENTS

Control keys: QWERTY up,
ASDFGH down, O = left,

P =right, bottom row fires
Joystick: Sinclair,
Kempston, Fuller
Keyboard play: very
responsive and easy to
control

Use of colour: simple

Graphics: effective 3D, good
title cards

Sound: reasonable and
continucus

Skill levels: gets harder
Lives: 4 shields, 5 lives
General rating: above

average to good

Use of computer 73%
Graphics 69%
Playability 64%
Getting started 70%
Addictive qualities 61%
Value for money 70%
Overall 68%
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Triza

Producer: Amba
Software

Memory required: 16K or
48K

Retall price; unknown
Language: Machine code

Asit's name suggests, thisis

a compendium of three dif- |
ferent arcade games on one |
+ cassette. The games are

Snackman, Sub Track and
Treasure Hunt.

Snackman is, quite ob-
viously, a 'Pac Man' style
game, which features 16
selectable mazes with 10 dif-
ferent playing speeds. Sub
Track, provides you with the
opportunity to lay depth
charges from a surface ship,
to attack numerous sub-
marines at different depths,
while they fire back with
mines. In Treasure Hunt, a
reasonably complicated
maze is used in a very pure
way — that is, you must find
your way through it to collect
valuable items. When one
has been successfully pick-
ed up, another appears
somewhere else in the maze,
and all against the clock.

Side of the cassette
loads all three games into a
48K Spectrum, and each may
be selected by pressing key
7. Each game comes com-
plete with on-screen instruc-
tions, Side B of the tape will
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load each garne individually
into a 16K Spectrum,

- CRITICISM

‘In Snackman, the
graphics are all quite small,
but they move well and this
isn't a bad version. The
Depthcharge Game is also
reasonable and has quite
large graphics. | didn't think
80 much of the Treasure
Hunt, despite its 29 mazes
and 144 game variations —
which must be a record! All
the games are reasonable,
but none are original and
none of them are brilliant,
The idea of putting several
gamesontoonecassetteisa
good one, especially when
they are all ‘old’ games. |
won't rate its value for
money that highly because |
would prefer one good game
to three fair/average ?ames.'

‘Anyone wantin El
reasonable ‘Pac Man' and
the chance of two other fair
arcade games, will find the
Triad casselte to be fair
value. Overall, the graphics
are ?m‘ tegood, but there isn't
really anything here to thrill.’

' COMMENTS

Control keys: indicated for
each game, but all well
placed

Joystick: none
Ke rd play: responsive
Colour: reasonable
Sound: varied and
reasonable
Skill levels: depends on

ame, but several

al rating: fair to

average.

Use of compufer 60%
Graphics 57%
Playability 53%
Gatting started 80%
Addictive qulities 43%
Value for money 54%
Overall 55%
EE=SS i — =T

Rommel's

Producer: Crystal
Computing

Memory required: 48K
Retail price: £6.50
Language: Machine code
Author: M.S. Horsley

Both of Crystal's pre-
Christmas arcade releases
were copies of well known
originals from the arcades,
Invasion of the Body Snat-
chas we reviewed in the last
month's issue. Rommel's
Revenge is probably the best
Spectrum version yet of the
favourite 'Battle Zone' game.
There's a natural com-
parison here with Artic’s very
succassful 3D Combat Zone,
and it's arguable as to which
is the better since in man
respects they are quite dif-
ferent.

The display is set on a flat
plain surrounded by moun-
tains and even an active
volcano. Numerous
buildings and other objects
like telegraph poles litter the
landscape. In the centre of
the screen is a gun sight, and
above it a radar screen with
sweap arm on which enemy
tanks are seen as dots. You,
of course, are in command of
atank, and controls allow for

| forward and reverse move

ment with rotation left and
right. All the graphics areina
hollow 3D which allows all
sides of an object to be seen
at once. The object of the
game, quite simply, is to
destroy the enemy tanks and
stay alive. The more you
destroy the more they come
after you.




CRITICISM

‘This is the best version of
‘Battle Zone' with more ob-
jects like poles, radar towers
and spouting volcanoes.
Missiles seem to take about
the right time to reach a
target and the game,
Fanerally. is faster. Against
t is the sound, which is poor,
nonoises when an anamy ex-
plodes and only a weak plop
when you fire.'

‘It's a bit weak on colour,
the 3D graphics are very ef-
fective and smooth, but
evaf}rrh.‘ng is done in white
lines on blue. The tanks all
move a bit faster than the Ar-
ticversion, as does the firing,
but there aren't as many up
a?amst‘ you at one go
although it gets progressive-

ly tougher. Rather thin sound

and | was disappointed with
the explosion visuals — the
enemy tanks jus! seem fo
disappear when hit." -

‘This is a great game and
very playable. The tanks
aren't as over-intelligent as
the ones in Artic's version.
They always managed to
twitch out of the way of your
shots, but in Rommel's
Revenge they still manage to
be a match. Also the land-

scape is much more detalled
— It's fun at first just to

| wander round looking at the

various bulldings and struc-
tures.’

COMMENTS

Control keys: Z/X leftiright,
N/M forward/backwards,
SPACE = fire. In addition
— 1/2 sound onfoff, V =
volcano errupting or not.

General rating: good

| Use of computer 70%
Graphics 75%
Playability 78%
Getting started 50%
Addictive qualities 58%
Value for money 58%
Overall 65%

Both of these options speed
up the game If not in use.
Joystick: AGF, Protek,
Fuller, Kempston

Colour: poor

Graphics: good

Sound: very poor

Skill levels: 1

Lives: 4

Features: note special
loading program which
might make you think it
isn't loading properly when
it is!

Mr. Wimpy

Producer: Ocean
Memory required: 48K
Retail price: £5.90
Language: Machine code
Author: Jon Woods

Considering how frequently

Spectrum software houses |

crowd each other with ar-
cade coples, it seems sur
prising that ‘Burger Time'
type games are not common,

laby must take the credit by
gulte a long mark for their

army Burgers, which ap-
peared earlier last year, and
is a very good implementa-
tion. Ocean have attempted
to go a stage further in Mr.
Wimpy (which actually uses

Wimpy's famous logo on the |

cover) by releasing a version
which has two separate
parts.
| The first screen, reminis-
cent of Ultimate's Pssst, has
Mr. Wimpy attempting to
assemble the ingredients.
He must carry a tray from the
left of screen over to the right
where there are three items
to be collected one at a time,
a lump of cheese and two in-
distinguishable ingredients
but doubtless things that put
the ham in burger. The pro-
blems are three manholes
{lord knows why) which sail
up and down and kill old
Wimp oft if he touches them,
and Waldo the burger thief
who steals a tray if he runs
into Mr. Wimpy. Waldo is fair-
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ly Intelligent and tries to
home in.

If you manage to get all
three ingredients back
across to the left, then you
progress to the second
screen, which Is the more
familiar ‘Burger Time' for-
mat. Here the layers of the
four burgers you must make
are kept on separate plat-
forms, connected at inter-
vals by ladders. Segments of
each layer are made to drop
one platform by walking Mr.
Wimpy over them. Kitchen
nasties chase around deal-

| ing death and destruction,

although they can be killed
off by squashing them under

| a talling layer of hamburger,
| or by a squirt of pepper. It

gets rid of them for 30

| seconds. You only have 3
| squirts available unless you

pick up the bonus icecream
or coffee cup, which gives
you more chances to shoot.
When all four hamburgers
are fully assembled at the
bottom of the screen, you are
promoted to the next level.

CRITICISM

‘This Iis a very colourful
game with smooth graphics
and good synthesised
sound. It starts off well with
an excellent title screen.
Waldo is an absolute
menace, pinching your tray,
and this part of the game can
be frustrating because the
thief is too intelligent. Good
tunes, a fairly easy game at
first, but it gets more difficult
at higher levels. | found it
tended to lose its addic-

A blur of action as four quarter-pounders with cheese encounter
Mr Wimpy .

| Sound: good tunes, poorer

| Ing the game the sound is

. General rating: very good.

tiveness after 2 to 3 hours of
pla?ng though.'

‘The graphics are ex-
ceollent and use of colour very
good. | liked the tunes bet-
ween games, although dur-

rather poor. The nasties in-
clude Sid Sos, ﬂg}' E? , Sam
Spoon and Pam Pickle, and a
rotten bunch they are. This is
a fun game to play. Very
good!”

‘The graphics are nicely
animated and very well |
drawn, which makes Mr. |
Wimply fun to play. Added to
that, | think they've got the
levels of frustration about
right to make it pretty addic-
tive.'

COMMENTS

Control keys: sensible — S/X
upl/down, N/M leftiright,

A = pepper

Joystick: Kempston, AGF,
Protek, Sinclair 2

Ke rd play: responsive
Colour: very good
Graphics: excellent

in game

Skill levels: gets harder
each game

Lives: 5

Use of computer 76%
Graphics B82%
Playability 76%
Getting started 75%
Addictive qualities 76%
Value formoney 78%
Overall 7%
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CRASH MICRO GAMES ACTION ORDER FORM

Telephone Ludlow (0584) 5620

Please send me the following titles: Block capitals please!

ECIAL DISCOUNTS
£1
MORE THAN €20
500
Sterfing cheques or

Girocheques Sorry - only ONE voucher perorder !

Vo that we may advice on postage rates

CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SY8 IBR

17 L. | &
ADVERTISEMEN




A NEW WORLD OF ADVENTURE

BLACK CRYSTAL

BLACK CRYSTAL

A THIRD CONTINENT SERIES
ADVENTURE

it “Black Crysta
57 **Black Crystal n
0] Tl By s S iarddy &
am afrasd | have become an addct
Horme Cormpiaingg Woakly:  Apr
Spectrum 48K 180K of prograr
parts only £7.80

ZX81 16K
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WHY PAY MORE FOR LESS OF AN
ADVENTURE?
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THE CRYPT by Stephen Renton

THE CRYPT.

- Available for the 48K Spectrum at
£4.95

VOLCANIC DUNGESN
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Available for 48K Spectrum £5.95

VOLCANIC DUNGEON
A THIRD CONTINENT SERIES
ADVENTURE
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For the 4BK Spectrum of ZX-B1 16K
@ £5.00

avalable through most Qood

STARFORCE ONE

Tiahi e fObOT Qusart Hri

(100% machine code arcade action)

Available for 48K Spectrum £5.95

THE DEVIL RIDES IN
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¢ o bt nsthegy i tne cotnee From
wilkows thary comdy. ol
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{Fast moving, machine code. all
action, Arcade game)

Available for 48K Spectrum £5.95

computer stores or adirect ifrom

CARNELL SOFTWARE LTD.,

North Weylands Ind. Est., Molesey Road, Hersham, Surrey KT12 3PL.

DEALERS: Contact us

|:l| VOLIF e

irest wholesaler
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struction mam_d and book detailing the his-
tory of the Third Continent and the many
spelis you will be using 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

Available from Feb '84

CARNELL SOFTWARE LTD




Micro Speech
lets

ZX Spectrum
talk!!

L JUST PLUG IN AND USE

Micro Speech is easy 1o use

simply plug into your Spectrum

and TV and enjoy a new dimension;

instant voicing of all the keys

infinite vocabulary at your command
intonation to add character 1o

speech exciting new range of

sound and speech games

M 1T'S AS EASY AS THIS!

SPEECHLESS??

LET S8= “"melrr))EE) krismus”
will say “MERRY CHRISTMAS™

M QUALITY SOUND

Micro Speech talks through your
TV's loudspeaker, ensuring top
Guality sound

K WHAT CAN'T IT DO!
Unlimited vocabulary means that
Micro Speech can say anything
it can even be made 1o vodel!
There is nothing it cannot say!

NEW SOUND GAMES USING MICRO SPEECH INCLUDE
M Attic Attack : Lunar Jetman (U/timare)

L Colour Clash : Shark Attack : 3D Monster Chase (Romik)

L) Fire Birds : Lunar Rescue (Lyversoft)

M Voice Chess (Artic) ) Mined Out (Quicksilva)

M Mysterious Adventures Part 1 - 4 (Digital Fantasia)
L} The Birds and the Bees (Sug Byte)

L Blastermind (Martech Games)

Adding a new dimension with

Availlable nationwide or C U
direct from Currah

Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NES& 1AJ
or telephons: NEWCASTLE (0632) 824683
Pleass send me MICRO SPEECH units.
Name (#ny ciaarly

Addren

. —eedPOStEDdE. ... ......
| encloss Chegque/Poital Order payable to “"Micro Spesch Ofer”’

or debit my Barclaycard/Access account Mo ] I II Ill E I I I

| wndentand that | can have my money back within [ [ wrchass o | Bm ne

Pieaie pllow 21 dayy 107 dedivery 12 months parts and labour guarantes

Sigred : : e : . et m

RIRIAH [UISIPE[EICH

ONLY £ 29. 95 EACH

INCLUDING
L FREE SOUND GAME

L COMPREHENSIVE MANUAL

Ul DEMO CASSETTE




" STOP PRESS: NEW SPECTRUM DOMINOES 16K/48K £4.95
ZUCKMAN | | * , ZX Spectrum?, || FROGGY

e | [N moact ek ocam T | o268 000
*ALL = e
{10K) Ih‘ITHu:.I‘L mg mmff“ LOGS, TURTLES
*FOUR INDEPENDENT | | S | 1 *ALLIGATORS,
GHOSTS e o e 3 T DIVING TURTLES
* HIGH-SCORE "HALL A *FOUR 'SCREENS’ OF
OF FAME S R ACTION
* AUTHENTIC ARCADE e s * ALL ARCADE
ACTION i e e st T FEATURES
* TITLE/DISPLAY S * ENTIRELY MACHINE
MDDE % T D CGD-E
ONLY £4.95 INC. P&P ONLY £5.95 INC. PP ﬂﬂl.f £4.95 INC. P&P
—— —— —ORDER FORM — — —
o,
DJL SOFTWARE | =
DL
| DEPT CM2, 9 TWEED CLOSE, SWINDON,
| WILTS SN2 3PU Tel: (0793) 724317 1 Plsse st me e oo
Trade enquiries welcome Export Orders: Please add £1.00 per tape airmail
Dealer enquiries: Tiger Distribution, 4 Victoria Road, Widnes, Cheshire. e N r A ':,';. B e

‘ 051-420 8888, o, Wilts SA 3P



try 1o break away. Lel thern grow in
yvour tights and punch thes fire bution =

30 SEtIDDAB SEInnAB
=" ATTACK ATT A“K
i} : + . II . I . Id .l

landscape. 3 lives, high score, plaver one

The Seiddab have broken the
e ISIFII'" ¥ and player bwo score

We are on tha lookout for high guality
vmulstions for all the popular homs
compiters. Top royelties paid. Send in
yout wamplea todsy for fest evalustion

tank and Eeaving a

I you heve any difficulty obtaining thes

asccurstely o the tampe - : products loclly, than mail order W

odes and crashes fros t ) 1 HEWSON COMSULTANTS LTD. BGOA,

ch owi the ocon C ST. MARYS STREET, WALLINGFORD,
becauas this is only the begin OXON. OX10DEL.
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GAMES THAT FIGH TBACK J

-------

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!!

o e B

1 Ciimi

LAST SUNSET

FOR LATTICA .=
S e — S

G "\“—bw

All these games are available for ZX
Spectrum 48K for the incredible price
of only £5.50 each including P&P VAT
elc. Just complete the mail order form
for prompt dispatch by return of post.

Arcade are committed to original game
concepts so look out for new titles in the
Arcade range. TRADE ENQUIRIES
WELCOME. Phone Orpington 35639
10 am. — 6 p.m. or write to Arcade
Software Lid, Technology House, 32
Chislehurst Road, Orpington, Kent
BR6 0DG.

TD ALL MAIL OHDEFIS

mylﬂmﬁ

;

neu“r FORGET YOU CAN ALWAYS ORDER ON THE TELEPHONE
WITH YOUR CREDIT CARD. TRADE ENQUIRIES WELCOME.

| enciose a chegue/postal oroer payabie 1o ARCADE SOFTWARE LTD. &

"Plaasa charge o my Acoess. Harclaycard socount no
Phl.sudﬂum complels &S apehicable

Segnature
Mamen | AW Wiss
Address
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Below us the Shadow
ahove us the Stars

The Profes-
sional Pro-
grammer

Enter the professional
programmer: Steve Turner and
his assistant, Andrew Braybrook
have recently entered the field of
writing software for home
computers on a full time basis.
Their first program, 3D Space
Wars has reached new heights of
realism in its graphic design and
ingenious construction. Andrew
Hewson writes after his recent
meeting with Steve and Andrew.

Steve lives in Essex with his wife and little
son, Mark (with another child expected
soon). He was thirty this year, a fact that
mada Steve think carefully about his
luturé and decide to lake a radical and
some would say risky stap

Steve began to learn programming
when he was about 15 years old. His
career in computers really started when
he attended one of tha early TOPS (Train-
ing Opportunities Scheme) courses six

ears ago. After this he entered the Civil
ice as a Clerical Assistant. He quickly
became a programmer despite not having
the necessary two years experiance. He
became dissatisfied with his work
however and left the Civil Service to join
one of the world's largest insurance
brokers.

He worked for four or live years making
financial developments on ICL and 1BM
mainframea computers. At first he enjoyed
the atmosphera in a big insurance com-
pany who insure, through Lloyds,
averything up to Concorde and tha Space
Shuttle. He bacame a specialist, conver
fing systems from other machines to IBM,
atc. He was appointed a team leader,
working on his own systems.

Steve has always been interested in
home computers, and owned a ZXB0 for
some years. He became mora interasted
in the hardware — how the chips and cir-
cuits work and so learnad aboul
assemblers (0 help him understand more
aboul it. He also tried wriling games on
the ZXBO but soon decided that that was a
dead loss.

When tha ZXB1 was introduced into the
market, Steve decided not to buy.
Howevar, whan tha spactrum came out, he
must have been one of the lirst people 10
bur the new model and despite working
full time still, he laboured in earnes! to get
the most oul of this new machine. He
dreamad up soma good ideas for gamas
and soon found that to achieva the affects

he wanted, he needed new techniques
The games on the market al that time
wera, in his opinion, rather amataurish in
many cases. For months, he worked into
the small hours of the night perfecting
new techniques and eventually produced
a game, unlike any thal had been written
at that time. He submitted it to four sofl-
ware houses and three wanted to markat it
for him.

At this point, Steve was baginning to
feal dislllusioned with wmhm? for so0
meone else. He decided that after spen-
ding over half his life enjoying working on
his home computers in his own time, he
was ready to bacome sell employed and
use his talents for his own benelil. When
Hewson Consullants offerad him a con-
tract, he decided to start working full time
on writing software for home computers.

The ?amu he wrole, 3D Space Wars took
about five months to develop. Most of the
time was spanl in delalled graphic design
and of course in developing the new
techniques needed for this powerful
garr'pe. Since then, Stave has developad 30

eiddal Attack. This took three months to
produce, most of which was spent design
ing it. Using many of the techniqueas learn-
ad with 30 Space Wars the actual writing
took less time than its predecessor.

Now Sleve is concentrating on ancther
new gama, called Lunar Attack. So far it
has taken threa months development and
involves a lol more than either of the two
previous games, because Stave is using
the full potential of the 48K Sepctrum for
the first time. Praviously, the graphics had
been compromisad so that the games
would run on a 18K Spactrum

Steve has other ideas which al this
stage he is not prepared to divulga. Tha
market for home computer sofiware,
Steve fesls, Is going to change, and ha
would like to see the whole standard of
software Improve. He would like to sea
more arcade quality programs, profes-
sionally produced and less amaleur —
basic programming which makes up so0
many al present. Tha public has often in
the past been disappointed by the pro-
grams which have not matchad in parfor-
mancea the pretty pictures on the boxas

In the fulure, Steve thinks that people
will expect more and more from programs.
He expects more powerful programs with
moare depth — more like novels than skel-
ches. He sees the welding of the graphical
and word type adveniure game, so that
players can continue lor hours with the
same program. At preseni adventures
games rarely have any graphics —
perhaps just stills. Steve seas no reason
why far better graphics cannot be incor-
porated. In the long term future, Steve
predicts a major révoiution in the anter
tainment Industry. This would Involve in-
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leractive enlertainmant: Instead of wat-
ching a film, you'll be able to take part in
the film and help set the course of it. The
film and TV industries will have to work
with the computer industry. Already in the
US they are starting to use later disc
technology for the storage of pictures.
This forms a background to the storyline
which Is handled by a computer.

As a force on the market, Steve soon
realised that his impact would be greater
it he could employ others of his own
calibre. He also would find it beneficial o
be able to bounce ideas off someona with
the same technical expertise. So he in
vited 23 year old Andrew Braybrook to
work with him.

Andrew worked at Marconi In
Cheimaford, whera he was a tralnea pro-

rammer in the computer centre. Using

MS, CICS and Cobol, but few
assamblers, he worked with a suite of
IBMs. After four yaears he had become a
trainee analyst and programmer. Hé had
always writtan compuler games in his
spare time, using Cobol to throw up
games rathar than text on the firm’'s com-
puters.

After two years at this job, his Dad
bought Andrew a ZX81, and he bagan to
dabble in Basic. Andrew bought himself a
Dragon 32 which he found preferable with
its better keyboard and colours to play
with. He saw Steve Turner's work and
bacame interasted in il. He began o try (o
collate his ideas on the Dragon to see

Head for
the Star
zone

Al the 9th. ZX Microlair in Decamber, Star-
rone's game Zaxxan caused quite a stir
when it appeared on the Crash Micro
Games Action stand. The game on which
it is based is, of course, the tamous arcade
3D scramble game Zaxxon. Since it show-
&d up In British arcades (and raraly at that)
Zaxxon has become a bit of a cult. Matural-
ly Spectrum owners wene eagerly awaiting
the inavitable appearance ol a version for
thair machine, Months want by — nothing.
Was everyone [rightened of doing what
would be a very difficult program on the
Spectrum? It seemed so. But then a brand
new name, Starzone, appeared with a
small black and white ad for their Zaxxan

Starzone is notl a big, financially well-
heeled company at all, in fact they are four
young men with an average age of only
17.5, and Starzone, which has operated at
a profit and continues 1o do so, Was
started with hardly any money at all. David
Cowell (the oldest al 19) disarmingly told
us that the basic idea had been 1o raise in-
surance monay for cars, which could ba
done cheaper through a company! David
refers to himself as Starzone's Co-
ordinator. Tim Lake (18) is the Advertising
and Promotions manager, which leaves
brothers Tim Mardon and Nial Mardon.

BE A Mewstiald Publication

Anitrew Bravbrook (et ond Steve Torms

what could be achieved.

Three months ago Steve offered An-
drew the chance to join up with him in his
businass and Andrew took it up without a
second thoaght. Now his computing skills
ara more obvious and appreciated than
when he worked In a big company, which
gives Andrew a lot of satisfaction.

Steve and Andrew find that in the first
stages of designing a game, they work
mostly individually, with a slrong com-
petitive spirit to produce the bast idea. In
the tinal stages of game design they work
logether with plenty of discussion as they
fine-tune their games. Steve works for the
most part on the Spectrum, whilst Andrew
works on the Dragon. They are each ex-

WROSIE - o s o Q
=1=18

perts on their own prefered machines, yel
don’t really know each others machine.
On the whole, Steve does most of the
graphical design work and Andrew works
maore on the programming techniques. An-
drew fesls that the marke!l for Dragon soft-
ware is very undeveloped with plenty of
room for his exciting programs.

Design is problematic. It Is not easy to
dream up a good idea. Steve doesn’t think
it Is the sort of thing you can teach
anyons. He doesn't think there are an

rules, He wonders If in the long run It
needs a different sort of person 1o come
up with the ideas. He gets some of his
ideas from the pub on a Sunday!

Steve |s quite happy to leave the distribu-
tion and marketing to the experts at
Hewson's, so thal he can concentrate on
the artistic part ol producing the gamaes.
He feels that the talent needed to come up
with these brilllant games Is perhaps nol
the same as thal needed by a skilled anist,
but that perhaps the home computer
pame is a difficult medium to use with just
as many challenges as paint and canvas.
Ultimately we like to see something nice
on the screan, He wonders If ona day his
work will be displayed as 20th century ar
in art galleries? | wonder what games will
amarge whan Steve anters his abstract
period??




Tha Starzone team — top: brothers Tim and Nial Mardon,

bottom: Tim Lake and David Cowell,

Tim, also 18, describes his function as a
sort of accountant, whilst the youngest of
the group, Nial (15) is the senior program:-
mer. It was Nial who wrote Zaxxan.

The three older mambers are batwean
school and university and intend continu-
ing with their education despile the com-
pany, while Nial is still at Abingdon
school. As they talked, It became ap
parent that the common link is Abingdon
School (near Oxford), where the other
threa were also in attendance. One of their
other games, Dalek Dan, has been written
by another pupil at Abingdon, Malcolm
Salmon2. David added, rather
apologetically, that the third game, River
Raider, just happana to ba by another Ab-
ingdonite. We began 1o suspect that Ab-
ingdon is trying to rival Liverpool as
Silicon Chip HiNl

All four mambers of Starzone have com:
puter programming experience but Nial is
the most experienced in ZB0 machine
code, He used to own a TRS B0 and had
developed a ‘Scramble’ type game for i,
but when the Spectrum came oul he
bought one and the first program done for
it was Zaxxan, As the TRS B0 and Spec-
frum both work on tha ZBD procassor,
there was little problem for Nial in adap-
ting to the neads of the Spactrum.

axxan was in fact ready quite soma
time back, but the boys' *A’ lavals heid up
operations, so that the game was only
ready to markel in September. Test ads
proved there was a market for it, and now
they have commissioned full colour arl-

o

ad

work for the inlay cards.
Meanwhile Nial is working flat out on a
new game with the working title of Super-

charger. 's a *Pole Position’ type game. |

At the ZX Microfair they had a good
chance to look at all the various com-
patitors in the field and decided that no

one has yet come up with the definitive |

Spectrum version. Nial Is 'sub-
contracting’ the title screen and sound al-
facts, which are intended to be spec-
tacular, and he is aiming for a highly
playable game incorporating features like
humpback bridges, tunnels with only
headlamps seen, a suspension bridge,
hills, bands, an ambulance to watch out
for, and tha best 3D perspeciiva view yet
seen, There will be a hi and |lo gear change
with ice on the road as an extra hazard to
the other cars. He's also locking into the
posasibility of rain (giveaway mackin-
toshes wilth every casselte perhaps?)

Meanwhile the Starzone team — a very
calm bunch too — sit (mataphorically) and
walt for tha reaction to Zaxxan. They got a
mixed reception at the ZX Microfair with
people either loving it or complaining it
wasn't enough like the original. ‘Pecple
are very unrealistic in thelr expectations
of the Spectrum,’ sald David Cowell
philosophically. But thelr Zaxxan remains
the only version, and it's a very good one,
Let's hope Universily doesn't entirely
swamp their programming energies. We
musin't be complacent, wa need new
writing talent all the time

e®0css0ssesne

Next Month

1

EXCLUSIVE!
A FREE

NOT TO BE
MISSED

ITEM!
FROM

Inassociationwith IMAGINE,
we are giving away a free,
full size colour poster which
shows the ‘Arcadia’ landing.
The poster has been specially
designed by Imagine’s art
department for CRASH
readers and is an exclusive,
limited edition. So don’t
miss out on next month’s
exciting issue!

.and
eVern more
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Scuba Dive

Producer: Durell

Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: Mike Richardson

With their latest release,
Durell, who brought you Har-
rier Attack and our Establish-
ed Game of the Month in the
last issue, Jungle Trouble,
claim for it that it sets a new
standard for animated
graphics for the Spectrum
computer. A rather high-
han
seems amply justified by
seeing Scuba Dive. If you're
one of those people who
squirm with primordial hor-
ror at the sight of Great
White sharks, then stay well
clear of this game! The state
of animated graphics in this
highly original game is every
bit as good as anything you
will see in the arcades, and
the laws agape sharks look
pretly real.

claim, but one that |

he runs into It he gets knock:
aed oul for a few seconds, and
killed if it happens Im-
mediately again. The pearls
can be collected only from
open oysters. To the right of
the display area is a status
section which records how
much oxygen is used up. It's
replenished by surfacing and
finding the boat, which
wanders off on its own. Only
by touching the ladder at the
rear of the boat are you safe-
ly aboard and ready to dive
again.

Also on the sea bed, are
hollows, actually openings
to undersea caves. These are
protected by an octopus,
whose waving tentacles
allow a precarious access.
Should you get through, the
bottomof the cave is covered
with- giant clams, whose
pearls ara more valuable, but
the clams have a nasty habit
of snapping shut on you!
This cave in turn also has
hollow accesses to deeper
caves protected by an oc
topus each. The deepest
caves contain treasure
chests and also spare ox-

A plethora of fishy animation in Scuba Dive.

The basic object of Scuba
Dive is to leap off your boat,
dive down and collect pearis
from oysters on the sea bed.
If you think it sounds easy
forget it! This is no game for
beginners of the arcade art.
For astartoff, theseais alive
with fish of all shapes and
sizes, from giant sharks and
squids right down to tiny fish
swimming in shoals, and if
you've ever fallen for Jac-
ques Cousteau's line that
they are really cuddly,

ou can forget that too!
se guys are all killers.

When you press the ap-
propriate key, one of your
three divers leaps out of the
boat and can then be guided
down to the rocky sea bed. If

B‘B A Newstield Publication

ygen botties to keep you go-
ing. And that's it. You score
points for pearls brought to
the boat but if you get knock-
ed oul or eaten, you lose the

earls you may have col-
ected. The four skill levels
affect your scores, numbers
of sea creatures, oxygen
supply and the speed at
which the oclopussas move
as well as other detalls.

CRITICISM

‘This is an original game
with excellent colour and
graphics, although it's a
shame about the almost non-
existent sound. The fishy
graphics are fantastic (one
tends to get into trouble

while admiring the various
forms’ of marine life)’! The
game isn't very addictive,
and | would have thought
there could have been more
to do like harpooning sharks,
but anyway, | liked it!’

‘The detail of the %rapmca
Is quite staggering. Not only
are they large, but they're
also realistically very small.
The sharks have a lot of
frames to make the move-
ment work, including a very
good turning action. The

ame is full of nasty touches
ike the giant jelly fish which
float on the surface and hide
behind the boat waiting to
catch a diver as he jumps ofl,
The diver's movement, too, is
just wonderful, both in diving
off and in swimming. A bit of
continous sound, the effect
of breathin bubbles
perhaps, would have been a
help, but to be honest, this
game doesn't need much

elp. Like Jungle Trouble /
found it to be immensely ad-
dictive — It should probably
be banned as a health risk
before it has time to take off!
Great!'

‘Despite the simplicity of
the controls (user-defined
keys toog) this is not an easy
game to play, and on the
higher skill levels it's
downright maddening. This
really shows what a bit of
dedication can do in turning

Spectrum graphics into
something to be proud of.
The game is also about as
addictive as any around |'ve
played recently.’

Control keys: rotate
clockwise/anticlockwise,
accelerate and break. As
preprogammed very
sensible, but may be used-
defined to cope with almost
any joystick
Joystick: with user-defined
keys you can set up for
most joysticks
Keyboard play: once you get
the hang, very responsive
gu“%eucallgnlf &

s: words fa
Sound: poor
Skill levels: 4
Lives: 3 divers
Features: a neat feature
enables you to save just the
hi-scores and then load
them in to continue
General rating: highly
recommended and excellent
value for money

Use of computer 89%
Graphics 98%
Playability 90%
Getting started 89%
Addictive qualities 90%
Value for money 98%
Overall 92%

Battle 1917

Producer: C.C.S.
Memory required: 48K
Retail price: £6.00
Language: Basic
Author: Mark Lucas

The author, Mark Lucas, won
the Cambridge Award for
writing this program. The
competition is run by C.C.S.
in conjuinctivon with the
magazine Sinclair User, and
the Award plus £1000 goes to
the winner, and of course the
winner receives the satisfac-
tion of seeing the program
marketed. Battle 1917 is like-
ly to prove popular with
wargamers and perhaps with
chess players too, as there is
a resemblance in part.

The board, or war zone, Is
laid out with the opposing
forces at the tcéu and bottomn
of the screen. Each side has
a King in the centre, pro-
tected by artillery and flank-

ed by tanks, cavalry and in-
fantry. Each unit, except the
King, is subdivided into four
characters. The characters
move as a group, but can
easily lE|;;|«2|t split up by the ter-
rain. Each unit also has a
fighting strength and a
movement allowance.

The battiefield, 21 by 32
squares large, is dotted with
obstacles like rivers, forests,
barbed wire and minefields.
Tanks aren't bothered by
wire or trees, but cannot go
through water. The rest can't
E‘u across any obstacle.

inefields have a percen-
tage chance of exploding
when contacted. In addition
to moving around, the ar-
tillery can fire in any of the 8
compass points desired,
although extreme short
range runs a risk of self
destruction since shots may
not land on the exact square
they are supposed to.

A prompt at the bottom of
the screen tells each player
which piece is to move next
and reminds him or her how




Chess meats wargame in award-winning Battle 1917,

many squares it can travel
and asks for the direction
wanted. When one player
has moved all his pleces, il is
the second player's turn.
when units of opposing
forces meet, battle ensues
and is won or lost by adding a
random figure for each, from
one to five, to the unit's of-
ficial H?hting strength. The
higher figure wins. The aim
of the game Is to kill off the
nt's king.

Directions are inputted us-
ing the numeric keys 1108, 1
be North and B8 being
North-West. There is an on-
screen compass promptasa
quick visual aid.

‘If chess appeals to you,
rﬂu might like this, although
t hasn't got the same sort of
tactical clarity as chess. |
thought the graphics were
rather average and the
moves and goings on rather
slow. At least it does allow
two people to compete
against each other — really
the computer is only used as
a playing board and score
keeper. It might have been a
good idea to have a single
player versus the computer
option — afterall you have to
have an oponent also ad-
dicted to play properly and
that's not always so easy.'

It does take quite a long
time to play — but then, 50
does chess. Whether it's as
good as chess, I'm not so
sure. It has more variety than
chess but also a strong ele-
ment of luck as to whowins a
battle. This does rather
destroy the tactical value
somewhal. It certainly isn’t
what you would call an ad-
dictive f?ﬂmﬂr. and | think you
would have to play for some
time in two before deciding
whether it had real lasting
value as a game.

‘Definitely a game for the
strategy, wargamer freaks.
I'm sure it has lots of scope
for them. It left me cold as |
never quite know how to take
this sort of game. The

graphics are pretty good,

although only character
squares which vanish in one
spot to reappear in another,
nothing is really animated. It
does have very amusing in-
structions in the 2-part lcad
which involve some
graphical shenanigans.’

COMMENTS

Control qus: 1-8
Colour: quite ?ood
Graphics: fairly small but
recognisable

Sound: very little

General rating: good of its
kind, but a specialised taste

Use of computer 75%
Graphics 54%
Playability 58%
Getting started 65%
Addictive qualities 55%
Value for money 68%
Overall 63%

OMEGA RUN

Producer: C.R.L.

Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: ;Richard
Brisbourne

We're at war again and
fanatical elements have saiz-
ed control of a heavily
defended complex contain-
ing the ultimate nuclear
deterrent, a Doomsday
device constructed to cause
wordwide devastation. The
timer on this bomb has
already started and is set to
explode in twenty-five
minutes. You must pilot your
fighter bomber to the
building and destroy It,
Omega Run hovers bet-
ween being a flight simula-
tion and a straightforward
game, but in the end, due to
the fantasy nature of the
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scenario and the fact that
the instrumentation is not
based on anything actual,
we decided to slot this under
a game heading.

The screen displays a
wide cockpit view with in-
struments below. The
enemy's defences are pro-
digious and consist of laser
fields, which shoot beams
up into the sky, and which
must be avolded by dodging
around them; fighter aircraft,
which may be dodged but
should be shot down other-
wise they just keep on your
tail; anti-aircraft fire which
homes in on you if you fly
above 350 feet; and ground-
to-air missiles, which are
more frequent lower down.
Another problem Is that your
aircraft carries insufficient
fuel for the run, so you must
rendez-vous with a tanker for
in-flight refuelling.

Your instrumentation pro-
vides a clock with minutes
and seconds left before the
Doomsday bomb explodes, a
compass with your heading
indicated, an altitude meter,
a tanker/target locator,
which is kept centred for an
accurate heading, a miles-to-
tanker/target indicator, and
three bar codes for fuel level,
ammunition level and
damages stalus. There is
also a rear view screen wam-
ing of enemy fighters with
message display.

‘Omega Run' has an ex-
coellemt on-screen introduc-

tion, which not only
describes the object of the
game fully, but

demonsirales the In-
struments, how they work,
and what the cockpit view
looks like when you are fly-
ing in various aspects. All

the instruction screens
dissolve one from another
| likeina film, and when it's all
through you can then alter
the conditions, like distance
to target, numbers of enemy
fighters and laser fields, and
target run up.

90 A Newsfield Publication

Lining up a shot on an anemy
fighter,

It keeps you on your toes
okay, fighters, lasers, ack-
ack, missiles, all coming
thick and faster as you near
the target, which is a red
block. The instruments
simplify your task and are
very well designed. | liked the
view, a dark blue, flecked
with white, as though you
were [lying over the sea at
night. The sky seems to light
up when the AA guns are fir-
ing at you. Perhaps it's ask-
ing too much, but it would
have been nice to see enemy
aircraft firing back at you! As
itis, the screen flashes when
they are. | found it highly ad-
dictive to play with plenty of
scope for improving skill.
What would be good in one
of these flight games, is il
they used a perspective grid
to indicate the ground In
lfeu of any realistic lang-
scape, that would really in-
crease the feeling of speed.’

COMMENTS

Control keys: cursors and
zero to fire

Joystick: Kempston, AGF,
Protek

Keyboard play: very
responsive

Colour: very good
Graphics: very good, with
effective 3D

Sound: good effects

Skill levels: 5 selectable,
with additional
customisation

Lives: percentage of
damage allowed

General rating: playable,
addictive and

recommended.

Use of computer 78%
Graphics 80%
Playability 83%
Getting started 96 %
Addictive qualities 82%
Value for money 90%
Overall B87%

MAGIC
MEANIES

Producer: C.D.S.
Memory required: 16K
Retail price: £5.95
Language: Machine code

This game is a good copy of
an old arcade favourite, on
the whole a not much copied
game as yet. Blahg did a ver-
sion, called Gold .‘?ga.r and
in most respects this is very
similar, although it boasts a
rather splendid continuous
music sound track.

The object of the game is
to control your little wizard
Meltec through underground
caverns which he himself
creates as he goes. Dotied
about are lumps of lead,
fesemblin? blue diamonds,
which are to be collected for
points. There are also red ap-
ples (underground?) which
can be pushed along an ex-
isting tunnel and made to
squash the meanies by drop-
ping them down a shaft, or
one can be used to block a
tunnel by undermining it.
Meanies can also be killed by
firing one of your five crystal
balls at them. Killing
meanies adds to your points.
There's also a cherry on each
screen which must be col
lected. This ?oes wandering
about the place in a most
distracted, not to say
distracting manner.

Clearing a screen of lead
and cherry takes you on a
level to more meanies.

CRITICISM

‘Cutting out the story of
wizards good and evil and
dark a?as when they spent
their efforts obtaining lead
to transmute into gold,
which sounds like an adven-
ture game, Magic Meanies is
an arcade game. It's only a

A

reasonable game, but it's fun
to play.’*

‘The graphics are quite
small, one-character size
and they move quite jerkily,
but they are called on to do
very mrle, since much of the
game’s attraction lies in the
skill and quick thinking re-
quired, Once on the move
your man can only be stop-
ped by running up against an
apple, or by constantly rever-
smg his direction. It's a sim-

Jame but manages to be

ctive in playing. Nice,
bﬂghr colours, and an insis-
tent and continuous music
track that can be turned off if
it's driving anyone else
mad!’

‘Despite the simplicity of
this type of game, it isn't
easy to plag requiring quick
reflexes D.S. have also
provided nine plarln?
speeds as well as rising skill
levels. At the slowest speed
the game can become a bit
repetetive, but at medium
fast it is quite dﬂman:lin?,
The highest speed level is
sheer madness. Fairly addic-
tive, and a good version.'

COMMENTS

Control keys: Q/Z up down,
/P leftiright, M fires

Joystick: Kempston
Keyboard play: very
responsive

Colour: average

Graphics: small,
f1-characters size, but quite
ast

Sound:

Skill mm speeds, rising
difficulty

Lives: 3

General rating: above
average.

Use of computer 60%
Graphics 45%
Playability 68%
Getting started 58%
Addictive qulities 60%
Value for money 55%
Overall 58%

SKILL
1

Hot on your tail come the Magic Meanies.
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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

B e K

BREWERY

T BTRATEGY QAMES

.

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
froon W.H. Smith, Boots, Rumbelows,
.Greens and all good computer shops
or

Cases Computer Simulations Ltd.,
14 Langton Way, London SE3 7TL.

i e i,

| GANGSTERS!

| PLUNDER
[ L&

? BTRATEGY GAMES

CC Strategy Games.
S They're no pushover.
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IMAGINE-ATION
continued from page 24
‘locked away’ 1o work on
Bandersnatch which should be
ready sometime around May
When the game is finished it
ggts ‘play-tesied’ by a panel of
local games players which
Imagine uses. Thair
recommaendations will then be
used to make alterations to the
gama before it can be released
From the quiet, carpeted
splendour of the main office,
Bruce Everiss explained that
Imagine have had lo employ a
lot of top managemeant axperts
in recenl months to guide the
company as it expands.
Belween these new managers

there are a lol of degrees in

ATIC ACRASH

| am writing 10 you for advica. |
would like 1o know why, when | load
ATIC ATAC with my Gurrah
Microspesch unil plugged in, the
game crashes when | press © to
start. The Currah advertisameant
states that ATIC ATAC and LUNAR

| JETMAMN are usable LUNAR

JETMAN works, so why doaan't
ATIC ATACT Hope you can halp ma
M. Beynon, Ryton, Tyne & Wear

| 1 think il you read through the review

an the Currah Microspeech unit in
thiz issue, you will be able fo see
why ATIC ATAC craghes when
played with the unil in the
Spectrum. I'm only a key pusher
mysell, and | don 't know whal goes
on ingige these things at all! Whart's
more surprising is that the Currah
ad does siate that ATIC ATAC is
compatible. 'l check info this, bul !
syspec! the reason is simply that

92

A Nowslisld Publication

sclence, psychology and
business management. They
know an awful lot about
compulers and software, bul
vary little about games. To fill
in this %eg) in their experience it
seems CRASH Magazine is
being used as a ‘training
manual’!

Just as Epstein and the
Beatles crealed an awarenass
in Liverpool and then
throughout the world about
popular British music, so the
gulding hand of Bruce Everiss
and Imagine have creatad an
awareness first in Liverpool
and now throughout the world
about British games software.

conlinued from page 10

the Currah peopie and varnous
software houses thal certain games
would use the feciflty. ATIC ATAC
was a little delayed in lis release,
and | think there may have bean
alterations made al the las! momen!
o fit the program into 48K which
made it impossible o play with the
Microspeech unif. Bur of course, by
that time the Currah ads ware
aiready In magarines

LM

WHY S0 MUCH?

Why do software houses have 1o
charge S0 much fof thisdr softwan
tapes? Most tapas are priced amund
five to six pounds, for thal you
usually get a few minutes of tape
with a program récorded once of
twice on each side. For around the
same price you can purchasas a
music cassette with much more
value for money

_Congratuiations, CRASH is
fantastic, it is just whal people need
to read belore they spend thelr
MOney on Compuler tapes.

S. Hall, Blackbrook, Dertyshira

it ign’t really fair o cOMpare 8 music

| cassetle with a software one. Even a

| rmasonable music album /s

axpeched o sell aboul hall & million
coples in its lite time — chart
loppers sell several times that

Millionaire founder, Mark Butler, thundears from his custiom-buillt monster bike l

EETTERS NRROINNN)

According lo unofficial figures
approximately 25 million software
casselles ware soid in the fas! 12
months or gomathing like the
equivalent of 15 rop selling music
albums. As you know, there wera
many more than 15 Spectrum games
fast year! What it maans, is that an
indrefdual title, even a popular one,
st selling in the quantities &
mugic casselte sells in, and don't
forget, the majority of Specirum
casseltes are sold only in the UK
Now [f you look af how the "‘cake’ is
sliced up, as they say, lake a lape
costing £5.95. Knock of the VAT o
leave g price of £5.17. Of course he
Software house doesnT gel rhal —
by the lime the retail shop.
whaolesaler and diginbutor have
taken their cut the software house
receives aboul 40% ol the price, or
E2.07. Off this they must dock the
cost of duplication, cassetle and
box and inlay printing, say 50p. Then
they are paying the author & royalty
on the gelling price of probably 10
(52p) which leaves them with £1.058
Out of this ‘profit’ must come the
cosl of advertising and the overhead
COSIS associated with running any
business like salaries, rent elc. As
you can imagins, af the and of the
day the solfware house lgn't lelt
with all that much. Of course, If thay
couwld sell a milllon on one Hitle
alone, it might be a different picture!
LM

1
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Fighter Pilot

Producer: Digital
Integration

Memory required: 48K
Retail price: £7.95
Language: Machine code
Author: Dave Marshall

if you have ever hesitated
over buying a flight simula-
tion program on the grounds
that it will be too slow to
make an interesting game,
Fighter Pilot will probably
change your attitude (or
should that be altitude)? This
simulation moves at 802
knots (al sea level, full
reheat) and can create total

nic at a moment's notice!

e game allows one player
to control a jet fighter plane
in several modes, which in-
clude landing, taking-off and
air-to-air combat.

Your machine is a McDon- |

nell Douglas F15 Eagle with
2 Pratt & Whitney F
100-PW-100 turbofan power
plants, and the program
writers claim that the simula-
tion is as realistic as limita-
tions of the computer allow.
When loaded you are pre-
santed with a menu; 1) Lan-
ding Practice 2) Flying Train-
ing 3) Air-toAir Combat prac-
tice 4) Air-to-Air Combat 5)
Blind Landing 8) Cross

Winds & Turbulence 7) Skill |

levels 8) Control selection.

Before we take a look at |

the options more closely,
let’'s examine the aircralt's
equipment. In the centre of
the instrument panel is the
Artificial Horlzon, showing
the roll angle and pitch
angle. An aircraft symbol
rotates to show wing angle
relative to the ground, and a
moving tape in degrees in-
dicates whether the aircraft
is flying nose up or nose
down. When it's blue you're

flying nose up, when it's |
| mode, which is selected by

llow, nose down. To the
eft of the AH is the speed in-
dicator in knots. To the right

is the Altitude in fest and |

below is the VSL — Vertical
Speed Indicator, which gives
rate of climb or descent in
feet per second. Below the
airspeed instrument are the

flaps, and below the AH is
the engine thrust indicator,a
bar scale running from0% to
100% with a red section for
reheat. This boosts the

.engine but uses up much

more fuel. There is also a
radar and compass with
beacon selection, and an IL.
SIFlight Computer. The In-
strument Landing System of-
fers runway approach
guidance or it can be switch-
ed to Flight Computer to
show your precise ground
position from any beacon
within a 6 mile radius. It also
indicates the altitude of an
enemy aircraft when in com-
bat mode. The remaining in-
struments are a fuel 'guage

and beneath it, the undercar-.

riage indicator, showing up
or down.

To control your aircraft
there are fifteen control
keys, although fortunately
these are nol used all at
once! Joystick left, back, for-
ward and right is controlied
by the cursors (or by a
joystick!) and CAPS SHIFT/Z
moves the rudder left and
right. Q/A increases or
decreases engine thrust,
W/A puts the flaps up or

of the runway and ready to
take off. Airto-Air Combat
Practice positions you two
miles behind an enemy air-
craft and you catch up,
select combat mode and
open fire when he appearns n
your sights. The enemy will
not fire back — at least, not
until you opt for staightfor-
ward Airto-Air Combat. In
this scenario you must de-
fend four airfields; you are
scrambled, must locate the
enemy with your radar and
engage. He will lock on to
you when there is less than a
mile and 5000 feet altitude
difference between you.
Four strikes from him is
fatal. If you break off the
enemy will pursue his mis-
sion once again, and you
may find the airfield damag-
ed. The remaining option,
Blind Landing, renders your
viewscreen useless, and
forces you to land on in-
struments only.

There are three skill levels,
Trainee/Squadron
Leader/Ace to choose from.
Kempston, Sinclair,

AGF/Protek joysticks or
keyboard are selectable.
he display through the

fit "Ef

; “LJJ
Vil
- j ) \SoMPUTER,

-

.ﬂ-l.-Ir;-i-l-r n;u-mtu-l in lhi: m knot-fast simulation.

down, U raises and lowers
the undercarriage, B puts the
brakes onand isindicated on
the instrument panel as ared
light. N selects the next
beacon and M switches the
cockpit view to a map. SYM-
BOL SHIFT switches bet-
ween ILS and Flight Gom-
puter, and finally zero fires
the guns when incombat

pressing G.

Back to the menu. Selec-
ting Landing Practice im-
mediately positions you at
1700 feet and 6 miles from
touch down with the under-
carriage down. In Flying
Training you are on the end

windscreen is fairly simple,
green ground, blue sky. The
other features are the run-
ways of the four air bases
named BASE, TANGO,
DELTA and ZULU. These are
seen in full, correct perspec-
tive with centre lines,
distance markers and end
lights. Additionally, you can
see enemy aircraft as you ap-
proach, also in full perspec-
tive. The tape is accom-
panied by very clear instruc-
tions and technical details.

CRITICISM

‘A tull evaluation of
Fighter Pilot, would take an

age as theprogram has enor-
mous potential for playing.
Also, flying m‘_ F15 was not
an easy task. The set up for
landing sounds soothingly
simple. But in eight initial at-
tempis we nose-dived with
loss of all aboard! | had a go
ata fight. It took some
time to my enemy — get-
ting the hang of banking and
turninF takes time — but
when Ididwehad a ]oilr time
and | went down in flames
after a few hectic seconds.
I'm going back for more!’
‘The map facility is ex-
cellent in this game. An ag-
vanta is that you can
switch to map without losing
your instruments — you can
;.}a? where you ?m and Jl;ﬂﬂ:f.;
ng, rat mportant a
850 nots! The map provides
a scale, locations of the air-
fields and their beacons,
which can be selected by
number to get the correct
heading, and it shows two
ran of mountains with
their heights. What struck
me about this simulation is
its overall speed. You can sit
back and relax to some
degree on the longer training
flight, but mostly it's hard
work and it all happens pret-
ty fast. Very resolution
on the graphics and instru-
ment diusplays.’
‘Definately the best

' simulation for the Spectrum

yet, and one of the most ex-

' citing toplay. Keycontrolisa

fraction slow, you have to
keep a key pressed for
results, but with so many
keys that's not surprising.
What does work well is that
the instruments respond
very well with quite a lot of
fine tuning possible. I'm no
pllot, but | reckon this is all
very realistic.’

COMMENTS

Control keys: see review
Joystick: see review
glphtc:f i) good

: very
Sound: none
Skill levels: 3
Lives: 1 — how many more
do you want?
General rating: an excellent
simulation and game —
highly recommended.

Use of computer 82%
Graphics 90%
Playability 85%
Getting started 90%
Addictive qualities 85%
Value formoney 85%
Overall 86%
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Bill Rowe, (left) and his successor,
Roy Hawker, discuss some display matters at
the Hesthrow computer shop

1\
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The new WH Smith Computer Shop, at London's Heathrow airport —
serving travelsweary computer freaks,

A typically busy day at one of the Computer Shops in a larger WH
Smith high street store.
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ONLY THE BEST BECOME A...

A SPECTACULAR FLIGHT
SIMULATION OF THE WORLD'S
MOST EXCITING JET FIGHTER
WITH STUNNING 3D COCKPIT
VIEW AND THE MOST
REALISTIC 3D AIR-TO-AIR
COMBAT EVER SEEN ON

THE SPECTRUM!

The SUPREME SIMULATION....
it leaves the rest at the

runway threshold !!

Basad updn tha F IS UBAF g aperoily ot fghier n
Chadel Wrdetsy taee-OF Blaenng on The rowrd 30 e
G B9 oMbt Pully GErOBRT PatormEanoE et BTNmCh
by ' srwemy Crossvendl WrTsenOs mA@ng o fog 4
pilot retmgs 4 rareeys B beslon Four ‘el Al
L s T F-gh -mp-u LE faps wid
fyniem lpdured Map joyete ompatbe — Kgryion
l\ﬂ‘Eﬁf‘F'l'll'l-lil:” h‘ﬂ"“ﬁ'i |W‘I‘|'I|'.‘hﬂl

tode Compiete wih Il iatrutions and pol d ' - 1 8.7 LI-J H {4 / 48k. Sp&Ctrum

" r ﬁ_ﬁ Joystick compatible

Integratio

Depl.CM, 22 Ash Church Road, Ash, Aldershol, Hants GU12 8L X
All prices include VAT and pAp (overseas add 55p per casseite] Trade & exporieénguirnés welcome
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With computers now
abounding in British schools,
there is a growing awareness
that computer games can be
much mare than a play toy. The
computer can act, quite
uniguely, as both teachar,
caleulator, blackboard and
entertainer all at the same
time. To match the swelling
interest in education by
computer, more software
houses are producing more and
more leaching materials in a
games form. To reflect this
trend CRASH will be dol
regular articles on aducational
games and review programs
as they become available,
These reviews, like all others,
will also be entered in the
Guide Section as we go along.
One of the first soltware
houses to speclalise in
rams for young children is
Software. They have just
announced thalr two neaweast

LEARNING AT PLAY

}:rtlaa (on E?u slrmlnﬁ}upntg};n%d
ump mply Mys a
Who Killed Cock Robin are two
delective storles to develop
skills in logical thinki (1’;:‘
the review in this isaure.?. is
lalest tape is only one of a

range of seven titles which
Widgit have released over the
pasl six months. Guunrﬁrg‘
Adding & Subtracting a
Quickthinking thin’h is
published by Mirrorsoft) are for
developing numerical skilis,
Spatial observation and skills
are deveioped with Sha,

Sorter and Pathtinder. A turther
title in this series will be
released before Easter.

There are plans to release
more titles early in 1884, and
also to convert existing titles to
the Commodore 64, BEC Model
B and Electron. Mike and Tina
Detheridge, who run Widgit,
have increasad their
programming workforce to
meet these needs, bul they still
maintain a very firm editorial
control. The programs must
meat the Wi criterion of
giving the player enjoyment
and motivation but at the same
time having a real educational
content to develop a child
intellectually. programs

Producer: Widgit
Memory required: 48K
Retail price: £6.25
Group: Very early
readers — 10 years

Side A of the tape, Humpty
Dumpty, contains two pro-
rams, and side B contains
ho Killed Cock Robin. The
programs are aimed at
developing skills in logical
thinking and require the
player to ask questions and
make guesses based on
answers. The mystery —?
Which of the king's men
pushed Humpty off the wall?

After a graphics sequence of

Humpty haln?dpushud off by
a mystery soldier, all twelve
men appear and the player
may either ask a question
Emmpt&d by the words, ‘Did
@ have . .., or take a guess.
Each of the twelve men have
a name and some charac-
teristic which distinguishes
them, so that asking ques-
tions immediately elimi-
nates some of the suspects.
- The second game loads
with a prnlgram contained in
game 1. Here the player is
given a glimpse of the cu:‘prlt
and must describe him. Five
distinguishing characteris-
tics must be entered correct-
In to describe the colour of
the suspect's hat, badge,

are tried out in schools and are
modified according to the
reactions of teachers and
pupils. Tina says that general
standards in educational
software have risen a lot in the
last few m?nmdlimd that
Widgit are in ng very
definitely to keep in the
forefront of developments and
provide programs of high
quality and good value for
money for home and school
use,

MR.T
It's a bit of a mouthful, but The
National Ma ne Co, under

the imprint of Ebury Software,
are soon planning to release
titles under the heading of
Good Housekeeping Software.
The series is tied together by a
mascol called Mr. T.

The first six titles are Mr. T's
Alphabet Games, Mr. T's
Number Games, Mr. T Tells The
Time, Mr. T's Money Box, Mr.
T's Measuring Games and Mr.
T's Shape Games. are
currently avallable an the BBC

Micro, but Spectrum versions |

should be ready very soon. Mr.
T Teils The Time and Mr, T's

eyes, mouth and jacket. Both
programs allow for chijldren
of developed spelling skills,
and for early readers as In-
puts may be spelt out or
selected Ey using the colour
keys. Two skill levels make
for easier and harder games.

Who Killed Cock Robin
asks the daunting question,
can sparrow's confession be
believed? The player must
find out who killed the robin,
whera and when by using
clues and logic. Some
reading abllity is required
and there are four skill levels.

The quality of the graphics
in these games Is very )
lols of large drawings,
brightly coloured and with
some simple animation.
Describing the identity of the
culprit in the second Humpty
Dumpty game, is quite a
skilfull process, and surpris-
ingly difficult to get right,
even for adults!

| think it was “larga"’ — but was it?

Money Box are already in the
shops for the Spectfum. The
games come very nicaly
packaged in large white video
style boxes and include a
detailed parent’s manual with
comprehensive operating
instructions and a step-by-step
Bl;gﬂa 1o getting tha best oul of
ram

S
Soltware reckon that iha child

should not be left isolated at
the keyboard, but thal the
parent should join in the
games, discussion and
activities promoted by the
games. Mr. T is also designad
to act as a Iriendly guide
anabling the child to play nol
against the cold, inanimate
computer, but in the company
of a lively and personable
fellow who reacts with
encouragement or slight
dismay at the child’s cholca.
Mr. T programs are aimed at
children between the ages of
three and six. The casselles
retail at £12.95, and are
avallable at leading computar
shops and compuler
departments of major High

- Streel retailers, and run on a

48K Spectrum.

French Is Fun

Producer: C.D.S.
Microsystems
Memory required: 48K
Retall price: £5.95
Group: Various

This is a French learning
r}iﬁkaﬁa'“‘ wiih considerabie
versatility although it only
teaches some basics,
phrases and words which
may be helpful to beginners
and tourists. The ﬁrogram is
menu prompted offering; The
House, The Countryside, The
Beach, The Cafe, The Street,
The School, Numbers and
Time. Whichever topic is
selected you are then
presented with four options;
1) Pictures only — which pro-
vides graphics, slowly
building up, each new item
annotated at the top In
English and French: 2) Pic-
tures with test — the
graphics are repeated and
r:nu may opt to type in the

rench when the computer
prompts with the English, or
vice versa: 3) Phrases only —
no graphics here, but a range
of useful phrases in English
like, ‘Is it ﬁoaaibta o go
riding?" which may be
transiated into French by
pressing key C: 4) Pictures

A Mewslield Publicalion 9?
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and phrases — which rurlns
throu;ih the pictures again
and then Inlg the hrgses
with your memory refreshed.
Under Numbers, the
screen displays imperial and
metric equivalents whilst
large figures at the top count
up from 1, giving the French
ling beside them. Under
me, the display gives the
days of the week and the
months in English and
French,displays a clock face
and invites you to ask the

Robot Runner

Producer: Longman
Memory required: 16K
Retail price: £7.95
Software: by Micromega,
Tony Poulton

Robot Runner is a number
game for children aged 6
years and upwards. Pilot
your robot across the

number ways of Andron.
You'll need to know your
tables and be prepared for
unknown dangers of a far off
planet.

AL & = MG

When the tape has loaded
the player's name can be
entered, after which a menu
comes up asking which
multiplication table you
want touse from 1 xto9xora
mixture. Having selected the
table the screen cuts to the
coloured number ways, five
in all. The robot runner
stands at the bottom,
waiting to enter the first way.
Down this first way comes a
sum, say 2 x 7. Using the cur-
sor keys 6 (down)and 7 (up)a
tigure at the top left can be
made to Increase or
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tima. You can kaz in a time,
say 12.30, and this is then
drawn on the clock face, and
the French spelling for the
time given.

The program contains a
lot of quite attractive
graphics, some with simple
animation, and it will ob
viously be valuable for young
French beginners as well as
adult starters. It won't,
howaver, do much for your
pronounciation!

T R S R N A W

decrease. When it reaches
the right figure (14 in this
case), your robot may cross
safely. Now in the second
way another sum appears
and you continue in this
fashion across the ‘ways'.
When he has reached the
fifth way }you may guide him
to one of several lreasures
on the right of the screen;
when these have all gone,
you progress onto another
and more dangerous screen.

The cursor keys 5 (left) and
8 (right) are used to guide the
_robot across the ways. To
make |ife more exciting there
are de-energising obstacles
that live on the ways and
float down, threatening the

| robot unless you can get the

sum right quickly and move
on, but the cursor keys are
also used to avoid them if all
else fails.

The game is accompanied
by parental program noles
and full instructions for us-
ing the game. Loading
screns are very good, and the
use of colour throughout is
excellent.

= 7 - T T Wi T

ABC

Producer: Artic
Memory required: 48K
Retall price: £6.95

group: Ages 5-8

This program is aimed at
primary school children 58

Z isfor ZYLOPHONE - X is for X00O.

iﬂaars old, and is designed to
mprove spelling skills. You
are asked to ‘press a letter’.
Depending upon which
alphabel key is pressed, the
screen displays a drawing
and a large graphic of the let-
ter chosen, and tells you
what the drawing is. For in-
stance, pressing V results in
a van being drawn. At the top
it says 'V is for VAN', and at
the bottom, ‘Now spell VAN'.
These details remain for a
few seconds so they may be
digested, then the word
disappear and the child may
press the keys V-A-N. If the
word is incorrect the com-
uter beeps as soon as the
ncorrect letter is pressed. If
spell correctly the child is

rewarded with flashing
border colours and a tune.
There are several tunes in the
program. Although most
words incorporated are ve
simple, CAT, DOOR, FISH,
there are longer words like
UMBRELLA and
XYLOPHONE included.

This program is certain
for younger children and will
undoubtedly ?mve an enter-
taining way of doing elemen-
tary spelling. A drawback to
its durability might prove to
be the tunes, which rapidly
become repetetive, although
they are all popular nursery
rhymes. It also seems a little

ricey for what it does, but it
S a very easy program to
use.

R e R e e

Special Agent

Producer: Heinemann
Memory required: 48K
Retail price: £9.95
Software: Five Ways

This game is designed to
develop the ability to read,
understand timetables, in-
terpret information quickly
and make logical decisions
based on information in a
situation where there are
many possibilities. It in-
cludes insights Into the

relative speeds and costs of
air and raill travel, and lets
children become familiar
with the positions and
names of Europe's cities and
towns.

The game comes in a large
plastic folder with the
cassette tucked in one side
and the large format, colour
book (16 pages) in the other.

The game is played on a
very large scale, and in fact
comes very close to a mix-
ture between adventure and
strategy games that might
well appeal to much older
people. Basically you sit in
your control centre of spy-




ing with a map of Europe.
Below the map all sorts of
reports come in from secret
agents in the various loca-
tions. These may be in clear
or code (which can be

deciphered bit by bit). Infor-
mation may well bea from in-
formers (which must be pur-
chased) or it may tell you a
spy has been eliminated.
More spies can be hired.

If you decide you must go
toacity to make contact with
your agent there, a sheet of
various timetables can be
displayed and journies may
be undertaken by various
modes of transport relative
to speed, cost and conve-
nience.

The graphics are very
detailed and complex, but
the gameis fun to play, back-
ed up by a heavily illustrated
book with background to
spies in fact and fiction as
well as information on the
many cities and towns in-
volved in the adventure.
Despite the slightly r;c?
price, this is an undoubtedly
excellent package for the

price.

Pathfinder

Producer: Widgit
Memory required: 16K
Retail price: £5.95
Group: Ages 4-9

This tape contains four pro-
rams based on maze struc-
ures and is designed to help

children develop spatial

skills and forward planning.

in the first you must guide a

rabbit through a maze,

aatin? carrots on the way.

This is fairly easy, the idea

being to look ahead, and pick

the shortest route to the exit.

There is only one proper

route through. The second

maze game is much more ad-

vanced. In this one, a

kangaroo must be guided

through, but the player must
program the moves by selec-
ti:g the required direction
and then inputting how many
moves are needed. The
scope of the game expands
with the player's growing
skill, since the kangaroo's
route through the entire
maze can be planned and in-
utted before executing. To
inwith asingle move at a
time can be executed by the

computer. Incorrect entries
are immediately higihlightacl
on sound as well as on
screen, while the entries
made are slowly added in a
column to the right of the
display area.

hethird program is called
Picnic. Guide a hungry
monster through a park and
let him eat his lunch. The
idea is that the monster

should eat four items dotted |

randomly in the ‘park’, by
visiting them in a-pre-set
order, and that this should be
done without crossing his
own trail or reversing on his
trail. There are two levels,
one with the playing squares
clearly marked, and the se-
cond where the park Is a
solid area.

The final game is Frogs.
Guide a frog across the pond
and collect frog friends on
the way. The ‘pond’ is a grid
of 7 squares by 10 across. In

some there are water lillies,
and in some there are fr
The object is to discover the
best way across that allows
you to collect more frugs aon
the way, remembering that
you cannol Cross a square
with a water lilly in it. This
becomes a surprisingly sub-
tle game, since not all the
frogs are collectable —
some may be unreachable
because of the positions of
the water lillies.

All four games use the cur-
sor, or arrow keys, which are
easily identifiable by the
child playing. The graphics
throughout are large and
brightly coloured. These
games should prove ve
entertaining to play as well
as providing a very real
challenge. @ Kangaroo
game actually leads the
player in the direction of pro-

] gramming as well.

Carrots prove better than sticks at forward planning.
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Bull Tables

Producer: Lotus-Soft
Memory required: 18K
Retail price: £5.50

Bull Tables contains three
Er rams on one casselte.

Tables itself is an
arithmetic game. After
loading a menu offers the op-
tion of addition, subtraction,
multiplication or division.

"When you have made your

choice you can seilect bet-
ween 6 levels of skill. At the
highest level questions can
be as difficult as 23 x 35 =7
At the easiest level, as sim-
ple as 1 x 3 =7 The screen
displays the sum to be done
at the top left. At the bottom

iph

Q EEMALTY i ()

a ‘Table Man' stands ready
above a table of numbers 0 to
9. On the right is a paddock
with a bull in it. As soon as
the game starls, the bull
charges at the paddock wall,
slowly eating chunks out of
it. The object is to get ten
sums correct before bull
breaks out and destroys the
numbers. The game is per-
sonalised by the child when
he or she is asked to enter
their name at the start.

After the work comes the
?Iay The two programs

ollowing are games. Nine
Lives provides the task of
catching twenty mice. You
are a cat, mr enemy is a
black dog. mice are dot-
ted about the screen and the
cat must go round touchinu
them, avoiding the d
will chase the cat. a-a
bones per life are the best
way of slowing the dog down
for a moment. Any mice
touched by the dog are sent
to safety.

Candyman is for two
players, who must get their
‘men’ through a series of
opening and shutting doors.
They can see how long It
takes them as they are play-
ing against the clock.
Throughout all three pro-
grams the simple ?raphtcs
are very entertaining and
move nicely despite the
?_ham being written in BA 1(:

e package offers good
value for money.

Candy coloured stripss — fun after learning your (Bull] Tables. .

Educational Reviews

| Due to shortage of space we have been unable to include

more than a fraction of the review material received, but we
shall be wading through more in future issues of CRASH.
May we take this opportunity to thank all the software houses
who have been sending us games, your co-operation is very

much appreciated.
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Mountains of
Ket

Producer: Incentive
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: R.A. McCormack

Mountains of Ket is the first
part of the Ket Tr.‘.fagr. Each
adventure is complete in
itself, although one follows
on from the other. The next
two parts are to be released
later.

Just two weeks ago you
were framed with a murder
and sentenced to death, but
pardoned as long as you
undertook a dangerous mis-
slon. To ensure your loyalty a
magic assassin bug has
been implanted in your neck
which will kill you at the first
Jn of dulnpabunk It's call-

ar (or Spectrum to
you)! m.lr mission is to
ralch the far side of the
mountains alive and to do
this you must locate the
secret entrance at the base
of the Mountains of Ket.
These lie a short horse ride
east of the small viliage.
Naturally, lots have gone
before, but none have ever
returnad.

CRITICISM

‘This Is a text adventure,
where your constanl compa-
nion, the implanted killer bug
Edgar, Is none other than
your favourite Spectrum. So
all the descriptions come
couched in terms of ‘we, us’.
If rou dally too long, Edgar
will get impatient and tick
you off. The problems are
traditional in as much as the
village and its inhabitants
can provide you with essen-
tial equipment, such as
weapons, food and a horse.
| The initial problems are to
discover how to get them to
part with all this gear. |
managed 10 buy an dxe from
a shopkeeper, but when |
wanted the lamp there was
no money left, sol tried using
the axe! Adventure
characters seem to have got

ways of Spectrum users who
wander into their lives — this
shopkeeper was more than
ready for me! The statistics
told me the sad story — my
lpmwess and energy levels
were all less than his and
| whereas my luck level was

100
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very used to the bloodthirsty |

high his said ‘'not applicable’

which | thought sounded
very ominous! He won.'

‘The text is all nicely laid
out and the program has
what seems (o be a
reasonably large vocabulary.
Entries are processed in-
stantly, so there's no walting
about. If you get into a fight
the statistics appear al the
top telling you your chances
of winning, and the text is
very lively in describing the
blows, offering you fast op-
tions on continuing or runn-
ing. Otherwise it continues
round by round until one of
you runs or snuffs it. | haven't
got all that far yet, but there
certainly seemstobeala
number of locations contain-
ed in the program. A map
helps. This is certainly one to
ponder over and come back
to. It can be saved forfunate-
Ir s0 ,nu can cogitate in bed

ht. Looks like more
siaep ess nights!’

Playability 68%
Getting started 79%
Addictive qualities 65%
Value formoney 80%
Overall 73%

Robot Riot

Producer: Sliversoft
Memory required: 48K
Retall price: £5.95
Language: Machine code
Author: Patrick

| Richmond

Working for the Acme Robot
Manufacturing Co. is not an
easy business when the
robots keep running riot.
You're in the control room
one day when you notice the
robots are out and playing
dangerously. The only
answer is to send out the
Bomber!

Silversoft have taken a
well worn theme, turned it on
its head, and come out with a
new type of game. For wan!
of a bettercomparison this is
a backward ‘Pac Man' type
game. Instead of eating dots,
here you lay them.

The screen represents the
factory corridors, a
reasonably complex maze.
When the game staris the
bomber, ‘you', must move
round the corridors laying
mines. To complete the
screen every corridor must
be laid. This tempts the king

0000094 |
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Thae robots are revolting — but the game's okay |

robot out of his central lair,
so that you can get Iin and
B;hoqmss to the next level
at you're up against is a
handful of ditferent robots
{qhnsts backwards?) which
start to materialise in the
four corners, until the screen
Is running with them. For-
tunately there is also a
power mite, which
replenishes your rapidly
fading supply when you run
over it. As soon as you do,
another materialises
somewhere else. Another
unpleasant problem is that
all round the central
enclosure the corridors are
cut off by several sliding
doors which open and close.
Not only does this hinder
your mine-laying pro?:am. it
also can get you nastily trap-
ped if you're not careful.

CRITICISM

‘An original idea, and a
good one at that. A bit siow
at first, but as the game pro-

resses the action gets

velier. Quite tense, when
having laid the last mine, you
have only 30 seconds to get
into the control room once
the king robot is out.’

It's similarity to ‘Pac Man’
is a bit off-putting at first, but
| warmed quite rapidly to this
?ama after 10 minutes play-
ng. Although it isn't exactly
fast, It turns out to be guite
demandmg on the player.
Perhaps better suited to
younger players than
hardened addicts, but ac
tually quite addictive
anyway. Nice colours and
amusingly animated
characters.’

‘A good use of colour and
nice, smooth graphics com-
bined with the continuous
sound, make this into a
good-average game. An ad-
vance on ‘Pac Man’, it is one
of those maze games that
will probably appeal to
many. | didn't find it all that
addictive, although very
%ayabla after a few minutes.

e opening and shutting
doors, adds a touch of drama
too, especially as it can put

fﬂu in a tight spot, and
rustratingly cut you off at
the last second from your
power mite! Not bad at all.'

COMMENTS

Control ka}z]s very good, ZIX
left/right, K/M up/down
iﬂ‘t iﬁ;mpaton :
C] ay: responsive

S s o

cs: go
Sound: continuous, average
Skill levels: 1
Lives: 3
Screens: multiple
General rating: above
average, very good for
younger players.

Use of computer 65%
Graphics 68%
Playability 75%
Getting started 78%
Addictive qualities 68%
Value for money 65%
Overall 70%
e e ==

Speed Duel

Producer: DK Tronics
Memory required: 48K
Retail price: £5.95
Language: Machine code
Author: K. Larter

Speed Duel i1s DK Tronics
contribution to the elusive
Spectrum version of the
famous ‘Pole Position’ type
game, where you roar around
a race track In pursuit of, or
pursued by, other racing cars
in an attempt to reach the
finish line first.

This version features solid
3D graphics, complete with
bends, moving horizon and
the road seen in perspective.
There is a choice of five cir-
cuits to choose from and you
can race against a choice of
computer cars ranging from
one to five.

CRITICISM

'‘Overall, the graphics




aren't bad, with quite a large

car, though smaller than the
ones, in Grand Prix Driver or
Road Racer, a bright blue
road with centre lines,
clouds in the sky and black
mountains in the distance.
The road is in perspective,
but it doesn't narrow down
all that much before hitting
the horizon. There are nd
gears to change, which
should make the game
easier to play, but in fact the
car tends to be var}/ uncon-
trollable, wobbling from left
to right much too quickly.'

~ Iara

[ 1
Dusl — fast but difficult to control.

good touch. The graphics are
reasonable and the 3D works
about as well as any other
spectrum version, bul it was
irritating that you kept
crashing when your car
hadn't even touched the
edge of the road sometimes.
This seems to depend on
your angle to the verge, and |
presuma the program is
reading character blocks, so
that sometimes you actually
have collided when it looks
as it you haven't. A
reasonable racing game, but
only an average game.’

1"_‘...-

‘The graphics are [fairly
smooth and there's a good
use of colour too. You must
complete 3 circuits of the
track before the computer’s
cars. This is more difficult
than | first thought because
bends come upon you and
allow no time to think. This
makes the game rather
unrealistic. On top that of
you travel at not more than
50 m.p.h. or you end up in a
mangled heap of steel and
rubber! An important point
to make is that the cassette
inlay says this is a 16K and
48K game, but on the
cassette itself it clearly says
48K only. Which Is it?’

‘There's quite a lot of good
detail in this version,
although | still think Road
Racer is better. The choice of
circuits and oponents is a

COMMENTS

Control keys: CAPS/Z
leftiright, SYM.
SHIFT/ISPACE
brake/accelerate
Joystick: unstated

K ard play: difficult
Colour: good

Graphics: reasonable 3D
Sound: average, continuous
Lives: 5

Screens: 4 with scrolling
General rating: average.

Use of computer 58%
Graphics 70%
Playability 62%
Getting started 35%
Addictive qualities 53%
Value for money 58%
Overall 56%

Freez' Bees

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

Freez' bees adds another
version of ‘Pengo’ or ‘Pengy’

to the Spectrum file. The ob-
ject of the game is to walk
your penguin round the ice
fields, burning away the ice
biocks to create space, or
sand them shooting off to try
and crush the nasty snow
bees who are out to get you.

Features in this version in-
clude the penguin's ability to
electrify the fence, stunning

RE Q9QQ0Q0@

One penguin dead as a dodo in Freez'Bees.

the bee that touches if for a
moment, and the illumina-
tion of ice blocks containing
bee eggs at the starl of each
phase. You receive extra
points for clearing these
blocks before the eggs hatch
out.

CRITICISM

‘The graphics in Freez'
bees are very nice, quite
large and very colourful on a
white ?rnunﬁ. They move
smoothly as well, and at a
fair pace even on the slower
of the ten speeds. | quite en-
|ayad laying it and the game
tself is very addictive when
you get fluent at controlling
the penguin.’

‘Once a snow bee is on
your tail youmay as well give
up as it's hard o get away,
and extremely difficult to get
round a block, turn and fire at
your tormentor. Apart from
this aspect, which | think
spoils the game’'s playabili-
ty, this type of game is maﬂz
very simple and not wort
buying. This version has
good sound though.'

‘This version is frantically
difficult to play — perhaps

too hard to keep your atten-
tion — so it's as well that
there's a range of speeds 1o
select. The colours and
graphics are good, so's the
sound and tunes. If you're
looking for a '‘Pengo’ game,
then this Is a good and hard
version.'

COMMENTS

Control keys: Z/X left/right,
K/M up/down, L= slide or
crumble an ice block
Joystick: Kempston
Keyboard rlly: single key
action, but fast

Colour: simple but bright
Graphics: good

Sound: very 1gnnd

Skill levels: 10 speeds
Lives: 3

General rating: reasonable
implementation of fair
game.

Use of computer 60%
Graphics 57%
Playability 59%
Getting started 63%
Addictive qualities 68%
Value for money 57%
Overall 61%

Paratroopers

Producer: Rabbit
Memory required: 16K
Retail price: £5.99
Language: Machine code
Author: J.F. Cain

It gets awfuily lonely sittin
on your own in a bunker until
the enemy decides to drop
in! *Your bunker' is in fact a
tield gun which you control,
sitting in the bottom centre
of the screen. Above you, in
the sky, helicopters stream
by in both directions, spew-
ing paratroopers out on top
of you. Their object is to
three men safely on the
ground, at which point they
stride off and return in a
large tank against which you

are defenceless (and dead!)
and that's that. Youraim isto
prevent them from landing
any men and you score for
aratroopers destroyed and
elicopters knocked out.
The game continues on
after loss of life, resetting
the score to zero, quite
automatically.

CRITICISM

*Your field gun can be
traversed to cover most of
the screen, but must be
accurate as firing reduces
your score. The graphics are
quite good and the game is
fun to play.’

The animation of the gun
is very good. The sense of
perspective is a clever cheat
since both height and rota-
tion of the gun are only done
with a left and right key, but it
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means the drawing ol the
un must go through what
ooks like seven different
‘frames’ to create the illu-
slon, The detailis of
paratroopers and
helicopters are also good,
with some paras opening
their chutes immediately,
other defflymg to the last se-
cond, and some poor devils
whose chutes fail to open
and get splaited on the
round. You're dead If three
and successfully, or if one
lands right on top of you.
Fun, but perhaps not very ao-
dictive.'

‘This is quite a neal idea,
which scores with its fine
graphics, but there wasn't
quite enough depth to the
idea to keep me enthralled,
and | thought the sound
could have been better — no
gunshooting noise for in-
stance. The user-defined

keys are a good idea!
COMMENTS

Control keys: user-defined

for leftiright/fire

Joystick: Protek, AGF

cnmfrd play: responsive

reasonable average

raphics: good, well

data!!aﬂ

Sound: below average

Skill levels: it's main

drawback — only 1
Lives: 1

General rating: good, but
not very addictive.

Use of computer 70%
Graphics 68%
Playability 66%
Getting started 62%
Addictive qualities 49%
Value formoney 55%
Overall 62%

The nama of the game is a good aim — Paratroopers.
ORI S MR . S s S ]

Stonkers

Producer: Imagine
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: John Gibson

In an unusually terse and to
the point scenario introduc-
tion, Imagine inform you that
you are poised on the very
brink of battie — the enem
have had their port and H
under siege for weeks, and
now is the eve of the battle.
As commander of your
forces, you must out-think,
out-manoceuvra and out-fight
your foe.

Stonkers is a graphical
strategy and tactics game
between the plarsr and the
computer. ike many
popular war games already
available, in Stonkers you
are nol expected to spend
ages setting up the scenario,
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distributing weapons and
moving your forces unit by
unit. Both of you and the
enemy already have tanks,
artillery and infantry posi-
tioned round the coun-
tryside, and the enemy's
forces are on the move as
soon as the game com-
mences. In fact, this turns
out to be a very fast moving
game of an almost arcade
nature.

The war zone is large, and
is shown on screen in two
ways; a large map which

shows total playing area —
two chunks of land, divided
by a river estuary and con-

nected by a bridge;, and a
large scale map, which
shows a big close up with
graphical details of the
various units. On this map,
when a unit is being
deployed, you can see it mov-
ing, its speed depends on the
terrain which Is also shown
as contours. On the total
map a cross-hatched cursor
block, indicating the area of

WAL T I N

Stonking along with |magine.

(RPIERS

the large scale map, can be
rapidly moved by directional
keys. Pressing the fire key
switches maps. On the close
up ma!;v a X cursor is moved
with directional keys, and if
positioned directly above a
unit, will cause it to start
moving towards the coast
when the fire key is pressed.
Below the display area, a
ticker tape keeps you inform-
ed as to what's going on and
how you have been Stonking.
Keeping up the strengths
of your forces is done by
moving supplies from your
ﬁo{t (when the supply ship
as docked) to where they
are needed using your 4 sup-
ply units. If a unit fails to
recelve supplies in time it
will be lost for good.
The game moves at a fast
pace and holds a number of
undisclosed surprises.

CRITICISM

‘The game s long and fair-
“deep” due to the task of
estroying either the
enemy's Port and HQ or his
forces, and also due to the
scale of the war. You may be
needing infantry down on the
coas! fast, but can it be
spared (or even get there in
time) from the distant
I;‘I:Fhmms? Stonkers appeal-
to me much more than
most of the other wargames
due 1o its higher quality of
graphics, large scale and
simple controls. Very addic-
tive — | found myself having
a bash during any spare
hour.’

‘The graphics and overall
presentation are excellent. |
like the ticker tape which of-
fers you the selection menu
for keyboard, joysticks and
skill levels. | was surprised
by the speed at which
Stonkers moves once all the
various units are being
deployed. It gars to the point
where arely have any
time lel't la think, and you're
punching keys all the while.
There are 2 skill levels, the
harder only allows you fo see
an enemy unit if one of your
own units is in the same

vicinity, and this certainly
stretches the tactical
abilities to the limit. An ex-
cellent game.’

‘If only Imagine can get rid
of the program bug which
causes it to crash on occa-
sion, Stonkers issettobe the
best wargame |'ve seen yet.
It keeps you on the go con-
stantly without having to
wait while the enemy "has
his turn". The simple con-
trols help a lot, too, in mak-
Ing this game very playable.’

After checking with Im-
agine, we have been inform-

that the first two batches
of tapes they received did
have a problem which
causes the ram to crash
inexplicably. This has now
been corrected. If you have
encountered this problem,
you may return the cassette
to Im n; and thlgu;lll

aceit. But anyone ng
rs.l%lnkers now should en-
counter no problems.

Control keys: CAPS, X.V.N
left; Z,C,BM right; 2nd.
row = up, 3rd. row = down,
top row = fire

Joystick: Protek, AGF,
Fuller, Sinclair, Kempston
Keyboard play: responsive
and fast

Colour: very good, lots of it
Graphics: very good
Sound: not much, but what
is used is high quality
Skill levels:

Screens: 2, with smooth
scrolling

General rating: excellent
battle game which manages
to be very addictive,

Use of computer 90%
Graphics 70%
Playability 70%
Getting started 58%
Addictive qualities 90%
Value formoney 87%

QOverall 78%
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Producer: SCR
Adventures

Memory required: 48K
Retail price: £8.95
Language: Machine code
Author: Sheppard,
Cummins & Richardson

The task in this text-only
adventure, which is the first
of a planned series of
‘Artemis Quests’, is to enter
Castle Blackstar at the
behest of a beautiful,
mysterious woman glimpsed
in a dream. There you must
recover her power orb from
the vast underground
caverns. To achieve max-
imum points all treasures
found must be cleaned of
their evil, all puzzles solved
and the orb returned to our
dear lady, who is, of course,
no less than a 85 —
Anmls. She promises to
%’h help you during your
@ maximum score
uzw and, if successful, you
may keep all the loot!
A note in the accompany-
ge booklet says that
thadr ver software for Castle
Blackstar Is based exten-
sively on the Adven-80 pro-
ram “:I'.'Iavelopad by Peter

‘As a text-only adventure
amongst the new wave of
raphic adventures, Castle
lackstar manaﬁea to hold
its own very well. The loca-
tion descriptions are nice,
detailed and manage to
create atmosphere in simple
terms very well. The com-
puter's replies to one's more
nonsensical commands
have a good touch of
humour, and with fast
machine code response this
works very entertainingly.’

‘| quickly found the castle
at the beginning of the quest,
but having strayed two
moves away from it into the
forest, | found the compass
directions maqicaﬂy faded
and | couldn't get back.
Twenty steps later | was still

:rum.bﬁﬂu blindlv rhmugh

thick forest. ‘Climb Tree’ to

f:r a better view only elicited
e

response that such a
dangerous undertaking was
useless and | wouldn't find
anything up there anyway!
Starting to think the forest
was intended as a death
trap, | suddenly came upon a
Gingerbread House in a
clearing — and that was a
death hole — three moves
later I'd been turned into a
wriggling worm and ended
up inside some bird’s tum-
my! Great!"

‘A good text adventure
beatls a mixed graphics/text
one anyday, and Castle
Blackstar ranks with Artic's
best. But SCR had better
reconsider their pricing —
£8.95 is way over the top for
what they offer. Otherwise a
great start for a new com-
pany and | look forward to
Artemis Quest 2. Exploring
the inside of the castle was
great fun, and | was impress-
ed that turning a winch in
one room actually operated
something four or five loca-

tinns away withnut my even
knowing it until later when
my apparently meaningless
activity proved valuable!
Beware of the fierce musical
eagles (neat), and | hope you
have more luck than me in
getting a source of light to
set about exploring the dark
lower reglons (sorry,
Artemis, let you down there

..} Great game, pity about
the price.’

Graphics: text only, very
simple, black letters on
white ground, clear and

@asy o read

General rntln;l a good
adventure, but pricey.

Use of computer 80%
Playability B0%
Getting starti 89%
Addictive qualities 83%
Value for money 45%
Overall 75%

Dodge City

Producer: Phoenix
Memory required: 48K
Retail price:

Language: Machine code
Author; Fraser Omr

dfru City comes packaged
arge video-style plastic
bn: and contains two
cassettes. The first is an ac-
tion game, the second an
adventure game, each inex-
tricably tied to the other. The
object is to master twelve
skill levels in the action
cassette, and if you do you
will be given the running
code for the adventure
cassette. Without this secret
code you will be unable to

play the adventure. At the
end of each skill level
will be given a clue, and all
the clues are vital to solving
the adventure.

The action tape shows you
a Western desert plain with
mountains in the
background, and ‘you’ are a
Pony Express rider. The aim
is to collect four mail bags
while avoiding the baddies
on black horses chasing you.
They shoot at you, and you
can shoot back. If you hit
one, he falls off his horse and
dies, only to replaced a se-
cond later by another. The
other problem takes the form
ol cactus plants — running
into one results in a prickly
end. On the first screen you
find yourself chased by one
baddy at a time, but on suc-
ceeding screens there are

A Mailman’s gotta do whnl a male man's nutu do,

g e ——— P e

more baddies to coniend
with. These may be rotten
cowboys, bandits, Mexicans
ojr' Indians and mixtures of
all.

You lose a life if hit by a
baddy, if you run into a cac-
tus or If you fall to collect
four consecutive mail
Between each skill level t
picture cuts to the office,
where a message has arrived
for you — aclueto collect for
the adventure.

When the adventure is
loaded, you are asked for the
code, If you get it wrong the
program NEWs itself. The
scenario for the adventure is
that you must prove your in-
nocence In the murder of
Dodge City’s deputy sheriff,
who has been found dead In
Kwr hotel room with a pear|

andle gun, presumed to
have killed him, lying at your
feet. Now, read on. .

CRITICISM

‘The graphics of the
horses are very good,
smooth and quite realistic,
and those of the adventure
are all quite detailed, taking
up the top third of the display
area. In the action sequence,
the pursuers fire very quick-
ly, sometimes when they're
not even on the screen. |
thought the adventure was

guite a one. but it takes
along time gﬂt into as you
must master 12 skill levels in

the arcade tape. This is a
daunting task. (Il only manag-
ed five, but the producers
were thoughtful enough to
provide me with the secret
code so | could get to see the
adventure. Frustrated adven-
turers should send a
stamped addressed
envelope and fifty pounds
to...) Seriously though, |
think there is a danger of
becoming bored with the ar-
cade game before you
manage 12 levels. If you want
an adventure buy one, if you
want arcade, it. The idea
of Dodge City is debatable
because unless you manaﬁg
the first you cannot see t
second, and | wonder how
many adventure fans will
want to wade through hours
on an arcade game. Never-
theless, both games are
above average in quality.’
‘Both games have a nice
sense of humour — the title
page to the adventure is very
, and so is the first loca-
which tells you '‘Dod
Cfry welcomes careful
drovers’. A warning when
entering the secret code —
103
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the characters entered don't
appear written on the screen,
only dashes appear, which
may confuse you into an er-
ror. The idea is a good one,
although it probably won't
appeal to serious adventure
fans because of the arcade
game coming first, and it is
difficult to get through the
adventure without those vital
clues.’
'The action and adventure
raphics are pretty good, but
there’'s not much sound. The
worst thing is the poor in-
structions which don't tell
you the control keys, which
are numerous in option and
very badly laid out.

COMMENTS

Control keys: poorly
positioned; left =
2/0/WISISYM SHIFT, right =
1/Q/IAICAPSIPIENTER,
down= J/E/DIXIVKIM, up =
4/RIFICINIIU, fire =
SITIGIVIYIHIB

Joystick: Kempston

Ke : responsive,
although confusing with the

keys

SATicE good

Sound: faiﬁ none on
adventure tape

Skill levels: 12 essential 24
in all (arcade tape)

Lives: 5 (arcade tape)

General rating: above
average

Use of computer 45%
Graphics 70%
Playability 65%
Getting started 40%
Addictive qualities 57%
Value formoney 64%
Overall 57%

1984

Producer: Incentive
Memory required: 48K
Retail price: £5.50
Language: Machine code
Author: RMH Carter

When George Orwell finish-
ed his famous novel about
the future in 1948 it seemed
logicaltoreversethelast two
figures and call it 1984. Since
then the date has had a semi-
magical connotation. Well,
now it is 1984, and to mark
the occasion, Incentive (who
brought you Splat) have
released this governmental
strategy game — a game of
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economic survival.

The object is t6 prove that
you can do better than our
existing politicians. You, of
course, are to be Prime
Minister. Can you ride out
three terms in power and sur-
vive two General Elections?
At the start you inherit cer-
tain figures under the
headings Sources of
Revenue in millions of
pounds, and Details of
ding, also in millions. These
include {Revenue) Corpora-
tion tax, Value Added Tax, In-
come tax, Customs & Excise,
and Loans: (Spending)
Government contracts,
Grants to industry, Public
Sector spending, Govt.
Department wages, Pen-
sions,
Benefit, Child Allowance,
Foreign Aid, and interest on
borrowing.

This screen Is followed by
Major Indicators, a chart of 8
items which chart your pro-
gress, and which can be call-
ed up at any time to see how
you are doing. This is follow-
ed by details on the
Minimum Lending Rate, set
at a given figure, but which
you must adjust to suit you
requirements. There is a bar
code chart which indicates
how well the economy is
balanced between Govern-
ment, Industry, Population,
Banks and the World. If any
one of these sectors gets
dangerously out of balance,
you may be forced to resign
— a flagging industry, for in-
stance, may be given a boost
by an increasa inthe Grantto
Industry.

The game also incor-
porates the major nightmare
of any modern government,
the wages claims. You have
to deal with those in the
Public and Private seclors as
well as Civil Servants. You
must decide on the level of
Government Investment in
banks, balance the effects of
raising money through in-
dustrial levies, keep an eye
on the funding of your own
government departments,
sort out the budget for each

ar, organise the levels of
oreign aid, subsidise in-
dustry through grants, and
finally, attend Cabinet
Meetings on a wide variety of
problems.

The game is accompanied
by a detailed 13 page leaflet
called A Pocket Guide To
Running Britain, which ex-

Unemployment.

plains the various functions
of the game and the
economy generally.

CRITICISM

‘After an ominous title
screen of the Houses of
Parliament, the nightmare
begins! The game proceeds
along very sensible lines, in-
forming of the next problem
to be faced, and offering
some prompts for beginners.
| was dctnF really well, |
thought, as | added nominal
amounts to my departments
g-laaith, Education, Housing,

efence etc.) but then a
notice informed me that
runaway government spen-
ding had brought me down!
Well of course, I'm honest —
politicians are.

COMMENTS

Colour and graphics: all

very clear, with well used
nd: useful en s

and the sound of rﬂ);m

chiming

Skill levels: 1 — and that's

enough!

General rating: an excellent

strategy game with tons of

scope.

Use of computer 75%
Graphics 68%
Playability 85%
Getting started 79%
Addictive qualities 63%
Value for money 85%
Overall 76%

Starclash

Producer: Micromega
Memory required: 16K
Retail price: £6.95
Language: Machine code
Author: Derek Brewster

You are test-flying a new
Blasr;Lghtar in what was sup-
po to be empty space,
when you are suddenly
jumped by an Imperial Strike
orce which has jumped
from hyperspace. Tough
luck. You can't outrun them,
so you'll just have to fight it
out alone. The enemy
Mothership is protected by
four waves of fighters. The
object of the game is to
destroy each wave in turn
and fight your way through to
the Mothership and then
place a laser bolt in

whichaver of her two

cores Is.active. Added dif-
ficulties come in the form of
meteor showers.

CRITICISM

‘This game has been taken
right from the arcades. |
can't remember the arcade
version name, but it's been
around a fair time now. The

raphics are smoothly mov-
ng and quite detailed
characters. A problem you
must watch out for is the am-
mo supply which runs down,
forcing you to be accurate. A
good, Flayahle game, but it
m::gtht ose its qualities after
a bit

‘It looks deceptively sim-
ple at first. The waves of al-
tackers don't seem o move
all that fast, as they jig their
way down, but their concen-
trated fire power homes inon
your position, so you can't
ﬂmf still rf::tr Hl‘mmnppo:i g:d

's easy to get tra t-
ween [ighter fire and the
flaming meteors that also
descend thickly from above.
Reasonably addictive to

prag.'

‘Starclash is a shoot em
up ‘invader’ type in which
each attack wave is more dif-
ficult to destroy than the
last. It's not easy lo
through to the Mothership at
all. | would say this is well
above the usual galaxianfin-
vader game standard,
almost a scaled down ver-
sion of the arcade original
Altair. Quite good.'

Control keys: simple, well
PACE = fire
Joystick: Kempston
K play: responsive
T average to good
Graphics: good
Sound: continuous, fairly

&
Il levels: sach wave

harder

Lives: 3

Screens: 4 waves plus
mothership

General rating: above
average type good shoot em
up.

Use of computer 2%
Graphics 69%
Playability 65%
Getting started 2%
Addictive qualities 63%
Value for money 70%
Overall 69%
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STONKERS .4
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5 Sir Thomas Street
Liverpoal, ”HML:I HEW
Dealer Enquiries Contact

“olin Stokes: on (5 1-236 8100 (20 lines)




/,..-——-.H_ ' * N ‘ 500N AS THE
ITrr IT'S , ARCAPIA HIT THE

HORRIBLE | AR, ALIEN LIFE

WHRT IS 1T~ INVAPED HER-—

% -y WHAT'S '
WOU WRANT : k .

T'D‘ HPJDI‘H ; HHPPENE-G - . :
WHHAT | o ' B A1 : —THE FORM
AM? - - e . . IS ONE WE

— j y HAVE NEVER
o t ¥ | k o 3 : .'l'l.IET
' BEFORE

— CROSS WHS
RLREADPY CLINICALLY DPERP
WHEN WE WERE "'"NVADEPR',
I B | SENSED THE INVADERS
IR WS, | WMEDIRTELY — A SILICON
d}. Y/ BASED FORM, SIMILAR
_,. Y TO VIRUSES . THERE ARE

COUNTLESS NUMBERS OF
“THEM 1IN THE RIR .

| AM=WAS—
THE ARCAPIA'S '
COMPUTER = — WITH
e i THE SILICON
VIRUS MRTED
TOME, | BECAME
SO MUCH
n MORE THAN
a THHT—J ri

- ) A0 L8 ETLTY
T Wi L ’
THAN JUST SEMGE NVADED : SO | LORDED ALL MY INFORMATION
THEM — | MERGED EVERY BTOM S E INTD V1‘RU5 CELLS ANDP CRRWLED
WITH THEM, OF ME. — ACROSS WHAT WAS LEFT OF
v THE AIR INTO CROSS' BODY,
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Marconed on one world of & greal unknown Dyson Sphere
el 5yS IEm tho suiry iz from the ﬁ’..tf".'\lp " Arcadka

e lod by ship's officer Cross. But Cross' siramge

THE VIRUS CAN ENTER HUMAN
CELLS BUT CHOOSES NOT TO
SINGE IT CANNOT COMMUNICATE
WITH THEM. WITH ME IN THE
CIRCUIT IT cOULE — S0 | USED
IT To STOP THE DECRY IN
CROSS. | RE-BUILT THE r'
¥,

PARTS OF HIM WHICH

L WERE MISSING: »~—— 1\

MR, LROSS -OVER HERE:

behaviowr wrouses the suspicions of Jin Kimas The
answer (0 the puorrle & one thai Kimas wished she had
newved sought

— ONE OF 'EM
- T WON'T
COME ouT/

T
COMPLETE MY
ORIGINAL PROGRAM.
I MUST GET MY
PRASSENGERS
TO EARTH,
PC YOU UNDERSTAND
7 DO wou

UNDERSTRND
ME 7

YES
DO - AND
4 IWILL HELP
YOou, BUT TELL
NO-OMNE WHAT
YOU HAVE
JUST TOLD
ME —

COME OnN,YOU
PUMB COLLECTIOM

WE'VE RESCUED THE OTHERS
FROM THE ENTERTRINMENTS
SECTION. BUT WEVE GOT
A PROBLEM

LEAVE HERE IMMEDIATELY,
THERE 1S5 NO TIME TO WRSTE
O FRIVOLOUS GRMBLING..;

B OF MAL-PROGRANMMED
BITsw PRY UP /J

YOU HAVE JUST

JOSEF P MANPRELL 15
SURVIVED A

NEVER CONCERNEP WITH

jE. .

DISASTROUS
CRASH AND ALL
You ARE

CONCERNEDR ABOUT
' 1S GETTING
USELESS MONEY
FROM A
MACHINE ¢

'OBTRINING MOMEY ./ /
ONLY WITH WINNING —
WHAT'S YOUR GAME , PAL?

=
1

\"
.

L\
L2

]
?

¥

IS NOT FRIVOLOUS
GRMBLING, PAL , THIS |15 SERIOUS \ =
GAMBLING. BEEN PLAYING THIS

B DEVICE SINCE | CAME ON BOARD 4
R AND IT'S JUST ABOUT TOw Sl

L/ JOSEF P MANDRELL

AND IT 1S NOT A GAME /
SO GET OUT OF HERE
AND GET TO WORK/
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1 I

CROSS DROVE THE SURVIVORS HARD:
FOOD WAS SRLVAGED FROM WHAT
REMRINED OF THE STORES, VEHICLES
IMPROVISED FROM SERVICING
EQUIPMENT UNTIL AT LAST THEY
SET OUT +ss

'Gm"mz SomE ODDS oM
THIS SURVIVAL SCAM .
WHHT CHANCE WE

LONGSHOT, EH?
OH, WELL ,
ILL BUY

fid TREKKlNEF RCROSS
THE HARSH TERRAIN

IN SEARCH OF SOME -
THING —ANYTHING —
TO RIP THEIR ESCAPE .

SOOM THEY FOUND A BHRE,

§ DESERTED VILLAGE,
CROSS, KIMAS AND MANDRELL
INVESTIGRTED ALOME

w

— 1 SENSE
MNGER , ANCIENT
BITTERNESS

FROM THERE —
THAT HUT.

CLASSIFY HOSTILE:

RETURMN

THE THREHT
IS
G'C}NE i

STORY BY KELVIN GOSNELL
DRAWN BY OLIVER FREY
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WHY DO ]."I'l"HT wigr '..- 0 us I"T-[:'-'EF’J F:{D
! FJhE.I.I.,v["' 5 10 TA O ﬂa._,
ol nibc Wl (S50 (HeRiel
WE I{'_q"'u'E F'lf‘-l_ YOL Kl[.'u- ME | FOOC EET'JJF_E M T'HE; PLANETS
r"-c‘q..:' I"”"I":":'l“l ! ‘:}F T"”S SLTJEI.E l"lﬂl i
- HRE THERE
. STARSHIPS TOO 7

5 GE
F]I,.L'-JH'-I""‘_‘ MEAN HARM.JS
|.| ] JHE "JHIH" 01' T]’il”l,_-lcl
REST OF THE PE

BUT | FEAR THE. HE'S OFF HIS

PRIESTHOOD EVEM LESS GOURD,

THAMN | FEAR VILGARRE'S CROSS s

HORDPES/ IF YOU WISH TO

SPERK BLASPHEMY, THEN QUIET,

T WILL JOIN YOl )/ MANDRELL

e |

STARSHIP
TiIS A WORD | HRVE
NOT HERRD SINCE MY YOUTH.
WE USED TO SAY IT To
ANNOY OUR ELDERS.,
BUT THINGS CHANGE =
N AT IS BLFIEPHI‘:MY

A FEW MILES AWAY 2 \_‘ e
THERE WRS OTHER — [Fe %,
MORE VIOLENT - \

TALK OF BLASPHEMY, ISl

You 1“ 'mu SEE — HE HAS A HOPELESS
SAY YOL CAME ' SE OF CRERTIONST
HERE ON R N ; 15, ;..I L POWERS
NESSEL OUT OF : COMMRAND HIS SOUL .
'SPRACE' T : HE MUST BE
YeT YousAW . PURIFIED/

~S'RIGHT/
: :.H.:-ﬂ ;ggggﬁlar: Er_r— : | S 2 e WILL TORTURE
THERE £ JUS SPACE/ § S G 0 R 2t
PLEH&E pow i CE, VERY WELL — o, ) T, INFORMATION FROM HIM
e A F’rt:_EF“H_F?E THE KNIVES o g ~ BEFORE | LET You
AND OTHER INSTRUMENTS ; REMOVE HIS INNARDS FOR
FOR THE CEREMONY',/ "PURIFICATION', MR ARCHBISHOP/

More thrills and gruesome
spills next month!
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CDS programs, the
Uuitimate experience

This is ‘Winged Warlords' a brand new
Arcade Adventure

Just one of a new range of excitin

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

Available direct from CDS Micro Systems
Send Cheque or PO. To CDS Dept. YC], |
10,Westfield Close, Tickhill, Doncaster SPECTRUM 48K /e -
* Selected titles only DNT1 9LA. Tel:(0302) 744129, Spectrum Adventure




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!

Cormidors of Genon for 48K Spectrum

1t is a superh program, and a well
conceived plot. Brilliant! "Value for
money [0 " Home Computing Weekly
Knot in 3D fior 48K Spectrum

‘Addictive, aahle game' C& ¥V Games
3D Tunned for 16K/48K Spectrum

A masterpiece of programming” C &V [

£5.95

£5.95
£595

Hurtle into a void leaving a trail for
your unseen pursuers in ‘KNoT N 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 TunNnNEL, 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.

ZXB1 owners must be prepared for the

Escape for 16K Spectrum
e oof b Bt carted rnost original games
i Bave sevn for the Apectrum” Sinclair [ser
AD Monster Maze for 16K ZXH1
Brilliane, Brilliant, Brillignt
Popmilar Computing Weelkly
AD Defender for 16K ZXHI1
triesther 10 Wiriner” Singlafr ser

.95

£4.95

£4.9%

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 vou 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 yvou don't just play New
Generation games, you live them.

Products available from
W H Smith, Boots,

M!’I‘U.'it‘l-- 5
Group, Hm
all leading departmen

& computer stores
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