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Choos ing wh ich game to buy f rom the mounta in available is a d i f f i cu l t j ob , 

especial ly when everyone c la ims to produce the best on the market. But how can 
you te l l the best f rom the rest?. To help you decide, read on. . . . 
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What the 
real cr i t ics say. . . . 

Very rarely have 
so f tware t i t les p roduced 
such un iversa l acc la im 
as 'Hal ls of the Things ' 

and 'The D u n g e o n 
Master ' . Now, w i th th ree 

b rand new programs, 
Crys ta l con t i nues to set 
the s tandard of so f tware 

exce l lence . The 
d i f f e rence is obv ious -

the cho i ce is yours: 

T h e B e s t o r T h e Rest . 
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THE DUNGEON MASTER 
Let your Spect rum be your gu ide in a totally new 
dimension m adventures in the true spirit of 
tradit ional role playing games where YOU design 
the scenario. 
"I have been a Dungeons and Dragons tan lor 
several years The package provides excel lent 
entertainment lor all fans of the cults and should 
prove a good in t roduct ion to the game" 

. Sinclair User 

and quali ty Defmately wel l wor th obta in ing" 
ZX Comput ing 

ZX S p e c t r u m 4 8 K £ 7 . 5 0 
Wri t ten by Graham Stafford 

HALLS OF THE THINGS 
A stunning mult i- level maze arcade adventure' 
-Excel lent and dangerously addic t ive * cou ld 
change the Spect rum games scene 
overnight". ....Sinclair User. 

"Spectacular - One of the best games I've seen, 
finely balanced between simpl ic i ty and 
addict iveness - superb graphics and co lour - I 
CAN'T RECOMMEND IT HIGHLY ENOUGH" 

... Popular Comput ing Weekly. 
ZX S p e c t r u m 4 8 K £ 7 . 5 0 
Writ ten by Neil Mot tershead. Simon Brattel and 

Mart in Horsley. i 
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INVASION OF THE 
BODY SNATCHAS! 

At last' a version as fast and furious and as 
trustratmgly addict ive as the arcade or ig ina l 
Landers. Mutants. Bombers. Pods. Swarmers and 
much much more combine to produce the 
ult imate space game! 
ZX S p e c t r u m 4 6 K £ 6 . 5 0 

Writ ten by Simon Srattel and Netl Mot tershead 

THE ISLAND 
The ult imate test of logic and deduct ion ' Can you 
solve the h idden myster ies of the South Pacific 
island on which you have been stranded - and 
escape alive1 A bril l iant classic style adventure 
game to facinate and frustrate you for months' 
ZX S p e c t r u m 48K £ 7 . 5 0 

Written by Mart in H. Smith 

J * L 

Please Supply: 
Invasion of the Body Snatchas O 

Rommel's Revenge u The Island • 
Halls of the Things u The Dungeon Master • 

Catalogue (please enclose SAE 6in. x 9in.) • 

I enclose cheque/PO for 

NAME 

iS 

Please send SAE for our latest cata logue and 
detai ls of our for thcoming software. 
Catalogue FREE with every order P&P inc luded 
Please add £0.60 per item for overseas orders 
Please make cheques/PO's payable to 
CRYSTAL COMPUTING 
2 ASHTON WAY 
EAST HERRINGTON 
SUNDERLAND SR3 3RX 

ROMMEL'S REVENGE 
A bril l iant in terpretat ion of the most visually 
s tunning arcade game of all time. Superb high 
resolut ion 3D graphics wi th full perspect ive plus 
a host of new and excit ing features make 
Rommel's Revenge the most spectacular game 
ever produced (or your Spectrum! 
ZX S p e c t r u m 4 8 K £ 6 . 5 0 

Wri t ten by Mart in Horsley 

OEALERS! For de ta i l s of our exce l len t 
dea le r d i s c o u n t s ( i n c l u d i n g expor t ) 
r i ng Ch r i s C la rke o n 0 6 1 - 2 0 5 6 6 0 3 . 

PROGRAMMERS' Wri t ten any good 
software? send it to us for evaluat ion and 
detai ls of our excel lent royalty scheme. 



DliUHIUM LIFT 
The year is 2934. Di-Lithium crystals are 
humanity's most pr ized possession because they 
are the energy source of every space cruiser. The 
Seiddab, humanity's enemies, have an eno rmous 
stock of crystals in vacuum vaults, bur ied beneath 
their military HQ. The crystals are held In 
structured arrays, guarded by laser-armed Droids, 
pending their transfer to an invasion fleet. 
You have been smugg led into the vaults wi th a 
limited oxygen supply. Your orders are to LIFT the 
crystals before the Droids cut you d o w n . . . 
7 screens 3 lives, high score table, arcade quality, 
fast machine code action, choose your own keys, 
Kempston Joyst ick compat ib le. For the 16K or 
48K ZX Spectrum. H 5 9 5 

I'm late, I'm late, I have got to get there. Just put 
my foot down and hope. What a bend, I'll never 
make i t Up the kerb - that 's s lowed me down. 
I'm off the road complete ly now. Nice scenery 
a round here. Pretty f lowers and a lake. What a m I 
doing? I must get back on the road. Oh, this is 
hard. I 'll never do iL 
Steer your car round a tor tuous circuit of roads, 
braking and accelerat ing as you go. Avoid the 
kerb, islands and parked cars. Learner and 
professional levels. Kemps ton joystick compat ib le. 
4 8 K ZX Spec t rum only. 9 5 

The magnif icent Fantasia Diamond, heir loom of 
your household has been stolen and taken to an 
imposing fortress. You cal led on the services of 
Boris the masterspy, but he has been caught and 
impr isoned by the Guardian, w h o patrols the 
rooms and corr idors of the Fortress, looking for 
intruders. 
Now you must go and retrieve the Diamond and 
rescue Bor i s On the way you will meet many 
characters, some evil and some friendly. You wil l 
have to leam to elicit the help of the fr iendly ones 
in order to complete your task, but remember they 
have their own tives to lead, so they may not 
always do as you ask. 
A most enjoyable and chal lenging graphic 
adventure for the 48K ZX Spectrum. £ 7 , 9 5 

' J Q P 

Are you looking for a publ isher for your programs? If so, 
why not drop us a l ine or better still send In a sample of 
your work, for fast evaluation and prompt reply. 

Mail order to: 

HEWSON CONSULTANTS 
60A ST MARY'S STREET 
WALLINGFORD 
OXON 0X10 OEL 



ii GET AWAY FROM IT ALL" 

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

NEW!! SAM SPADE 
The Fastest Digger around 

9 

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

\MISSION IMPOSSIBLE 
lit certainly IS. 

^TERM INATOR 
Last of the ROBOTRONS 

ARMAGEDDON 
• Get your Apocolypse NOW! 

BWUN DAMAGE 
NCrasbed out CPU. 

WITH OUT OF THIS WORLD 
SPECTRUM GAMES 

Selec ted titles avai lable from Boots, 
W.H.Smiths, J .Menzies a n d all J j iXp 
good c o m p u t e r stores. J B ^ s M H 

Dealer Enquiries welcomeJT^k Q1 

i Alfgames just £5.95 inc VAT and P&P 
Silver so It Ltd, London House, 2 7 1 
London W 6 
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BaOW US THE SHADOW, ABOVE US STARS 
8 5 Profile on Starzono 

and on Steve Turner. 
FLYING HIGH! 

Q4 We look at computer retail outlets. In this, (he first 
of an occasional series, the CRASH team checks 
out W.H.Smith 

PARDON ME. I ' l l SAY THAT AGAIN 
Franco Frey Interfaces with the Currah 
Microspoech unit. 
LEARNING AT PLAY 
We begin an occasional look at educational soft-
ware and some reviews. 

EDITORIAL & YOUR LETTER?! 
[ Plus Advert! serslndexandRevlewsJ 

NEWS INPUT 
A brief roundup for the month. 

RUN IT AGAIN 
In our second comparison we ROLL OUT THE 
BARREL and take a look at KONG games. 

THE TERMINAL MAN 
Comic Strip excitement as shipwrecked Arca-
dians discover the true identity of Cross . . . 

2 7 FANTASY/CRASH SUPER QUIZ 

CRASH H0TUNE CHARTS 
The phones have been buzzing! This month we 
publish Britain's first ever top selling software 
chart compiled from votes. 

CRASH QUIZ 
Test your knowledge of Adventure games 

FROGGY 
4 5 P'ck of the month from among thy estabi i.'ihed 

games that are available. 

Pages and \ 
games 

i reviewing both old and new 

REVIEWS IN THIS ISSUE 
INCLUDE GAMES FROM Ultimate, Imagine, Silver-
soft. Mlkrogen, Rabbit. Microsphere, Software Pro-
jects. Mlcromega. C.D.S. and many, many others. 

NEXT MONTH 
I s sue 3 (Apr i l ) w i l l b e o n s a l e f r o m F r i d a y 16th . 
M a r c h . 

CRASH READERS TALK TO SINCLAIR 
RUN IT AGAIN takes command of missile command. 
CRASH Readers Questlonalre — your chance to tell us how to do it! 
Plus the news roundup, reviews, art ic les and guide. 

5 A Newstield Publ icat ion 



NEW GAME 
OF THE 

MONTH 

So many g o o d g a m e s s e e m e d to qua l i f y th i s 
month , t o avo id o p e n war fa re in the o f f i c e 
we d e c i d e d to award the f ive con tende rs 
equal status.. . 

3 
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A 
CAN YOU HANDLE THE ULTIMATE? 
THE MOST AMAZING PROGRAMMES, THE SMOOTHEST 

ACTION, THE HIGHEST RESOLUTION GRAPHICS? 
ALL ULTIMATE GAMES ARE ARCADE STANDARD, 

Cookie 1M8K ZX Spectrum Trpiu Am I6/48KZX Spertrum Atic Auc 4BK ZX Sp«irum 

FEATURE PACKED, 100% MACHINE CODE. 
AND PURE ADDICTION. 
SO WHICH WILL BLOW FIRST - YOUR COMPUTER OR 

YOUR MIND? 

ONLY £ C 5 0 EACH 
{All games joyitvck 

keyboard control} 

Available from W H Smith. Boois, John 
Meruies. Spectrum Conical large department 

stores and al good software retailer j. Or send the coupon direct 
We'll pack and post your order to you absolutely Iree in the U K 

Okay, I dare take my computer lo the edge of meltdown. Send me the following: 
] Cookie | | lunar Jetmon Q Pswf | | Trant Am 
; J et Poc • JetPac-E xpanded VIC 20 • Atic Atoc 

I enclose cheque/PO for £ . 

Address. 

Name 

Pint 16/48* Spectrum lunar Jetman 48K ZX Spectrum Jet Pac 16/4BKZX Spectrum 
at BK Expanded VIC 20 

Ultimate Play The Game is o trade name of Ashby Computers arid Graphics Ltd., The Green, Ashby de la Zooch, Leicestershire, Tel (0530) 411485. Dealer enquiries welcome. 
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LUNA CRABS 
By M.J. ESTCOURT 

H A U N ' l E D H E D < i 
By DERBK BRP/VSTER 
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For any Spectrum 
ALL TITLES £6.95 INC VAT. 
SELECTED MICROMEGA PRODUCTS 
THROUGH: BOOTS. GREENS, ASOA. 
JOHN MENZIES. LASKYS. WIGFALLS, 
RUMBELOWS, HMV, SELFRIDGES, 
WH SMITHS, SPECTRUM SHOPS 
EVERYWHERE AND ALL OTHER GOOD 
SOFTWARE STOCKISTS 

ttv <M;HC.H i w k k b r i i ' 

H F 

LTh I t i J m II 
) 1 3 ii M M 

full 1 V 

Software Ltd 230 Lavender Hill London SW11 1LE 



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

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

Along the same lines of 
sussing out what you like, we 
are planning a CRASH 
QUESTIONAIRE for issue three. 
The more people who fill this 
in, the better and more 
accurate the results will be. It 
will help us In presenting 

Information In a way you 
Erefer, and we hope it will be of 

enefit to the software 
producers too. So look out for 
that next month. 

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

Artist Oliver Frey, who is also 
designer for CRASH Magazine, 
has been drawing comic strips 
for longer than he cares to 
remember starting off with 
IPC's War Picture Library 
series of which he did over 
twenty. Some are being 
reprinted even now. He has 
also done a lot of illustrative 
work for the old Look & Learn 
and drew that publication's 
strip The Trigan Empire for over 
a year before the comic was 
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 little 
boy reading his Superman 
comic that then turned Into the 
title sequence? The whole 
comic book was only two 
specially drawn pages which 
Oliver did for director Dick 
Conner to use in the film. 

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

ADVERTISERS INDEX 
A+ FSoftware 34/35 Imagine 30/109 
Abacus 36 incentive Software 89 
Arcade Software 83 Lotus-Soft 44 
8 la by Computer Game* 49 Micromania 18 
Carnal I software 33/78/79 Micro mega 8 
Case Computer Simulations 91 Microsphere 23 
CDS Microsystems 110 New General ion 111 
Crufi Micro Games Action 77 Perfection Software 17 
Crystal Computing 2 Procom 32 
Cur rah Computer Components 80 Ouieksilva 112 
Digital integral KXI 96 Severn Software 44 
0 J.L Software 81 Stiwrsoft 4 
Doric Software 18 Software Protects 33 
Fantasy Software » Starzone 84 
Games Mactune 17 Time scape 58 
Gtlaofl 83 Ultimate T 
Hewaon Consult ants 3/82 Vortex 11 

Oliver Frey poses for a CRASH 
MICRO publicity • t i l l . 

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

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

Since then he has handled a 
number of strip characters, 
from Dan Dare In the UK to 
Storm in The Netherlands. 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 at the Battle of 
Britain in a Tiger Moth v 
Chipmunk dogfight over Kent 
was good, but so was being 
'target for the day' for an RAF 
rescue Sea King In Norfolk. 

A terrified Kelvin Gosnell henas 
beneath an RAF rescue Sea King 
heilcoptar. 
Photography by Ian Kennedy 

ER ,„ATA V ' 
In last month's Issue we gave 
an incorrect price in the review 
for GRAND PRIX DRIVER by 
Britannia. The price of ES.95 
quoted should have read £6.95 

Also, In our Guide section 
the review JUNGLE TROUBLE 
should have ascribed the game 
firmly to Durrell Software, the 
producers of the game, as 
Martech are actually Durretl's 
distributor and have no hand in 
the writing or producing of the 
game. We apologise for our 
error. 

9 A Newstield Publication 



ETTERS » » » » » » » » > 
Each month I'll be choosing the best letter from the 

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

Send your letters to Uoyd Mangram, CRASH Forum, PO 
Box 10, Ludlow, Shropshire SY8 1DB. I can't protnise to print 
everything that comes in because space is precious (I'm told) 
but I'll do my best. 

I am shocked to see just how 
many letters we have received 
already. Oon't get me wrong, 
I'm not complaining — but 
aren't you ail supposed to be 
banging away at that 
collapsing keyboard or 
something? Still, I guess it's 
only lair that after us boring 
ou half to death, you should U able to get your own 

back. . . 
Seriously though, thank you 

lor the letters. Quite a lot have 
made the CRASH team blush 

There are some that if we 
printed them would make 
people believe I made them up. 
In the event it was a tough task 
to pick out a winner, especially 
as some cute cookies offered 
me bribes in the form of flattery 
(It'll get you nowhere.. ' ) After 
some reflection I thought this 
plea from Mr. Ashton to treat 
the simulation game with more 
respect was the best of some 
very good letters. 

THAT'S HOW IT SHOULO BE 
First of all, congratulat ions on your 
new rn.sguiine i 

gr. ^ H p ^ H 
II further issues live 

up to the f irst, I am sure it Mi l l be a 
success. Reading your cr i t ic isms, l 
would however like to make a point. 

There are basically two types of 

Pame — fantasy and real lit'? 
antasy games, arcades, mares, 

dungeons etc, are ail all f igments of 
of vivid imagination. Nobody knows 
how safely Horace can cross the 
road or how easy it wi l l be to laser 
an alien space cralt. Accordingly, 
speed is immaterial — the games 
designer can program the game as 
last or slow as he wishes. Tn all 
these g u n e s the cr i t ic ism that it is 
perhaps, too slow can be valid 

On the other hand the real l i fe 
games must be as realistic as 
possible. Yes. motorbikes can travel 
quickly, aircraft land at speed and 
accidents happen fast whether the 
flight is s imulated or not. 

Bui please remember one thing 
— as an ex-R N. rating I can assure 
you that submarines do dive as 
slowly as Hunter Killer works. 

I have been a table-top wargamer 
lor some years and Hunter-Ktlief 
seems to me lo be the first real, and 

computer war game m the 
<t sense of the word This, to 

my mind, is a real Me game, and 
the speed of the sub. the controls 
t i i j ! need using etc., are excellent. 
Torpedoes do run that slowly, and 
that agonising wait thai the real 
submarine Commands' goer, 
through la ideally represented here. 

If you want fast action, buy either 
a fantasy game or a real-life game ot 
a fast subject. Please do not dock 
points from Protek for being 
amazingly accurate 

W H. A th lon , Halton-orvLune. 
Lancaster. 

mank you tor your kind 
comments Mr Ashton This is the 
k ind of reaction we want to hear 
from readers. Ot course, you are 
right about Hunler-Kllter I'm afraid 
I'm a poor judge as I am not by any 
means a dedicated war-gamer, so 
the slow simulat ions tend lo loave 
me cold Unfortunately, a lot of our 
young reviewers at the momeni are 
dedicated arcade players and loss 
given to the joys of more thought-
provoking games perhaps Hopolul ly 
the Reviewers" Competi t ion In the 
last Issue wtll arouse some 
adventurers and war-gamers into 
act ion on our poor editor's behalf! 
L M . 

HACKERS 

Just thought I'd write to say what a 
great mag you're writing. Does that 
get me the 12 quid? No?? Ah well, 
we always live In hope! Anyway, at 
last us Spurtocratlc Hackers 
(Spectrum users wi th an affinity to 
modems, alternative databases, 
shooting many a green man and 
loud noises) have got a decent 
magazine that deals specifically 
wi th the Spectrum Many readers 
may not know II but the best add-on 
for the Spectrum in my opinion is 
the Prism VTX 5000 modem, it 's 
great fun. Especially using Micronet 
— all that sofware wi th no postal 
delays! 

A&for my favourite software, that 
has to be Lunar Jetman, Atic Atac 
(completedl. Ant Attack and 
Chequered Flag. 

Oh well, l suppose I've said 
enough, do I get the £12? grovel, 
grovel! 

Stephen Lacey aka The Mad 
Hacker. 

Keep up th is unbridled qual i ty of 
letter writ ing, Stephen, and you 
could earn yourself a fortune In rto 
t ime! - L.M. 

I own a 48K Spectrum, wi th which I 
am very pleased, but I'm already fed 
up with the keyboard (aren't we all)! 
I have thought about buying a Fit It 
Yourself keyboard, but f i t t ing these 
involves opening up the computer 
which makes the guarantee Invalid. I 
was wondering whether anyone 
makes keyboards for the Spectrum 
which just fit on top of the 
computer. Or a plug-in keyboard, 
currently available for the ZX81. 

Also l am planning on buying a 
recondit ioned or second hand 
colour television to use wi th my 
Spectrum. Do you think this Is wise? 
Please could you give me some 
advice on buying colour televisions. 
I am currently using the family set 
which is a Phill ips 3745 Teletext 
colour set and it gives a very good 
performance. Do Teletext TVs 
generally give a much better 
performance? 

I IhmK CRASH Mag is bril l! And 
having a phone-in chart is fantastic! 

Karl Flaschke. Wembley. Middx. 

Karl, our technical dept. will be 
writing soon regarding F.I. Y. 
meantime. I have a Teletext too but 

111 gives no better result than my 
I little portable colour TV. LM 

SOON TO BE 

I have just bought the first edi t ion ot 
CRASH and I cannot wait for the 
second one to come out. Al though I 
am not yet a Spectrum owner, I hope 
to be one soon, as I have had one on 
order for the past three weeks. 

I have also bought a number of 
other magazines and software 
reviews, hut none of them go into so 

much detail as CRASH This 
magazine wil l certainly help me and 
I hope many others In choosing the 
best programs to buy. I also liked 
the art icle on interfaces and 
joyst icks and 1 hope you continue to 
include i tems like this each month.-
All in all. 75p. well spent! Keep up 
the good work. 

D.M. Markill le, Marshall Road, 
Cambridge. 

LONG READ 
I've nothing earth-shattering to say 
about games as I am very new to the 
scene, but l would like to 
congratulate you on your superb 
new magazine. Please don't alter It, 
It is just perfect the way It Is. I've 
never known a magazine to take me 
so long to read, not because it was 
boring but because there was so 
much information crammed into it. 
The reviews were the finest and 

most complete available and are the 
only ones I'll be reading in future to 
determine whether or not I buy a 
game. Even 1 hough I only had my 
spectrum for Christmas, I spent the 
previous couple of months buying 
and reading computer mags to 
determine which I would continue 
wi th once I had my micro. 

I thought I had seen the best until 
seeing your (delayed but worth it) 
mag, which forced me to change my 
mind. Keep up the excellent work 
and best wishes for the future. 

Ian Foster, Uttoxeter, Staffs. 

Thanks tor your comments, Ian. 
Sorry about the delay toot We had 
an issue lined up tor November 18 
last, but there were so many new 
titles due out before Christmas that 
the news trade asked us to delay 
until after the holiday. By the time 
we knew of this delay It was too late 
to pull out those two ads that 
appeared with the earlier date. 

NO LISTINGS 

Thanks for the new magazine 
CRASH. It's just what the majority 
of Spectrum owners have been 
wait ing lor. I hope you don't lose 
sales because of the name CRASH. 
I think SPECTRUM should have 
been part of the title. 

Please review uti l i ty programs. 
I 'm glad you haven't clutterred up 
the pages with program listings, 
which never compare wi th the 
commercial games. I don't like 
comic strips, I'l l look to the BEANO 
lor those. 

fl.J. Hammond, Pickering, N. 
Yorks. 

Some interested newsagents have 
said the same about CRASH too but 
we think people will get to know the 
name soon enough. Utlh 
will have an Increasing i 

Utility proa, 
ing area of 

'rams 

soon be appearing in the Qulde 
Section I'm told. 

CRASH as we go along and wilt 
\ring In the 

ogram Listings 
were never, ever on the agenda for 
CRASH! There's lust not the room 
anyway. Sorry about the comic, 
mind you you won 't find something 
like THE TERMINAL MAN In Beano. 
The overall plans tor the story are 
extremely interesting ~ it's going to 
be Quite mammoth. You might argue 
that it doesn't look though It'll have 
much lo do with computers, but In 
tact It will. In an Indirect way. But 
more importantly it's intended as a 
piece of entertainment with 
strategy, adventure and arcade 
overtones. I don't see why onty 
Qulcksilva should be allowed to get 
away with the Fatuvian Empire! 
LM 
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A NEW DIMENSION IN EXCITEMENT FROM VORTEX SOFTWARE. 
cmTI Stop die advance of the Millitoids. Survive the maze 

of death, rationalise the paradox zone and overcome 
the dangers encountered in the flatlands 

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

3D full colour graphic effects, machine 
code fast action and multi-screen 
wraparound zones make Android 'Rvo a 
mindblowing action game. 

SEEK OUT ANDROID TWO^AT 
ALL THE BEST DEALERS. 

PLEASE RUSH ME: 

SPECTRUM 48K 
KEYBOARD/JOYSTICK OPTION 

I I ANDROID TWOIS) £ 5 - 9 5 E A C H 

TOTAL VALUE £ 

Enclose PO/cheque payable to VORTEX SOFTWARE 

ADDRESS 

Send to mail order address; 
VORTEX SOFTWARE 2«0 BROOK LANDS ROAD MANCHESTER M2J9HD 

DEALER ENQUIRIES WELCOME -

Vortex are always seeking exciting new programs Contact us or send sample. 
A Newsfi t ld Publication 1 1 



Energy 30,000 
Producer: ELM 
Computers 
Memory required: 48K 
Retail price: £4.90 
Language: Machine code 
Author: Paul Bralthwaite 

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 o ld mines of the 
20th Century can be used as 
an a l t e r n a t i v e f u e l t o 
Uranium, which Is running 
out. Your task is to mine the 
Pink Tar by using a bulldozer 
(bang up to date in the year 
30,000). This is done by driv-
ing the bulldozer down onto 
the tar and moving away 
quickly wi th it to the fuel 
store. Ten chunks wil l fi l l the 
quota for that mine, and work 
then moves onto another. 

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

The screen is d iv ided 
horizontal ly by four mine 
shaf ts (f loors really) wi th a 
vertical shaft down the cen-
tre. There is also a bot tom 
floor. The rock f loors actual-
ly r e s e m b l e P i re l l i t y re 
marks, and are made up of 
numerous l i t t le black rocks, 
wi th the occasional pink one. 
Your bulldozer can crawl left 
and right, descending or 
returning by the shaft. The 
screen is wrap around. 

CRITICISM 
' Th is Is an ex t r eme l y 

s i n g l e m i n d e d g a m e — 
e i the r y o u ' l l love i t , or 
you't lhate it. If you like it, it ' l l 
probably drive you mad! The 
bulldozer moves very quickly 
and positively, so it requires 
l i gh tn i ng re f lexes and a 
mastery of techniques. What 
they don't tel l you in the inlay 
is that if you so much as 
brush a black blob of rock 
you olow up, and If you 
manage to drop down (at that 
speed) accurately on a pink 
blob, the second you have 
got it, where it was turns 
black and — bang! So you 
learn to get the bulldozer just 
above the level of the floor, 
wait for a pink blob and then 
hit the down and forward key 
almost s imul taneously. So 
simple, so maddening and 

utterly addictive.' 
'The graphics are nothing 

to write home about, very 
simple and quite smalt, and 
the game idea is very simple, 
but because of its speed and 
the accuracy it demands 
from the player, I'm sure this 
is going to appeal to a lot of 
snappy arcade players.' 

"The least of your pro-
b l e m s a r e t h e c r e e p i e 
crawlies, a l though just when 
you're one chunk away from 

a quota, and sai l ing back up 
the shaft , you can be sure a 
wretched th ing wil l snake 
out and wal lop you. Ever so 
fast, and requires hair trigger 
responses, which fortunate-
ly the keys provide, but the 
f ingers don' t always! Good 
value.' 

COMMENTS 
Control keys: Z/X left/right, 
l/J up/down, well laid out 

One of the blurs is your bul ldozer in fast, addictive Energy 30,000. 

r p • > j r . ^ f 
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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 wi th 
three screens. The screen is 
d i v i ded up in to 24 rec-
tangles, six co lumns of four 
shapes all def ined by dotted 
l ines. Each box contains a 
score figure, 100, 300 or 500 
depending on its area. You 
must wa lk your monkey 
along the dot ted tines unti l a 
square has been surround-
ed, when it changes colour 
and you get the points. As 
this is going on there are two 
nast ies chas ing you. On 

complet ing the screen the 
scene cuts to a bonus screen 
of grids where you must get a 
t eddy bear , who s l i d e s 
downwards, to sl ide down 
the co r rec t po le to h i s 
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 t ime 
limit which eats away the 
value of the rectangles, so 
it 's important to complete as 
many as you can in the least 
possible t ime. Complet ing 
this screen takes you back to 
the start screen again but 
wi th three chasers this t ime 
r o u n d , in s o m e v i s u a l 
respects this game looks 
similar to Romik's Colour 
Clash. 

Joystick: Kempston 
Keyboard play: highly 
responsive 
Colour average 
Graphics: fairly smal l , 
simple and perfectly 
adequate 
Sound: good 
Skill levels: gets impossible 
after being hard 
Lives: 3 
General rating: Maddening, 
addictive, good value. 

Use of computer 68% 
Graphics 60% 
Payability 80% 
Getting started 63% 
Addictive qualities 95% 
Value formoney 70% 
Overall 73% 

CRITICISM 
'This isn't a part icularly at-

t r a c t i v e l o o k i n g g a m e , 
al though 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 f i l l out! Overall I found it 
very playable, but it would 
have been better if there had 
been some speed selections, 
which might have given it a 
longer life; and some sound 
would have helped.' 

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

* r 
100 

--

1 • c.» 
1 -J — ( j 

A classic painter but a b i t p o t t y . 

'For someone who has 
never played this type of 
game in the arcades, I think it 
would have been better to 
say more about it in the inlay 
than it actual ly does. On the 
whole I thought th is was a 
reasonable copy of what is 
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now a fairly old arcade game 
— not bad, not wonderful 
either. The user-def inable 
Keys are a great help." 

COMMENTS 
Control keys: cursors, or 
user-definable, 4 direct ions 
required 
Joystick: AGF, Protek 
Keyboard play: responsive 
Colour reasonable 
Graphics: average to good 
Sound: poor 
Skill levels: gets harder 
each round 
Uves: 5 
General rating: average, but 
reasonable addict ive 

Use of computer 68% 
Graphics 55% 
Payability 58% 
Getting started 60% 
Addictive qualities 57% 
Value for money 59% 
Overall 60% 

Android 2 
Producer: Vortex 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: Costa Panayi 

In the f i lm 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 
piayed Android 1, then you 
may be in for a shock wi th 
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 
graphics often have to do dif-
ferent things, but overall our 

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

The story is as old as the 
Spectrum itself — stop the 
advance of the Mi l l l to ids, 
survive the maze of death, ra-
t ional ise the paradox zone, 
overcome the dangers of the 
f lat lands and achieve all this 
b e f o r e t h e d e p a r t u r e 
d e a d l i n e . N o p r o b l e m ! 
Vortex describe this as a 
mindblowing act ion game, 
and deservedly so. 

It's hard to describe the 
screen display, because the 
area Is huge, part massively 
convoluted maze, part open 
space wi th in areas of the en-
compassing maze. The view 
is sol id 3D, seen from well 
above and sl ight ly to one 
s ide . The a t t r a c t m o d e 
scrol ls at a fur ious pace in a 
d iagonal d i rect ion across 
the playing area, and gives a 
fr ightening Idea of what is 
ahead of you. 

The object is to destroy 
five Mi l l i to ids in each of the 
three zones. These other-
wise pleasant creatures re-
quire three shots to the head. 
In carrying out th is miss ion 
you must watch out for the 
n u m e r o u s l a n d m i n e s , 
Hoverdroids (one blast), and 
Bouncers , wh i ch are In-
destruct ib le but very predic-
table. Android 2 is equipped 
wi th a head mounted photon 
blaster of unl imi ted power — 
he needs it! Good luck! 

CRITICISM 
'If you have seen 3D Ant 

At tack then you wil l know 
that the graphics are great 
but that the game itself is not 
so good, well Android 2 is a 
game wi th great 3D graphics 
and Is also a good game in 
i tself. The animat ion is good, 
a well laid out screen, and 
generally a great shoot 'em 
up game.' 

Android 2 - the a-mazing superior R o b o t , 

'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.' 

' T h e g a m e is v e r y 
chal lenging, in fact I found it 
hard and good to play. Good 
graphics, wi th tots of move-
ment and good value for 
money.' 

COMMENTS 
Control keys: 1/Q up/down, 
O/P left/r ight, bot tom row = 
fire 
Joystick: Kempston 
Keyboard play: very 
responsive 
Colour excellent 
Graphics: excellent 
Sound: excellent 
Skill levels: who needs 'em? 
Lives: 5 
Screens: cont inuously 
scrol l ing 
General rating: excellent on 
almost all counts, highly 
addictive and first rate 
value for money. Highly 
recommended. 

U se of co m p uter 80 % 
Graphics 96% 
Payability 92% 
Getting started 90% 
Addictive qualities 90% 
Value for money 89% 
Overall 90% 

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

This is Imagine's first step in-
to the mist-shrouded wor ld 
o f t e r r o r a n d m y s t e r y , 
W a r l o c k s and m o n s t e r s , 
Wizards and spells. It stilt 
isn't a proper adventure, 
much more of an arcade type 
game, but wi th adventure 
overtones. You, the most 
ski l ful Alchemist on Earth, 
have been summoned to do 

batt le wi th the- Evil Warlock 
who is terrorising the Land. 
You must enter his dread 
castle, f ind the four sect ions 
of the magic scroll, which 
wil l enable you to render the 
Warlock powerless by using 
his own Spell of Destruct ion I 
against him. 

Playing the game is quite a 
c o m p l i c a t e d mat te r . The 
Alchemist can wander about 
as himself unti l he reaches a : 
drop or a steep hill, and these 
obstacles may be overcome j 
by t r ans fo rm ing in to an j 
eagle, which is made to fly by | 
f lapping Its wings. The dread 
cas t l e is fu l l of rooms, : 
caverns, passageways and ; 
stairs, f i l led wi th a wide i 
variety of monsters, useful 
ob jec ts and minor spei ls 
which may be used once, 
and of course the four pieces i 
of the magic scrol l . The | 
Alchemist is only al lowed to 
carry one object at a t ime 
(and he's the most ski l ful!) 
so a strategy element creeps 
in. 

Any type of movement, or 
bumping into objects, or 
t r a n s f o r m a t i o n s , d e p l e t e 
your stamina. This is mairv j 
tained by passing over food 
packs (if you were an evil 
w a r l o c k k e e p i n g s k i l f u l 
Alchemists at bay, would 
you leave food packs lying 
around your castle)? 

The two weapons you 
possess, hur l ing l ightn ing 
bolts or cast ing spells if you 
have found one, use up your 
energy, which is replenished | 
only by t ime. Encounters 
wi th monsters also drain 
you, though this depends on 
whether you are carry ing 
some useful object like an 
axe or a sword. So there it is, 
O Skilful One — care to have 
a g o ? 

CRITICISM 
'On your mission you wil l 

encounter many problems, 
l ike f inding a key to open a 
door, and many Guardians 
such as lobsters, ghosts, 
brooms, skulls, bats, evil but-
terfl ies, swords which attack 
you, sna i l s , ca te rp i l l a r s , 
bones, axes, a boulder and 
much more. The presenta-
t ion Is very good, with a high 
qual i ty t i t le screen and ade-
quate instruct ion, al though a 
bit more advice would not go 
amiss! The graphics are very 
good and so is the sound, 
wi th a rather spooky organ 
tune which sets the scene 
well. In playing, the game is 
extremely good, fun and very 
addictive. Definitely another 

A Newsf i t ld Publication 1 3 



Time is running ou t fo r the A l c h e m i s t . . . . 

winner for Imagine. Oh, by 
the way — don't pick up the 
trap th inking you can use it 
as one — it wi l l explode dur-
ing the game, destroying 
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 mastering, but they 
seem quite well laid out. The 
game is not unlike Atic Atac 
in feeling, and has about the 
same level of play ability. 
Although it couldn't be call-
ed a shoot em up, it still 
manages to be very addic-
tive, since it is so easy to lose 
your one life.' 

'This is a game which is 
fun and has so much detai l 
to explore in the massive 
cast le that it makes you want 
to keep playing. That said, I 
didn't think it was terribly ad-
dictive, a l though I'll probably 
want to go back after some 
t ime and have another go. 
Excellent graphics and use 

of colour. An Imaglne-atlve 
game and obviously wor th 
the money.' 

COMMENTS 
Control keys: seven keys 
are used to walk/f ly left and 
right, t ransform, cast a 
spell/hurl l ightning, f lap 
wings, pick up/drop objects 
and pick up/drop spells. The 
Quit key{1) seemed 
dangerously near the other 
act ion keys. 
Joyst ick: Kempston, Fuller 
Co lou r very good 
Graphics: excellent 
Sound: very good 
Skil l levels: 1 
Lives: 1 
Screens: cont inuous 
scrol l ing 
General rat ing: excellent 

Use of computer 80% 
Graphics 85% 
Payability 90% 
Getting started 68% 
Addictive qualities 89% 
Value formoney 95% 
Overall 85% 

Chuckie Egg 
Produce r : A & F 
Software 
M e m o r y requ i red : 48K 
Retail price: £7.90 
Language: Machine code 
A u t h o r N. Alderton 

A & F have added to the 
mythology of the Platform 
Game wi th their Chuckie 
Egg. wh ich contains some of 
the best screen combina-
t ions since the original ar-* 
cade versions of Donkey 
Kong'. The a im of the game 
is s impl ic i ty In itself. You are 
a l i t t le yellow — well chicken 
it looks like, but probably a 
ll'l) 'ol farmer boy, wi th a 
wide br immed hat. and you 
must travel the wide plat-

forms col lect ing eggs, whi lst 
avoiding the understandably 
agitated chickens. Depen-
ding on the screen, there are 
va r ious c o m b i n a t i o n s of 
long and short p lat forms at 
dif ferent heights, connected 
wi th ladders and/or l ifts. 

As you go through the 
screens so the set ups 
become more di f f icul t , wi th 
more eggs to col lect and 
more hens chas ing, and 
more piles of — hen manure, 
to put it politely, to avoid. 

CRITICISM 
'This game has a very 

good use of colour, very 
good, bright graphics, neatly 
anlmatecTand detailed. It has 
you c l imbing ladders, jump-
ing over holes, jumping down 
from one level to another, 
r iding l i f ts, and generally col-

lect ing eggs like a maniac. I 
found it fun and addict ive! It 
a l s o g i v e s y o u u s e r * 
definable keys and games 
for up to four players.' 

'This is hardly a new game 
type, but it's certainly an ex-
cellent addition to the collec-
tion of holejumpinglad-
derclimbingnastyavoiding « ames for the Spectrum, 

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

'I had a lot of t rouble at 
first get t ing my man to c l imb 
or descend ladders, but th is 
is a tr ick of the program. He's 
very d i f f icu l t to centre If 
you're being careful about 
l ining up, whereas if you 
dash at a ladder and have the 
ascend/descend key a lso 
pressed, he whizzes straight 
up as desired. What must be 
remembered is to change 
direct ional keys whi le whizz-
ing, or he may end up going 
in the wrong direct ion at the 

top of the ladder. One kind-
ness 16 that he can wi thstand 
some tremendous fal ls f rom 
one level to another. An ex-
cellent arcade game, wi th 
high addict ivi ty built in. But 
it 's very expensive at almost 
£8 — the one drawback.' 

COMMENTS 
Control keys: user-
definable, 4 direct ion and 
one jump needed. 
Joyst ick: Can be set up to 
cope w i th most and works 
wi th Fuller anyway. 
Keyboard play: highly 
responsive 
Co lour very good 
Graphics: very good 
Sound: cont inuous and 
good 
Skill levels: gets harder wi th 
every screen 
Lives: 5 
Features: speech 
vocabulary wi th Fuller Box, 
and 1/2/3/4 player games 
General rating: highly 
addictive, and very good. 

Use of computer 90% 
Graphics 80% 
Payability 85% 
Getting started 78% 
Addictive qualities 80% 
Value for money 65% 
Overall 80% 

Eggs is eggs in Chuckie Egg but watch out fo r the chickens. 

Punchy 
Producer: Mr. Micro 
M e m o r y requ i red : 48K 
Retail price: £6.90 
Language: Machine code 

Punch & Judy shows pro-
bably st i l l exist at the Brit ish 
seas ide , bu t t h e r e ' s no 
longer any need to travel 

af ield to see a show. Mr. 
Micro can now bring you all 
the glit ter and sand, right at 
home on your Spectrum. 
This game has simi lar i t ies 
wi th Hunchback, but It is all 
couched in proper Punch & 
Judy terms — and it speaks! 

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

: 
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Knocked out by a custard pie, hero Bobby hears the horr ib le laughter 
of the theatrical mask above — That 's the way to do i t I 

you must rescue Judy by 
jumping over or duck ing 
under r o t t e n t o m a t o e s 
thrown by Punch, leap over 
gaps, use the f lying carpet, 
swing from the angeis' tai ls 
and avoid the back-at tacking 
custard pies, whi lst leaping 
over gaps f i l led wi th soidiers 
and clubs. Every once In a 
white Judy wi l l th row a 
sausage. It Bobby catches 
three of these they can be us-
ed in an e m e r g e n c y t o 
transport him to the next 
screen without harm. 

A scanner above the stage 
shows Bobby 's progress. 
Each screen is t imed for 
points and each one com-
pleted awards a pol iceman's 
h e l m e t . Fo r e v e r y f i v e 
helmets col lected, 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.' 

CRITICISM 

'It 's a very long load, but 
well worth it. The graphics 
must be among the most 
eye-seartngly br ight I've seen 
on a game! All the status 
detai ls are c o n t a i n e d in 
decorative scrol ls, wri t ten in 
gothic text. I really l iked the 
evil l i t t le theatr ica l mask 
'face' that appears in the 
clouds and laughs when you 
lose a life. The game itself is 
reasonably d i f f icu l t to play, 
with t iming an essentia! part, 
and it gets extremely dif-
f i c u l t w h e n t h e r e a r e 
tomatoes coming f rom one 
direction and custard pies 
from another! Bobby jumps 
very well, a l though 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 it!' 

Nice simple keys to con-
trol Bobby, and a d i f f icu l t 
game. Perhaps it gets a bit 
repetetive after a while, but 
i t 's certainly amusing to play 
and the graphics combined 
wi th the speech make it 
a lmos t wor th the money 
alone.' 

COMMENTS 
Control keys: 6/7 walk 
left/r ight, zero = jump, 8 = 
sausages! 
Joyst ick: Kempston and wil l 
work wi th Sinclair ZX 2 
Keyboard play: posit ive, 
though jumping takes some 
practice 
Colour, excellent 
Graphics: very good 
Sound: excellent speech 
and tunes, though a l i t t le 
bare during a screen 
Skil l levels: 1 
Lives: 3 (1 more after 60,000 
points) 
Screens: 16 
Features: programmed 
speech 
General rating: excellent 

Use of computer 91 % 
Graphics 85% 
Payability 90% 
Getting started 88% 
Addictive qualities 87% 
Value formoney 85% 
Overall 88% 

I'm In Shock 
Producer Artie 
Memory required: 16K 
Retail price: £4.95 
Language: Machine code 

So this was what we were 
returning to; a scarred bat-
t le f ie ld and ashes. We 'd 
travelled across the universe 
to save the Earth, we'd seen 
off the invaders and suffered 
the casualt ies, only to f ind it 
had all been a decoy. 

So I'm In Shock sets the 
scene for th is grid/shoot em 
up game. You can move your 
laser base left and right, 
w h i l e s h o o t i n g up. The 
screen is divided into one 
character squares by green 
gr id l ines wi th you (and the 

al iens above) s i t t ing in the 
squares. The number of 
aliens depends on how many 
waves you have ki l led off . 
They move about randomly, 
very s l o w y d e s c e n d i n g . 
Should one reach the bot tom 
the game is over. Some 
squares have diagonal l ines 
f i l l ing them, which cause 
your shots to rebound at 
right angles, whereas the 
aliens can fire through them 
quite happily. This requires 
some strategical thinking to 
use the shields to double re-
bound and thus sti l l hit an 
alien. Every 3 screens, a com-
mand ship, resembl ing a 
spider, crawls across the 
screen half way up, and 
scores a bonus i f you hit it. 

CRITICISM 
'The graphics are quite 

Wide f rozen shrieks of laughter — I ' m in Shock F 
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small and simple and the 
keys are over-responsive, 
making it very hard to move 
to an adjacent square. The 
g a m e i t s e l f is q u i t e 
reasonable, but something 
of an a n t i - c l i m a x a f t e r 
reading the intro on the inlay 
— "The moon was the colour 
of wide frozen shrieks of 
laughter, the frost ran down 
the window — I 'm in shock." 
See what I mean.' 

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

'I l ike the energy reflec-
tors, they added a dimension 
of strategy to an otherwise 
very ordinary shoot em up. 
But the al ien craft could have 
been a bit more energetically 
nasty, it would have made 
the game more interesting to 
play. Very d i f f icu l t to control 
smal l movements of the 
laser base too.' 

COMMENTS 
Control keys: very simple, 
CAPS - V left, B - SPACE 
right, H — ENTER fire 
Joyst ick: none 
Keyboard play: fast and 
over-responsive 
Use of co lou r poor 
Graphics: average, small, 
l-character size 
Sound: good 
Skill levels: 5 
Lives: 3 
General rating: fair to 
average, but reasonable 
value for money. 

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

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

Despite a story about Doctor 
Van Winkelhof f who has 
g e n e t i c a l l y e n g i n e e r e d 
snai ls imported from West 
A f r i c a i n t o a b reed of 

! Supersnails who leave super 
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glue traits behind them, and 
are now t rapped In his 
laboratory trying to escape, 
this game turns out to be a 
'Light Cycle' gr id type game 
made famous byu the movie 
I ron. 

The aim of the game is to 
trap your oponent and kill 
h im 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 
wa l l and a l l ows you to 
escape. There are four direc-
t ional controls for your snail, 
8nd In common wi th other 
games like It, h i t t ing reverse 
of the direct ion in which you 
are currently travel l ing is ins-
tant death. 

Superglue trai ls in the lab. 

CRITICISM 
'The thing that most im-

pressed me about th is game 
is that two players can play 
against each other at the 
same time, or two players 
can play against the com-
puter as well as one playuer 
against the computer. The in-
lay card explains all th is ve|7 
well, and it is repeated in 
menu form on screen. It is a 
s imple idea, but that makes 
it al I the more playable on the 
tower speeds. At the highest 
level the speed makes it 
unplayable! 

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

'If you buy games as much 
for their colour and graphics 
(as anything else) then you 
m a y as w e l l f o r g e t 
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 
ext remely smooth ly (oniy 
pixels after all) and f think I'm 
right in saying that th is is the 
only 8-direct ional version, 
which opens up the game's 
tact ics quite a bit.1 

COMMENTS 
Control keys: player one, 
Q/A up/down, Z/X left/r ight: 
player two, P/L up/down, 

M/SYM. SHIFT left/r ight 
Joyst ick: Kempston 
Keyboard play: very 
responsive 
Co lour sparse! 
Graphics: extremely s imple 
but very fast 
Sound: cont inuous but poor 
Skil l levels: 9 speeds 
Features: 1 or 2 players 
against each other or the 
computer 
General rating: above 
average to good, addictive. 

Use of computer 71% 
Graphics 34% 
Payability 70% 
Getting started 68% 
Addictive qullties 74% 
Value formoney 60% 
Overall 63% 

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

Andrew Beale has done a 
number of games for Softek 
and this one will probably be 
accounted as among the 
best. It has simi lar i t ies in Its 
scenario wi th the 'you're in-
side this computer ' school. 
In t h i s , p o s s i b l y y o u r 
mi l l ionth re-incarnation now, 
y o u are a m i c r o b o t , a 
miniatur ised robot, whose 
task is to enter the electronic 
brains of proper-sized robots 
and repair damage to them. 
The scenario points out that 
you wanted to be either a 
Brain Surgeon or a truck 
driver, and as you could't 
possibly meet the necessary 
speci f icat ions, you had to 

become a Brain Surgeon! 
A nice touch about this 

game is that the inside of 
these highly advanced but 
s o m e w h a t b ra in -damaged 
robots resembles the base-
ment of some huge and 
rambl ing Victorian mansion 
wi th untagged heating pipes. 
There are two types of pipe 
— purple ones and green 
ones (scenario explains the 
dif ference, but i t 's all far too 
high in technology to repeat 
here) and there are various 
bugs wh i ch are caus ing 
damage to the del icate elec-
tronic brain. Despite their 
varied shapes they come in 
two hues — blue and yel low 
(this is important, but wait 
for it). 

Your job as microbot is to 
prowl around armed wi th 
repulsa blobs and fix the 
pipes. The repulsa blobs 
keep the nasties at bay for a 
mo, but lying around in each 
brainy chamber are blue and 
y e l l o w f l x - a - t i v e b l o b s . 
Touching one turns microbot 
into that colour, and if he 
fires a blob of the correct hue 
at a nasty of the same colour, 
the blob will destroy it. But 
despite all these fun and 
games, the true nature of the 
coloured blobs is to fix the 
pipes. When fired close up a 
btue blob wil l fix a damaged 
purple pipe, and a yellow 
blob fixes a green pipe. Once 
used the fix a tives are in-
stant ly replaced ready for 
picking up again. 

The bra in c o n s i s t s of 
twelve chambers, and can be 
seen to the left of the playing 
area in plan form. This scan-
ner a lso in fo rms you of 
where the worst damage is 
being done by colour coding. 
It's fr ightening! 

CRITICISM 
'F ix ing hotes In the pipes 

Broken pipes and brain damage in M ic robo t . 
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made by the nasties is not so 
easy, I found that this only 
worked if you bumped into 
the hole several t imes and 
then fired the fix-a-tive ball at 
p o i n t b l a n k range . The 
graphics are very good wi th a 
number of animated bugs 
(there's a yel low Pac Man on 
legs in there somewhere) the 
game is fine, but there was 
some th ing about It that 
made it not as much as it 
could be. Just a feeling, it 's 
sti l l a good and interesting 
game and highly original. ' 

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

'Nice large graphics and 
very smoothly moving. Not 
too sure about the overall 
qual i t ies of the game — It 
grew on me wi th playing, but 
I get the feeling there aren't 
quite enough objectives In-
volved to make it very addic-
tive, a l though it is fun to play. 
I got a bit irr i tated wi th the 
f in ickiness of f ix ing holes, 
and it seems a pity that the 
blue and yellow blobs can 
only be fired sideways when 
the damned bugs move all 
over the place. An original 
game." 

COMMENTS 
Control keys: A/Z up/down, 
G/P lefttr ight, M = fire 
Joyst ick: Kempston, 
Sinclair, AGF, Protex 
Keyboard play: responsive 
Colour: good 
Graphics: good 
Sound: very good 
Skill levels: 1 
Lives: 3 
Screens: 12 
General rat ing: very good 

Use of computer 73% 
Graphics 80% 
Payability 70% 
Getting started 65% 
Addictive qualities 68% 
Value formoney 80% 
Overall 73% 
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Z X S P E C T R U M S O F T W A R E 
ODYSSEY 1 

— TJdTSB? FORCE FIG 
A very axc i tmg 1 0 0 % M / C game to 
test your ski l l , concentrat ion and abi l i ty 
to the fu l l Shoot the sound-sensi t ive 
Mutons. only to be fo l lowed by the Astro 
fleet and missiles, wh i ch then unleash 
the pterodactyl- l ike monsters. 
Features include: Pause Funct ion. Bonus 
Man, and much , much more. 
For t h e 16K a n d 4 8 K ZX S P E C T R U M 

ONLY £5.50 incl. p. & p. 

At last — a game tru ly for al l the fami ly. 
Select between 5 and 2 0 random words 
to be d isplayed on the screen Find them 
h idden in the w o r d g r id W o r d cross-off 
and fu l l cursor movement 
Features include: W o r d Editor. Load and 
Save your o w n Words . G ive-Up Func-
t ion, Print-out Op t ion (to take your W o r d 
Seeker on long, bor ing journeys). Lots 
and lots of fun 

For t h e 1 6 K a n d 4 8 K ZX S P E C T R U M 
O N L Y £4.50 i nc l p. & p. 

fBlflOflW 
mwpvwMmm 

ff y o u en joy arcade shoo t -em-up 
games, this is the game lor you 15 
sheets of last-act ion graphics Thri l ls 
galore. Be the Commander of Star-Striker 
FORCE FIGHTER pursu ing the enemy 
th rough its defence system 
Features include: Bonus Man . Speed 
Bonus on every sheet, Hi-Score Record-
ed , Freeze Frame. Joys t i ck Cont ro l , 
S m o o t h - A c t i o n Graph ics a n d lots of 
smooth , arcade act ion. 

For the 16K and 4 8 K ZX S P E C T R U M . 

O N L Y £ 5 5 0 inc l . p. & p. 

1 C H U R C H V I E W 
R H O N D D A • M I D 
T E L : F E R N D A L E 

• T Y L O R S T O W N • F E R N D A L E D E A L E R 
G L A M O R G A N • C F 4 3 3 N E E N Q U I R I E S 
(0443) 7 3 0 3 2 5 W E L C O M E D 

CBM 6A New Release. SMriEYS •£.-

AVAILABLE AT ALL SPECTRUM SHOPS, HMV. SELFRIOGTS JOHN MTNZLES 
LEISURE ZONE A NO ALL GOOO COMPUTES SHOPS 

DEALERS PLEASE CONTACT US FOR THE NAME OF YOUR NEARESF DISTRIBUTOR 

THE FABULOUS WANDA 
ANO THE SECRET OF LIFE 

THE UNIVERSE AND EVERYTHING 
tot COMMODORE 64 
An adult fantasy 
game wi th Arcade Act ion 

You are travel l ing lai 
f rom home looking tor good 
t imes around the Univeise 
when you are intercepted 

by the evil Brutus o l the Federation 
Brutus forces you to go and seek the Secret of Life, 
the Universe and Everything • known only to the 
Fabul ous Wa nda. a hostess m the Spaced Out Inn in 
HighsviHe on the planet COPUS You aie leleportm! 
down to Highsvilte where the Customs man 
demands money lor Teleport Tan There U a video 
game in the Terminal w i th 3 ced i t s leh 
Now you are on your own and you must decide how 
to proceed to Highsvil le Mamsireet to find ihe 
various establishments lo enter and 

OGLES for 8BC 6 
Designed wi th people of on ages m m m ) this 
programme provides an aid to learn and match 
colours as welt as being very untenanting Not o»ly 
have colours to be matched in sequence b ' l co 
ordination skills can be develop**! by moving ihe 
cor reel colou red OGLE to match a pattern displayed 
on the screen, interest and amusement are provided 

There are two levels of p'av 
An easy level tor the younger person 
A professional level lor t h r older person wi th play 
against the clock and Hall o l Fame 
OGLE COMPETITIONS ARE FUN' CS95 

NEW RELEASE 
AAAftGHI CONDOR lor Commortm 64 

100% laat action machine code Avow) Ihe 
obstacles and h u a r d s to chmb lha mountain ,7 
• soch the Spa*' Then slay tha Condor ba lm* ,i 
carries your twd o f f 

BARHELDROP' lor 4SK SPECTftUM 
Poor Gordon ' His drainpipes are blocked again and 
the only way to cloai them is to drop barrels down 
them Goidon stands on the top ol his rool wi th 5 
barrels When the game starts he'll IOII one down 
the roo l Press SPACE to drop it through the roof 
accuialely into the centre of a drainpipe and you II 
score the number of points in the pipe, winch wi l l 
start to Hash, and Gordon wi l l get the barrel back tor 
another go The barrel wi l l be lost it the drop <s 
inaccurate, or into e pipe already tilled, but Flesh 
the dog is on hand ' If you know you're going to lose 
the barrel and you can see Flash peeping out f rom 
live bouorrw>ght corner. p ressDand Flash will save 
't1 Once you clean all 5 pipes, you wil l g e t * bonus, 
b lit there's a su rpr ise in store before you ger the ne * t 
set of pipes to til l £5 95 

SUPERSNAILS for 16K or «8K SPECTRUM 
Snails specially imported f rom West Alnca are 
being kept m Dr Van Winklehoff 's laboratory lor 
genetic experiments. The Doctor has turned mem 
into a super breed of snail who now leave behind a 
trail o> super glue that wi l l trap any snail (Ouch.ng il 
Two o l the snails, continually moving and 
control led by the players, escape Irom their pens 
into the laboratory unfortunately, only one of lh<* 
snails can escape l l « m here into the outside wor ld 
wi thout raising the alarm You must therefore trap 
your opponent and then try to escape through Ihe 
smal l door w h ich wi 11 then appear 
Features " Fasl Act ion 100"., MachineCode 

GBERT 
lor COMMODORE 64 

A last Arcade Action Game 
lor ail the family lo ptay 

Wri t ten m 100"" Machine 
Code lor super fast action1 

Egbert works on the 
production line at LEYSPACE 
It was a comfortable life unti l i 
the invasion of the TE88ITES 
f rom the planet TOR Egbert's union has 
been exterminated i n d the Tebbiles have lett then 
deadly Pets running w i ld in Ihe workplace As it that 
wasn' t enough, the evil invader s have forced Egbert 
lo take care of an Egg damaging the Egg wil l have 
fatal consequences for poor Egbert Egbert is now 

£5 95 
' Nine levels of diff iculty 
' Keyboard or Joystick Control 

on piecework can he earn a decent wage ' Can no 
oven Survive' WARNING1 You may gel an ulcer by 
playing this game 
SIX LEVELS OF SKILL ANYBODY WHO CAN OO 
LEVELS SHOULD WRITE AND LET US KNOW' 

ARITHMETIC F UN TIME for T199 
Elementary addit ion. subtraction, multiplication 
and divis ion exercises providng valuable practice 
and d(UI for young children who are developing 
their basic mathematical skills 
Uses colon, graphics and sounds to give a good 
presentation with the sums appearing m large 
tel lers on a blackboard 
The Computer plays back sums which the child has 
dif f iculty wi th showing Ihe child the correct 
solut ions Uses the basic TI99 console £5 55 

Games Machine Ltd . Business & Technology Centre 
Bessemer Drive, Slcvpnjge Herts SGI 2 0 * 

Telephone i0438i 316561 

Please add 50p to cover post and packing 

I enclose a cheque P 0 payable lo G A M I S MACHINE LTD for £ 

or debi l my Access Barclavcard account rto 

Signature .. 

NAME 

ADDRESS 

QTY 
WANDA 
BARRELDROP 
EGBERT 
SUPERSNAILS 
OGLES 
ARITHMETIC 

C M TOTAL 

SEND TO • 

GAMES MACHINE LTD.. 
FREEPOST, 
STEVENAGE, 
HERTS SGI 27H 

DEALERS AND DISTRIBUTORS REQUIRED GAMES A f j D f OUCATIONAL PROGRAMME S W i W E O F O f l ANY^HOMt COMPUTERS 
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Brrri Deep in the confines of ihe 
Ifosly blue mare Pengy is pushing 
his way out of trouble Pengy's fro-
w n wasteland is a random mare 
constructed of blue ice blocks 
raided by the dreaded Sno bees 
The sno bee's sting is deadly, but 
Pengy can retaliate by squashing 
them with the ice blocks that he 
pushes around Pengy is based 
on one of this year's arcade 
successes, and this version 
captures all the action and addic-
tion of the original Packed full.of 
features, super smooth graphics. 
Mashing and bonus blocks, double 
score bonuses. d i «y bees, and 
hours of entertainment' 

ANY SPECTRUM 

48K SP€CT«UM ONLY the 
treasures ol TUTANKMAMUN 
are awesome out so are the 
crea tures t h j i g u a r d t h e m 
E*i>l;>tr the i j h . n a o b ' s t o m t i 

•• wftry (Jlflr Sflrit'5 ot 
scro l l ing mazes > c p j r J l e a by 
locket) d o o r s Vou have a 
l i m i t e d l i m e t o un lock t he t l o o ' s 
w i t h Ihe keys, a n d escape w i t h 
the t reasure Luck i ly y o u are 
a r m e d w i t h U / e r * a n d s m ; t " 
b o m b s a t y o u « U have to lace 
* ho rde o t g u a r d i a n cobras 
Spiders. skul ls m o n s t e r s a n d 
mummies TUTANKHAMUN is 
w h a t y o u ' d enpect f r o m M ic ro 
m a m a — f a s t 'u i>ous arcade 
ac t ion packed tu l l o f arcade 
features ' 0 0 ' . m a c h i n e code , 
last , s m o o t h , h u e s arcade 
ac t ion t o m b <s over 40 
"sfereens" long , o p e n i n g doo rs , 

key* t reasures m a p t leve l 
se lect ion, s o u n d ef fec ts a n d 
tunes 

t k m ly Hi 
3 t f 

CVBDTRnn 

(HMCII. meanm nxx* thootoui game «vw H*axt 
on dm Mir t t game irut nude Delcnon ax* Im» 
CvBOlftON II anpotsbki l<> hojl- orr, ^ . n l v - i 
Can saw you trom tt* eh»ot.e rubor* f>*c*«J Il» ol 
Malum trtKT. Ol n*ory txyntn «w>> tl*«:tiorui 
pfcn<na l a m up lo SO robots on semen <00N> ITUC t-.nr 
coda igowi ivtHaini yoi» rew;tonnn u» kw ANV 
SfCCTifeJU 

keyboard only operat ion 

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

14 LOWER HILL ROAD. EPSOM. SURREY KT19 8LT 

I GHOST'S I 
REVENGE 

ANY SPECTRUM Firit arcade taMum rNtobr noObimg 
lour cotourod ghosts ckrt and power pocti very «r|»lligont 
chasin»runn<ig ghosts, eat blue gnosis txv>j»n. 
lunnei. norm* or WVISiBLt "we 10 di t t*** M*ct 
•txe levels 100% martwn cod* actum encHhrU last 
^aprKi HWU *ft*cts n t t m * 

^ e r DORIC COMPUTER SERVICES PRESENT 

T H E O R A C L E ' S 
C A V E 

The Oracle's Cave is an exci t ing adventure game contain ing a unique 
bfend of H IGH RESOLUTION ANIMATED GRAPHICS and text which has 
been designed especially for the 

48K SPECTRUM 
Its many features include: 

* Cont inuously displayed high resolut ion graphics 
* Time limit of five days' on every adventure 
* Completely new cave layout, monster posit ion and event sequence 
generated for every game 
* All monsters, articles and locations depicted to a level of detail that 
pushes SPECTRUM graphics to the limit 

The closest yet to a true animated graphics adventure excellent value for money' Popular 
Computing Weekly 
Superb h igh resolution with smooth scrol l ing with the nights drawing in this program should 
gwe you plenty to think about' Micro Adventure Dec 93 
'The graphics are smooth, start l ing and excit ing They show the way for the development of the 
graphics adventure in the next year' Sinclair User Annual 84 
'Each quest is selected by you at the beginning of Ihe game and you wilt have five game days in 
which to complete it The time tacler is exceptional in adventure games' Sinclair liter Dec 83 

Available from W H SMITH, selected 
branches ol BOOTS and J MENZIES and 
Other leading retailers. 
T r a d e E n q u i r i e s w e l c o m e 
T e l e p h o n e 0533 314345 

Also available direct at £7.95 (Postage and 
packing tree) from: 
DORIC COMPUTER SERVICES, 3 THE OASIS, 
GLENFIELD, LEICESTER LE3 8QS 
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CHRIS PASSEY b MATTHEW 
UFFINDELL revisit some old favourites 
(and some new versions) in our second 

Game Type comparisons 

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

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

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

A Newsfitld Publication 1 9 
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K O N G Ocean 
K I L L E R K O N G Blaby 

G O D Z I L L A & T H E 
MARTIANS Temptat ion 

K O N G Anirog 
KILLER KNIGHT Phipps 

Assocaites 
K R A Z Y K O N G P S S. 

KONG (Ocean) 

Ocean's Kong is a close 
copy to the original. It s tar ts 
off well wi th Kong making 
his entry, c l imbing to the 
top, then s tomping and 
causing the girders to 
slope. Now tne ape starts 
the barrels roll ing. They go 
sideways down tne ladders 
Killer Kong's seemed to 
favour fa l l ing through 
hoies). There are a totai of 
four screens, featuring 
f i rebal ls and elevators as 
well. The graphics in th is 
game are the best of all, 
and are large (terrifyingly 
large barrels), well animated 
and fast. The man jumps 
well, in fact he goes so high 
his head passes through 
the next f loor up. The keys 
are wel l laid out, i t 's Kemp-
ston compat ib le and there's 
a training mode. 
CP 

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

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

KILLER KONG (Blaby) 
I thought this was a good 
version. Here there are five 
screens to complete — all 
are di f f icul t . It requires the 
most ski l l in t iming because 
the last bit of the top 
sect ion is too low for 
jumping barrels. The game 
has good graphics on the 
whole, but they aren't super-
smooth due to 'character 
posi t ion movement' being 
used as opposed to pixel 

type. This game, however, 
has the best sound. 
Keyboard play could be 
improved — the keys are all 
a long the top row. There are 
bonuses for gett ing green 
burgers and also a t ime 
bonus. 1 would recommend 
this version. 
CP 

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

GODZILLA b THE 
MARTIANS 

This one has the most 
original t i t le and also the 
classiest packaging, but it 
is also the worst of the 
bunch, primari ly because 
it 's wr i t ten in BASIC, which 
immediately l imits the 
program's capabi l i t ies {it 's 
also the only 16K version). 
The idea is to run along and 
jump over the mart ians 
(resembling invading 
barrels) which move from 
side to side. There are also 
ladders to c l imb on your 
way to the top and holes to 
jump. (Godzilla, meanwhile, 
is protect ing 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 

KONG COMPARISON TABLE 1 
We asked our two 
reviewers to rate 
the games compared 
on a scale from 0 to 100. 
A — Use of computer 

B — Graphics 

C — Payability 

0 — Addictive qualities 

E — Value for money 

F — Retail price (In £) 

A B c D E F | We asked our two 
reviewers to rate 
the games compared 
on a scale from 0 to 100. 
A — Use of computer 

B — Graphics 

C — Payability 

0 — Addictive qualities 

E — Value for money 

F — Retail price (In £) 

GODZILLA & CP 
THE MARTIANS MU 

1 2 

0 

2 0 

0 

1 0 

0 

2 0 

0 

15 
0 

5.95 
We asked our two 
reviewers to rate 
the games compared 
on a scale from 0 to 100. 
A — Use of computer 

B — Graphics 

C — Payability 

0 — Addictive qualities 

E — Value for money 

F — Retail price (In £) 

KILLER KNIGHT CP 
MU 

23 
20 

50 
20 

19 
10 

30 
20 

40 
20 

5.95 

We asked our two 
reviewers to rate 
the games compared 
on a scale from 0 to 100. 
A — Use of computer 

B — Graphics 

C — Payability 

0 — Addictive qualities 

E — Value for money 

F — Retail price (In £) 

KONG (Anirog) CP 
MU 

60 
60 

78 
65 

50 
46 

70 
34 

75 
50 

5.95 

We asked our two 
reviewers to rate 
the games compared 
on a scale from 0 to 100. 
A — Use of computer 

B — Graphics 

C — Payability 

0 — Addictive qualities 

E — Value for money 

F — Retail price (In £) 

KILLER KONG CP 
MU 

80 
70 

90 
70 

90 
60 

100 
60 

90 
80 

5.50 

We asked our two 
reviewers to rate 
the games compared 
on a scale from 0 to 100. 
A — Use of computer 

B — Graphics 

C — Payability 

0 — Addictive qualities 

E — Value for money 

F — Retail price (In £) 

KONG (Ocean) CP 
MU 

92 
100 

100 
100 

100 
100 

97 
100 

100 
100 

5.90 

We asked our two 
reviewers to rate 
the games compared 
on a scale from 0 to 100. 
A — Use of computer 

B — Graphics 

C — Payability 

0 — Addictive qualities 

E — Value for money 

F — Retail price (In £) 
KRAZY KONG CP 
(P.S.S.) MU 

75 
90 

90 
90 

95 
98 

95 
95 

90 
90 

5.95 

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

f l • 

KONG (Anirog) 
A different story here — 
this is more of a Kong copy 
and quite reasonable. It 
contains qui te good 
graphics and is possibly the 
most colourful. The keys are 
wel l laid out, making it very 
playable. Four screens 
featuring barrels, f ireballs, 
l i f ts etc. Bonuses are 
available in the form of 
umbrel las and handbags, 
and there's a t ime l imit to 
deter wai t ing around. The 
jumping is rather quick and 
needs careful t iming 
though. 
CP 

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

KILLER KNIGHT 
Apart f rom Krazy Kong, th is 
is the only version wi th a 
loading screen picture. The 
game itself is a variat ion on 
the Kong theme — rescue 
your girl f rom the c lutches 
of the evil black knight. 
There's the usual barrels 
and holes to jump and 
ladders to cl imb. 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 d i f f icu l t 
due to speed and poor 
Keyboard layout. Ladder 
climbing is automatic, so 
there's no going back! This 
is a dif f icult game to play 
(not a bad thing), but wi th 
Its uninspiring graphics and 
lack of piayability, I didn' t 
really enjoy it. 
CP 

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

L > ) • 
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KRAZY KONG (P.S.S.) 

This is quite a close copy of 
the arcade Krazy Kong and 
includes barrels, f ireballs, 
conveyor belts and l i f ts. The 
barrels drop through the 
p lat forms 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)! I 
didn't l ike the key posi t ions 
— all on the top row. There 
is a t ime l imit for a bonus 
and water buckets for 
bonuses. Nice loading 
screen which matches the 
casset te inlay. Four screens 
in this version w i th well 
combined hazards. 
CP 

P.S.S.'s version, which has 
only just come out, 1$ very 
like the arcade original. 
Your man is well animated 
and walks smoothly on his 
way to rescue the girl. All 
the characters are a bit 
small but nothing to 
complain about, and, the 
man jumps very well. The 
game is colourful, tuneful 
and very playable — second 
to Ocean's Kong in fact. All 
the keys are well positioned 
— could be used with 
Sinclair Interface 2 but not 
stated anywhere (Kempston 
compatible). Ocean's 
version comes out with 
flying colours, closely 
followed by this one. 
MU 

Next Month: Missi le Command 
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SINCLAIR TALKS TO 
CRASH 
Details have just been arranged 
for Alison Magulre. Software 
Manager for Sinclair, to be In-
terviewed by three CRASH 

reviewers and readers. By the 
time you read this, the inter-
view will have taken place on 
the 9th February at Sinclair's 
London Offices. The interview 
will be published in next 
month's CRASH. 

ABACUS ARCADE PACK 
The mutti-digited gamesters, 
Abacus, have just released a 
four-game pack under the 
name Space Odyssey. The four 
games are Sentinel, Fireflash, 
Avenger and Proteus, and they 
all form a continuing arcade 
story. Avenaer sold 40,000 
copies, while Sentinel 
remainded in Smith's top ten 
for months. Fireflash received 

a rave CRASH review in last 
month's issue. Author Kevin 
Flynn has recently completed 
Proteus, which unfortunately 
we can't review until next 
month due to pressures of 
space. Abacus are still selling 
the game separately at £5.% 
each but you can buy all four 
games in the 'arcade pack' for 
only E14.9S — a saving of 
almost £9. 

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

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

2 2 A Nfwsfieid Publication 

Africa Gardens. The 
Adventures of Barsak the 
Dwarf, Spy Plane, Devil's Island and Mindbender. 

Africa Gardens by Tom 
Davies takes its name from the 
hotel featured in the game and 
is set at the turn of the century. 
It has graphics and displays 
The Quill's versatility with 
UDG's and block graphics. 
Barsak the Dwarf is written by 
P & V Napolitano You must 
help Barsak collect nine 
treasures of his forefathers and 
" f t " is set in a mythological 
underworld. Spy Plane has by 
D. Brammer, has an unusual 
setting for an adventure in as 
much as the game takes place 

in the plane and over the 
locations. You're flying over 
locations set in the Arzelan 
sea, gaining military 
Intelligence. It should be 
realistic as the author is a pilot 
and used to be In the RAF. 
Devil's Island by Colin Smith 
poses you the problem of 
escaping from the infamous 
French Island prison. You must 
face the prison guards, the 
Jungle and unfriendly natives, 
find a boat and escape to the 
mainland. Mindbender by B. 
Jenkinson has you suddenly 
transported by aliens using 
some mysterious ray to their 
underground base. You have 
the mental power to resist and 
escape, and your task is to 
locate the source of the ray 
and destroy it. This game starts 
off, apparently, with a 
description which includes a 
desk with a Quill sitting on It! 

All titles In the Gold 
Collection will be available 
individually, priced £5.95 each 
and Gilsoft hope to have them 
ready for release sometime in 
February this month in their 
own distinctive packaging. 

MICROMEGA SCREENS IN 
BOOTS 

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

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

Mlcromega told us that the 
idea had proved popular, and 
that in discussions with Boots 
there had been an Informal 
agreement to expand the 
service to other stores across 
the country. 

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

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

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

Reclusive programmer Matthew 
Smith makes a rare appearance lor 
the CRASH camera between 
manically mining. 



finished work on decoration of 
Willy's enormous new mansion. 
The size of the house is a 
rather daunting, as It contains 
64 rooms, and is therefore 
some three times bigger than 
the mines below! Each room is 
in an indescribable mess 
because when Willy's new 
found fair-weather friends have 
a party, do they have a party! 

Alan Maton of Software 
Projects had hoped the game 
would be released before 
Christmas and planned 
accordingly. But the sheer size 
of the game, the amount of 
animation in It. and the fact 
that it is intended to be a big 
improvement on Manic Miner 
has caused Matthew the kind 
of headaches that Willy himsell 
would appreciate. Another 
week should see the program 
work finished, we were told. 
The inserts are already printed 
and waittng — so, come on 
Matthew, get off your Eugene's 
Lair and back to the surface! 

called The Game Lords 
Megazine. It's eight pages of 
game hints, news on the 
company's products, a chart 
and competitions. There's also 
a report on the Faluvian 
Empire, which someone at 
Quicksilva had threatened to 
write a novel about. I 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 Raider or a 
mere earth-bound alien-zapper, 
details on the club are 
available from Quicksilva, The 
Games Lords Club, 13 
Palmerston Road, 
Southampton. 

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

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

Rabbit appears to be breeding 
games faster than a hamster 
fed on oysters. At the same 
time 18 year old Terry Grant 
has been promoted to the post 
of Software Director. Terry has 
worked at Rabbit for some 
time, and has been responsible 
(or the production of 15 games 
now. Rabbit consider the T«nr Gran -

D 
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OMNICALC (48K Spectrum) 
The best Spectrum spreadsheet 
you can buy. Written in machine 
code to be faster, to give you 
more space for data, and to 
allow more features to be 
included, it is guaranteed 
uncrashable. 
* 99 columns or 250 rows. 
* Fully prompted Input. 
* Extensive repeat facilities. 
* Supports ALL Spectrum 

functions 
* Unique iterative facility. 
* Totals/Sub-totais, 

+ many more. 
"It more programs shared the 
Quality ol OMNICALC then we 
might see more Spectrums In 
offices" 
Home Computing Weekly 
3/6/83 
"It is ideal for someone who 
has just found the spreadsheet 
concept, but it is also a very 
powerful toot lor anyone who 
has used one previously" 
Sinclair User June 1983 

Complete with comprehensive 
manual. £0.95. 
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p f4T W H E E L I E (48K Spectrum) Take the motorbike 
r in your Spect rum tor a b u m - u p Survive humps, 
bumps and lumps as you seek the elusive ghostnder 
a n d then your prob lems really start Crash helmets 

advisable £ 5 . 9 5 
R E V O L U T I O N (48K Spectrum) Tyrannosaurus Rex. Stegosaurus. 

~ Podopteryx. Bronlosaurus are some of the creatures on the 
- fascinat ing tourney Irom the start of Itte to man Educat ional 
and tun. this adventure took 3500 mil l ion years the lirst t ime tt was 

played Can you d o it qu icker? — just £ 0 . 9 5 
C REV ASS E/ H O T F O O T (Any Specl rum) Can you make it across the ice-cap 

whilst chasms open a n d c lose all a round you or he lp a hungry rabbit in a 
hosti le wor ld . 2 or ig inal games o n o n e casset te - o n l y £ 4 . 9 5 

I ' . / T H E T R A I N G A M E (Any Spectrum) The game that starts where model railways lelt 
ofl. Full graphics featuring passenger, goods & express trams; tunnels, stations, turntable 

bonus games, irate passengers, col l is ions; derai lments; and everything else you expect 
I rom a major railway! — Superb value £ 5 . 9 5 
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The CRASH roving camera 'bumps' 
Into Ocean programmers Urquhart 
and Pierpoint on the train from Lhrer-
pool to Manchester — interested In 
our review of their game Transver-
•ton. 

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

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

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

Arcadians Mark Butter & David Lawson. 

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

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

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

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

Ian Weatherbum (Alchemist) back at work. 

CRASH Editor, Roger Kean Imagine's Director of Operations. Bruce Everiss, 
and PA, Janny 

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

cont inued 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, fo l lowing up 
their excellent Train Game 
with another whol ly original, 
b e a u t i f u l l y pu t t o g e t h e r 
game in Wheelie. You have 
just taken delivery of the 
u l t i m a t e t w o - w h e e l e d 
machine — the four cyl inder 
fuel- injected turbo-charged 
Zedexaki 500. Whi le you're 
out on the road trying it out, 
you see this s ign saying 
Private road — no speed 

limit to brave riders'. Ai l ex-
cited, you enter the driveway, 
the gates s lam shut behind 
you, and you are trapped In 
Nightmare Park. Your only 
way out now is to f ind the 
ghost r ider , w h o ' s doz ing 
somewhere off to the right, 
wake him up and then race 
him back. The park is full of 
wildlife, all t rained in karate, 
so bumping into any is not so 
good for the health. 

The screen display takes 
the fo rm of four ' roads ' 
stacked one on another , 
almost l ike a cross sect ion 
through caves. There are not 
always four visible, and any 
road travelled may well go 
steeply up or downhi l l to 
another level. There are th in 
'up/downhil l ' l ines across 
some, and the bike wi l l travel 
down a level if the down key 
is pressed, and the same for 
uphill. 

Apart f rom the v ic ious 
wi idt i fe ( Inc ludes leaping 
k a n g a r o o s a n d g i a n t 
hedgehogs get t ing 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' — f ront whee l 
r i d i n g up a n d o v e r . 
Sometimes you have to jump 

1 over a bus! There's also ice 
on some roads, which must 
be taken with caut ion. Runn-
ing into a dead end wil l kil l 
you off If you don't brake in 
time, and going downhi l l too 
fast can also be rather fatal! 
Gas stations are few and far 
be tween , so i t ' s w o r t h 
backtracking for them. To be 
promoted to a new level re-
quires complet ing the one 
you're on, when you' l l be 
given a code to let you enter 
the next one up. Good riding! 

H P M 
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Become Eddie K idd for the day - Microsphere's wonder fu l Wheelie. 

CRITICISM 

'When I first saw another 
reviewer playing 'Wheelie', I 
thought that it was total ly 
di f ferent and looked good. 
Then I got round to reviewing 
it and my impression that it 
was a sort of 'Scramble' 
game faded! i t 's much, much 
more! Revs are important 
w h e n j u m p i n g c a r s a n d 
buses — too fast and the 
bike cartwheels, f l inging the 
rider off , too slow and you 
won't make it. Once you get 
to the 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 dist inct advan-
tage — he can travel in a 
s t r a i g h t l ine a c r o s s the 
screen, but only at about a 
third of your top speed. Al l 
that I can say is that I spent 
about three hours playing 
before I remembered I was 
s u p p o s e d t o w r i t e 
s o m e t h i n g a b o u t i t ! A 
dangerously addict ive game. 
Great, Bri l l , Fantast ic — 
super words fail. Just buy i t ! ' 

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

'If you're playing wi th the 
keyboard, it has a very sensi-
ble layout, but there's a 
menu for select ing Kemp-
ston or cursor type joyst ick 
as wel l as a routine for set-
t ing up other joyst icks via 

u s e r - d e f i n e d k e y s . Very 
good. As for the game, well it 
is p r e t t y g o o d . L o v e l y 
graphics, very, very d i f f icu l t 
and chal lenging. Excellent 
value.' 

COMMENTS 

Control keys: left = bot tom 
row left, right = bot tom 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 scrol l ing 
General rating: addictive, 
generally excellent, good 
value. 

Use of computer 89% 
Graphics 86% 
Payability 90% 
Getting started 95% 
Addictive qualities 99% 
Value formoney 99% 
Overall 93% 

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

In essence The Pyramid is a 
s imple game, as all good 
games should be. Your hero 
is Ziggy, who si ts in a l i t t le 
bubb le capsu le equ ipped 
wi th a 'highly effect ive phas-
ed plasmic laser' wi th which 
he can atomise any of the 60 
weird al iens that live inside 

the Pyramid. This structure 
consis ts 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 
to reach the exit on level 15 In 
as short a t ime as possible. 

Each t ime the capsule 
touches an al ien i ts shield 
power is depleted. When the 
shield has evaporated, Ziggy 
is vulnerable and wi l l die if he 
runs Into an alien. There are 
t w o e x i t s f r o m e a c h 
chamber , p ro tec ted by a 
f o r c e f i e l d . T h e s e a re 
n e u t r a l i s e d by c r y s t a l s 
which drop f rom the top of 
the chamber after a certain 
number of al iens have been 
atomised. The crystals have 
three states — white, they 
destroy anyth ing touched 
and deplete the capsu le 
s h i e l d — y e l l o w , t h e y 
b e c o m e v u l n e r a b l e t o 
destruct ion by al iens but are 
sti l l too hot to pick up — and 
when blue they can be col-
lected and used to neutral ise 
the exit force field, al though 
if the capsule is hit by an 
alien a crystal wi l l st i l l be 
destroyed. Wi th each level 
the force f ields require an ex-
t ra c r ys ta l to neu t ra l i se 
them, so on level 3 it takes 3 
crystals, level 4 needs 4 
crystals — and so on. 

And basical ly, that 's it. 
Scoring is done by giving you 
9999 points when you enter a 
c h a m b e r a n d a w a r d i n g 
what 's left when you exit. 
Points over 30,000 are coded 
and may be sent to Fantasy 
for publ ishing In their top 
1000 scores every 6 months. 

CRITICISM 

'At first I thought th is was 
going to be an adventure, but 
no, it 's a very unique arcade 
game and well worth buying 
wi th 120 screens, each one 
more di f f icul t than the last. It 
wi l l take a long t ime to 
master. Another bonus is the 
graphics which are very good 
— l ike U l t i m a t a ' s s ty le , 
smooth, act ion-packed and 
de ta i led . Good keyboard 
posi t ions too. A Very addic-
tive game.' 

'This game is nicely 
packaged and presented 
with excellent instructions. 
In playing it's enjoyable 
because all the colours are 
used, the graphics are 
smooth and very detailed, 
each character having Its 
own movement and anima-
tion — there's even a recoil 
effect on the laser. The game 
is great fun to play, 
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|A mammoth undertaking — The Pyramid . t ] 
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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. I lik-
ed it!' 

' P r e s e n t a t i o n a n d 
graphics are excel lent and 
the range of control key posi-
t ions and joyst icks that may 
be used all add up to very 
good value for money. A 
highly addict ive game.' 

COMMENTS 
Control keys: 3 options — 
Q/A up/down. OIP left/r ight, 
bo t tom row fire; or — top 
row up, 2nd row down, A-G 
left, H-L right, bo t tom row 
fire; or - Z/SYMBOL SHIFT 
left/r ight, XIM up/down, C N 
fire. 
Joystick: Fuller, AGF, 

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

Doomsday Castle is the se-
quel to The Pyramid. Of ten 
fol low-ups tack the flair of 
the original, but in th is case 
the same excellent graphics 
have been used and added 
to. The scenario has also 
been enormously expanded, 
and the cassette is accom-
panied by a long, highly 
amusing and informative in-
lay of Ins t ruct ions wh ich 
clearly explain the various 
roles of the 5 di f ferent al ien, 
creatures you wil l encounter, 
the layout of the cast le halls 
and passageways. 

It 's a long scenario, but in 
brief, it seems that the Elves, 
ever hopeless at keeping 
t h e i r m a g i c r i n g s a n d 
crystals, have al lowed the in-
f i n i t e l y evi l Sca r t hax to 

Protek, Kempston, 
Mikrogen 
Keyboard play: very 
resposive 
Use of colour very good 
Graphics: excellent 
Sound: good 
Lives: 1 
Screens: 120 
General rating: addict ive, 
playable and excellent 
value for money. 

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

house 6 large elf in stones in 
Doomsday Cast le , where 
their dangerous power can 
be harnessed for his own 
nasty ends. Super hero Ziggy 
has been sent in to f ind tne 
s tones and escape w i th 
them. Some hope! Each 
chamber is f i l led wi th Urks, 
Garthrogs, a Googly Bird, 
N u c l e o i d s and Orphacs . 
Ziggy, in his by now famil iar 
de fence 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 t ime these doors are 
protected by the Garthrogs, 
who sail up and down on 
l i f ts , shoo t ing b l indly at 
anything. Only when a Gar-
throg is 'up' can Ziggy get in 
a shot at a door. When the 
d o o r i s s u f f i c i e n t l y 
des t royed , Z iggy wi l l be 
s u c k e d t h r o u g h . E a c h 
chamber has an anteroom 
which may conta in a crystal 
or one of the 6 ancient 
stones. Only these 6 give you 
scor ing 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 

publ ishing In their l ist of top 
1000 scores every 6 months. 

CRITICISM 

'What makes this game 
fun to play, is the complex 
relat ionship between all the 
creatures. Googly Birds only 
want to sleep, for instance, 
but Urks keep try ing to wake 
them up and make them fly 
about, so it becomes as im-
portant to shoot Urks to pre-
vent th is happening as It 
does to shoot them for laser 
rep len ishmen t . Added to 
that , there are numerous 
routes through the cast ie but 
not all are as useful as 
others, so there is an adven-
ture and strategy element 
thrown in. Mind you, coping 
wi th the fur iously fast ar-
c a d e e l e m e n t i s q u i t e 
enough for me! ' 

All I can say is BUY IT!' 
'Fanfasy certainly seem 

determined to drive people 
nuts wi th immensely long 
games at Impossible odds. 
Not that th is is unplayable, 
qui te the opposi te, i t 's great 
fun, wi th good graphics and 
good sound. To offer any real 
cr i t ic ism one would have to 
play for months! Excellent 
value.' 

COMMENTS 
Control keys: 3 options — 
see review for The Pyramid 
Joystick: Fuller, Kempston, 
AGF, Protek, Mikrogen 
Keyboard play: very 
responsive — Ziggy f loats 
downwards under his own 
steam, so you have to work 
hard at th is one. 
Use of colour excellent 
Graphics: excellent 

Beset by alien enemies. Super Hero Ziggy batt les against overwhelming 
odds. 

'The graphics are ex-
cellent, smooth, detailed, 
animated and amusing. Not 
only must you survive in a 
hall, shoot out the door, get 
the crystal and move on, but 
you get shut in a passage 
with a time-locked door, 
where you must survive for 
as long as possible against 
the Orphacs before being 
released into another hall to 
do battle again. A great 
follow up to The Pyramid, 
and another challenge to 
Ultimata'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% 
Payability 88% 
Getting started 78% 
Addictive qualities 86% 
Value for money 92% 
Overall 87% 
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100 Doomsday 
Castles 
to be Won! 
Don't miss out on this exciting 
competition, which offers you the 
chence to drive yourself mod with 
one of the best srcede games around. 

If you enjoy a hard and fast action 
game that also has masses of 
levels to play through, then 
Fantasy's The Pyramid and 
Doomsday Castle are probably for 
you! Now s your chance to win a 
copy of the latest release, 
Doomsday Castle — a highly rated 
mind-blower. In association with 
CRASH, Fantasy are offering 100 
copies of Doomsday Castle to the 
first 100 correct entries to the 
questions below. Easy? Well, 
perhaps, but playing Doomsday 
Castle Is no easy task! 
Fantasy was formed early in 1983 
by Bob Hamilton and Paul Oyer. 
Bob, It seems, gets his games ideas 
when running over the Welsh hills, 
which might explain why he thinks 
ames players should have to work 
ard toot They are both software 
rofesslonals from the defence 
ndustry with experience in real-
time assembly language 
programming, and a real-time 
fascination with scl-fl. This puts 
them in a strong position to write 
games software. 

The company's original name 
wasn't Fantasy to begin with, and 
before It was changed, they brought 
out two very popular 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 completely 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 
rest." 

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

CRASH/FANTASY COMPETITION 
1 What was the company's original nam* 

before they changed it to Fantasy? 
2 In last month's issue of CRASH, what was 

the name of the dying space ship In THE 
TERMINAL MAN comic? 

3 Name the super hero of The Pyramid and 
Doomsday Castle. 

4 How many chambers are there In The 
Pyramid? 

5 Name the two space' theme games 
previously released by Fantasy (which 
were also under the original company 
name). 

6 Name any two monsters you might 
encounter In Doomsday Castle. 

7 Name the artist who painted the CRASH 
cover Illustration for the last issue and 
this issue. 

6 Count up 1he program entries in this 
month's Spectrum Qulde Section 
(excluding the Game of the Month on page 
45), divide the result by 3 and give us the 
answer. 

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

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

Name, address and answers in a letter or on a postcard please, to 
CRASH/FANTASY COMPETITION, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1 

The first 100 correct entries drawn out of 
the beg wil l each receive a copy of 

DB 

Doomsday Castle. Competition closing 
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CURSE THE CURSORS 
CYAN YELLOW wmm 

6 9 Kill 8 
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So many games now use the cursor keys 
anything to make life easier Is a welcome 
In our last Issue we took a look at joystick 
closely at the joysticks themselves in a f u-
neat attachments which will take some 

5—6—7—8 for directional control that 
addition to the game player's equipment 
controllers, and we will be looking more 
ture issue. In the meantime, here are two 
of the sting out of the cursor curse. 

££C' f i 

The serious problem with 
cursor keys for playing Is 

that they are just not 
ergonomic. ft is quite 

natural for the brain to interpret dir-
ect ion quite physically — in other 
words, for up and down control to 
be in that configuration, and left and 
right similarly. 
This is why key posit ions like Q/A and 
N/M are sensible. Q/A and Z/X are not 
so 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 calied split 
hand control. 

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

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

E.E.C. Ltd. have brought out such a 
clip-on cursor joystick called Spec-
trum Mechanical Joystick. This 
comes as a one-piece clip-over unit 
which press fits over the shoulder of 
the Spectrum. Slightly off-centre fto 
take into account the posit ion of th 
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cursors) is the raised box containing 
the levers. From this rises the joystick 
itself. Below the box surface the 
joystick, which can rock in all direc-
tions, is fixed to a shaped cam which 
In turn activates the four levers. 

A disadvantage of this system is 
that the pressure on the key pads is 
uneven, so that in play it requires dif-
ferent pressures for different direc-
t ions , and the t r ansm iss ion of 
pressure seems quite uneven when it 
is used for 8-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 cl ips on 
quite quickly and without any fuss. 

Another contender for the clip-on 
cursor joyst ick is the Spectrum-Stick 
from Grant Design Ltd. This one 
comes in three pieces, and so packs 
into an amazingly small box for 
posting. The central unit is a closed 
box a mere three inches by one 
and three-quarters and an 
inch high. Two 
Z-shaped arms 
are a t tach-
ed to 

joystick I've used, and comp 
ares on equal terms with any 
of the more f a m o u s n a m e s . 
It r e p r o d u c e s 8-directional 
movement with perfect accuracy, 
and is 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. I think, even if 
you have another type (unless of 
course its already a cursor interface 
joystick). And both makes mentioned 
here, do leave the rest of the keys free 
for use. Of course you don't get a fire 
button with them, but then, quite a lot 
of fast games use two or even three 
effects keys and you can't cope with 
that on any joystick at the moment. 
So, from now on, i t 's not only plug In 
and turn on but also clip on. 

e 

this by 
means of 
white plastic 
bolts. The ad-
vantage of this 
system is that the 
bolts can be well t ightened 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 sti l l use them. 

The joystick Itself is extremely 
positive in action — In fact so much 
so that I'm sure it 's the best " fee l " 

El 
The Spectrum Mechanical Joystick is 

riced at £9.95 (Incl. p + p) from E.EC. 
Id., 1 Whitehouse Close, Chalfont 

St. Peter, Bucks SL9 ODA. 
The Spectrum-Stick is priced at £9.95 
(Incl. p + p) from Grant Design Ltd. 
Bank House, Repham, Norwich, Nor-
folk NR10 4JJ. 
Both joysticks should be available 
from good computer retail outlets. 
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The battle could be yours. 
A but it won t be easy! 
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This Is 'ZIGGYshown above. In his exploratory capsule 
and is a true representation of the on-screen graphics. 

THE PYRAMID 
THE PYRAMID is an arcade style game which has a very adventurous 

feel to it. 
The Pyramid contains 120 chambers on 15 levels. In order to get from 

one chamber to another you must fight off the indigenous aliens to 
collect an energised crystal which will neutralize the force field guarding 
the two exits. 

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

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

Apart from the challenge of trying to achieve the highest score 
possible the pyramid contains a number puzzle to solve The more 
chambers you successfully visit the more information is gathered to 
enable you to discover the secret numbers of the pyramid The puzzle 
won't take you days to solve, it will piobably take you a few months. 

DOOMSDAY CASTLE 
DOOMSDAY CASTLE consists of a labyrinth of 74 complexly inter-

connected Halls and Passages where you will meet a whole host of 
adversaries serving the infinitely evil Scarthax. the Garthrogs. the 
Orphacs, the phenomenally nasty Googly Bird and the Urks which 
manifest themselves in over fifty unbelievably weird and wonderful 
guises 

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

To save the Universe, you must battle your way through the Castle 
to find and col lea the six stones and use their force against Scarthax to 
destroy Doomsday Castle, hopefully escaping yourself before the final 
cataclysmic explosion. 

The task is not easy jsaving the Universe never is!J and it will take 
you many games to unfold the structure of Doomsday Castle and 
discover the locations of the ancient stones. 

The addictive arcade style action will keep you coming back to play 
but the overall challenge should still keep you occupied for months. 

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

The Pyramid at £5.50 and Doomsday Castle at £6.50 from 
FANTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT 

despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club. 
Trade Enquiries welcome - telephone 0242-583661. 



SPECTRUM 

the name 
of the game 

5 Sir Thomas Street 
Liverpool, Mereeyskte LI 6BW \ 
Deaier Enquiries Contact 
Cobn Stokes on 051-236 8100 (20 tmes) 
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"THE WRATH OF MAGRA" 
A THIRD CONTINENT 
SERIES ADVENTURE 

The firs! born has been destroyed The 
Black Crystal of Beroth has been banished. 
The alliance of Evil has been defeated by the 
mmies o f \ o r d Fendai So ends the Third 
Ac}Q. Nov/ we invite you to write your name 
in the history of the Fourth Age of the Third 
Continent 

You will meet friends and enemies, old and 
now, in the long awaited sequel to Volcanic 
Dungeon Using high resolution graphics 
and combining the best qualities of Black 
Crystal" and "Volcanic Dungeon" we will 
allow you to become part of this lale of 
revenge. 

" T h e Wrath of M a g r a " comes as three, 48K 
p rog rammes on cassette, boxed with in-
struction manual and book detai l ing the his-
tory of Ihe Third Continent and the many 
spells you will be using throughout the 
game For the 48K Spect rum @ C12 50 

NOTE: rhe Wrath ol Mayra is a complete 
adventure You need nol buy Volcanic 
Dungeon or Black Crystal to play it 

Avai lable f rom Fob "84 



THE F R S T in 
DYIMIYIK PACKAGES 

F R O m 
PROCOm 

W H A T IT I S 
Whether you are a beginner 
or an experienced 
programmer it wi l l make no 
difference w i th the 
DYNAMIC GRAPHICS 
package f rom Procom. You 
wil l be able to program 
professional looking 
graphics on your Spectrum. 
DYNAMIC GRAPHICS 
comes in two cassettes at 
the price you would 
normally pay for one. But do 
not let the low price put you 
off. DYNAMIC GRAPHICS 
is by far the most unique 
and much needed software 
aid on the market today. 

Jt&TWQk 
m y A r t v M T w t 
£14-95 

MC V A T A N D P B P 

TAPE1 
This is a character designer with a difference * Full screen 
animation of sprites * 27 functions including sprite 
handling 96 characters which can be saved on tape to use 
in your own programs * Easy methods of including 
character designs in your own basic programs • No 
knowledge of machine code needed * Screen saving * 
Sprites may be treated as super large characters (4x4). The 
list is endless. You will be able to design literally thousands 
of different characters from Pac Men to space men or space 
ships to battleships. 
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, 
such as fast fill and rescale. 
There are in all over 50 commands A constantly updated 
status display. 
Generated prompts are fully 
displayed Now you can design 
screens as good as the software 
companies. 

PLus 

DYNAMIC PROGRAMMING 
DYNAMIC ANIMATION. 
DYNAMIC SOUNDS 
DYNAMIC FILING I B0^sPHQGf)Au 
DYNAMIC EDITOR / J D S p m 
& ASSEM B LER / g"Hgptt 

ITEMS ABOVE WILL SHORTLY / T ^ S A t t o i 
BE AVAILABLE FOR MOST / s f f ^ C O R ^ O u 
HOME COMPUTERS / in to Yo, a "°UTjL j 

EASY TO USE 1 
D Y N A M I C G R A P H I C S is t h e o n e 
t h a t e v e r y b o d y w i l l u n d e r s t a n d , T h e 
i n s t r u c t i o n m a n u a l is s i m p l i c i t y i t se l f . 
N o m o r e s t r a i n e d eyes — t h e m a n u a l 
has la rge 1 0 x 8 p a g e s w i t h p l e n t y o f 
d i a g r a m s t o m a k e i t easy f o r you . 

YOUR TICKETTO RICHES? 
Use D Y N A M I C G R A P H I C S t o m a k e 
up y o u r o w n p r o g r a m , a n d if i t 's g o o d 
w e w i l l m a r k e t i t f o r y o u a n d m a y b e 
m a k e y o u rich. 

DYNAMIC 
GRAPHICS 

HOW TO ORDER 

PROCOm 
SOFTWARE 

309 HIGH ROAD 
LOUGHTON 
ESSEX 
Tel: (01)5081216 

Telephone orders 
(01) 508 1216 
Credit Card Holders lAccesvBarc i jycard 
only) can purchase by telephone Please 
giye catd no . name. address and items 
i rqu i red. and your order wil l t>e despatched 
Ihe same day 

BY POST 
Simply write youi requirements in the 
coupon provided enclose y*>ur c h e q u e d 0 

* or use your Access or Bare aycatd Please 
make cheque payable to, PftOCOM 
S O f l WARE and pOSl lo a d d r e « below 
Allow 7 days for delivery 

IN PERSON 
Visit out premises, at the address below toi 
a great selection we will be delighted to 
sec you 

Dealer inquiries to Prism (01)253 2277 

r Post to: PROCOM SOFTWARE. 309 HIGH ROAD. 
LOUGHTON. ESSEX 

Please send me lite toHovnng 

n 

• DYNAMIC 
GRAPHICS lor the ZX Spectrum 

I enclose my cheque PO. for C 
I prefer to pay w i th my ACCESS'BARCLAYCARD 

'Delete wluchevet nol applicable) I 

Card No. 
Signature 
Name 
Address 

Tel: (Day) Tel: (Eve) 
Cradii card* valid it tigned by card holdar 
A d d r n t above n x n i ha rha >am« a* card ho Id a* CM2 





A&F Software turns 
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JUNGLE FEVER—£6.90 ARCADE STYLE 
GAME (RAMWISE TM) It's got everything, with an 
exotic array of nasty natives, man-eating spiders and 
crocodiles too. 

CRAZY BALLOONS—£5.75 ARCADE STYLE 
GAME It's a great balloon but ice crystal clouds are the 
menace. Narrow passages and high winds too before 
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! 

•

JUNGLE FEVER £6.90 ARCADE STYLE 
GAME(RAMWISETM) 

•

CRAZY BALLOONS £5.75 ARCADE 
STYLE GAME 

•

CHUCKIE EGG £6.90 
ARCADE STYLE GAME 

Available from W.H. Smiths, John Menzies 
and all leading computer stores. 

Direct from mail order dept. Tel: 0706 341111 

Total Cheque/P.O. enclosed or credit card N0, 
Name 
Address 

A&F Software/^ 
&F SOFTWARE Unit 8, 

Canalside Industrial Estate, 
Woodbine Street, East, Rochdale. 

Lanes OL16 SLB. Tel: 0708 341111 CM2 
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Games available at selectecTtfranches of 
W.H. Smith, John Menzles Rumbelows, 

Greens and all good computer stores. 
• • • • • • • • • • • • • • • I M I H 

Please send me cassette/s ticked below. 
I have enclosed eheqoe/P.O. for E 

• • mm i 

eT 

iviuTir 

I Sa 

• F l re f l a sh for ZX Spectrum £5.95 
• Ga l ac t i c W a r r i o r s for ZX Spectrum £5.95 
• P r o t e u s for ZX Spectrum £5.95 
O Sen t i ne l for ZX Spectrum £5.95 
• M u n n e r y ' s M e r g a t r o l d s for ZX Spectrum 48K £5.95 
• A v e n g e r for ZX Spectrum and ZX81 £4.95 
• S u p e r D i g g e r for ZX Spectrum £4.95 
• M o o n L a n d e r for ZX Spectrum £4.95 
• P r o t e c t o r fo rZXSI £4.95 
• B u g Batt le for VIC 20 £4.95 

Prices include p&p 

name. 

| address-

PROGRAMS post code 

716 Llangyfelach Road, Swansea. SAS 9EL 
Telephone (0792) 799193 

DEALERS ENQUIRIES WELCOME 

y agned-
Abacus Programs. 

716 Uangyfefacn Road. Swansea. SAS9EL 
Cassettes despatched within 24 hours 



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

In last month 's issue we pro-
mised a fuller review of Atic 
Atac as our review copies ar-
rived too late to do it ful l 
justice. It turns out to be dif-
ficult to do full just ice to th is 
program anyway l There 's 
such a lot of it. You're stuck 
in this cast le which conta ins 
five f loors wi th lots of rooms 
on each f loor. The tota l 
number of rooms, staircases 
and passageways is a sub-
ject of argument, a l though 
the best e s t i m a t e we've 
hea rd a b o u t f r o m o n e 
reviewer (who's been busy 
mapping the place) is 40 
rooms per f loor, mafcing a 
total of 200. 

The rooms are seen in a 
sort of splayed perspective 
from above so that all four 
walls as well as the floor are 
visible. Put simply, the ob-
ject of the game is to f ind the 
key, which comes in three 
pieces, open the main door 
and escape. You can do this 
as three di f ferent characters 
— knight, wizard or serf, 
e a c h h a v i n g d i f f e r e n t 
weapons and knowing dif-
ferent secret passages. 

Very like Lunar Jetman, 
Ultimate have provided l i t t le 
or no instruct ion as to how 
the game is played to your 
best advantage — the entire 
th ing is a l e a r n i n g ex-
perience, l ike l i fe! 

CRITICISM 
'There's real ly n o t h i n g 

much to be sa id abou t 
U l t imate 's g r a p h i c s t ha t 
hasn't already been said. 
Just marvel lous. But the 
details of events is also fan-
tastic, like when you lose a 
life, a cross marks the spot, 
but it stays there unti l the 
end of the game. From this 
you learn that if you pick up 
an object, and then put it 
down somewhere you' l l be 
able to recognise which was 
the room from rediscovering 
that object. This becomes 
the best way to map out the 
rooms. If you aren't nuts 
already. Atic Atac is likely to 
be the turning point.' 

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

Tic T»c, who'* there? 

But it is one thing — FAN-
TASTIC! There are jnany 
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 I have 
seen in a long time. 

'A drawback wi th complex 
games is that the control 
keys can get d i f f icul t to 
manage . Atic Atac uses 
Ul t imate's favourite layout, 
but the keys are a handful 
and It's not possible to get 
full value f rom the game's 
p o t e n t i a l If y o u use a 
joyst ick. Definitely a game 
f o r t h o s e w i t h n i m b l e 
f ingers! Otherwise — just 
exce l l en t . U l t i m a t e have 
done it again.' 

COMMENTS 
Control keys: Q = left, 
W = right, E = down, R = up, 
T = fire, Z or SYMBOL 
SHIFT = pick up and drop 
Joystick: Kempston, AGF, 
Protek 
Keyboard play: highly 
responsive, 8-directional but 
needs pract ice! 
Colour very good 
Graphics: excellent wi th 
masses of detai l 
Sound: good 
Skill levels: just generally 
impossible! 
Lives: 3 
General rating: excellent 

Use of computer 90% 
Graphics 95% 
Payability 95% 
Getting started 85% 
Addictive qualities 93% 
Value formoney 95% 
Overall 92% 

Earth Defence 
Producer. Artie 
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 art icle — almost 
every major sof tware house 
has now had a go at a ver-
sion, one of the most recent 
being Arlic. In Earth Defence 
you are given the usual 6 
ci t ies to defend wi th your 
three missi le bases. In this 
version only the middle one 
actual ly fires, the other two 
supplying missi les. It also 
features a moving cross hair 
sight like other versions, but 
when the fire key is pressed a 
cross is left unti l the missi le 

arrives, leaving your main 
sight free to dash off to the 
nex t i n c o m i n g e n e m y 
missi le trail. Since the game 
is well known there's l i t t le 
point in descr ibing it further. 

CRITICISM 
The graphics are fairly 

simple w i th nice explosions. 

but wi th only one of the three 
bases f i r ing it 's d i f f icul t to 
cope, especial ly w i th the 
poor control key layout pro-
vided. The original used a 
tracker ball for control l ing 
missi les, and unless you 
have a compat ib le joyst ick, I 
would not personally recom-
mend this game.' 

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

' I t has simpler looking 
graphics than some of the 
other versions, but the explo-
sions are about the best I've 
seen. Al l three levels are fast, 
the highest being virtually 
Impossible wi thout a great 
deal of practice. Pity about 
the sil ly control keys though 
— It's not an arrangement 
for what is a very di f f icul t 
game to play.' 

COMMENTS 
Control keys: poor, 6/7 
left/right, 8/9 up/down, zero 
to fire. These are keys for 
the Sinclair Interface 2, and 
an alternative should have 
been provided 
Joystick: Sinclair, 
Kempston 
Keyboard play: responsive 
but d i f f icu l t to control well 
Colour average to good, 
changes wi th screens 
Graphics: s imple with good 
explosion ef fects 
Sound: reasonable 
Skill levels: 3 
Lives: 6 cities 
General rating: above 
average to good. 

Use of computer 62% 
Graphics 64% 
Payability 60% 
Getting started 68% 
Addictive qualities 62% 
Value formoney 64% 
Overall 63% 

A l l seems 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 al I 
ghouls and monsters and 
creeping severed hands. Not 
a pleasant sight! 

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

CRITICISM 
'It's an extremely simple 

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

'This is quite a good game, 
with reasonable graphics 
and it is fun to play, but not 
very addictive. An original 
version of what is now an 
unoriginal game. For what 
It's worth, your little man 
resembles Morph off the TV 
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Wet, d i m m v bat wings - House of the Liv ing Dead. 

— at least my cousin thinks 
so.' 

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

COMMENTS 
Control keys: cursors 
Joystick: Kempston 
Keyboard play: average 
Colour reasonable 
Graphics: good 
Sound: average 
Skill levels: gets harder 
Lives: 4 
General rating: average with 
more appeal to younger 
players. 

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

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

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

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

CRITICISM 
'The colour is reasonable 

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

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

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

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

COMMENTS 
Control keys: 6/7 left/right, 
zero for fire 
Joystick: Sinclair 2 
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% 
Payability 45% 
Getting started 60% 
Addictive qulities 40% 
Value for money 40% 
Overall 49% 

St i l l (hoot ing em up in The Birds 



The Guardian 
Producer P.S.S. 
Memory required: 48K 
Retail pi ice: £5.95 
Language: Machine code 

The scene Is set: you are at 
the gateway to the anti-
matter wor ld of Migon. Do 
you dare enter, wi l l you sur-
vive? Well of course you dare 
enter, but whether you wi l l 
s u r v i v e in t h i s m e g a -
l lghtspeed game is qu i te 
another m a t t e r , or an t i -
matter in th is case. 

The s imple object of the 
game is to speed your ship in 
either d i rec t ion around a 
square which is superimpos-
ed on a space background. A 
smal ler square is o f f se t 
within the bigger, and l ines 
radiating out from it create 
segments. Your ship is a sort 
of picture hook shaped th ing 
that runs on t h e o u t e r 
square. From the centra l 
square four enemy ships f ly 
outward in three successive 
waves. Y o u c a n c e n t r e 
yourself on an occupied seg-
ment and shoot the enemy 
wi th your laser , z i p p i n g 
around to get the next, and 
so on. If an enemy reaches 
the outer square whi le you 
are stat ionary on that seg-
ment — you're dead. The se-
c o n d s c r e e n h a s n o 
s e g m e n t s , b u t m e t e o r 
showers radiate out at a high 
speed. The th i rd screen 
returns to the radial gr id and 
the enemy are back wi th 
another danger, a V shaped 
energy th ing ie that zaps 
around the edges try ing to 
get you. 

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

through, the more enemy 
there are. As you can see, 
hol iday package tours keep 
wel l clear of Mlgon. 

CRITICISM 

'I l iked th is game, one of 
the best yet f rom P.S.S., but I 
can imagine that it has a 
special ist appeal. It Is In-
sanely fast! The ship zooms 
round the gr id at astonishing 
speed, so avoiding an enemy 
can take you uncontrol lably 
into another. Def inately a 
game wh ich develops split-
second t iming skil ls. ' 

'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. I found play-
ing the game was too fast for 
my taste, but it should ap-
peal to those arcade addicts 
that like hand and eye co-
ordination games.' 

'A good, nard, fast game. I 
thought the asteroid sheets 
were a l i t t le of a let down, 
since you can get through by 
j u s t s i t t i n g s t i l l , b u t 
everything else Is madness. I 
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 
g a m e s . If y o u w a n t 
something s imple to play but 
except ional ly fast, then th is 
wi l l probably go down well.' 

COMMENTS 

Control keys: an ample 
select ion — Y/U/l/O/P = 
fire. A/S/D/F/G = left, 
H/J/K/UENTER = right, 
B-SPACE = Star Smasher 
Joystick: Kempston 
Keyboard play: lightning 
fast responses 

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

Colour s imple but well 
used 
Graphics: very s imple but 
very fast 
Sound: good 
Skill levels: gets tougher by 
the screen 
Lives: 3 
General rating: special ist 
arcade appeal, fast and 
medium addict ive. 

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

Thrusta 
Producer: Software 
Projects 
Memory required: 16K 
Retail price: £5.50 
Language: Machine code 
Author: Patrick 
Richmond 

The screen has nine red 
brick bins at the base. In the 
four on either side sit the 
yellow al ien eggs and f rom 
the centre one the al ien i 
guards issue for th to do bat- | 
tie. These resemble cross 
wing f ighters, a l though they 
don t fire at you. Above the 
bins, or nests, are a series of 
four plat forms with holes in 
them at staggered intervals 
— actual ly, more holes wi th 
p la t forms in them. On the top 
one your ship appears — and 
a boulder. The ship can move 
in four direct ions and fire at 
the guards wi th its iaser 
(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, unti l , f inally it 
drops right down on the 
al iens and crushes them. Al l 
three sorts may be crushed. 

If you get through this 
screen, in the next the al iens 
ha tched ou t m u c h more 
vicious and eager to get you. 

CRITICISM 

'I must say, that Thrusta Is 
a unique type of game, and a 

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

You would think that it is get-
t ing di f f icul t to come up wi th 
an or iginal idea for an alien 
shoot em up game, but wi th 
Thrusta, Software Projects 
seems to have done it. This is 
not only a shoot em up, i t 's 
also a crush em down! 

Your miss ion takes place 
on the planet Spectra (where 
else?) where you and your 
space ship Thrusta 1 must 
destroy al ien nests, whose 
eggs are rapidly and con-
t inuously hatching. Not only 
are there the hatching al iens 
to contend with, but there are 
a lso guards w h i c h keep 
watch over the eggs. 

very good one. It takes quite 
a whi le to complete a screen, 
nudging you boulders this 
way and that whi le 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. 
Def inate ly above average 
and very playable, good for 
16K users as well.' 

7 thought the graphics 
were very neat with all those 
loathsome eggs wobbling, 
cracking, to reveal an ugly 
alien In each, and Thrusta 1 
looks good too — a real 
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I 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 
1 k e y b o a r d l a y o u t , w h i c h 

makes playing very easy, 
whi le the game makes win-
ing very hard! It looks s imple 
when you first start, but get-
t ing those boulders down is 
compl icated by the available 
routes and the al iens buzz-

, ing all over you. i found it 
hard to judge its addict iv i ty, 
but i t 's very playable.' 

COMMENTS 

Control keys: Z/X left/r ight, 
' SPACE = up, ENTER = 

fire. The ship sinks by itself 
Joystick: Kempston 
Keyboard play: very 
responsive, takes t ime to 

• get used to the 'gravity' 
effect on the ship! 
Colour very good 
Graphics: very good, nice 

; and big 
Sound: cont inuous, above 
average 
Skill levels: harder by 

, screen 
Lives: 3 
General rating: playable, fun 
and generally good 

Use of computer 75% 
Graphics 70% 
Payability 75% 
Getting started 75% 
Addictive qualities 72% 
Value formoney 69% 
Overall 73% 

The Birds and 
The Bees 
Producer: Bug-Byte 
Memory required: 48K 
Retail price: E5.95 
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' 
w i t h "Cent ipede ' connec-
tions. It 's all about Boris Bee 

I f rom Birkenhead, who has 
discovered a fabulous f ield 
full of f lowers, and dragged 
his hive into the field ready to 
start col lect ing nectar. Un-

I f o r t u n a t e l y t h e r e a re a 
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Boris Bee f r o m Birkenhead behaves badly , buzzing back and f o r t h 
between bunches of f lowers. 

number of problems. For a 
start off the birds aren't too 
happy about the bee's intru-
sion, and the more nectar 
Boris col lects, the more they 
chase him. Cent ipedes also 
appear, and a bear, which 
tr ies to steal the nectar f rom 
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 ful l of 
c louds, some raining, and 
the sun. It's also full of 
various birds which fly back 
and forth. On the ground 
ducks waddle about, cen-
t i p e d e s a n d c a t e r p i l l a r s 
crawl up and down, and of 
course there are the flowers. 
If Boris manages to land pro-
perly on a f lower, it opens up 
and re leases I ts nec tar . 
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 f lowers he visits, the 
slower he fl ies, and the more 
birds home in on him. There 
is also a 'Scramble' style 
radar screen which shows 
Boris's posi t ion and that of 
other creatures. The playing 
area is tota l ly shown on this 
screen w i th the landscape 
scrol l ing back and forth as 
Boris f l ies about. 

The game is compat ib le 
wi th the Currah Microspeech 
unit, wh ich enhances the 
sound enormously, as wel l 
as providing spoken com-
ments like 'Nectar ' when a 
flower is touched, or "Oh 
dear* when a bird is run into. 

CRITICISM 

'Wi th a micro speech unit 
on, the sound is very good, 
but I tr ied it wi thout, and it 's 
st i l l very good. The t i t le tune, 
•Flight of the Bumble Bee' 
of course, sounds marv -
ellous. At first I thought 
the controls were soggy, but 
it becomes apparent that 
this Is done on purpose, and 
s imulates real l ife better. 
Boris has to slow before he 
can turn, and before he can 
change height. The more 
nectar he has on board the 
more s luggish he gets, so 
f l ight tact ics and radar wat-
ching become very impor-
tant to honey product ion! If it 
looks a l i t t le s imple at f irst, 
don't be misled, it turns out 
to be very d i f f icu l t to play, 
and sat isfy ingly f rustrat ing 
t o o . ' 

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

'This isn't one of those 
massively complex games to 
play, but the problems are 
suf f ic ient to make it in-
teresting and the graphics 
are powerful. It takes a bit of 
gett ing used to the way Boris 
is control led, but once you 
can fly h im about, you can 
get to be clever at avoiding 
the birds unti l they all gang 

up on you.' 

COMMENTS 

Control keys: sensible. Q/Z 
up/down, l/P left/r ight, B 
drops nectar to speed Boris 
up in an emergency • 
Joystick: Kempston, Protek, 
AGF 
Keyboard play: responsive 
when used to it 
Colour: very good 
Graphics: excellent 
Sound: very good 
Skill levels: 1 gets harder 
Lives: 5 
Features: Currah 
Microspeech compat ib le 
General rating: Very good, 
addictive, recommended. 

Use of computer 88% 
Graphics 90% 
Payability 80% 
Getting started 75% 
Addictive qualities 80% 
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 
If you're t i red of actually 
playing games perhaps you 
might l ike to have a go at 
designing one yourself? Of 
course a lot of Spectrum 
owners are not programming 
geniuses, so Quicksilva have 
now brought out a package 
which at least offers contro l 
over the various features of 
s o m e s t a n d a r d a r c a d e 
games. In a way it's the 
computer equivalent of the 
chemistry kit. 

Games Designer c o m e s 
packed in a neat betamax-
sized video cassette box, and 
contains a detai led booklet 
on the program. On loading 
the program the first thing 
you are of fered is a main 
menu with a list of eight 
options: Play Game. Select 
New Game. Alter Sprites, 
Configuration, Movement, 



i 
Attack Waves, Load from 
Tape. Save to Tape. 

At any t ime, press ing 
ENTER returns you to the 
main menu. Selecting Play 
Game al lows you to play 
whichever is the 'current ' of 
the eight dif ferent games 
included in the program. 
Control Keys may be altered 
to sui t the users o w n 
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 Mutant Hamburgers, 
Cyborg, Reflecttron. Turbo-
Spider, Tanks a Lot, 
Halloween, Splat and Obix. 

Having played these as 
they exist, you may fancy 
redesigning them. Opt ion 
three allows the sprites to be 
altered and a menu teils you 
what can be done. This in-
cludes the shapes ol the 
aliens, ships or laser bases, 
missiles and bombs, shields 
and explosion sequences 
The i r c o l o u r s c a n be 

' changed as well. Having sel-
ected the sprite type to be 
altered a sprite editor f i l ls the 
screen, showing all the pix-
els that make up the sprite. 
These can then be manipul-
ated from the keyboard wi th-
out di f f icul ty. 

Configuration, the fourth 
option, allows you to alter 
the way the game takes 
place You can change the 
game format, contro l keys 
and joystick opt ions; the 
background and foreground 
colours may be a l tered: 
spec ia l e f f e c t s c a n be 
changed; and there are four 
classes of sound ef fect 
which can be played with, 
m i s s i l e s o u n d s , b o m b 
sounds, ship explosions and 
alien explosions. Selecting 
one of these keys br ings the 
sound editor into play, a 
visual d isp lay of faders 
c o n t r o l l i n g the o v e r a l l 
frequency or p i tch of the 
sound; the speed at wh ich 
pitch increases; or decreases; 
length ol sound. 

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

Option six allows you to 
alter the attack waves of the 
a l i e n s , i n c l u d i n g t h e 
animation, points awarded 
for each destroyed, pattern 
under which they start a 
game, numbers of aliens in 
each attack wave, whether or 

not they drop bombs, and 
also what pattern of attack 
wave fol lows the 'current' 
one. 

The last two opt ions ai low 
you to save your redesigned 
game or reload it. 

Obviously this is a very 
comp lex p rogram, w h i c h 
allows great f lexibi l i ty and 
offers enjoyment on two 
levels, both p lay ing and 
designing. The instruct ion 
booklet is well designed, 
very clear, and includes a 
technical appendix wh ich 
may be of interest, as well as 
various tables to aid games 
design. They have also been 
t h o u g h t f u l e n o u g h t o 
provide blank pages at the 
end lor the player's own 
notes. 

A n y c o m b i n a t i o n o f 
control keys or joyst icks may 
be a c c o m m o d a t e d as 
desired. 

CRITICISM 
Excel lent packag ing and 

instruct ions. The eight pre-
p r o g r a m m e d games are 
quite simple bu t thegraph ics 
are of good quality, and 
anyth ing can be redesigned. 
The variations and exper i -
ments are endless.' 

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

T h e graphics are excel-
lent, and I'm not talking 
about the game graphics but 
t h o s e o n t h e v a r i o u s 
menues. The little fader -

type visuals are wonderful , ' 
'The program is user-

friendly so you don 't have to 
be an expert in machine 
code programming. Even at 
£ 1 5 G a m e s D e s i g n e r 
represents good value for 
money.' 

COMMENTS 
Keyboard posit ions: up to 
you! 
Joyst ick opt ions: 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. It was 
92%. 

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

Mikrogen c la im that th is 
game has it all. It certainly 
has quite a lot anyway! It Is a 
very simple shoot em up 
which has you in control of a 
laser base whi le every known 
e l e c t r o n i c a l i e n in t h e 
universe is fal l ing on you, 
swooping at you and hurl ing 
indestruct ible missi les of all 
shapes and sizes at you. 
'Paranoia' might be a more 
apt t i t le! 

The v a r i o u s a l i e n s 
(depends on the level of play 
chosen) each have di f ferent 
movement charac te r i s t i cs 
and drop dif ferent types of 
m i s s i l e s , i n c l u d i n g very 
mean, red -co lou red heat 
seeking missi les wh ich veer 
towards the laser base as 
they get lower, fo l lowing 
sl ightly as it moves away. 

Surviving ten at tack waves 
l eaves you f a c i n g ' T h e 
Master' who sounds like a 
nasty piece of work. Should 
you destroy him, he returns 
s t ronger t han ever. The 
universe was never an easy 
p l a c e . . . 

CRITICISM 

'The game works qui te 
wel l as a shoot em up, and I 
like the idea of many al iens 
on screen at one t ime. The 
d o w n w a r d s c r o l l i n g s tar 
background works n icely 
too, and in genera) the 
graphics are good. It has well 
used co lou rs a l t hough I 
thought they seemed a l i t t le 

dul l (dark).' 
"A very bqsy screen, which 

keeps you constantly on 
your toes. Strong graphics 
and plenty of them, 
reasonable sound and a very 
lively shoot em up. Two od-
dities though, the inlay says 
user-definable keys, but I 
couldn't find any, and the 
game hardly requires them 
anyway. Also the instruc-
tions on screen say N/L = 
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 addict ive 
and fun to play. This may 
even chal lenge Imagine's Ar-
cadia as the best ever Spec-
trum shoot em up. Extremely 
good value for money if you 
like arcade games. Only one 
niggle — the laser base fires 
rather slowly.' 

COMMENTS 

Control keys: SID left/r ight, 
ENTER = fire 
Joystick: none 
Keyboard play: responsive, 
but laser can only nave one 
shot on screen at a t ime 
Colour varied and 
reasonable 
Graphics: very good 
Sound: good 
Skill levels: 5 
Uves: 3 
Screens: 10 waves plus 
master 
General rating: very good 

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

Laserwarp — such a fast game the camera fa i l * to capture the speed of 
the alien hordes. 
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FRANCO FREY 
takes a NOISSSV listen to the 

CUR R A H I ulSIPlEIEIClH 

Ever had your mother con-
stantly nagging at you while 
p l a y i n g s o m e t h i n g 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 wil l 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 install ing it is kid's 
stuff. You also gain a beep 
amplifier, because the sound' 
is directed through your TV 
speaker. The detailed Pro-
gramming Manual and 
Demonstration Tape display 
the whole voice' Spectrum 
at your disposal and If you 
can't get to grips with it, try 
l istening to your mother now 
and again. 

Technically the unit is an 
allophone system, wh ich 
means that like you and I It 
doesn ' t care abou t the 
writ ing or spell ing of the 
words, but simply speaks by 
c o n c a t e n a t i n g s p e e c h 
sounds (allophones). To this 
purpose the string variable 
s$ has been reserved, which 
can be assigned by a LET 

statement:* 
LET s$ = "ssaavEE": 

PAUSE 1 and on pressing 
ENTER the unit wil l detect 
with the PAUSE period the s$ 
and the inbuilt allophone in-
terpreter wi l l convert the 
al lophone symbols wi th in 
the string into speech code 
and place this into a FIFO 
(first in first out) buffer. The 
code in the buf fer w i l l 
automatical ly be output to 
the speech chip, while the 
BASIC program continues. 

The FIFO buffer resides 
near the top of memory bet-
ween RAMTOP and UDG 
area and depending on the 
length of the buffer RAMTOP 
will have to be lowered with a 
C L E A R s t a t e m e n t . The 
speech unit initialises RAM-
TOP on start-up to al low for a 
256 byte buffer (RAMTOP = 
65111 on a 48K machine) but 
this can be increased to the 
de t r imen t of the BASIC 
memory area. There are 64 
a l l o p h o n e c o d e s a n d 
therefore 64 al lophone sym-
bols to choose from. 

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

variables consecutively to 
the rese rved s$ s t r i n g 
(always with PAUSE 1 in bet-
ween), or you can con-
catenate individual str ing 
variables to form s$. A more 
compact solution is to use a 
string array and concatenate 
and even slice the individual 
array elements. 

If y o u d o n ' t m i n d 
operat ing with a l lophone 
codes d i rec t l y , you can 
bypass the interpreter and 
operate directly on the FIFO 
buffer by POKEing the codes 
d i rec t l y in to the bu f fe r 
memory area. Once loaded 
you set the stack pointer to 
one below the last item in the 
buffer to be voiced by POKE-
ing the stack pointer and — 
bed lam! Your S p e c t r u m 
becomes an Instant party 
killer! Loading the buffer can 
be executed with a small 
BASIC loader program either 
via INPUT command or via 
DATA statements: 

10 i n * - 6536) 
20 READ bt LET X - b 
X TOR n - 1 TO (x - l ) i READ b 
40 POKE a.b 
50 LET • - a - I 
60 «X7 n 
TO KKE 64365, 255 
tO KIKE 65364. (65361 - a) 
100 DATA 21.41,39.;4,24.24,37.1,16.70, 

41,39.53.3,19,45,3.34.14,20.13,51 

(65362 . a); 
IF b - 0 THEN 

l> STEP -1 

10 LET a - 65361 
20 1WVT "INPUT " t 

" . CM* - " ! b l 
00 TO 00 

30 POKE a. b 
40 IJET a • a . 1 
50 00 TO 20 
100 FT* c - 65361 TO U 
110 PRINT c, PEEK e 
120 « n e 
130 FKIKT a. 65361 - ai RtlKT: 

PRINT 'TRESS » TO MJW" 
140 IF IfKEYS - "a" TWS 00 TO 200 
150 00 TO 140 
700 POKE 65365. 255 
210 POKE 65364. (65361 - t) 

Whatever way you choose, 
always make sure your stack 
area doesn't drop below 
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RAMTOP or your BASIC pro-
gram wi l l c r a s h . . . In a 
similar way the mach ine 
code af f ic ionado can (man) 
handle the FIFO and stack 
p o i n t e r d i r e c t l y f r o m 
assembler or native code 
and so incorporate voice into 
his silent Dalek game. Mind 
you, in space nobody can 
hear even the S p e c t r u m 
scream! 

If all th is is sof twear ing 
you down and you are ' f i rst 
and foremost' a game player, 
have no fear: The Currah 
M i c r o s p e e c h is r a p i d l y 
becoming an industry stan-
dard add-on and the list 
below gives a hint of the 
games wh i ch al ready in-
clude vo ice fac i l i t y . But 
beware of using the speech 
unit in combinat ion wi th non 
c o m p a t i b l e p r o g r a m s : 
BASIC and m/c programs wil l 
u n d o u b t e d l y c r a s h or 
d e v e l o p u n w a n t e d a n d 
potentially dangerous side 
effects due to the c lashing of 
the FIFO buffer area wi th the 
program's own stack or pro-
g r a m a r e a ( P l a y 
DEATHCHASE o r ATIC 
ATAC and you'l l know what I 
mean). 

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

tek, or most of the other 
joyst ick interfaces make pro-
vision for an extension edge 
connector except AGF Cam-
bridge and Sinclair (Interface 
II). It would appear that most 
of these companies rely on 
the fact that they are the last 
l ink In the add-on chain and 
can pr ice their p roduc ts 
more compet i t ively due to 
the cos t reduc t ion . And 
since Currah would appear 
to have been th inking along 
thesame lines, it wi l l be up to 
you the games player to sort 
out the bott leneck: The only 
sensible solut ion is a 56 way 
flat cable loom which plugs 
via a 28 posi t ion doublesided 
0.1' IDC edge connec to r 
socket to the Spectrum wi th 
two or three IDC edge con-
n e c t o r p l u g s a l o n g the 
length of the loom, so that 
the various add-ons may be 
connected up together (A 
motherboard w i th several 
edge connectors ports wi l l 
a lso do). Certainly not a 
cheap solut ion. Consider ing 
the fact that a games player 
wil l a lmost certainly require 
a joyst ick and the speech 
unit, th is is def ini tely a huge 
drawback. 

Throughout the usage of 
the Currah Microspeech you 
w i l l become inc reas ing ly 
n e u r o t i c a n d p a r a n o i d , 

believing to hear each and 
eve ry w o r d or t h o u g h t 
repeated by an inhuman 
vo ice . Be fo re c o n s u l t i n g 
your psychiatr ist, try enter-
ing LET keys = 0 and you 
will f ind immediate remedy 
and a b s o l u t e t r a n q u i l i t y 
while you key in your latest 
sof tware creation: This com-
mand wil l disable the voicing 
of all the BASIC keywords 
and printable characters and 
you wil l instantly be able to 
hear yourself think a g a i n . . . 

CRITICISM 

Simple and small unit. Also 
a c t s as o n l y a s o u n d 
ampli f ier by divert ing BEEP 
sound to TV loudspeaker. 
Easy p r o g r a m m i n g f r o m 
BASIC and m/c as the unit is 
total ly independent. It only 
requires feeding of a stack 
and s e t t i n g of a s t a c k 
p o i n t e r . Bu t , as s t a c k 
pointer and f lagbytes reside 
in top of Spectrum memory: 
A) in BASIC, RAMTOP has to 
be moved down to protect 
th is area; B) in m/c games, 
th is area may already be us-
ed and system wil l crash or 
go funny. Fortunately more 
and more software houses 
t a k e t h i s i n t o a c o u n t . 
Al lophone set is l imited, but 

w o r k s we l l ( for E n g l i s h 
language). Intonat ion l imited 
to one step only. Various buf-
fers may be used, swi tching 
between them by changing 
the stack pointers. 
Price: High for a Spectrum 
add-on, but considering the 
c o m p l e x i t y o f t h e u n i t 
(speech chip control led by 
a l l o p h o n e s y m b o l in ter -
p r e t e r / m i c r o p r o c e s s o r ) a 
sma l l m i rac le . The uni t 
comes packaged in an at-
t r a c t i v e c a r d b o x w i t h 
t ransparent window, com-
plete w i th demons t ra t i on 
c a s s e t t e , p r o g r a m m i n g 
manual and all necessary 
connect ions. May be used 
wi th either 16K or 48K Spec-
trum. Price £29.90. 

UMAX JETHAN U l t i m o 
BUCTHWIND Hartech 
BIRDS t SEES &%-Byte 
CCUXKOANH Roolk 
SHARK ATTACK R a U 
JO tWSTOt CHASE H m l k 
VOICE OCSS Art ie 
THE QCBiBi BATCH D i g i t * I F * n U » U 
THE T i l KAOIINE D i g i t a l F m t n U 
ARHflW OF DEATH t D i g i t a l Fantasia 
AftWX Of DEATII I I f h f t l U l F « n t * * t * 
FIKEB1WK L j n w r t o f t 
UNA* RESOl L y w r w f t 
HlNCD-nrr q u l c k a i t v a 
GRAND PRIX ERIVF3 B r i t ann ia 
OOF Kr . Micro 
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Kc m pit on - t y pc joy s t i ck 
keyboard 
1 OOan n u i h i n c code. Special 
an ima ted ca r toon g raph ic * . 
U n i q u e c h a n g e i c r c c n i 
fc i lurct. A v o i d the v ic iou i 
dog*. f ind the hidden exit and 
escape. (S *tar review). 

S H O O T E M U P 
Egg> fall on parachuiem, watch 
them hatch M u t a n t B i rd* . 
F icndi ih Hawk* , Laser, M iu i l e * . 
I W o machine code. Progrc»-
l ive level*. 

Graphic* s imulation of the 
popular game of bowb. Watch 
the ball *werve toward* the 
jack. But have you chosen the 
weight and angle correctly? 

Fun- t ime educat iona l game. 
Full feature arithmetic. D o your 
•urn* quickly or the bull will 
e s c a p e . A l s o — N i n e L i v e * 
Candyman. 

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

Send cheque/postal order to: 
L O T U S - S O F T , 43 M A E S R O A D , L L A N G E N N E C H . L L A N E L L I , D Y F E D S A 1 4 8 U H 

Name . . 

Address 

L O R D H A R R Y 
H A W K S 
B O W L S 
B U L L T A B L E S 

T o t a l E n c l o s e d 

Pieate 
T * K 
• 

(BLOCK CAPITALS PLEASE) 

44 
CM 

See o u r g a m e s a n d m u c h m o r e at 
POSI-TRON COMPUTING 
3 STEPNEY ARCADE 
LLANELLI (05542) 59624 
And at REGAL SOFTWARE, GILUNGHAM 

GAMES CENTRE, LONDON 
and other good retail outlets 

T R A D E E N Q U I R I E S W E L C O M E 
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Crash Guide Game of the Month 
Our reviewer Matthew 
Uffindell delves Into his 
so f tware l ibrary for th is 
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 w i th the fact that 
f rogs drown if they fal l in 
the river, then as a game 
type 'Froggers* have a lot 
go ing for them. The object 
of the game is to guide 
your frog across a busy 
road w i thout get t ing 
squashed under the 
vehicles, and then across 
the river on logs and tur t le 
backs w i thout fa l l ing off , 
ge t t ing eaten by crocodi les 
or run of f the screen edge, 
and so into a frog home on 
the far bank. 

On the road in th is 
version, there are t rucks 
and much faster hot rods 
to leap between. The river 
has four lanes a l ternat ing 
between logs and rows of 
tur t les, each moving in the 
oppos i te d i rec t ion to the 
other. You must hop f rom 
one to the other wi thout 
fa l l ing into the river. The 
tur t les have a nasty habit 
of submerging, and if th is 
happens whi le you are 
r id ing on one, you wi l l lose 
a l i fe if you don' t jump 
across to a log in t ime. 

Once onto the last lane 

(logs) you must j ump neatly 
into one of the five f rog 
homes. A miss- jump loses 
a l i fe — a successfu l one 
results in a large smi l ing 
frog in his home. Every now 
and then a baby frog 
appears, f loat ing down the 
river on a log and cry ing 
out for you to rescue it. To 
do th is you must jump onto 
the log carry ing him and let 
it leap up onto your back. If 
you get h im safely home a 
bonus of 200 po in ts is 
awarded. 

As the game goes on 
more hazards appear, such 
as a l igators in the river and 
snakes on the bank of the 
river. The game wi l l a lso 

SCORE H I ; 
O O S i O 0 0 

speed up as each screen is 
cleared, unt i l the max imum 
speed is reached on screen 
7. Turt les also get scarcer 
and the logs get smal ler in 
size. The ent ire game is 
played against tne c lock — 
about 25 seconds Is 
a l lowed to get a frog 
across and home on screen 
one, but th is reduces wi th 
each screen. There is a lso 
a demo mode and a halt of 
fame. 

This game is a very good 
copy of the arcade or ig inal 
and is very wel l produced. 
When I f irst saw it I though 
the character block 
movement wou ld spoi l the 
game, but I was proved 
wrong. It is very addict ive 
and enjoyable to play. This 
must be the best 'Frogger' 
around and I would 
recommend it to anyone. 
The game plays w i th a 
Kempston j oys t i ck (load 
one side of tape) or cursor 
keys (load other side of 
tape) and so cursor key 
joyst icks like Protek and 
AGF. Use of colour and 
sound is excel lent as are 
the ins t ruct ions and 
general presentat ion. 

Mat thew Uff indel l . 

trog 
- OJL'i 

• prut*. 
tuns 1 Irog 

1 i, • < • d < • » a. k> TV A J' \ > v a -i£) Cu.- t ' *1 » f i l l? j l 
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This is the heart of the magazine! A perpetually 
updated guide to Spectrum software. It is intended as a 
brief but comprehensive listing for ready reference and 
not as a detailed criticism of the games (although we 
will always reflect the original reviewers' comments in 
the entry). You will find detailed reviews of newer pro-
grams in previous issues, the number of the issue 
being indicated In brackets after the retail price. 

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

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

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

INVADER/ GALAXIAN/ 
PHOENIX 

Space Invaders begin It all end the more sophisticate!} Galaxian and Phoenix games continued It The games listed under this heading ire among the oldest available lor the Spectrum. Consequently some versions have not stood the test of time as well as others. In Invaders serled ranks ol varied aliens |lggle across the screen getting lower and lower. Galaxlans attack In lesser numbers but make up lor It by swooping ell over the place In an unsportsmanlike manner. Phoenix oames are similar, but the aliens are olrd llke. there are eggs lo hit often meteors as well, and finally a mothershlp to destroy. In the main most versions are very alike and it comes down to a matter ol personal choice. 

Arcidt; 
Invider/Gilixlin/Phwnlx 
Asteroids ind Spice Qimot . .. 
Scrimblt/Oifindir/Mlislit Ditinci >. 
Cockpit Gimet 
Mui Eimet 
Ghost Gobbling 
Plillorm Gamei 
CritpltCTIWIIM Ft i wart 
Grid61 mis 
Pel Man 
Tntttat 
Miieillinaout 

Sports Simulation 
Simulilloni 
Stratagtai 
Advtniuri G I I M I 

ARCADIA 
Producer: Imagine. 16K£S.50 
Generally considered to be the best 
shoot 'em up game around Aliens 
come in droves from the right, each 
wave more suicidal than the last 
Continuous l ire and thrust (to halt 
the screen height only) with good 
keyboard positions. Excellent hi-res 
smooth graphics. Joystick: 
Kempston (and softlink It) or Fuller. 
Addictive and difficult to master 

ASTRO BLASTER 
Producer: Quicksilva. 16K £4.95 
Author John Edwards 
Guicksilva s go at gaiaxtan/phoemx 
is creditably fast and difficult to 
master, leaturing five attack waves in 
three phases — Cybird. Meteor and 
Plasma, each of which have their 
own characteristics. Oddly enough 
the first wave is the most difficult 
You're given live shields. Graphics 
and sound are neat. Joystick: 
Kempston. 

COSMIC GUERILLA 
Producer: Crystal. 16HCS.50 
This game is a copy of an arcade 
shoot em up and almost makes a 
category ol its own. Aliens stand in 
several vertical columns on either 
side ol the screen. The centre block 
is a stack of humans and your three 
space ships (and lives). Your ship is 
at the base, fir ing up Aliens zip 
across lo the centre, grab a human 
and abduct him to the side 
Eventually they can get at the three 
ships and steal those For each one 
they get to the side you lose a life. 
Too rapid fire shortens the range so 
it's better to be accurate than fast. 
Features fast motherships that zip 
along the base just above your head 
arid fire at you. rapid mutants and six 
difficulty levels. Joystick: Kempston 
Recommended 

FIREBIRDS 
Producer: So tie k. 16KCS.95 
Author Graeme Oevme 
A classic phoenix. Fire rate and 
left/right movement are the best 
we've seen. Beautiful graphics 
Featuring red Firebirds, blue 

Bombers, and while Weavers in an 
intricate dance of death 100 percent 
machine code Very difflcutt to get to 
see the mothershlp. but worth it! 
Highly recommended 

F1REHAWKS 
Producer. Postern. I6K £6.95(1) 
Author: D Hosklns & C Oavies 
Firehawks is literally a Phoenix 
game but praclicaily it's an Invader 
mutation. Your mission is to defend 
your ptanel from the deadly 
Firehawks of the title. They come in 
search of energy, and should one be 
allowed to land it turns into a giant 
Phoenix and (laps away — end of 
game The birds line up at the top of 
the screen and you tire up with your 
laser beam. In the way are plasma 
screens which resemble decorative 
breeze blocks The birds have to get 
round them and you must shoot 
them away to get at the birds 
Graphics are quite large but there's 
no animation, and despite the 15 
skill levels and 15 speeds it doesn't 
add up lo much and is overpriced 
No joystick option, poor control key 
response, good sound, generally 
fair Overall CRASH rating 51% 
BASIC + some code. 

GALACTIC ABDUCTORS 
Producer: Anirog. 16K £5.95 
This version features large animated 
graphics. The aliens weave fanciful 
patterns when attacking and have 
the cute habit of eating your 
population when you're not looking, 
only throwing back their skulls 100 
percent machine code Hi-score 
Joystick option. 

GALACTIC TROOPER 
Producer: Romik. 16K £5.99 
Author: Ian Morrison 
Halfway between an invader and 
galaxian type, this three skill level 
game offers reasonably attractive 
graphics and plenty of them. You're 
at the base firing up at ten bomb 
rackscontaining five aliens per rack. 
Above Ihem a mothershlp floats 
lazily from left to right and back 
again To hit it you must blast out all 
five aliens from a rack so you can fire 
through the gap Aliens reproduce 
fasti For more points there are a few 
saucers that venture out. but they're 
easy to hit The aliens drop bombs 
on you but the screen is so full that 
the dropping distance is small and 
they are hard to dodge Skill doesn't 
appear to be a factor, rather luck. Hi-
score. Joystick: Kempston or 
Sinclair, machine code, only average 
value for money. 

GALAKZIONS 
Producer; Mikrogen. 16K £5.95 
One of the weaker games with three 
skill levels and attackers more 
resembling invader aliens than 
anything else. The rate of 
continuous fire is wrong for the slow 
attack patterns, robbing the game of 
any excitement Works with 
Mikrogen II joystick. Machine code 
One or two player games. 

GALAXIANS 
Producer: Artie. 16K £4.95 
A good copy and a classic version 
with nine levels of play, hi-score. 
personalised scoring, one or two 
playera games Features swooping 
Galaxians and hi-res explosions 
Joystick: Kempston. Machine code 
Very good value for money 

HAWKS 
Producer: Lotus-Soil. 16K£5 50<1) 
Author: Derek Jones 
This is a pretty hefty shoot em up 
where you're pitted against waves of 
hawks which drop eggs These eggs 
hatch out in the ground and become 
mutant hawks which form up for 
later attacks. You are in control of an 
old Asteroid Mining Vehicle which 
can lire missiles at the birds and 
falling eggs, a laser and also lay 
mines over the downed eggs These 

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

HEAOBANGER 
Producer: Llemasoft, 48K £4.95 
Llamasoft is one ol those companies 
lhat got famous fast, though looking 
at this game one wonders why. The 
sky is raining hammers (makes a 
change from ravening aliens I 
suppose) and Chico must carry bags 
of money from one side of the 
screen to the other under the partial 
shelter of four blocks which are 
being eroded by the lalllng 
hammers. In between the shelters 
Chico can nut the hammers for 
points, but after ten he gets a 
headache and must then nut a red 
aspirin hammer Hammers hitting 
his body instead of his heed lose a 
life. Getting a money bag across 
sately restores one shelter Badly 
put together and rather pointless 

INVADERS 
Producer. Artie. 16K £4.95 
Although this is a standard and close 
copy of the original, the hi-res 
graphics stand up quite well to ihe 
test of time Nine levels of play and 
four variations of alien. 

INVASION FORCE 
Producer; Artie, 16K £4 95 
Artie's engaging and addictive 
phoenix game has the mothershlp 
prolected by a force field hovering 
above your base Should your 
missiles hit it they are returned back 
asthreel The mothership loonly 
vulnerable in its control cenlre 
There are loads of bomb-dropping 
aliens flapping around Three lives, 
two skill levels and harder screens. 
Neat touch — if your base is hit the 
Artie lorry rushes out lo repair it 
between lives Generally 
recommended 

KAMIKAZE 
Producer: A&F, 16K £5.75 
Basically a galaxian game Pit your 
wits against wave after wave of 
suicidal lighter aircraft which swoop 
down on you dropping bombs. Clear 
two screens and you get a bonus 
screen against easy-to-hit 
helicopters before returning to the 
main feature Graphics are attractive 
if a bit flickery and the mushroom 
shaped explosions are good 
Continuous sound of attacking 
aircraft unless you drown them out 
with the sound of your continuous 
fire Hall of fame, no joystick option. 

SPACE INTRUDERS 
Producer: Qulcksilva, ?6K £4 95 
A close copy of invaders with rather 
small graphics that work in 
character blocks. Fast but out of 
date 

Mu 
I 
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SPACE RAIDERS 
Producer. Psion, 16K£4.95 
Another close Invaders copy with 
bettor graphics than Space 
Intruders, but slower and not 
particularly addictive to play. 

SPACE ZOMBIES 
Producer Mikrogen, 16K £5.95 
One critic thought this was pathet ic 
another l iked It. Certainly a 'quaint' 
game. You're at the screen base 
Imng up at a bunch of highly 
coloured alien zombies which chug 
about the screen like a train, gett ing 
longer with each screen The 
graphics are big. there's cont inuous 
fire, a nice moving star background, 
and the main leature is the erratic 
and highly unpredictable movement 
ol the aliens. Three speeds, one or 
two player games, plenty of levels (at 
least six before I got killed off). 
Joystick: Mikrogen II, good value 
but not terribly addictive. 

ASTEROIDS/SPACE 

Wllh some exceptions. Asteroid type games lend to be less colourful than most arcade programs - tome are virtually black and white, bul the category Is still one ol the most popular. Also included under this heading are space' oames which have very little to ao with asteroids. 
CONFUSION 
Producer: Blaby. 58K £4 95 
There's something of a ' Irogger' feel 
to this ultra-fast game. Alien ships 
zip along parallel tracks which you 
m ust traverse, shoot ing them for 
points. Impossible without a joystick 
and dif f icult with, goes with 
Kempston or AGF or Protek. 
Generally less than one expects 
f rom the usually excellent Blaby 
people 

control keys are laid out lor the 
Sinclair joystick—they're very 
awkward. A popular game for shoot 
em up addicts wi th plenty of 
playabtlity, but maybe lacking in 
great lasting appeal Joystick 
Sinclair, Kempston. 6 skill levels. 5 
lives. CRASH rating: fairly good, 
overall 63% M/C. 

COSMIC DEBRIS 
Producer: Ante. 48K £4 95 
An archetypal 'asteroids' game with 
hardly any colour at all. Hol low 
outlines for the asteroids which 
shatter into smaller fragments when 
hit. Rotate, thrust and hyperspace 
and typically nasty f lying saucers 
that appear when you don't need 
them Two speeds (last and suicidal 
— and they mean itl) wi lh bonus 
ships for points Agameth i s tas t 
should have cont inuous fire facility, 
but doesn' t No popular joystick 
facility. Good value for asteroid 
addicts who like a fast game. 

KOSMtC PIRATE 
Producer: Blaby, 4BK £4.95 
There's a factory below on the planet 
which you must plunder, guiding 
your ship through the heavy alien 
space traffic, deceptively simply 
looking game with good graphics 
and sound and really a frogger" 
variant M/C. Joystick: Kernpslon. 

METEROIDS 
OK Tronics, 16K £4 95 
In a way it's as well this game is in 
the cheaper bracket because it isn't 
a very good program. The 
graphics are jerky in movement and 
the relative speed of craft to 
asteroids is too stow. Worst of al l 
you can only use one function at a 
time so you can't fire white rotating 
or thrusting There is a useful 
'redefine' funct ion which allows you 
to change keyboard options and 
alter the way in which the game 
plays No joystick facility, unless 
redefined lo cursor keys to use AGF 
or Protek 

TERROR DAKTIL 30 
Producer: Melbourne House. 48K 
£6.96 
Not, you might think by the title, a 
gaiaxian/lnvader type game, but it is 
really There's a 30 landscape and 
20 massed Oaktils in the distance 
moving jsul like space invaders To 
hit them you must get the 
dimensional trajectory of your 
battered' cannon correct. 
Frequently one wil l swoop down on 
you in very good animated line 
drawing You get more points lor 
Ntling the swooping ones, but it's 
safer to dodge them Not up to 
Melbourne House's usual standard 
and the sound — what happened lo 
it? 

THE DETECTIVE 
Produce' Arcade, 4BK £5.50 

I Another game which sounds 
unlikely as a galaxian type 
contender, bul then, we couldn' t 
quite figure what the title had to do 
with the game But it i sa good game 
anyway Nice packaging as usual 
from Arcade and reflected in the 
graphics Avoid the fal l ing objects 
which change characteristic by level 
or shoot them lor points Tyres (?i) 
form up like thunderclouds and fall 
on you, a wretched dog keeps 

I I stealing your points Avoid h im by 
using the wrap-around screen 25 
levels Joystick Kempston and AGF 
or Protek Good value 

WINGED AVENGER 
Producer. Workforce. 16K£S.OO 
Something o l a cult among galaxtan 
fans, with two options (2-part load) 
lor the'brave' and 'also-rans" Six 
skill levels, laser, forcefietd barrier 
and simple but etfecti ve graphics. 
This is a last game lor the experts — 
novices might not even realise 
they've lost all their lives. 
Disappointing graphics and 
ultimately not of lasting appeal 

BLACK HOLE 
Producer: Fantasy, 16K £5.50 
Centre screen Is the Black Hole. 
Irom which emerge three types of 
alien cralt. Two of your weapons are 
deflected by the force of the Black 
Hole, which makes aiming dif f icult , 
and the third weapon has a l imited 
range Indiscriminate shooting leads 
to loss of power, and the aliens fire 
back. To make matters worse there 
is space debris to avoid on the left of 
screen, the area to which you're 
conf ined. Control in eight directions, 
but too many keys make this game 
hard to enjoy, and there are too 
many for a joystick lo handle 

BLOCKADE RUNNER 
Producer Thorn EMI, 16K £6.95(1) 
Author Graham Johns 
Just when you thought they had run 
out of reasonably original deep 
space zappowham games, along 
comes Blockade Runner You're in 
this supply ship, running the 
blockade of earth by some nasty 
aliens and there are 5 layers of 
defences to get through First a 
dense shower of meteors which can 
be dodged or shot, then a layer o l 
vertical laser barriers which you 
must dodge, then tractor beam units 
try to pul l you off course, finally a 
fleet of alien ships try to blast you to 
k ingdom come. Should you survive 
this frenetic gauntlet, you must then 
transfer your cargo pods to an earth 
ship Control response is Irtghtenly 
fast and violent—it has to be to 
dodge the laser beams Pity the 

OEEP SPACE 
Producer PSS. 48K £5 95 
A standard version of asteroids wl lh 
rotate left and right, thrust, 
hyperspace and fire, wrap around 
screen and alien ships Can't 
comment on the game's quali ty 
since none of our three review 
copies would load 

JETPAC 
Producer Ultimate, 16K £5 50 
There's not much can be said about 
Ult imate that hasn't already been 
said Graphics and presentation are 
of the highest standard InJetpac 
you must get your spaceman to 
assemble a rocket and fuel it. steal 
as many gems as you can and avoid 
the irate aliens or kill them with the 
laser When assembled the rocket 
takes off tor another planet to 
plunder Re-assemble the ship alter 
five planets Five levels of different 
aliens Joystick: Kem piston One or 
Two player games, cont inuous fire 
and movement in eight directions 
Highly recommended 

METEOR STORM 
Quicksilva. 16K £4 95 
Merciful ly. Quicksilva have proved 
their originality in the games field by 
going onto games which make this 
one look as silly as it i t If you like 
asteroid games then this is pretty 
fast Simple outlines hover in a blank 
backspace Ship orientation is in 
eight directions using all the number 
keys wh ich means you can't 
concentrate on the game 

MISSION IMPOSSIBLE 
Producer: Silversott, 16K £5 95(1) 
Author Jeremy Brown 
This is a Lander type game where 
you must guide your craft down to a 
planet's surface and rescue stranded 
astronauts or miners or something 
and return them to the mothership 
above To get down to the planet you 
must dodge your way through the 
masses ofasteroids, and then return 
through layers of enemy shipping 
Controls provide a retro rocket for 
braking, important when landing as 
an inaccurate or last landing results 
in death On the return journey the 
retro becomes a gun to shoot al the 
aliens. On higher levels there is also 
a force field as a added hazard 
Throughout, the graphics are very 
good and move smoothly. Thus is a 
very diff icult game and bound to be 
addictive Takes t ime to get good at 
it Sensible control keys, joystick 
AGF. Protek or Kempston 3 playing 
speeds, over SO screens, generally 
recommended Overall CRASH 
rating 80% M/C 
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PLANETOIDS 
Producer: Psion. 16KC4.95 
A very good copy and a classic 
version with the best graphics o l the 
lot Nice bright yellow asteroids 
which shatter satisfyingly A bit 
slow, al though the shattered 
fragments change direct ion and 
move (aster Alien ships are well 
defined graphically Using 2/X (or 
rotation and SPACE/ENTER (or 
f ire/lhrust is quite good, bu l H (or 
hyperspace takes some gett ing to in 
an emergency. No skill levels, which 
means the addictivity rating is low. 
but good value at the price No 
joystick option, 

SCHIZOIDS 
Producer: Imagine, 16K £5 50 
Imagine coma up wi th some of the 
best games — this isn't one of them 
You're supposed to clear the space 
lanes of civil isation's debris by 
bul ldozing it into a black hole in the 
centre of the screen The graphics 
are black and white, though nicely 
drawn but the game is confusing 
Joystick: Fuller 

SENTINEL 
Producer Abacus. 16K £5 00 
Prevent the enemy from attacking 
(he five Sentinel space stations wi th 
your four ships Careful though — 
your three remaining ships (lives) 
are docked with the station so if your 
protective screen isn't effective you 
can lose lives before you've even had 
a chance to use them! Enemy comes 
in various forms and meteroids make 
life impossible at times. Your 
weapons are laser and a guided 
missile so you have to contend with 
le l t /nght rotation, thrust, laser fire, 
missile fire and two controls for 
gu id ing it. which makes Sentinel a 
game lor the four-handed player! 
Oh and there's a force field for the 
station — five-handed player! A 
good 'as! and tunous game. Good 
value No joystick opt ion 

SHUTTLE 
Producer Blaby, 48K £5 95 
Take your shuttle craft from the 
mothership and descend to two 
specially created landing spaces on 
the planet s hi l ly surface to rescue 
the stranded astronauts, which 
stand on the hil lsides waving their 
arms frantically You can only take 
one al a t ime and landing results in 
the nearest dashing to your craft and 
partial safety Unfonunalety the sky 
is crowded with bi-direct ional 
meteors The graphics are cute and 
the sound very good, but thetntay 
card suggests you can fire at 
something when you can't Avoiding 
the meteors is simply done by 
dodging them (a sort of frogger) 
Not the most addictive of Blaby s 
games, but si III very playable 
Joystick: Kempston, AGF or Protek. 

J 
SPECTR0I0 STORM 
Producer Abersotl. *8K £4 95 
A very new asteroid game and one of 
the most colourful with a pretty 
pac k ed sere en Wr ap a round acti on 
and mult i-shaped objects Good 
acceleration and braking bul 
requires a lender touch as the action 
is quite violent Hyperspace. no 
dif f iculty levels. It looks good but it 
needs moro playabii i ly to put it in the 
top rank Joystick Kempston.AGF 
or Prolek 

3 DEEP SPACE 
Producer Postern. 16K &.9SI1) 
This is Ihe. by now. famous real 3 0 
game which uses red and blue 
spectacles to create a three 
dimensional feeling Sadly Ihe effect 
doesn't come oi l at all, wi lh few 
people report ing any success with 
theet tec! On top of that. Ihe game 

itself is not suff iciently excit ing 
enough to be worth the very h igh 
price asked. Basically you ship 
moves vertically at the left of screen, 
confront ing the alien ships which 
move from right lo left You can 
zoom' in and out of the screen to 
match the depth of the attacking 
vessels 6 contro l keys, no joystick 
option, smooth movement but nol 
colourfu l and only average sound. 
Overall CRASH rating M/C 

VIOLENT UNIVERSE 
Producer: Fantasy. 16K £5 50 
This game has an essential 
difference — Instead of f i r ing ahead, 
you lay gas clouds behind you to 
destroy the aliens The aliens are 
made of anti-matter, so as they rush 
headling Into your vapour clouds 
they're anthiiated You must score 
1000 points wi thin 40 seconds to get 
to the next level, an idea which 
makes this game extremely addictive 
to play. Wrap around screen. 8-
directional movement In a very 
crowded screen Hid ing inside one 
of your vapour clouds is a sneaky 
way o l avoiding dealh Joystick: 
Kempston. AGF. Protek. Fuller or 
Mikrogen II Good value 

SCRAMBLE/ DEFENDER/ 
MISSILE DEFENCE 

For many arcade enthusiasts defender and scramble games are Ihe kings ol (lying, 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 joysticks lor pood results. In scramble games you fly a mission against a hidden enemy base, whereas as in delender games you must rescue humanity at the same time. In either case the game Is played in profile, showing the topography of the ground over wnlch you are flying. 
Missile defence is simpler, showing missile traces descending on your cities. You must guide the anil-missile defence by sighting cross hairs at the leading points ot the enemy missile traces 
ARMAGEDDON 
Producer: Ocean, f 6K £5 90 
This version is a classic missile 
defence game with excellent 
graphics, especially the sunburst 
explosions The missile traces split 
into several traces, coming thicker 
and (aster wi th each wave The 
available number of missiles in your 
armoury lor each wave is shown at 
the base of the screen and above 
that are your six cit ies which you are 
protecting After each attack wave 
the program updates your score and 
cities left Nice t it le graphics and 
'end'card. Recommended 

ARMAGEDDON 
Producer: Silversoft. I6K. £5 95(1) 
Author. C Knight 
Silversolt s version ot the much-
copied Missile Command' arcade 
original is well up to scratch with 
good use of colour, and average 
sound. The graphics are simple but 
effective with very nice explosions 
and a suitably disgust ing frying 
sound to accompany them Features 
six cities, three missile bases, 
aircraft and bomb-dropping 
satellites.a nd heat sensitive missiles 
which hover above a detonat ion unti l 
it's sale to descend further Gets 
increasingly fast, medium addictive, 
sensible control keys and Kempston 
joystick (via a 2-part load). Overall 
CRASH rating 68% M/C 

COSMIC RAIDERS 
Producer: Mikrogen, I6K£S 95 
One of Ihe few t imesan arcade 
game has been improved upon.' said 
Persona/ Computing Today That 

might be a bit exaggerated, bul the 
graphics and control response are 
very good indeed You must race 
across the planet and destroy the 
alien master ships in the lair. The 
cityscape beneath is densely 
populated and green grabbers keep 
abducting the humans. Knock out 
the aliens with smart bombs, but 
ihen you must catch the fal l ing 
humans before they splat Hosts ot 
other alein l ighters threaten you. 
Features long range scan, reverse 
Long range shows the whole 
distance to traveL Keyboard 
posit ioning is sensible, which Is as 
well, as this game does not have a 
joystick facility 

OEFENOAR 
Producer Mikrogen. 48K £5.95 
Author C Hinsley 
The title says it all. and it turns out lo 
be a pretty classic looking 'Oelender' 
game wi lh iho familiar zig-zag 
outline landscape, waving humans, 
and assorted alien craft There is the 
radar screen at the top as well 
Control is quite good with sensible 
keys al lowing lor thrust, reverse, 
laser and smart.bombs as well as a 
hyperspace facility But there is 
something lacking in Ihe feel and 
play. Porhaps it's the speed which 
seems slow compared lo other 
versions combined with the (act lhai 
it seems quite easy to play. Inlay 
slates user-definable keys, but there 
aren't any. Good, br ight graphics 
and reasonable sound Overall 
CRASH rating 63% M/C 

FIREFLASH 
Producer: Abacus, 18K £5.95 (1) 
Author K Flynn 
This is a very superior 'Missile 
Command' style game and a games 
designer tn one — another f rom the 
specialists in games for eight-
f ingered players Your base has 4 
missile launch pads supplied by 
underground tunnels, and 2 laser 
bases al either end of the screen 
Incoming alien missiles split into 4 
small and hard to hit warheads if not 
destroyed quickly You must select 

Ihe launch pad required, fire the 
missile, guide it to i ts target and 
detonate it at the correct moment. If 
that's not enough, low f ly ing alien 
craft bomb your installations If you 
like a fast, di f f icul t to master game, 
then this is for you But many factors 
can be modif ied by the clever POKE 
facil ity which allows you to redesign 
the game to suit your own taste On 
the reverse side is a free game called 
'Destroyer' Uses 6 control keys, no 
joystick option, excellent graphics, 
recommended CRASH overall 
rating 78% M/C. 

GROUND ATTACK 
Producer: Silversoft. J6K £5 95 
This is similar l o Penetrator" by 
Melbourne House, but is nowhere as 
good a program It's the sister game 
to Orbi ler ' Here you must attack Ihe 
aliens in thetr underground caverns 
Weapons are bombs and laser and 
there are fuel dumps lor pomls. 
Thrust and decelerate and nine skill 
levels (different speeds of play) with 
Ihe cursor keys and 9 and 0 for 
direct ion and lire, which is nol the 
best arrangement No joystick 
facility. There are betler value games 
around of this type. 

HARRIER ATTACK 
Producer: Martech/Durrell, 16K 
£6.95 
This game seemed to upset a lot of 
magazine reviewers because ot Its 
unstated reference to the Fa) klands 
War' Bad taste perhaps? In any 
event, a completely daft reason to 
give an excellent game a poor 
review. You must take o i l from an 
aircraft carrier, dodge guided 
missiles fired at you from an enemy 
ship, then fly over a heavily 
defended island, bombing the anti-
aircraft guns, avoiding ihe enemy 
lighters and shooting them down 
Keep your speed up or you' l l run out 
of fuel before reaching the climactic 
bombing run on the town (Porl 
Stanley perhaps?) Then it's back to 
the aircraft carrier to land. Fast 
responses and first rale graphics 
(the sun on the sea is particularly 
good). Five skill levels. Keys are 
cursor (pity) wi th zero to (ire, nine to 
bomb and SPACE to eject Joystick 
Protek or AGF on thecursors 
Highly recommended 
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HIDDEN CITY 
Producer: Byte well. 16K £5 95 
Good, smooth graphics and three 
different frames make this a very 
playable game No bombs here, only 
a laser and a quickly used up luel 
supply. The first part makes you fly 
across a plain towards a vertical cliff 
Enemy missiles attack l«om the f loor 
and Irom the cliff H you enter the 
cave at the base of the clif I the 
second frame scrolls across, 
presenting a maze contain ing fuel 
dumps On surviving this there is a 
scramble' cavern wi th missiles and 
floating mines, and then the ci ty to 
destroy Six di f f icul ty levels. Invisible 
barriers and t ime warp Joystick 
Kempston 

INVASION OF THE BOQYSNATCHAS 
Producer: Crystal. *8K €6.50(1) 
A word of warning — this game 
(indeed alt new Crystal programs) 
has a special loador which makes 
you think it isn't loading properly It 
is a classic copy of the famous 
arcade original and features 
Landers. Bombers. Mutants. 
Swarmers and Pods There is an 
excellent radar screen, one you can 
really use lor l ining up shots, and 
spectacular explosion graphics 
Sadly unless you o w n a Fuller Box. 
the game is totally silent As usual 
wi lh Defender games, there is not 
much colour, but the graphics are 
fast and smooth All in all probably 
the best version for the Spectrum 
yet. Rather awkward control keys. 
Z/X lett /nght and N/M up/down, A to 
G fire laser, H to ENTER smart 
bombs. Joystick: AGF. Protek. 
Kempston, Fuller CRASH rating, 
playable and addictive, overall 70% 
M/C 

ARBITER 
Producer: Silversoft. 16K £5 95 
This is a much better game than 
Silversoft s Ground Attack' and is a 
good version of the classic 
'Defender' of arcade fame The 
animated graphics are neat and the 
sound amusing. Contro l keys are 
much better placed than in GA as 
well. Climb, dive, thrust, reverse, 
hyperspace. smart bombs and laser 
all help you protect the humanoids 
from the marauding alien craft. 
Features an excellent long range 
scan No joystick facil i ty. M/C. 

PENETRATOH 
Producer Melbourne House, 48K 
£6 95 
Probably the definitive scramble 
game for the Spectrum Four rings of 
defence surround the alien base, 
each with its own problems of 
iBndscaie Missiles take off 
cont inuously guided by radar units 
(excellent animation) which get 
more accurate if you fail to destroy 
enough of them. Special feature 
allows you to reprogram the game to 
make your own landscape and alter 
the enemy's defences Highly 
recommended Joystick: Kempsolt I 

REPULSAR 
Producer. So f t e r 16K £5.95 
Author. Andrew Beale 
This is Softek's version of missile 
defence and it is a close copy of the 
original. It's graphics are nowehre 
near as good as Ocean's 
'Armageddon'. On the other hand it 
does have the extra feature of plenty 
of enemy planes b u u l n g around to 
destroy as well as the missiles 
themselves and the explosions are 
satisfactory It is also faster to play 
than Ocean's version, but somehow 
less lun One side of this tape i t for 
the keyboard (wi lh a dreadful 
layout) and the other side is for the 
Kempston joystick The inlay card 

doesn't tell you that key 
M is lor fire Eight 
directional movement, 
generally okay, but not as 
playable as Armageddon 

ROCKET RAIDER 
Producer: C-Tech, T6K £5 95 
This is the poor man's Penetrator" 
and no mistake The Inlay blurb 
promises a long range scan - but 
nothing appears on it except the 
extremely l imited landscape 
available to fly over Fly is hardly the 
word — you only move If the thrust 
button is held down, and when you 
do that nothing else in the game 
moves except the lowering fuel 
gauge Hitt ing the fuel tanks 
replenishes your tank and anyone 
can knock them o i l without di f f icul ty 
because the missiles are easily 
avoided and the f lying saucers don't 
do anything. There's no danger, no 
thril ls and no skill needed Keyboard 
posit ions are fine and the end of life 
explosion is the most imaginative 
graphic in the game One or two 
players, poorly compi led machine 
code, no joystick opt ion The inlay 
card states that pressing key Z gives 
you 'up' and 'reverse' They mean 'Z' 
gives you reverse 

SCRAMBLE 
Producer Mikrogen, 16K £550 
This is an enjoyable copy o l the 
arcade original and a flexible 
program as you're given a 4-opnon 
menu (1 • m iss i l e ! 2 * UFOs. 3 1 

Meteors. 4 = Fortress) which means 
you can leap Irom part to part as you 
choose, or fight your way through 
the correct sequence if you're a 
showoff Three speeds with the 
graphics a bit shaky on fast Usual 
lasers, bombs, fuel dumps, missiles 
with a neat 2-option on returning to 
the next hie where you lett off, or 
changing landscape each time. The 
meteors are too di f f icul t to be 

PROGRAMS 
WANTED 

SEND 
NOW 

BLABY COMPUTER GAMES 
FOR SPECTRUM AND DRAGON SOFTWARE 

P R O G R A M S 
W A N T E D 

S E N D 
N O W 

SPECTRUM 
C O * FUSION 
You are totally confuted and «c 
l»ng ittacktd tram tx>th tide* bv 
themeet n n n n l Aliens known m th* 
Uwv.ru> 48KM/CC4 95 

a OLD DIGGER 
Dig youl way through the Mine jrvd 
find the Gold Nugget*, but keep 
*w*y Irom the 'Nugget Cnaiher* 

«8XM'Cr4 96 

CHOPPER RESCUE 
ScienteB being entombed under 
Radio Active watte can you at a 
Hefccopter Pilot. reKue them all in 
time1 46XM/CCS50 

KOSMIC PIRATE 
Guoe your fv*i» Ve**e! through the 
m»*arve heel of Space Craft that hei 
encircled the planet V*ro> and try to 
ileal your e**e«ti»i need* 

M/C fS SO 

DRAGON 32 
PLANET CONQUEST 
Land your Fneghtei Ship tafefy end 
then you may return to you' neit 
Solar Syatem i Skill level* etc ) 

C595 

DOOO 
Stamng Oodo and the Snow M -
You e'» the teat aurvtving bred ol 
Dodo* alone in the Antarctic, 
turtounded by Ice Block* and Snow 
Bee* SMe the Ice Block* onto the 
Snow Sen Or electrify the wall* to 
* * them fS 96 

BARMY BURGERS 
SPECTRUM 48K 

'GOTCHA' 
SPECTRUM 48K 

KILLER K O N C 
SPECTRUM d8K 

•LttV CCMPVTBt CAMCS 

BARMY BURGERS 
Bar* Burger* C h e f and lettuce 
- they are an there, a* you have lo 
do i i put them together It *ound* 
ea*v doeent it but not when vou are 
bemg ctvned by a Ined Egg and 
Sautege* 48k W C fS SO 

HIGWRISF HARRY 
Featuring Marry Highn»e and the 
Run Bug* - Guide Harry the Pamler 
etong the Gi'dert up the Ladder* 
onto the Lift*, but mu l l the Skde* 
Five Whecky tcieena 

48K M CfS50 
PLUGGIT 
Young Percy Pluggit mu*t get beck 
to ha C x u t Board m time, p t o m 

IIABY COMPUTE* GAMK 

help him to find the right key* 
48K W.'CfS SO 

GOTCHA 
After eicapmg from the local Nick. 
Ernie * toon back up to hi* old trick* 
aga*i> 4£KM'CfS50 
OODO 
Starring Dodo and the Snow Bee* 
You at* the lati tutviving breed ot 
Dodo* alone in the antarctic 
•unounded by Ice Block! and Snow 
Ben Slide the Ice Block* onto the 
Snow Bee* o» electrify the w»o» to 
k,II them 48KM CC6S0 
LASER RUM 
Fly the liench to dettroy the T I E 
fighter* Thi* game i* *hOwn in 30 
pertpective (9 95 

i , afr'TMflJH • 

KILLER KONG 
Featuring live *creen* of a'cede 
action - Elevator* Kong Mano 
Barrel* Hamburger* - and even 
Mano'tGvl 48KM CCS 50 

SHUTTLE 
Guide your Shutttecraft down to the 
turfece of Planet Nexon reacue the 
* trended Space Patrol and return 
them one by one to the ufety of the 
Mothenhip 4&K M C f4 96 

I 

DEPT CM BLABY COMPUTER GAMES CROSSWAVS HOUSE LUTTERWORTH ROAD SLABY LEICESTER 
TEL 0633 77364 TELEX 342679 JRHHG 

DEALERS PLEASE ASK ABOUT OUR VIDEO TAPE WHICH CONTAINS OUR FULL RANGE Of GAMES 
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London major *oftw*ie 
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enjoyable, and the sound isn't 
amazing No joystick option and the 
keys are a bit of a nandlul (2 =• down. 
A up, 8 - brake. 7 • thrust. 0 - laser) 
and at) lower row are bombs. Al l in 
all fun to play and good value 

ZAXXAN 
Producer: Starzone. 48K £5 50(1) 
Author N Mar don 
With a change of one letter, the 
game everyone has wanted to get 
(heir hands on has reached the 
Spectrum at last and caused a stir at 
the 9th ZX Microfair where it was to 
be seen on the Crash Micro stand for 
the first time The compi led machine 
code graphics are surprisingly 
smooth, consider ing how much 
detail has to keep scrol l ing 
diagonally across the screen The 
obiect is to take your attack fighter 
through the increasingly dense 
defences and destroy the Zaxxan 
fort Features gun emplacements, 
fuel dumps, enemy aircraft, laser 
beams and walls with force fields — 
and of course the shadow of your 
fighter on the floor Colour is well 
used and the sound is fairly good 
Good control keys and Kempston 
joystick Good value for money, 
addictive to play and a must for 
Zaxxon' fans Overall CRASH rat ing 
74% M/C 

COCKPIT GAMES 

There are now a number of programs which give you a forward view through the space ship's screen, enough to make a category of their own We've decided lo call these cockpit' games. This section does not Include any of the Trek' games, which often have a viewscreen simulation, as they come under their own heading. 
THE BLACK PLANET 
Producer: Phipps Associates. 48K 
£5 95 
Author 8 G Comhill 
A mammoth game for wet Sundays 
You'll need a printer or a note pad 
or a good memory, tor the complex 
ot instructions are on one side and 
the game on the other Your task is 
to nd the space tanos of pirates 
whose home is on the Black Planet, 
which is invisible unti l you f ind the 
Key. which has been broken into 
seven parts and distr ibuted on 
seven different planets, which each 
have a different arcade adventure, 
which each has different key 
instructions, which means you've 
got to know it all backwards! That 
said, it's tons of fun The cockpit 
view with moving stars is very 
good An instrument panel (ells you 
where you are in space, where the 
star base is or the planets on which 
you must land Navigating Is quite 
diff icult, but if you get it right the 
sight of a planet looming up is very 
cimenatic You can land manually 
or use the auto-docking feature. 
Between planets you may well be 
attacked by the pirates who know 
you are after them, in which case 
you are into a furious dog fight It's 
not a game for a few moments. 
Excellent value and highly 
recommended 

COSMOS 
Producer Abbejr. 16K £5.95 
The keyboard layout looks simple 
but is confusing to play with The 
view screen shows your convoy, 
which you must protect Enemy 
ships infest space and so do 
asteroids You have two lasers with 
continuous fire Movement adjusts 
the field of view to quite an extent 
but without a long range scan it's 
diff icult to anticipate properly. The 

colours are fine, sound rather poor, 
but nevertheless, a game wi lh good 
playability Joystick Kemptson 

GALAXY ATTACK 
Producer Sunshine Boohs, 48 K 
£5 95 
This is a real zaparoony o l a game 
with loads of playability. but bo 
warned, you need to be an alien 
with three hands or a 15-digit 
Uruggian for keyboard control The 
programme comes in three parts; m 
space as you approach the 
Uruggian's planet, you must 
destroy their waves of fighters by 
centering the sight cross hairs; 
then on the planet's surface, where 
your landed ship is surrounded by 
walkers and fighters, and then the 
finale attack on the orbi t ing mother 
ship Control response is good, 
colour and sound excellent, and 
the simple response is good, colour 
and sound excellent, and the 
simple 3-dimensiona> aliens work 
well Recommended No joystick 

TIMEGATE 
Ouicksilva. 48K £6.95 
Excellent moving star backgrounds, 
in 30 give a real space feeling to 
this 5-ski l l level game Long range 
scan shows you where the enemy 
are and you jump through space to 
the correct sector Movemenl 
control is instant and keeping the 
enemy in your sights is a lough 
task helped by a joystick 
(Kempston) II you're successful at 
clearing the entire galaxy you can 
land on the aliens* planet to refuel 
before jumping the timegate to 
another infested galaxy Full 
damage status readouts Highly 
recommended 

30 SPACE WARS 
Producer Hewson Consultants. 16K 
£5.95(1) 
Introducing a new race of aliens — 
the Seiddab (baddies spelt 
backwards), this game is a 
straightforward zap em which does 
not boast the complexit ies ol a Star 
Trek game, but is at least to the 
point The minute it starts the baddy 
Soiddies are there, etched atainst a 
realistic moving star background 
Below, your instrumetns are easy to 
read, bar codes for fuel and speed 
Twin lasers fire from the visible nose 
cone of your craft and are a 
satisfying effect Line up the cross 

hairs on the enemy and fire away! 
The Seiddab craft are well drawn 
and move neatly in 3 dimensions, 
f i r ing back when they want There 
are refuell ing points in space which 
you must reach in t ime belore your 
power runs out. Positive movement 
and smooth graphics, quite good 
sound, joystick AGF. Protok and 
Kempston Overall CRASH rating 
68%. recommended as good value 
M/C 

30 SPAWN OF EVIL 
Producer OK Tronlcs, 16K £4.95 
It's a bit ot a cheat—to keep the 
programme in 16K Ihe very long-
winded instructions are on one side 
of the cassette and the game on the 
other, which is irr i tat ing at first The 
viewscroen works well with stars 
defining movement, but control is 
exceptionally sluggish and hitt ing 
the alien swarm is a bit like trying to 
kil l ants with a pogo stick. In the end 
a slow and confusing game with no 

joystick option 

ZZOOM 
Producer Imagine. 48K £5.50 
We wailed long enough—probably 
the most famous and wanted non-
available game, probably a clever 
ploy on Imagine's part. But it was 
worth Ihe wait. Viewscreen shows 
you a road over which you are flying 
with little humans on the horizon 
whom you must save from the 
enemy bombers These come in 
waves from the left, some just 
content to wipe out humanity, others 
which turn and fire at you, wearing 
down your shield. If you survive two 
waves without gett ing destroyed or 
crashing into the ground, there's a 
desert infested wi th tanks, and the 
sea with submarines and ... Scroll ing 
graphics for the titles all help to 
make this a very memorable game 
and excellent value for money 
Joystick: Fuller & Kempston 

MAZE GAMES 

Maze parties come In all shapes and sizes (this section excludes Pacman style games however). Some of those included hare might not even seem to fit ihe category, but on reflection you will see that in tact they are really maze games (at least, you might II you try hard). 

ANDROIDS 
Producer. Sunshine Books, 48K 
£5 95 
Androids boasts a vast maze 
populated with homicidal robots and 
is Sunshine's version of 
'Frenzy/Panic'. Armed with a laser 
(fires in the direction you're 
pointing) and five lives, you must 
f ind (he ntdden exit to the next level 
Special panel's replenish your force 
field and laser power. It's a 'no win' 
game for points The graphics are 
good, nice animation and machine 
code makes for high speed 
movement. Good value tor money 
ano very playable 
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ANDROID I 
I Producer Vortex, f 6K£5 95 

What we have here is a well thought 
out and addictive rape of the robots 
OFrenzy/Berserk'game wi lh five ski l l 
levels and copious screens. Android 
1 a a superior robot and he has lo 

I Mast his way through the walls of the 
complex towards what? (A reactor 
actually, but who cares, it 's the 
getting there that's fun) His enemies 
are several lypes of unattractive 
mutants (attractive graphics) 
including Qroupies (in groups), 
Wanderers (luny lonies). Skaters 
{slithering around and hard to hit) 
and Bouncers who tand on your 
head when you're least expecting i l 

i Joystick: Kempston. Recommended 

BEDLAM 
Producer; MC Lothlonen. 16K £5 95 
<n 
A very fast shoot em up game in 
which the maze is not a central 
problem, but the infestation of 
beautifully animated creatures are 
l i s supposed to be an asylum planet 
and you're ihe only sane inmate (so 
you think)! Equipped wi th your twin-
liring photon boll. it's quite a task lo 
keep the ravening monsters at bay 
They move laster and faster as they 
dash at you and there are also 
saucerous guards' n ipping about, 
firing at your The one drawback, 
perhaps, is that the creatures lake a 
very predictable path towards you, 
but it's still all extemely fast Could 
have had more venation to heighten 
addictivity User-defined contro l 
keys, so AGF or Protek joysticks are 
usable, pretty good value tor money 
and an overall CRASH ratmg'of 78% 
M/C 

BRAIN DAMAGE 
Producer Silversott. 16K £5.95(1) 
I Morrison A D Anderson 
You''e in charge of a tank deep 
inside a bored and dangerous 
computer which sees your presence 
as a bit o l tun to enliven its dreary 
life ol computing Hoi on your tail 
are Electron Panzers. Marauders. 
Centunons and Rogue Programs, 
each smarter than the last The 
obtecl. quite simply, is lo hit one o l 
those and promote to the next level 
But it isn't as easy as it sounds It's a 
measure o l how last the game can 
bo that even with only one hit to 
concentrate on il remains a very 
difficult zap game to play Only one 
Wast at a time but Ihe laser beam 
ricochets (beautifully) A complex 
array of control keys allow for 4-
direclionai movement and turret 
rotation Neat, smooth graphics, 
good sound, joystick: Kemptson. 
AGF or Protek 3 control key 
Options. 3 skill levels, mult iple 
screens, pretty addictive one you get 
the hang Overall CRASH rating 69% 
M/C 

CORRIDORS OF GENON 
Producer: New Generation. 48 K 
£595(1) 
A 30 Maze game wh ich demands 
Master Code' skills and numeric 

sequence recognit ion f rom the 
player Deceptive in that it seems 
very ordinary al lirst but rapidly 
becomes unstoppable Basically you 
must thread your way through Ihe 
concentric ciruclar maze to f ind the 
central control room lor the evil 
compuler o l Genon and destroy it 
Doors cul the corridors into 
segments and connect between 
adjacent corr idors These are 
opened and shut by the computer 
and you can open them by punching 
in the correct code (each set o l 
doors has its own numeric 
sequence) With your ESP at h igh 
level Ihe screen displays the next 
door's code but there's a nasty 
monster called Bogul chasing you. 
Each lime he bogulises you. your 
ESP goes down and more doors 
have blanks which you must work 
oul before the door opens or shuts 
for you The ingenious touch lies in 
the excellent sound track of Bogu fs 

thudding footsteps as he chases up 
behind you — turn around and you'l l 
see him Neat.solid graphics anid 
unusually playable Cursor keys lor 
movement in conjunct ion with 9 
keys (used wi th an overlay) for code 
breaking. Joystick: Kempston, AGF 
or Prolek. Overall CRASH ral ing 
72%, excellent value for money il 
you enjoy a bit o l l iguring. M/C. 

CRAZY BALLOONS 
Producer: A&F. 16K £5 75 
A simple maze made up from 
crosses is only just b ig enough to let 
your waggl ing balloon through in 
places Elsewhere you must use 
precision and l iming to squeeze 
through without touching Ihe sides 
Extra points lor using the narrowest 
passages. Perhaps too simplistic lor 
most, but stil l riot as easy as it lirst 
looks There is a t ime limit. 

CYBERTANKS 
Producer: Star Dreams. 16K£5.95 
(U 
Here the maze actually represents 
Ihe streets and bui ldings o l a city 
You re in command of a tank, 
surrounded by the cybertanks which 
you must shoot Out o l existence 
before they gel you You can blast 
your way through Ihe maze walls to 
get at your enemy If you clear the 
first screen the second sheet has 
mines littered around which destroy 
anything that touches them All in all 
it becomes very repetitive and our 
reviewers thought it reasonable but 
only average fun to play The 
graphics are quite small, a l though 
mcely designed and move smoothly 
enough — ihe title card is bril l iant 
Two sets of control keys, well 
placed, joystick Kemston Overall 
CRASH rating 58% M/C 

00 DO 
Producer. Blaby. 48K £5.50 
Not al lirst sight a maze game but 
this is one where you make your own 
maze for protect ion f rom the 
dreaded Snow Bees which inlest Ihe 
Arctic ice wastes where you. (he last 
l iv ing Do Do. f ind yourself stranded 
(beat that for a scenario*) This 
innovative game from Blaby has 
charming graphics and good sound 
Basically you must shunt ihe ice 
blocks around to escape the bees or 
crush them If you're clever you can 
electrocute them against the walls. 
Joystick Kempston Recommended 

EMBASSY ASSAULT 
Producer. ICL/Sinclair, 16K £4 95 
As the nation's top secret agent your 
mission is 10 acquire top secret 
codes from the code room of a 
foreign embassy Actually alt you 
have lo do In this dreary game is 
wend your way through a 3D maze, 
up and down stairs and l ind the 
room, ihen get out. all t imed against 
the clock No thril ls no spills and 
very lew frills Each move means 
wait ing interminably tor ihe 
corridors to slowly bui ld up Nine 
levels w i lh ihe simplest taking 
seconds 

ESCAPE 
Producer New Generation. 16K 
£4 95 
Perhaps Ihe most beautiful looking 
game yet lor the Spectrum. Escape 
pits you against a 3D maze seen 
from slightly above so the horizontal 
pathways are obscured by the 
hedges Somewhere in there is the 
key to the exit As you enter a 
monster shoots in and homes in on 
you inexorably Gel the key and he 
speeds up Get out and you're back 
wi th a maze and two monsters Five 
levels and a no win' situation It's 
depressing! One of the most panicky 
games we ve seen Joystick: 
Kempsof t l l Recommended 

ESCAPE-MCP 
Producer Rabbit. 16K£5 99 
The Z60 processor bites back. Yes 
your Spectrum has gone berserk 
and you have been de-atomised 
You must escape through nine levels 
while Ihe MCP homes in on you and 
tries lo destroy you Escape-MCP 
features a series o l simple bul (as 
becomes clear when you play) 
fiendishly laid out mazes, 
representing the logic paths of the 
processor You start top lel l and 
must first reach a key and Ihen an 
exit lo the next level Slowly and 
inexorably the MCP sight homes in 
on you and the trick is to move along 
the paths in such a way that you 
leave yourself enough time lo make 
the key and exit Not at al l easy 
Cursor keys and user-defined, so 
almost any joystick can be used An 
addictively infuriat ing game and 
excellent value 

ETX 
Producer Abbex. 16 48 * £5 95 
In 48K ETX speaks, though mostly 
what he says alter the locquacious 
mtro is Ouch1 ' ET is stranded on 
Earth searching for odd bits with 
which to construct a phonehome 
The bits are hidden in numerous 
wells He's pursued by a mad 
professor and a nasty f rom M15 (or 6 
or something) Only young' Ernie is 
nice The game is charming to look 
at but a l itt le puzzling to play since it 
seems impossible to excape the 
wretched professor F*rogram 
contained on both sides of the 
cassette Joystick Kempston 

FRENZY 
producer: Quicksilva. 16K £4 95 
Almost every software house has its 
version of the arcade favourite. 
Berserk', which pits you against evil 
robots in a complex of simple mazes, 
representing tne different rooms of 
some alien HQ L i l e m these places 
must be hell because all the walls are 
electrified, ki l l ing you and the poor 
old robots Quicksilva s version is 
very good of its type with simple but 
smooih graphics. You lose a life if 
you col l ide with wall, robot or 
exploding missile Avoiding the 
missiles can be done by leaping 
through an exit into another room, 
but as you do hordes more robots 
appear The keyboard posit ions are 

rather odd. direct ion and tire beir _ 
control led by keys 6-0 which makes 
it di f f icult to use a joystick 
Moderately addictive but not bad for 
the price 

LAST SUNSET FOR LATTICA 
Producer Arcade. 48K £5.50 
Arcade seem lo specialise in 
obscure titles, t a l l i ca is a complex 
maze with over 100 locations and 
three levels populated wnn androids 
The walls are electrif ied so you must 
avoid them or lose one of your four 
lives The aim is to discover the 
locat ion of a bomb which will 
destroy ihe entire planet when it 
explodes, and defused, murdering ' 
the androids on your way The 
graphics are very good and richly 
coloured (you're a sort of 'Horace'-
like creature) Joystick 
Kempston/AGF or Prolek and cursor 
keys Eight directional movement 
Good value 

LORD HARRY & LADY HARRIET 
Producer Lot us-So ft. 16K £4.95(1) 
Author Derek Jones 
The tit le indicates that if you want a 
lady hero you can load side 2 instead 
of Side 1 lor Lord Harry The 
inebriated Lord is lost in his friend*s 
ornate garden the morning after (ho 
night before He must wander round, 
eating mushrooms lo keep alive 
whilst t ry ing to f ind ihe secret exit. 
T here are four interl inked gardens 
all lul l of puddles and trees in 
addit ion to mushrooms The trees 
bar his way, the puddles lose a life — 
and to make matters worse there are 
two guard dogs chasing around alter 
him. In one of the gardens there is a 
poisonous mushroom which i l Lord 
Harry eats it, is the end o l him unless 
he Imds Ihe exit within 99 seconds 
Reasonably well laid out control 
keys, attractive use of colour, but 
perhaps more aimed at Ihe younger 
player rather than the arcade freak 
Joystick Kempston Good value for 
money, overall CRASH ral ing 63% 
M'C 

MAZE DEATH RACE 
Producer PSS. 48K £4 95 
You're in your car. lost in this 
endless maze, avoiding the hazards 
like rock falls, ice. oi l slicks and the 
maniacs in their evil cars. Collect the 
flags for points and watch out for 
fuel dumps — the thirsty car needs 
them frequently Control is fast and 
positive, good graphics and 
scrol l ing from screen to screen is 
ellective A good, fas! game 
Unfortunately you can t alter 
between the three sktll levels once 
selected, and the instructions don t 
tell you that it's the cursor keys 
which operate No Joystick opt ion 
but it will work with AGF or Protek 
Machine code, moderately addictive 

MAZIACS 
Producer DK Tronics, 48K £5 95(1) 
Author Don Pnestley 
This pure imd-your-way-through-a-
maze-and-escape game is among 
the besi ever Irom DK Simple in 
concept, its piayabihty lies in the 
lovely graphics and its speed of play 
The aim is to enter the maze and 
discover ihe gold, which wil l be at 
least 200 moves away Embedded in 
the wails are many useful items like 
food and swords Keep your 
strength up by eating and use Ihe 
swords against the dreaded Maziacs 
There are prisoners also embedded 
in the maze walls and they will tell 
you Ihe shortest route to the gold by 
marking the path in yellow This only 
lasts for a lew seconds however The 
swords only last for one attack and 
without one an awlul Maziac wil l 
surely ki l l you off Once you've 
lound Ihe gold your problems really 
start as you can t c a u y both gold 
and a sword, so it makes sense to kill 
as many Maziacs as you can on 
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the way in The playing area shows 
one fi it ieth of the total maze, but the 
VIEW facil i ty shows you a twelfth 
Excellent graphics and animation 
with plenty of detail User-defined 
control keys, Joystick: Kempston 

I and cursor joysticks via user-define 
4 SKIII levels, randomly generated 
maze each game. CRASH rating 
highly recommended, overall 82% 
M/C 

PLUGGIT 
Producer Blaby. 4$K £5.50 
Author Rob Jones 
The hero. Percy, is a little >C ch ip 
who has become unplugged from 
his socket You must guide h im 
through the maze of c ircui try inside 
'Uncle CUve's' computer and plug 
him m again There are two keys to 
f ind which, when used in the correct 
door, will unlock them, but they 
must be done in the nght order. The 
maze is ful l of resistors. diodes and 
capacitors which are chasing Percy, 
and his energy, which starts at 1200 
units, runs down very quickly. To 
add to his problems, the walls of the 
maze are electrified. The only 
weapon is an energy beam which 
fires in the direct ion of movement. 
Only a small pari of the total playing 
area is visible on screen Good 
graphics and smooth compi led 
movement Auto start and cursor 
contgrol keys are a slight drawback. 
CRASH rating a worthy maze game 
if no l quite up to Blaby's addictive 
standards. Overall 63% compi led 
M/C 

QUETZALCOATL 
Producer. Virgin Games. 48K £5 95 
ID 
Author Gareth Bnggs 
Ouetz is one of lour Aztec Gods 
you' l l meet in this 3 0 maze which 
represents the interior of an Aztec 
temple with four f loors Ouetz is the 
nicest and provides glass beads for 
you to collect and gives you a map of 
the doors when you bump into him. 
The map disintegrates with use, so 
use it sparingly. The other gods all 
present different problems to 
overcome on their particular f loors 
The l loors are connected by shafts, 
mostly black and a lew blue ones. If 
you use a black shaft, it destroys ihe 
beads you have col lected The 
longer you take to f ind a blue shaft 
the more black ones wil l appear 
Should you find the exit safely, then 
the beads you have found can be 
used to barter wi th the natives for 
your l i le it is a playbale game, with 
quite good 3D graphics and 6 skill 
levels, but not much sense o l real 
danger Average. CRASH rat ing 56% 
M/C 

RAIDER OF THE CURSED MINE 
Producer Arcade. 48K £5.50 
This is only a maze game in a very 
general sense The game was 
recently upgraded to have 30 levels 
10 play through. Each level shows a 
cross section through a mine with 
several l loors visible and Ihree lifts 
Your miner (nice animation) must 

5 2 

walk through the mine, using the 
lifts, and collect all the diamonds 
littered about whilst avoiding the 
spiders, ghost and boulder- throwing 
trol l When all the gems have been 
col lected a lamp appears at bot tom 
left which must be col lected before 
progressing l o the next level Not a 
fast game, and at first it doesn't seem 
addictive either, but the ease with 
which you progress is matched by 
the ease with which you seem to lose 
lives Gett ing to the 30th level 
rewards you with a picture of the 
surface Nice graphics and sound, 
the clever player lines up ell his tifts 
first 

ROBBER 
Producer; Virgin Games. 48K £5 95 
f t ) 
Author: Keith Mitchell 
This is a 3-part game In the first 
section you must cross a room to 2 
cupboards and collect a doorkey 
and a stethoscope A guard moves 
about with a torch and you are 
caught if you appear in his beam 
There is also a safe key hidden in the 
room Gett ing through this dumps 
you onto a collapsing bridge with 
spikes beneath The third pari is a 
maze where you must swim under 
water, avoiding fish and gel out 
before your oxygen runs out. then 
Cross an invisible maze avoiding 
man-eating birds, get through 
narrow passages avoiding the 
bouncing balls, and lastly a maze 
which disappears as soon as you've 
seen it Sounds excit ing but it isn't. 
This is a good sketch for a much 
better game The inlay instructions 
are incorrect and the game has a 
tendency to freeze terminally at odd 
times. Primitive graphics and 
unresponsive control don't help. 
Poor CRASH ral ing overall 46%. 
Compi led M/C 

ROBON 
Producer: Sottex, 16K £5.95 
Aufhor: Andrew Beale 
This 'Frenzy/Berserk' game, unlike 
most of Soltek's other programs, is 
not very good Al the slowest of tho 
rone skill levels it's a bit boring, and 
at the fastest it's quite meaningless 
The usual format is followed, 
electrif ied walls, robots, unki l lable 
Raboks' which leave exploding 
mines behind. Four directional 
movement with unaromated 
characters 100% machine code, 
three lives, hi-score. no joystick 
opt ion Oddly the control keys are 
cursor wi lh nine to fire, so you cou ld 
use AGF or Protek joysticks for the 
movement but not for f inng 

ROBOTICS 
Producer: Ocean, I6K £5.90 
The name was changed from 
'Frenzy' to avoid confusion wi lh 
Ouicksilva's game of the same name 
As usual the walls are electrif ied But 
the graphics are much better than 
anyone else's version, bigger and 
better animated Only the robots' 
heads are vulnerable, and their 
l ioal ing leader is invulnerable You 

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

ROBOT PANIC 
Producer. Sott Mill, 16K 
You're the robot sent into Ihe space 
ship hold to ki l l off the escaped 
nasties A time limit imposod by the 
cargo hold wails moving in to crush 
you does not give this ga me enough 
impetus to be excit ing The graphics 
are l imited and not smooth and the 
nasties remain static. Five different 
sets of creature Only one life makes 
11 irr i tat ing as > ou must wade 
through the setting up each t ime 
Low payabi l i ty . Cursor keys, so you 
could use AGF or Protek |oysticks. 

SPLAT 
Producer: Incentive. 48K £5 50(1) 
Author Ian Andrew A Ian Morgan 
Put simply. Splal is dangerously 
addictive! The hero, called Zippy, 
must move round a large maze 
eating c lumps of grass, invisible 
grass, and plums, whilst avoiding the 
spikes, water and the edges of the 
maze This would be chi ld's play if it 
weren't for the tact that the maze 
scoils ai l by itself, in any direct ion it 
fancies if Zippy gets trapped 
between a wall of ihe maze a^d the 
wall surrounding the edge, then it's 
SPLAT! Escape is on level 7 but with 
each level cleared Ihe next becomes 
more dif f icult and the maze scolls 
faster Panic sets in at a moment's 
notice. When you get through a 
screen the computer yells out 
Yippee!' Simple, effective graphics, 
smooth movement, user-defined 
control keys, joystick Kempsion, 
AGF and Protek Highly 
recommended, overall CRASH 
ral ing 82% M/C 

STYX 
Producer: Bug-Byte. 16K 
You must move your man ih rough 
three horizontal areas, top, a simple 
maze infested with spiders to get to a 
door into (he middle section, which 
is the river ful l of prahnas, and then 
to the beach, to pass through the 
lower area where the dead spirits 
lurk If you make it through, the exit 
is guarded by a shrouded l igure 
whose touch is death It's a simple 
set up and would nol be interesting if 
it weren't for the fact that it's not 
easy The screens are always the 
same but wi th more denizens as you 
go along. Keyboard posit ions are 
good, the graphics neat and 
excellent eight directional 
movement. No joystick option. 

TOBOR 
Producer: Elfin, 48K £7.95 
The tit le Irame promises excitement, 
but the game doesn't deliver. Poor 
graphics and movement make you 
wonder why it needed 48K m the first 
place Basically you must take on 
some robots in a simple outl ine 
maze Keyboard positions are 
irr i tating and there's a poor 
response No joystick opt ion Not 
really worth the very h igh price, and 
certainly not as much fun as even 
'Jawz' which they d id and handed 
over to DK Tronics 

30 MONSTER CHASE 
Producer Romik. 16K £6 99 
Author: Dave Noonan 
This is a 30 corridor' type game 
The maze Is on three l loors and your 
mission is to f ind Ihe missing keys 
and return them to Ihe start position. 
Then you must f ind a bomb and 
defuse it before it detonates (against 
the clock) To make the task harder 
there are monsters moving about the 
maze thai can be killed by one of 
your l imited supply of grenades. To 
help you the monsters can be seen 
on a radar screen The 3 0 graphic 
representation is very good and easy 
to visualise The keyboard posit ions 

are well thought out and a joystick 
may be used The monsters appear 
very suddenly in front of you for a 
second before you lose your l i f e -
like a scene from Alien! Five skill 
levels and an absorbing game Good 
value for money. 

30 MAZE OF GOLD 
Producer: Gilsolt. I6K £5 95 
Author. T Gilberts 
This is a maze without monsters or 
robots. The maze ts seen from eye 
level in 3 0 blocks, so it's a game of 
orientation and geography The aim 
i t to wander the maze, col lect ing 
gold bars which lie on Ihe floor and 
get to the level's exit quickly before 
the value of gold you are carrying 
falls to zero 'This is no easy task, a 
pencil and pad would help There 
are ten levels o l play f rom 0 
(impossible) down to 9 (village 
tdiois) I Ined village idiots — and 
believe me. they have to be 
university graduates anyway! To 
help, for levels 4-9 you can select an 
overhead plan view whenever you 
want which shows you your posit ion 
and heading, the exit and posit ions 
of all go ld bars left to collect. Ii 
doesn't show you the walls of the 
maze — that would be loo easy 
When you return to the maze itself a 
display tells you Ihe value of the gold 
you have col lected (fall ing all the 
while of course), moves made so far, 
level of play and a compass with a 
moving north. For the 
contemplative, an excellent game 
with loads ot piayabilty. Cursor keys, 
joystick: AGF or Protek 

TUTANKHAMUN 
Producer Micromania. 48K £5.95 f t ) 
Author Dominic Wood 
Tul was an Egyptian despot who 
stored his wor ld ly goods in a large 
tomb. Your job as archaeologist or 
grave robber, is to wander the five 
tombs and collect as much treasure 
as you can You may start at tomb 1 
o ra l a tale r stage 11 you wish The 
maze scrolls left and nght and 
vertical tunnels wrap around top lo 
bottom What makes this game 
dil f icult is the ferocious speed o l the 
beasts that Inhabit the tombs 
Monslers include mummies, cobras, 
spiders and skulls You are provided 
with a cont inuous f ir ing laser, but it 
only works horizontally, which 
makes you vulnerable in the vertical 
tunnels There is also a smart bomb 
to be used once per tomb or life, bul 
its effects are very short-l ived 
indeed At the top Is a map of the 
entire complex. Doors block the 
tombs from each other Lively 
graphics, speed and good key 
positions all combine to make this 
very playable and addiciive Overall 
CRASH rating 72% M/C — a 
maze/zap game with a different feel 
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VOLCANIC PLANET 
Producer Thorn EMI, 16K £6.95(1) 
Author: Nick Burroughs 
II is your task to destroy Ihe evil race 
ol Zerans. who live on a volcanic 
planet To do this you must make 
your way through an underground 
complex to the depths ot the city and 
place a bomb on the volcanic plug 
and then make your escape belore it 
goes oft 5 skill levels provide a city 
with between 3 and 15 doors The 
screen only shows a tiny part ot the 
whole with a small map of the entire 
lloor you are on Floors are 
connected by l i l ts which only travel 
between 2 floors. The Zerans are 
equipped iwth blasters and h'uge 
crushing slaves Dotted about are 
tool repair kits and spare oxygen 
bottles, bul the Zerans will take them 
lirst if you're not quick Your armour 
and lite support is eroded by Zeran 
attack The graphics are very good 
especially the wonderful blaster 
effect and all in all this is an 
excellent maze game wi lh plenty of 
potential Lots of control keys, 
joystick Sinclair and Kempston One 
drawback — poor sound Apart from 
that, a very good game, overall 
CRASH rating 69% M/C 

THE WARLOCK OF FIRETOP MOUNTAIN 
Producer Puttm Books. 48K £6.95 
C I 
Au tho r N Mottorsheed 4 S Brattel 
Put together by Crystal for Puffin, 
this Is a simpler and more playable 
version of Hal l of the Things, and 
adapted from a successful book 
You must enter the labyr inth 
beneath the crags of Firelop 
Mountain lo get the Warlock s 
treasure This >s guarded by Ores. 
Spiders. Slime Mould and other 
horrors. Your weapons are a sword 
and a bow To get lo the treasure 
you must collect 15 keys Most doors 
open and shut at command and the 
maze scrolls smoothly as you move 
As in HOTT there are a lot of control 
keys — 18 In ail, and practice Is 
essent ia l lo stay alive Good looking 
monsters, which home in on you as 
soon as they spot you. loads o l 
speed in the fights, and for the price 
you get a copy ot the book as well. 
Puff in have a winner with this one 
Overall CRASH rat ing 73% M'C 

THE WIZARD'S WARRIORS 
Producer Abersott, 48K £4.95 
This Is a robot/maze game, but a 
considerable Improvement on the 
'Berserk ' type The complex is 
haunted by robots which fire away 
bl indly at anylhing, and which you 
must destroy The earlier ones are 
prety dumb but later addit ions gei 
harder to hit and are better at hitt ing 
you. some are even invisible (use ihe 
radar to spot them) Machine code 
Joystick: Kempston Addict ive and 
good value 

GHOST GOBBLING 

Since its introduction Pacman has probably been the most enduring of the arcade games. For Spectrum software companies It has also been the most imitated, with fust about every producer having a go. As a resuft there are numerous versions available with very Utile to distinguish one from the other. Some ol them will be the subject ol a CRASH Comparison In the near future. Meanwhile we list them here very briefly, only making points where there is any point (iff you see what I mean). For anyone who has never seen a pacman type game {can there be anyone?| you are presented with a simple maze, often connected left to right by a wrap-around tunnel, the passageways of which are littered with regular dots. Your gobbler must wend his way round eating up every dot like a good boy before he can progress to tne next level of difficulty. To make lile hell there are several ghosts which zoom around trying to gobble your gobbler. Four power pills per level may be eaten which then 
allow you to gobble ghosts tor a short 
while. It's all terribly enthralling and a 
joystick can be useful. 

EGG FARM 
Producer LasersoumJ, 16K £5.50 
I ' m a real mean chicken,' says the 
cover in this game where the dots 
are eggs and two enraged hens are 
after you for eating them. The hens's 
advantage is that they C8n move 
diagonally when you can't, so i l you 
delay one nanosecond after the start 
you've had it However, once you get 
the hang of it the hens are so easy to 
outwit that the game becomes 
boring and silly 

GHOST HUNT 
Producer PSS. I8K £4 95 
Good classic version with three skill 
levels and clear graphics. A pity, 
though, that the makers don't tell 
you which keys to use either on the 
inlay or the screen In fact they are 
the cursor keys — not the best 
arrangement for f ingers but useful 
because you can use a Protek or 
AGF joystick 

GHOST'S REVENGE 
Producer Micromania, 16K £5.95 
Unfairly wnt ten off by a review In a 
wel l known magazine, this program 
rales as one of the most flexible and 
playable of its kind Large, bright 
graphics with the usual features and 
a smooth act ion Only four ghosts, 
but at the higher skill levels they are 
fr ightemngly intell igent at gett ing 
you to skill levels, tunnel, and an 
unusual feature in the invisble maze 
mode, which starts off easily enough 
with alt the dots out l in ing the paths, 
bul becomes diff icult as you eat the 
dots Good sound too. and ail round 
good value Overall CRASH rating 
72%. 100% M/C 

GNASHER 
producer R&R. 16K £4.95 
Author Jonathan Niton 
The maze in R & R's version is 
simpler than many but the reward is 
exceptionally clear and detailed 

graphics with very smooth 
movement Various fruit appear to 
be eaten for extra points and this 
version doesn't suffer with virtually 
invisible edible ghosts Power pills, 
tunnel and increasingly last screens 
Very positive keyboard action, 
joystick option Kempston but most 
importantly user-defined keys if you 
don't like the cursors One of the 
best gobblers around 

G088LE A GHOST 
Producer: CDS. 16* £5 95 
All the usual leatures with machine 
code smooth graphics. No joystick 
option. 

GOBBLEMAN 
Producer Arlic, TfiK £4 95 
Another standard version, pity 
though that Artie couldn't have 
made Ihe ghosts a little slower after 
eating a power pi l l since it makes 
them impossible to catch 

GULPMAN 
Producer Campbell Systems, 16K 
£4 95 
This is sl ightly different in that 
there's only one ghost to chase you 
but the more dots you eat, the faster 
he gets Five screens, nine speeds, 
no pills or tunnels, but pretty 
addictive 

HAUNTEDHEOGES 
Producer Micromega 16K £6.95 
Author Derek Brewster 
Derek Brewster is Neptune 
Computing, but thisSD pacman is 
marketed by Micromega The price 
probably reflects the fact the 3D in a 
t i t le or game sells better than mere 
two dimensions In effect, though, 
this is very much the ordinary ghosl 
game with a running f igure instead 
of the usual toothy orange 

HUNGRY HORACE 
Producer Psion, 16X £5.95 
Many cri t ics regard this as the 
definitive pacman game lor the 
Spectrum, and of course Horace has 
begat a number of sequels m other 
categories Highly attractive 
graphics and smoothly animated 
make il a joy to play There are 
several mazes of increasing 
complexi ty to get through No power 
pills just wits Highly 
recommended _ 

MAZECHASE 
Producer Hewson, 16K£4.95 
Considering the quality of most 
Hewson programmes this one is a 
complete mystery Put it down to 
history it's probably ihe simplest 
one available, wi th matcnstick 
figures, white ghosts and some fruit 
as power pills Four screens, cursor 
keys so works with AGF or Protec 
joysticks Not very good 

MAZEMAN 
Producer Abersott. 76K £4.95 
Abersoft's maze is a bit more 
complex than most end the graphics 
are clear and bright. 

MONSTER MUNCHER 
Producer Ocean. 16K £5 90 
Ocean's graphics are always 
pleasing, and this version works as 
well as any other 

MUNCHER 
Producer: Siiversotl, J6K £5 95 
A good classic version, but the miay 
card is all over the place tel l ing us N 
= down, when it s M and 5 starts a 
new game when it's S In fact the 
keys used are quite sensible No 
joystick option 

5 3 



PLATFORM GAMES 

Oh no. It wasn't the aeroplanes - It wat Beauty kilted (he Beast; says the m«n i t the end of the lllm King Kong. As television it said to have killed trft the cinema, arcade games are said to be killing oil television, but good ideas cross all the barriers, so Its no surprise to see the famous Ape still going strong In the arcades. 
Kong games are perhaps the best known ol Ihe platform games, but there are quite a lew other types, all characterised by the need to climb ever higher either by jumping or climbing ladders and usually Botn. As with most arcade games joysticks are usually a help to higher scores. 

BARMY BURGERS 
Producer: Blaby. 48K £5.50 
Author G Capowell 
Sound and graphics are strong 
points of Blaby games and this 
maddening sesame seed bun of a 
game is no exception from its 
delightful titlecard onwards You're 
presented with four platforms with 
the various elements of three 
hamburgers suspended from them 
The task is to walk your chel over the 
ingredients which drops them level 
by level until they make up complete 
burgers burger, cheese, lettuce and 
top hall of the bun in that order This 
would all be very simple were it not 
for the fried egg and two sausages 
which dog your footsteps A blast of 
pepper will hold them up but there 
are only five blasts per life The chel 
can move up and down the platforms 
using the ladders, but so can the 
pursuers. Each screen provides you 
with more eggs and sausages to 
chase. Three lives with points scored 
by releasing segments of the 
ingredients or squashing eggs and 
sausages between the falling burger 
bits. Addictive. Joystick: AGF or 
Prolek and Kempston. 
Recommended 

BUGABOO(THE FLEA) 
Producer Quicksilva, 48K £6 95(1} 
Author. Indescomp 
One of the most colourful and 
maddeningly addictive games of the 
pre-Christmas period. Bugaboo' 
boasts feature film titles and an 
engaging hero in the flea. Bugaboo 
has fallen into a deep gorge and 
must hop his way out. by leaping 
from ledge to ledge. The strength of 
leap is determined by releasing the 
key when the bar indicator at the 
bottom of the screen reaches the 
desired level As it moves extremely 
fast, this is not an easy task The 
gorge is swamped with vegetation 
which gets in the way, and there's an 
appalling yellow dragon which pops 
up and eats Bugaboo 2 keys control 
left/right hops and the cursors scroll 
Ihe screen Excellent, colourful 
graphics with very smooth 
movement, good sound and highly 
recommended No joystick option 
CRASH rating, addictive qualities 
90%. overall 9 1 * M/C 

DIGGER OAN 
Producer Ocean. 16K £5.90 
Digger Dan is armed only with a 
spade He must dig holes i n the four 
levels of platforms, using the ladders 
to get up and down Four monsters 
chase him around, hopefully 
upending m the holes, which he 
promptly fil ls in to kill them There 
are safe spots at the end of each 
platform but he can't linger because 
(he oxygen's running out. An oxygen 
bottle appears from time to time but 
getting at it can be diff icult If the 
screen is cleared it returns with fresh 
and slightly more clever beasts Only 
one screen and speed, but Ihe 
graphics are smooth and nicely 
animated Dan can jump down 
through the holes too, useful in a 
tight spot The control key positions 
are sensible, but with six of them, a 
bit of a handful Reasonable value 
for money. 

GODZILLA & THE MARTIANS 
Producer: Temptation, 16K £5 95 
Author Neil Streeier 
Despite the title this is a Kong game 
— the only one in 16K for the 
Spectrum, but sadly it shows The 
animation is very poor and 
limited.the characters are small and 
themovemnt is jerky and ill-defined. 
There is a failing oxygen level for a 
time limit, but it appears to reach 
zero and stay there without ending 
the game Control keys are 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 
Joystick: none CRASH rating: 35% 

BONKERS 
Producer. Procom. 16K £5 
Author David James 
A bunch of five earthlings are 
trapped on a space station by loads 
of aliens You must get them safely 
down through the floors 10 five 
airlocks at the bottom At first you 
have only one monster to contend 
wilh, but as you go along, more and 
more appear Each floor has a 
moving 'lift' through which you 
descend. The animation and detail 
are very good and the game gets 
extremely difl icult Our reviewers 
thought this was a winner. Cursor 
keys or E.S.D.X (which is a silly 
arrangement) Joystick: Kempston, 
Fuller. AGF & Protek 5 lives, well 
over 10 screens, good sound 
CRASH rating 78% M/C. 

5 4 

GOTCHAI 
Producer:Blaby. 48K £5 50(1) 
You're Ernie, an old lag just broken 
Out of prison. In the first screen you 
must escape Irom the prison 
compound, avoiding the guards and 
their torches, get through the 
opening and closing gates and into a 
life of crime in the second screen 
This is a nightmare of platforms, 
littered with Hitachi stereos and 
other valuable goodies to be 
collected, but the screen is dissected 
vertically by 6 gales which ride up 
and down the screen, all out of time 
with each other. Once committed, 

Erm« cannot stop until he gels to the 
other side and climbs up a level 
There's also a mean copper on the 
loose who. if he catches Ernie, sends 
him to the bottom of the screen after 
beating him up! Timing is the 
essence In this very difficult and 
attractive looking game Not one for 
beginners! Sensible control keys, 
joystick: Kempston. reasonably 
smooth compiled machine code. 
CRASH rating: overall 77% 
recommended 

HOME RUNNER 
Producer: Britannia. 4QK £5.95 
This Is a Mvrlygame with attractive 
graphics and Is really a variation on 
the Jumping Jack theme Here the 
platforms are more solid looking and 
the holes open and close at random. 
Unlike Jumping Jack you can use 
the hold key to make your man hover 
over the holes. The various monsters 
jump down through the holes which 
makes timing an important feature of 
the game. On level three the Green 
Grinner appears, bouncing up and 
down, happily oblivious of the 
platforms or holes Britannia is a 
relatively new company, so it's nice 
to be able to say that both their 
games (Stopming Stan in this 
section is the other) are very 
playable and good value 

JUMPING JACK 
Producer: Imagine, 16K £5.50 
Author: Albert Ball 
At lirst sight the extremely simple 
graphics might be a disappointment 
—but this is a classic game Jack's 
stick figure is beautifully animated. 
The platforms are merely thin black 
lines. At llrst there are only two 
holes, one moving down level by 
level, and one moving up similarly 
Each successful jump creates 
another hole, so it gets Irustratingly 
difficult to progress Should Jack fait 
down a hole he lies stunned, if he 
lalls through two he's out for even 
longer. If he falls all the way to the 
bottom he loses a life Getting right 
to the top results in a line from a 
poem — you have to collect the rest 
of the lines, but the poem isn't the 
real reward in this game — it's 
playing the game Subsequent levels 
add more monsters which must be 
avoided by using the wrap around 
screen By the time you're dealing 
with twenty holes and six monsters 
it's a nut house. Quite simply one of 
the most addictive games around 
and excellent value for money 
Joystick: Fuller, Kempslon. 

KILLER KONG 
Producer Blaby. 48K £5.50 
This is a very fine version with 
excellent graphics and plenty of 
screen variation. The detail is first 
class as well with neat animation 
Mario's girlfriend shouting for help 
but rewarding the succesful cl imb 
with big kisses Features lifts, 
trampolines, long narrow passages 
requiring expert timing to get 
through, a fairly butch looking Kong 
and probably the best sound on any 
program available. Joystick: 
Kempston or AGF & Protek. 
Recommended 

KONG 
Producer: Ocean. 48K £5.90 
Author: Paul Owens 
Ocean's Kong is a pleasing version 
too. with chunky graphics starting 
with Kong stomping up the screen 
and thumping the girders into 
position. The animation is good wilh 
fast and positive movement Here, 
the objects tend lo come tumbling 
down the ladders, whereas In the 
Blaby version the platforms are more 
broken up and barrels etc drop off 
the ends of the platforms. So it's a 
little unfair to make lining up the 
man on the ladders such a critical 
business. Features a hammer which 
can knock out a few barrels. 
Keyboard positions are okay 
Joystick Kempston. Generally good 
value, bul did we detect a tendency 

for the barrels to anticipate death? 
Five screens. 

MANIC MINER 
Producer: Bug-Byte. 4BK £5.95 
This is the best platform game 
around, in fact it's probably the best 
arcade game for the Spoctrum. From 
the moment the full colour title 
blasts onto the screen accompanied 
by what sounds like ihe massed 
Coldstream Guards band. It s all 
wonderful. An amazing demo mode 
takes you through endless levels to 
whet the appetite Control keys are 
simple, left/nght/jump, and it seems 
incredible that Bug-Byte managed 
to pack so much animated detail into 
one 48K program You must take 
Willie the Miner through Ihe warrens 
of a long abandoned robot-worked 
mine beneath Surbiton, collecting 
keys at each level in order to 
proceed to the next Jumping up the 
platforms is easy — avoiding the 
slime, poisonous pansies and manic 
mining robots is not. Some 
platforms collapse when you tread 
on them, but forward planning let's 
you use these on your way back 
down to the portal. Excellent quality 
all round and top notch value Highly 
recommended 

MONSTERS IN HELL 
Producer Sottek, 16K £5 95 
Author Martin Lewis 
Above the flickering fires of hell are 
six platforms connected by eight 
ladders. Your man has a hammer 
with which he can knock holes in the 
platforms for monsters to fail 
through, or he can bang them on the 
head wilh it. All the while the power 
drain is enormous — visiting the 
fl ickering crosses replenishes It. but 
they move once used, so you can't 
just hammer holes and isolate 
yours oil from the monsters Kill off 
25 of Ihe lesser idiots and the 
cleverer ghouls appear; ten o l those 
despatched and the Mad Monk's 
clones appear Ghouls must fall 
three levels to die. clones four, but 
the nexl lot can only die In the fires 
of heli itself While the graphics are 
attractive, ihe lack of screen 
changes could make ihe game 
boring to play after a white and it's 
really a no-win game Nine lives to 
help, machine code, no joystick 
option. 

MORRIS MEETS THE BIKERS 
Producer: Automata. 16K £6 00(1) 
Author S Curtis 
Automata aren't noted for bringing 
Out arcade games, but true to tne 
company's mad hatter image. Moms 
is loopy and original. It's also a very 
good arcade game Morns (a car) is 
shut in a nightmarish concrete multi-
storey car park with several ramps 
connected by two creaky lifts The 
car park is full of hazards like tyre 
clamps, tin tacks, parking tees and 
carbon monoxide lumes. all of which 
make Morris feel very sick Worst of 
all are the kamikaze bikers of the 
title, who roar around the place 
Morris has a weapon — a magic 
horn You must make him travel the 
car park to collect enough coins to 
be able to get through the exit 
barrier. Unpaid-for exits result in 
sudden death Should you succeed 
there are sight more car parks, each 
worse than the other A dubious 
bonus is the hit single Leader of the 
Pac' on the reverse side ol the tape 
by Lady Sinclive and Pimen User-
defined control keys, joystick 
Kempslon or AGF & Protek via user-
defined cursors A good game wtth 
an overall CRASH rating of 74%. 

PANIC 
Producer: Mikrogen, 16KC5 95 
Panic is a standard digger-filler 
game, where you rove several floors 
with your spade trying to clean up 
ihe monsters by digging holes for 
them to fall into A neat touch is tha* 
you must reach them quickly and 
batter them to death or they change 
colour and get out ot the hole, which 



means you must mash em up 
through two holes before they die 
The going gets tougher as you 
progress Not bad and reasonably 
addictive 

STOMPING STAN 
Producer: Britannia. 4$K £5 95 
This is a three-part game, which 
saris off with moving platforms 
through which you must jump up 
when a hole appears above you, 
avoiding trie monsters, some of 
whom are on their way down. When 
you reach ihe top platform collect 
the four Keys to reach the next 
screen. This is a static maze 
populated by robots who are out to 

I get you the moment you enter 
Collect another four keys, which 
promptly takes you a more complex 
platform game with bigger monsters 
arid holes that open and close when 
you're not expecting them too. Good 

I graphics, positive controls and fun 
to play with a fairly high addict ion 
raling Joystick: Kempston 

SUPER DIGGER 
Producer: Abacus. 16KC5.95 
Author: Andrew 8lackburn 
As ils name suggests, this is a Panic 
style d ig-dug game, where you roam 
ihe platforms wi th your pick-axe. 
digging holes for the monsters to fall 
in When they do. you dash up and 
bonk them on the head, ki l l ing them. 
It you tail to reach them in l ime they 
get out Ladders c o n n e d the various 
levels and as well as go ing up you 
can jump the monsters Our 

I reviewers thought it was too simple a 
version to interest experts, 
especially as the 5 screens pr&vide 
little increase in di f f icul ty and there 
are only three monsters lo contend 
with, but it is atlractively ammated 

[ and probably very good for younger 
players Coming from Ababcus. its 
simplicity is surprising as their 

I games are usually f iendishly hard to 
play. Cursor keys, joystick AGF or 

| Protek. average sound, but good 
value with a free game on Ihe 
reverse CRASH rating 62% M/C 

CREEPIE-CRAWLIES 

There are two types ol game which come under this heading, both very similar In appearance. The first is the sort where you are pitted against a ! centipede creature which descends from the top ot the screen by moving left and right, line by line through a forest ol mushrooms - the other is the sort where you are the centipede creature, travelling through a fenced garden, eating snails and whatnot else, whilst avoiding liowers. fences etc. Both types tend to be very last and scores are improved with i joystick. Most versions are very similar - so If* a question ot personal choice.. 
DOZY BOA 
Producer: CDS. 16K £5.95 
Author. 
Guide Bozy round the garden, 
eating snails, beetles and ladybirds, 
at the same t ime avoiding the fence, 
flowers and your own lengthening 
body Each time you eat a beetle 
another segment is added to you 
and another flower appears Eat all 
ten beetles and you enter another 
garden with a higher fence at a 
higher speed Five levels, the lastest 
being quite demented Automatic 
joyslick selection if connectcd — 
Kempston A nice touch is Ihe tune, 
'In An English Country Garden." set 
off bybngh l and reasonably smooth 
graphics Probably a l imited appeal 
overall 

CATERPILLA 
Producer . Ocean. I6K£5.90 
Like Quicksilva, Ocean are moving 
on to better games than the basic 

arcade copies, however, their 
I standard creepie has all the usual 
; features and plays perfectly wel l 

CATERPILLAR 
Producer: CDS. !6K £S95 
CDS have produced a pretty classic 
version of the centipede game, with 
a fast moving caterpil lar which 
reverses direct ion on contact with 
screen edge or mushroom, an 
irr i tat ing spider, an innovative 

I mushroom-laying flea, and a 
poisonous scorpion which turns 
mushrooms red If the caterpillar hits 
a red fungus, a segment drops off 
like a bomb The man can move 

I left/right and up/down (within four 
lines) Cursor keys so Protek, AGF 
joystick can be used. Latfk of skill 
levels results in a l imited playing 
appeal Average value. Machine 
Code 

, CENTIPEDE 
Producer: DJ Tronics, 16K £4.95 

I This is another pretty standard 
| version, complete with spider, but 

for ils price it's probably better value 
than Caterpil lar 

CENTROPOOS 
Producer Rabbit. 16K £5 99 
Author, J F Cain 
With its simple but charming 
graphics and machine code speed. 
Rabbit's Centropods is probably the 
best of the lot There's a spider, a 

' (lea and a bottom line snail to avoid 
j The control keys are the most 

sensible I've come across — 0 for 
left. P for right and O/P together for 
up. You sail sedately down 
automatical ly A fires. Cont inuous 

i sound effects add to Ihe thrills. If 
you clear the screen the wretched 
creature gets longer and faster No 
need lor a joystick here, excellent 

' value 

CREEPY CRAWLER 
I Producer Mikrogen. 16K£5.95 
1 Author S Townsend 
| This is a very ordinary 'Cent ipede' 

game, surpnsmg that anyone would 
be offer ing something like this 
today Apart from the creepy itsell 
(and the mush rooms of course) 
there is only a spider and a simple 
flea to worry about The colours are 
bright and the graphics smooth, 
sound cont inuous and Ihe game 
very last lo play. But poor control 
keys (3/4/8/9) and Ihe fact lhat it's 12 
months out of date Bre against il 

i Also the inlay states that there are 
! user-del i na Die keys — there aren't 

Overall CRASH rating (for its speed 
mostly) 58% Joystick opt ion 

I Mikrogen. 

- CYBER RATS 
Producer Silversolt. 16K £5 95 
Author I Hay ward 

I Despite its t i t le this is a centipede 
game Instead of one fragmenting 
creature, you are presented with 
individual rats which work their way 
down from Ihe top ot the screen and 
there are even laster purple ones 
They hide behind c lumps o l grass, 
and once they reach the lower levels 
of the screen you are hard put to 
avoid them Cursor keys lor 
movement and l imited upward 
motion, no instruct ion on inlay card 

I lor f inng (il s 0). but Kempston. 
Protek or AGF joystick opt ion 
Because the game is simpler in 
layout than most centipede games, II 
is also much faster One or two 
players. Average value for money. 

GALACTIC WARRIORS 
Producer Abacus 16K £5.95(1) 

1 Author Michael Lee 

Diff icult to decide whether this 
should be under the Galaxian 
heading or the one we've put it 
under. But at the end ot the day 
Galactic Warriors is more of a 
Centipede' game lhan a Gataxian'. 
Your mission is to save Earih by 
manning the last missile base An 
alien mother ship (can be shot >1 
you're quick) spews out a row of 
smaller aitack craft which then 
descend the screen in zig zag lines 
just like a centipede Aboutkyour 
head the sky is l ittered with small 
asteroids When ihe train of alien 
craft hit one. they reverse direction, 
and the line is split into segments 
whenver you hit one of their number 
The asteroids can be blasted out of 
Ihe way by your laser — magenta 

are average, not at all 
smooth and the game is 
stow and pretly easy to play 
on the lower levels 6/7/8/9 and 
zero make for poor control keys 3 
skill levels. 3 lives, 1 or 2 player 
games No joystick opt ion There are 
better versions available.'Overall 
CRASH rating 55% M/C 

SLIPPERY SID 
Producer: Silversolt. J6K £5 95 
A u t h o r s Godwin 
Slippery Sid is a large snake in a 
garden whose task in lite is to eal 
frogs Every t ime he does so a 
poisonous toad appears which he 
can't eat unti l having consumed a 

ones take 2 shots, red ones only one 
When hit. alien craft turn into 
magneta debris. As they traverse left 
and right, the aliens drop bombs on 
you in a cont inuous shower Apart 
from dodging them, there is a force 
field which is effective against 
contact wi lh aliens and missiles, but 
blows you up if you use your laser. 
Excellent 'attract mode', good 
keyboard positons. joyst ick: none 
Overall CRASH rating 67% M/C 

GRIORUNNER 
Producer Quicsilva. 16K£6.95(1) 
Author Jeff Minter!Salamander 
This is not a TRON syle grid game as 
Ihe tit le suggests but actually a 
Centipede wi th 'Gr id ' pretensions 
Looking a bit like a series of blips on 
an osci l loscope the blue centipede 
dashes left and right down the 
screen lo l lowing the red grid To the 
left of the grid an alien ship fires 
objects into the grid which impede 
the centipede, causing il to reverse 
direction At the base of the grid, 
another alien craft moves Irom left lo 
right f i r ing a laser blast upwards 
causing the creature to split into Ihe 
tradit ional segments if hit. You're 
just inside the grid, able to move 
along the base and upwards for a 
few lines Your laser too destroys 
segments of the centipede, but 
watch our for the laser craft and the 
side ship, and avoid contact with the 
centipede. It's designed to be fast 
and addictive, but none of our 
reviewers found it very inspir ing I IP 
left/r ight and zero to f ire Joystick 
AGF or Protek. Small graphics, 
average sound and an overall 
CRASH rating of only 47% M/C 

MEGAPEOE 
Producer Softek, 16K £5 95 
Author: Andrew Beole 
Sofiek's version of the noble creep y-
crawiie game is just about as good 
as any Here the scorpion tends to 
drop fleas rather as (hough they 
were bombs, which makes an 
interesting variation Machine Code, 
nice graphics, nine skill levels 
Good. 

MILLIMON 
Producer Artie. f6K £4 95 
Author: D Campboli & G Porter 
Mil l imon is a Centipede' game with 
the usual leatures, a descending 
centipede, dart ing spider and snails 
(snails?). Artie have chosen to place 
the status report down ihe tell of the 
screen ralher lhan at the top or 
bottom, which makes Ihe playing 
area unusually square Thegraphics 

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

SNAKE 
Producer Artie, T6K £4 95 
Author: P Baker 
Snake is. of course, 'Snake', where 
you guide your pet reptile round the 
screen eating the files and avoiding 
the walls, poisonous mushrooms 
and his own tail Every time he eats a 
fly his tail grows longer The 
graphics are very l ightweight with all 
the drawbakes o l BASIC The sound 
is cont inuous al though 
unimaginative, but the game does 
have a nice'attract mode' The 
control keys are another drawback 
— 6/7/8/9. Awkward to use. They 
seem as though intended for use 
with Sinclair Interface 2. bul if so. it 
doesn't say so May please younger 
kids bul there are much better 
versions available Overall CRASH 
rating 45% 

SPECTICEDE 
Producer R&R, 16K £5 50 
A diet of scorpions, fleas, spiders 
and worms in addit ion lo the 
ubiquitous centipede Three skill 
levels and hi score A well rounded 
version 

SPECTRAPEDE 
Producer. Protek, 48K £5 95 
Now everyone has had their (il l of 
basic arcade copies, many 
companies are gett ing down to 
producing better games and Protek 
have become noted lor their 
Simulation games like Airl iner, which 
I suspect makes them far happier 
Their creepie version is pretty 
respectable, however All the usual 
features l ike scorpions worms, fleas 
and the inevitable mult i- legged 
monster itself Three skill levels and 
hi-score Can. of course, be played 
with a Protek joysl ick (and therefore I 
AGF as well). 



FROGGERS 

Hiving become led up wilh decimating aliens. Ihe arcade copiers turned lo more domestic chores like squashing frogs under lorries Tin game requires you to hop a frog across a busy highway, avoiding certain death under tne wheels. Sit on a river bank avoiding the odd snake or two and take • chance ol crossing the river on the o:ick of turtles and logs, then leap to the salety ol a frog home. No one's ever explained why Irogs should drown in the river - s t i l l . . On (he whole the game provides more Interest, belter graphics and a more addictivlty than 
most arcade copies. Joysticks ire 

" " fit 
am usually very little between any 

more than uselul. As with pacman games and centipede games there is 
version. 

FR06GER 
Producer: A &F. 48K £5.75 
This company always produce 
charming graphics and their Frogger 
is no exception, as 48K would 
suggest All the standard features 

FROGSER 
Producer Rabbit. 16K £5.99 
Rabbit provide a tour iane highway 
to cross, a barrier and a river full of 
logs and crocodiles. Here you may 
use the crocs for jumping on. bul if 
you land too near Ihe mouth you wil l 
lose a life. Three lives, but you musi 
gel five frogs safely across before 
moving to the next screen for faster 
traffic and more crocs Cursor keys 
and user-defined, so you can get 
practically any joystick to work 
Good value. 

FROGGER/SPECMAN 
Producer: C-Tech. 16K £5,50 
As this has two games for the price 
ot one. it should be good value for 
money, but it Isn't. Sorry 

FR06RUN 
Producer: Anirog. 16K £4.95 
Machine code and attractive 
graphics and good sound Features 
snakeson the bank. logs, turtles, 
crocodiles and lady frogs to rescue 
for extra points At its price, pretty 
good value. 

FROGGY 
Producer: DJL, 16K£5.96 
A highly rated version with very busy 
3-tane highway, turtles that sink 
under your weight, crocodiles in the 
frog homes and five lives. There's a 
time limit too which can be very 
cruel For exra points there's a 
stranded frogling to rescue Four 
skill levels and seven speeds 
Joystick: Kempsion, or AGF and 
Protek on the cursor keys. 
Recommended 

JOGGER 
Producer Severn. 48K. £4 95 
Unfortunately, none ol our reviewers 
have seen this game yet, so we'll iry 
and catch up with the joggers 
another lime. 

LEAPFROG 
Producer: CDS. 16K £5 95 
This is a standard version which 
olfers the usual hazards but adds a 
snake on the bank if you linger too 
long, and dragontlies In the frog 
homes for extra points Attractive 
graphics but it's a bore waiting for 
that damned tune between each 
game Uses cursor keys, so Protek 
and AGF joystick interfaces may be 
used 

ROAD FROG 
Producer: Ocean. 16K £5.90 
Ocean's version doesn't have turtles 
(probably went on strike) but some 
of ihe togs sink, and there are snakes 
on the bank. Six frogs to get safely 
home for a second screen and the 
traffic moving faster Unlike some 
versions you can only go forward. 
No joystick option 

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

YOMP 
Producer: Virgin Games. 16K £5.95 
Author: Terry Murray/Roy Poole 
In the main, Virgin's first batch of 
games were pretty poor and madly 
overpriced (£7.95). Now they've 
brought the price down, but Irankly 
this still isn t good value. You are 
supposed to yomp' your Paras over 
the highway and then get them 
through a minefield There's no 
disguising the fact (hat this is a 
frogger game with 'mined-out* 
pretensions. The basic programme 
makes controll ing movement very 
difficult and the way the traffic 
moves along the highway makes it 
almost unplayable Only one 
moment in the repealing cycle can 
get your men through safely In the 
minefield movement sensors mean 
sudden death through mistakes, bul 
I wonder how many people will even 
bother getting there? Four skill 
levels, no joystick option 

GRID RUNNERS 

Ever since Ihe Movie TRON, grid games have been popular, almost a cull because they exempllly the compuier game - simplicity, high speed, action on a strict grid is defined by (he computer. 
BLIND ALLEY 
Producer: Sunshine Books, 16K 
£4.95 
Author Simon Lane 
Blind Alley is what passed tor sport 
In the year 3017. you are told on the 
inlay. In fact the game looks 
confusing at f i rs t but that's because 
it is fast and there's no time to think 
This really is a game where those 
with quick and sure instincts win 
You must steer your ship round the 
grid in such a way that you block off 
other ships, lorcing them Into a blind 
alley where they are forced against 
your (rail, their own trails, or the 
edge of the screen. Of course it 
usually happens the other way 
round ... You start off against two 
ships, then four, then 6 and so on. It 
gels very hard! Workd with 
Kempston joystick Avoid hitting 
reverse o( the direction in which 
you're travelling — it's instant death 
Recommended 

CRUISING ON BROADWAY 
Producer. Sunshine Books, J 6K 
£4 95 
Author Jett Naylor 
The graphics don't portray the 
famous streets around Times Square 
In New York as thetit te suggests 
they could be any streets that the 
grid represents You're in your car 
wtien a cop pulls in behind, you 
decide to make a getaway If he 
catches you then the game starts 
from scratch. You score points by 
Ihe length of line travelled before 
capture. Your only weapon is (he 
facility to create a temporary block 
in the road and hold up the cop 
Clear the frame and more chasers 
|oin in or you get a more complex 
grid lo traverse A simple, effective 

and highly addictive no win game. 
Joystick- Kempston (and SoftJink II). 

GRIORUN 
Producer: Arcade. 48K £5.50 
Robot security picks up your trait 
lust when you thought you had given 
Ihem the slip (trust robots lo be 
bloody minded) Now they're 
catching up with you — and no one's 
ever survived the grid before 
Actually ihe gr id resembles a pac 
man type maze in this fast game. 
You drive around the rectangular, 
concentric rings, switching lanes at 
the compass point junct ions Driving 
in the opposite direction is the robot 
security car Never the twain should 
meetl You need good reactions, but 
it might have been a more skilful 
game il there were more crossover 
points No Joystick option 

GRIORUNNER 
Producer: Quicksilva. 16KC6 95(1) 
More ot an electronic grid meets 
centipede than a true grid game See 
main review section 

LIGHT CYCLE 
producer: PSS. 16K £5.95 
Light Cycle is similar in concept to 
Blind Alley where you fight ii out on 
the grid with an opponent. In this 
case only two trails however, either 
against the computer or a second 
player. The graphics are simpler but 
more effective, representing the 
laser light traits left behind your 
craft. Seven speed levels, no joystick 
option. A very fast game to play for 
hours. 

TRANSVERSION 
Producer: Ocean, 16K £5 90(1) 
Author: C Urquhart A N Pier point 
Undoubtedly Ocean's best and most 
addictive game to date. It combines 
simplicity ot idea with speed and 
killer frustration You are captain of 
the Eftmax. Your task, to clear the 
galactic grid of alien spawn. There's 
no shooting since the Eiimax simply 
destroys the spawn by moving over 
it. Bul there are 4 alien ships situated 
on each edge of the grid firing at 
you Each one. operating and tir ing 
independently, movesalong its 
edge, homing in on you, and aims its 
missiles along a line of the grid. You 
can be facing up to four missiles al 
one time and it's death to remain 
stationary, or operate on a single 
tine, tor more than a second With 
each screen cleared you are laced 
with a different and more difficult 
arrangement o l spawn to clear. 
There is also a 'between frame 
screen' o l spiral shaped spawn for 
bonus points. Only one life so 
frustration levels can be dangerous. 
Excellent packaging, well used 
sound, very smooth graphics and 
good control keys Joystick: 
Kempsion. AGF and Protek. CRASH 
rating: Highly recommended, overall 
83% M/C 

PAINTERS 

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

COLOUR CLASH 
Producer Romik, ISK £7.99 
Author: I Momson/D Anderson 
Colour clash contains tour phases in 
a paint-lhe-squares game which 
demands strategy as well as skill. In 
phase one you fil l the numerous 

squares by painting' round them, 
and if you succeed, you have a 
chance to eat the pursuing paint 
pots pacman style Phase two is a 
bonus points section where you 
must press ihe fire button at the right 
moment to guide it to the flashing 
arrow. Stage three is the same as 
stage one only you are forced to 
paint each square one at a time 
rather than dodging along any line 
The fourth and most demanding, has 
you attempting to surround the paint 
pots Three keyboard layoulS. 
joystick: Kempston or Sinclair. 
Three skill levels, excellent graphics 
and good value for money 

HIGH RISE HARRY 
Producer: Blaby. *8K£5.50 
One of the most origiinal painter 
games Harry must rustproof loads 
and loads of girders but he's being 
chased by the rustbugs As In a 
Kong-type game, Harry's only way 
of avoiding the bugs is to jump over 
them, but he must paint every inch of 
the border before he can paint 
another on the same screen Mean! 
Three screens including slides and 
lifts. Uses cursor keys, joystick: 
Kempston. AGF or Protek Highly 
addictive and good value. 

OH MUMMY 
Producer: Gem Software. 16K £4 95 
(D 
You are in charge of a party of 
archaeologists exploring Egyptian 
tombs. Each tomb has 5 levels, and 
on each you will f ind treasure 
houses, a scroll, a key. a mummy of 
(he royal lamily, and two guardians 
As soon as you enter a tomb, one of 
the guardians will be awakened and 
start chasing you. The olher remains 
dormant unless you are unlucky 
enough to uncover it. You may only 
exit a tomb once the key has been 
uncovered, and you can kill oft a 
guardian only after the scroll has 
been found. This may not sound like 
a painter' but in realtiy it is. The 
tomb is divided into squares with 
pathways between them As you zip 
along a trail of dots shows your 
route and when all four sides of a 
square have beert uncovered the 
contents of the square are revealed. 
It seems quite easy at first bul at 
higher speeds and skill levels it 
becomes more addictive as the 
guardians become more intelligent, 
Excellent user-defined keys. 
Joystick: AGF or Protek via cursors, 
good colour and graphics, 15 
skill/speed levels, overall CRASH 
rating 69% — more fun lhan 
addictive perhaps, M/C. 

PAINTER 
Producer: A&F, 48K £5.75 
A classic version, simple, beautiful 
graphics, good sound and utterly 
addictive. You must aerosol the 
spaces between the paint pots and 
daffy paint rollers chase you round, 
chuckling gleefully when they calch 
you and roll you flat. You start oft 
against one roller, then two. three 
and so on. While it's not difficult to 
begin with, it gets pretty fast when 
there are several rollers up against 
you. Good keyboard positions, no 
joystick option. 

TRAXX 
Producer: Quickailva. 48K £6.95 (1) 
Author: Jell Minter/Salamander 
Producer by Salamander for 
Ouicksilva, Traxx is basically a 
'painter' game with an ingenious 
difference. You have a grid of boxes. 
30 in all. and the base of the bottom 
centre box is already painted purple 
You're a little green cursor, and as 
you move onto unpainied track it 
turns purple behind you. The object 
is to paint all Ihe track, but Ihe 
difference is that the paint is elastic 
— it won't stretch further than 3 
sides ot a box. so each box must be 
completed before moving onto the 
next. There's a chaser, ofcourse, as 
many as 9 depending on the skill 
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level, and 9 playing speeds Sensible 
control keys, joystick: Protek or 
AGF Mixed views with the main 
criticism being that It was difficult to 
control in a silly rather than exciting 
way. it being too easy to overshoot a 
turning If you do so the elastic paint 
zips back and you have to start 
again Fair value for money. CRASH 
rating 61% M/C 

TREKKIES 

From the earlier days Star Trek has spawned a number ol computer versions, all basically alike. They usually have several skill levels and work on option menus which allow you to use Warp Engines. Impulse Engines. Phaser*, Photon Torpedoes: view the short or long range scan, ataxy map or the Immediate sector, atus reports show weaponry left. 
Sower, damage etc. Some give you a attle plan view, others a cockpit view with a more arcade element as you aim your phasers at the darting enemy. The enemy is usually the Klingon Empire, though there may be some Romulans around. All the games have star bases lor docking and repair. The higher the skill level the more enemy ships and bases there are. and the less Federation star bases. Among the better programs. It's very much a matter ol personal choice. Hera we list the features ol each briefly. 

STARFIRE 
Producer Virgin. 48K £5.95 
Aufhor M C Davis 
Virgin always have good, clear 
instructions, and this was one of the 
better first issue games. Features: 
Galactic war report, detailing 
mission, aliens left, starbases and 
stardates left: Computer call — main 
menu: Long range scan, well laid out 
with the eight adjacent sectors 
shown Navigation, menu for moving 
from sector to sector: Battlestations. 
arcade style viewscreen with four-
directional movement and fire at 
visible enemy Docking with a 
starbase is tricky, and there are also 
lime portals in space as well as 
asteroid storms to contend with. On 
balance a reasonable game with ten 
skill levels 

STARSHIP ENTERPRISE 
Producer: Sllversott, 48K £5.95 
This comes with a good instruction 
manual- Two players can always 
play a star trek game, one reading. 
Ihe other punching buttons The 

!
ialaxy map shows the 64 quadrants 
8 x 8). each quadrant is sub-d ivided 

into 64 sectors. Commands are 
Navigate which provides 2 grids, one 
for navigating within the sectors of a 
quadrant, the other for moving to a 
new quadrant. Short range scan, 
shows the contents of the quadrant 
in which the Enterprise sits: long 
range scan shows the eight adjacent 
quadrants: Phasors. switches you to 
arcade style view screen with four-
directional movement and fire at the 
visible aliens: Torpedoes, allows you 
to engage the enemy from • 
distance, avoiding their weapons: 
Damage report, speaks for itself: 

Shields, allows you to set the level of 
delence Computer of lers you the 
main menu and also controls the 
status report, galaxy map, damage 
repairs and auto docking. The action 
is fast and furious i l you move into a 
sector or quadrant occupied by the 
enemy, and It's difficult to break into 
your command computer if it's 
fighting, so have everything ready 
before engaging the enemy. Good 
value for money Kempston joystick 
option for arcade sequences 

STAR TREK 
Producer: Neptune, 48K £5.50 
Author: Derek Brewster This version 
offers good value for money since 
the tape also contains MUNCHMAN, 
which happens to be a very good 
pac man version indeed Neptune's 
Star Trek offers all the options as 
listed in the above review, the major 
difference being that It has battle 
plan views rather than arcade style 
fights with the aliens In using the 
weaponry, you must enter the 
direction of Attack (0 degrees to 360 
degrees), and its strength, then sit 
back with bated breath as the phaser 
or missile trail moves across the 
screen towards the enemy. Instant 
action is required on engaging the 
Klingon rotters as they fire the 
instant you are spotted. Excellent 
graphics make this an engaging 
version lo play at speeds which 
certainly require more than one 
Captain Kirk per game 

STAR TREK 
Producer: Impact, 16K£S.00 
Anyone thinking to themselves thai 
here is a 16K version jol ly good, 
should keep well away. I'm afraid 
this program isn't even good enough 
for the ZX81 from which it must have 
originated. Apart from the fact that it 
finishes loading with an OK report 
and nothing else no instructions, no 
suggestion of skill levels (though 
there are supposed to be levels) not 
a thing to help, you then have to list 
the BASIC and tell it to run! There 
are no graphics beyond words and 
figures This is totally unplayable 
and not acceptable by today's 
standards 

STAR TREK 
Producer: R&R Software. 48K £5.50 
This is a very playable version even 
though it pre-dates quite a few of the 
others. There is Ihe familiar galaxy 
map with its 64 sectors, one ot which 
is always displayed at the top ot the 
screen, showing in graphic form the 
Enterprise, Kingon ships, Starbases 
and stars present You are told the 
sector you are in. energy level, 
shield level, torpedoes left, the 
stardate, Klingons left and the status 
condition. Command options 
Include manoeuvring, shields, 
phasers, photon torps, scan, galactic 
map and computer. The computer, 
when selected, allows you to 
navigate, use hyper-drive, use smart 
bomb, send out a probe, self-
destruct and check ststus. In 
additon to the fiendish Klingons 
Romulan vessels with invisibility 
cloaks may attack you Good value 
for money although the graphics 
could have been more colourful 

ZX TREK 
Producer. Impact. 48K £6.50 
After slating their earlier attempt, it 
would be nice lo say something 
good about this version from the 
same company, but I'm afraid not 
One reviewer points out that BB it is 
writlen in BASIC it makes the game 
slow. Well Starship Enterprise ts 
written in basic and ihat is pretty 
last. Hero the keyboard response is 
slow and erratic, there is optional 
sound, bu tsounds lows i tdown 
further still, and the graphics are 
simply not good enough It is also 
highly priced. Soltware producers 
should do themselves the favour of 
deleting out of date games like this 
one and spend some time producing 
better material. 

ARCADE 
MISCELLANEOUS 

AHDIODUMS 
Producer. Imagine, 16K£5.50 
Author. D H Latfson 
Don't be fooled by Ihe title — this is 
no game for cissies! When it first 
appeared it had all the reviewers tied 
in confused knots. You are a teddy 
bear, shut in the toy box with the 
other toys for the night, but your 
baby's crying so you musl get out 
and go and comfort him The only 
way out 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 escape the box you 
realise it Is inside another, bigger 
box. and that one's inside another, 
and soon. . . What confused 
everyone at the time was the method 
used to assemble the bricks, and 
Imagine s cassette inlay is of no 
help, nor are the game's instructions 
on screen: this is the outline idea — 
pick up the brick and lake to lop of 
screen slightly to right of correct 
colour block, then drop it The brick 
should slide into place as if by 
magic Considering the packed 
screen, the graphics are excellent. 
Confusion of key*, but this isn't an 
arcade speed game Waich out for 
clockwork soldiers, play people and 
the aggressive train — and the 
baby's crying — there, there, t he re . , 

ANGLER 
Producer: Virgin Games. 48K £5.95 
Author Dirk Olivier 
A quiet day on the river fishing 
sounds like a load of fun, but this 
game manages to be about as 
thril l ing as a real day on Ihe river 
fishing! Beneath your boat pass 18 
layers of various fish With each 
game you're given 100 casts of the 
line to hook as many as you can. 
Some fish are fine to catch, some 
can be quite dangerous, and caught 
crabs eat away your catch. There are 
five levels of play which determine 
how close to your hook a fish must 
be to gel caught The language is 
BASIC, so are the graphics and the 
idea May be okay for very young 
children, but there's nothing here for 
the serious player. Makes you 
wonder why 48K of memory was 
required Virtually nil addictiveness 
and an overall CRASH rating of 39% 

AQUAPLANE 
Producer: Quicksilva, 48K £6 95 
Author John Hollis 
Many ot the games in this section, 
almost by definition, are quite 
original and Aquaplane is one of 
them. It'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 to get 
through Following on though, the 
water's Instantly full of row boats, 
and if you get through again the so-
called G and T rich-kids arrive, 
incompetently flapping their yachts 
all over the place Should you 
survive the hee-haws, there's the 
sharks Skiier and boat are seen in 
profile, controls (up/down/thrust) 
move both boat and skiier, but not 
strictly in relation lo each other, like 
the real think, the skiier 
inconveniently follows a slightly 
different path to the boat. This 
makes it difficult to gel both safely 
through the gaps It's a very 
enjoyable game to play, but the 
lasting appeal is slight A clever 
touch is that the border colours are 
split horizontally to match exactly 
Ihe colour of sea and sky in the 
game, thus giving the impression 
that the entire tv screen is in use Try 
It first and buy it you like it. 

8ARREL0R0P 
Producer: Games Machine, 48K 
£5 95(1) 
Author Russell Vincent 

Starring Gordon and 
Flash. Barreidrop is a 
games compendium. Gordon 
suffers from blocked 
drainpipes—at least his house does 
He cures this affliction by the 
curious method of rolling large 
barrels down the sloping rooTand 
letting them fall through ihe blocked 
pipes. He only has five barrels and 
it's important they fall exactly down 
the centre of each pipe If they don't 
he loses the barrel for good 
Fortunately his faithful dog Flash is 
on hand sometimes and it called in 
time, the dog will recover the barret 
and return it for another go Clearing 
all five pipes successfully results in 
another screen which may be 
anything from a riddle to guess to an 
arcade shoot em up sequence. It's 
quite an original idea, in which 
nothing is too difficult, and yet 
there's so much that it becomes very 
difficult to get through Playable and 
fun, good value, no joystick options. 
Overall CRASH rating 65% M/C 

CHOPPER RESCUE 
Producer: Blaby, 48K £5.50 
Author G Capewell 
The game starts with a helicopter 
dashing in to rescue the title from a 
dreadful spelling error, CHOPPER 
RISCUE it says, but the chopper 
comes back to insert an E and 
remove the 1 As is their want, 
scientists are being entombed by 
radioactive waste dropped from 
overflying planes You must rescue 
them in your (nicely animated) 
helicopter by shooting away the 
waste and making tunnels in it to 
reach them. Each one must be 
returned to the saleiy of the helipad 
before getting the next. The gun 
fires in the direction of travel and 
there's noi much time If you get hit 
by the falling waste you're dead 
This is a very fast game, almost 
impossible with ihe cursor keys, and 
difficult enough with a Kempston 
AGF or Protek joystick Addictive 
and good value Recommended. 

COOKIE 
Producer: Ultimate. 16KC5.50 
Also available in ROM cartridge form 
at £14.95. Ultimata's graphics are 
famous. In Cookie you are Charlie 
the Chef, with mixing bowl below 
and dustbins to the side On Ihe right 
is the pantry containing the 
ingredients which must be got into 
the bowl Unfortunately, the 
ingredients are pretty wild and 
they're accompanied by assorted 
objects that shouldn't be in the 
pantry and would upset the Ministry 
of Health officials if they knew about 
them. Using flour bombs to 
momentarily stun, you must knock 
Ihe ingredients into the mixing bowl, 
and the rotters into the bin. Should 
you get it the wrong way round you 
lose points, time energy and 
everything Each screen provides 
different and more difficult 
ingredients Another game that 
needs a joystick, Kemptston or 
Protek. Hi-score, one or two player 
games. 8-directlonal movement and 
the smoothest of graphics around 
Addictive and highly recommended 

CYBERTANKS 
Producer: Star Dreams, 18K £5 50 
A complex maze of green blocks is 
the home of the enemy cybertanks 
Take your tank round and shoot 'am 
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up You can blast away the blocks to 
gel at them, but they are last. Three 
lives, hall of lame, joystick 
Kempston AGF or Protek. Nice 
graphics and playable, but perhaps 
not very addictive. 

DOOMBUGS 
Producer: Workforce. 16K £5.50 (') 
This is an original type of creepie 
crawlie game but 11 is not a 
centipede' game. There are 
basically two screens. In the first our 
hero. Tarant Tula, f inds himself in 
the Grubbers' Lair There's a trap-
door leading to the next screen 
which only opens alter repeated 
hammerings of Tarant Tula's head 
There's also a pile of honey for the 
bugs to eat. but Tarant (to use his 
first name) must take a mouthful of 
the honey between each attempt on 
the door, The Grubbers, little round 
things, wander about and when they 
meet a green, squirmy 
Bubbergrubber is formed These eal 
honey too. and should two of them 
meet a Red Backed Grubber results 
T hese are the ones that kil l off o ld 
Tarant if they catch him. A im is to 
get through the trap door before any 
amount ot Red Backs are bred 
Tarant can. however, eat the 
Grubbers and Bubbergrubbers 
Once through and Tarant is 
presented with a simple maze 
guarded by three Red Backs. I! he 
should get through safely he arrives 
in another lair whoro the bugs breed 
laster Neat graphics and a pretty 
maddeningly addictive game to play. 
Only one life makes for terminal 
t rustrat io" on neanng a h<-score. 
Cont inuous movement makes 
Tarant Tula a bit diff icult to control 
al though the control keys are 

sensibly placed No joystick option. 
Overall CRASH rating 67% M/C. 

EXTERMINATOR 
Producer Silver soft, 16K £5.95(1) 
Author: I Morrison & D Anderson 
This Is a very good Berserk' type 
game in which you are pitted against 
seven types of robot with varying 
characterist ics and one thing in 
common—they're out to get you! 
Level promot ion occurs 
automatical ly on reaching the 
required number of points A novel 
feature is the provision of two sets of 
control,keys wh ich allow either 8-
dlrectional movement or rotational 
movement, both with direct ional tire 
Strategy demands that you shoot up 
the more dangerous types of robots 
first to stay alive for longer Sensible 
keyboard positions, joystick: 
Kempston. AGF and Prolok. Good 
value for money, overall CRASH 
rating 83% M / C 

SOLO DIGGER 
Producer Blaby, 4BK £4.95 
It's all underground and you're 
tunnel l ing mines,looking tor tnego id 
nuggets Purple gnuggets gnashers 
are hot on your trail, however, so il is 
important to dig strategically round 
the red rocks so you can dislodge 
them to block off the tunnels or even 
drop them down and squash the 
gnashers Nine speed levels 
Joystick: AGF or Protek, Kempslon. 
Cursor keys Not as addictive as 
most other Blaby games, but a good 
beginner's game anyway 

GOLD MINE 
Produce' DKTronics. 16K£4 95 
They say this is a strategy game, but 
that's hardly true You do need some 
strategy to go for the gold in the 
quickest way. but it's not the main 
ingredient Use Ihe lilt to go up or 
down from the surface and then dig 

towards the gold sites. Not 
everything that glitters is gold 
though. Tunnels can collapse and 
there are underground streams 
Energy runs out fast underground, 
especially if you are carrying gold. In 
addit ion, the lift may col lapse if you 
are carrying too much weight. 
Replenish energy by returning to the 
surface and deposit ing gold in the 
bank. In any event, a rather slow 
game wlth.l imited appeal, but 
probably good value for younger 
chi ldren 

GOLD RUSH 
Producer: THORN EMI. 16KC6 95 
(1) 
Author: Martin Harris 
The gold mines of Oron are 
bottomless caverns where gold 
nuggets rain down Irom the root 
The Oronian miners place girders 
across the caverns to catch ihe 
nuggets and direct them into 
buckets L i fewould be pleasant were 
it not for ihe skulls thai float about 
eating Oronians and moving the 
girders around—and ot course the 
fail ing nuggets can be very painful to 
an unprotected Oronian head! The 
screen is split into three equal 
segments, a sale home to the right to 
which an Oronian cannot return, a 
store for the girders to be used on 
the left, and in the centre the cavern 
itself Directional keys move the 
Oronian about and the f i r ing key 
posit ions the girder Nuggets may 
roll to the left or the right when 
hi t t ing a girder, so some strategy is 
required to keep the structure 
work ing to your advantage Points 
are scored for a nugget hitt ing a 
girder, and more for gett ing one into 
a bucket at the base o l the screen. At 
the higher Skill levels the skulls wi l l 
eat the nuggets as they fall 
Unfortunately, there's no sound, but 
the graphics are smooth and 
colourful , an unusual and medium 

addictive game, two keyboard 
posiitons. Overall CRASH rating 
63% M/C 

GRAND PRIX DRIVER 
Producer: Britannia. 48K £5.95(1) 
Author: Chris Weber 
Along with Thorn EMI's Road Racer 
and DK Tronics' Speed Duel, a 
contender for the 3D Spectrum "Pole 
Pole Posi t ion 'game The effect of 
the road winding about and the 
moving landscape in the 
background is quite good in this 
version, and the hollow graphics o l 
the racing cars also works quite well, 
but the main drawback is that your 
car Is quite hard to control When 
overtaking, an indicator at the 
bottom tells you which way the car 
10 be overtaken wil l veer, but to get 
past safely it is essential to come 
almost to a halt. If you manage to 
pass the 30 cars on the track then a 
little man appears and wavers a flag 
to tell you that you've won Good, if 
overlong, explosions on crashing 
General feeling was that thiB game 
can become repetitive quite quickly 
Good keyboard positions, joystick: 
Kempston and Sinclair ( interface 2) 
Fair to average, overall CRASH 
rating 55%. Compi led M/C 

GROUND FORCE ZERO 
Producer: Titan, 16K £5.00 
At first glance It looks like a simple 
game, but in fact it is quite hard 
Very similar to Romik's 'Spectra 
Smash', which has more options 
than this version Your plane keeps 
crossing the towering skyscrapers of 
New York, looking for a place to 
land There isn't anywhere, so with a 
genocidal brainwave you decide to 
bomb the city flat to make a landing 
strip, With each pass over ihe city 
your plane gets lower, so ll's 
essential to knock out the biggest 
towers before they knock you out 

WILD WEST HERO 
By THE SILICON KID 

Dealers ring Paul Holmes 
041-956 5058 

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 ridding the rockies of bandits he found a 
lew slight problems. Being outnumbered sixty to one can be irritating especially 
when some annoying person has planted Killer Cacti", 'Treacherous Trees' or some 
other lethal objects around the battle area Combined with the fact that the killing of 
one gang simply brings yet another bigger, nastier and faster gang of bandits made 
life, well, somewhat awkward, but then again he was 'The Wild West Hero' 

Only £5.90 inc VAT p&p 
Wild West Hero uses full colour graphics, hi-res, smooth movement, dramatic 
sound effects, 100% machine code, high score, two play option, compatible with 
Kempston or Oownsway joystick interface 
All Timescape products are guaranteed for life, if our software ever fails to load return 
the cassette for an instant replacement. 
Ail orders despatched within 24 hours of receipt of order. 

S O F T W A R E 
1 VIRGINIA GARDENS, FAIRWAYS, MILNGAVIE, GLASGOW 

G626LG 
Telephone: 041-956 5058 

Please send me Wi ld West Hero NOW! 
Name ......... 

| Address - „,.,„ 

I enclose cheque/P.O. for..- .......... 
Copying, lending or hiring "Wild West Hero" i* prohibited. CM 
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Several skil l levels with taller 
buildings Simple to play with only a 
bomb control. Despite its simplicity, 
reasonably addictive 

6UN LAW 
Producer; Vortex, J6K £5.95 
In real life the famous James Gang 
were reputed to be lousy shots, 
unable to hit a man six feet from 
them when all five tried to gun him 
down. However, Vortex have put the 
whole thing right with this well made 
programme where, as Marshall, you 
can sialk them down the dusty 
streets of town, firing at figures as 
they appear in doorways and 
windows. Your reflexes must be fast 
as you won't get a second chance 
from these baddies Bullets are 
restricted, so it's important not to 
shoot innocent people. Despatching 
a baddie earns you dollars. The 
graphics are generally good, 
although the gunsight could have 
been better. Reasonably interesting 
and indecently addictive 

JAWS REVENGE 
Producer: Workforce, 16K £3.95 
This is a game for hungry people. 
You re a shark on a jaws-agape-
leeding-lrenzy. Fish, swimmers 
(moving at Olympic speeds) and 
boatmen all go down your throat. 
Some fish have a habit of turning red 
and poisonous, so don't eat those, 
and the fishermen In their boats 
throw harpoons or drop depth 
charges to stun you You can catch 
the depth charges and defuse them 
before they reach the sea bed And 
Ihe sea bed itself isn't flat so don't 
run into it. It's a sort of Penetrator 
meets Gafaxians under water An 
amusing game with good graphics 
No joystick option 

JAWZ 
Producer: OK Tronics. 16K £4 95 
On Ihe same theme. Jawz is the 
other way round You must use your 
underwater gun sights to shoot up 
the maruding sharks, whilst avoiding 
ihe gunge dropping from poisonous 
jelly fish on the surface The game 
was originally made by Elfin — it's 
being marketed by DK Tronics 
probably hasn't made all that much 
difference because unfortunately it 
has a very limited appeal for serious 
arcade addicts. Good for younger 
children. 

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

JUNGLE TROUBLE 
Producer Martech. 1BK £6 95 
A game with a similar theme lo 
Jungle Fever Collect an axe and 
leap across stepping stones set in a 
crocodile Infested river On the other 
tide you climb a ladder to get to the 
trees, which you must chop down. 
The trees will fall on you (If you're 
not quick to jump out of the way) 
and they blunt the axe — so back for 
another Monkeys live in the trees 
and steal your axe but you can chop 
them with it — if It's not already 
blunt If they steal it — it's back for 
another. With the forest laid waste all 
you have to do is swing across a fire 
pit using a rope, jump a chasm and 
then home for tea A busy game with 
plenty of opportunities lor failure 
and so pretty addictive 

KNOT IN 30 
Producer: New Generation, 48K 
£5.95 
Extremely hard to see how this 
extraordinary game works at first. It 
could really be thought of as a gnd 

game or a bozy boa game but with 
you as the snake actually in the 
screen but in a 3 dimensional space. 
Confused? Well you will be Steer 
yourself through the white void 
avoiding your own brightly coloured 
trail and that of the chasers, twisting 
and turning to find space to move in 
before It alTgets filled up. Uses 
cursor keys so AGF or Protek 
joystick would help. Tremendous 
value for money, and addictive too. 

LUNA CRABS 
Producer: Micromega, 16K£6.95(1) 
Aufhor Mervyn Escourt 
You must know Ihe feeling—there 
you are. on a Saturnian moon, away 
from the safety ol your explorer's 
ship, taking samples of moon rocks, 
when suddenly there are all these 
nasty red crabs surrounding you and 
gobbing green spit all over the place 
Fortunately, you have your guided 
missile cannon Descriptive 3D 
graphics are effective in Ihjs simple 
shoot-back-at-em game, as you 
whir l and turn to avoid the green goo 
and to aim at the fiendish crabs. 
Good animation and colourful 
graphics, but in the end a game wtth 
limited playng appeal Sensible 
control keys, no joystick option and 
only one skill level Overall CRASH 
rating 62% M/C. 

| LUNAR JETMAN 
Producer: Ultimate. 48K £5.50 (1) 
The fol low-up to 'Jetpac' is. as 
expected, a fabulous game. If It has a 
drawback it's that it is too difficult to 
play, but as is usual with this sort of 
game, experts can get a long way 
and prove that you can scorel After 
failing to construct his space shop in 
'Jetpac' properly. Jetman has 
crashed on the moon with only a 
Moonglider for company, plus a 
clutch of assorted and unexplained 
equipment, alien missile bases and 
hordes of horrible alien creatures 
Half the fun ot the game ia 
discovering what makes what tick, 
since Jetman can pick up objects 
and transport them himselt, or drop 
Ihem on the Moonglider tor 
transport He can get inside as well, 
where he's safe from the aliens, and 
drive the Moonglider along, But it 
won't cross holes in the ground. 
These must bo fil led with bridging 
units carried on the side ot the 
vehicle. Whenever an alien hits 
Jetman, It creates another crater. 
The basic aim of the game is to 
destroy the alien bases—but this 
task certainly must rank among the 
most heroically difficult of all time! 
Superb graphics and sound 

| (improved with talking aliens if you 
have a Currah Microspeech unit 
attached), a lot of wen planned keys 
which make the joystick options 
(Kempston. AGF. Prolek) a bit 
redundant. One or two player 
games Overall CRASH rating 
95%—highly recommended M/C. 

MINE00UT 
Producer: Quicksilva. 48K £4.95 A uthor. Ian Andrew 
Forget the inlay card, which was 
probably written by a stoned 
Ouicksilva copy writer, and play the 
game! You are presented with a 
blank field, densely sown with mines 
and you must get to the other side 
without blowing up Take a step at a 
time and watch the warning which 
tells you whether there is a mine in 
an adjacent square — Is it left, right 
or ahead? What happens when there 

• are two or even three mines? The 
tension mounts and clever, logical 
thinking is your only safeguard 
Level two offers maidens in distress 
to be rescued and later levels still 
confront you with things that chase 
and make you move quickly. Nine 
levels In this most nail-biting game 
And it hasn't dated a bit, still worth 
the money if you haven't tried it. 
Recommended 

MOLAR MAUL 
Producer: Imagine, 16K £5.50 
With a wicked glint in their teeth. 
Imagine invile you to take part in the 
fight BQamst the DK (Tronics) 
menace. Your weapons are a 
toothbrush and some Imaglco 
toothpaste The screen opens 
(literally) with a gaping mouth and 
lively clean white teeth. Toffees and 
other gunk appear al the centre, 
exciting the interest of the horrid DK 
bugs, and in seconds the teeth are 
beginning to yellow, purple and 
black out all over the mouth The 
trick with this game is manoeuvring 
tt)e wretched toothbrush into exactly 
the correct position for the 
toothpaste to be squeezed Irom the 
tube. An excellent game with 
wonderlul graphics, but so 
depressing to watch! I'm afraid It left 
an unpleasant taste in my mouth, but 
I have to say it's good value. 
Joystick: Fuller 

MRSMOPP 
Producer: Computasolve. 48K £5.50 
ID 
Author Tina Billel 
The game which sets out to prove 
that It's better to create a mess lhan 
have to clean it up. Mrs Mopp's 
family must be the messiest in the 
world. They litter cups, clothes, dust 
and just about everythng else all 
over the lloor. Moppsie has five 
utensils to help her in Ihe task, but 
only the correct utensil will pick up 
the appropriate rubbish. There's also 
a kitchen sink, washing machine and 
dustbin she must use when the 
utensil earned becomes full. Picking 
up a utensil Is done simply by 
moving up against il and it can be 
deposited by reversing the 
sequence Like any hard working 
housewife. Moppsie likes a tipple 
now and then to keep up up her 
spirits, but if you let her spirit level 
get too high she becomes drunk and 
disorderly If the work load becomes 
too much, she'll give up and leave 
home! The only extra aids are 
magical spells, bul all too often 
these seem to be out of stock. Well 
placed control keys, joystick: 
Kempston Cute graphics, smooth 
movement and an original game to 
play. Reasonably addictive, overall 
CRASH rating 69% M/C 

NAANAS 
Producer: Mikrogen. 16K£5.95 
The cassette inlay says 'Naanas'. the 
title screen. Nanas'. obviously a bit 
confused! Another of Mikrogon's 
new games which insists that there 
are user-definable keys when there 
aren't—obviously a bit contused! 
The aim of Naanas (or whatever) is 
to dash around catching bananas 
which a monkey is throwing down If 
they hit the floor and you tread on 
one. you slip over and lose a lite. In 
addition there are coconuts 
dropping with painful 
consequences. And that's it. 
Graphics are reasonable but pretty 
simple and the monkey doesn't 
move at all. The cursor control keys 
work quite well In this game, no 
joystick option. Pretty and fun to 
play for a short while. Overall 
CRASH rating 52% M/C. 

PAR ADR 01 OS 
Producer: Mikrogen. 4$K £5.85 A' thor. C Hinsley 
If Paradrolds scores, it's on its 
'differentness'. The idea is to move 
up and down your energy beam, 
fir ing left and right al the paradroida. 
The jump off Ihe various ledges ail 
the way up the sides of the nuclear 
reactor you are defending Should 
any successfully parachute lo the 
bottom they reach the reactor and 
mutate into much more vicious 
droids The graphics are quite good, 
brightly coloured, move smoothly 
and react quickly to Ihe control keys 
(well laid out) the result is a 
reasonable gBme. but somewhere 
the idea has faltered—it's too easy to 

play and so becomes 
boring The Inlay states 
that there are user- definable 
keys, but there aren't 
Overall CRASH rating 54% M/C. 

ODYSSEY 1 
Producer: Perfection, 16K£5.50(1) Author T Williams 
First prize winner of the games 
section of Computech 83, Odyssey 1 
is a three-part mixture of arcade 
games, designed to lest Ihe skill* 
and reflexes of shoot em up freaks. 
Screen 1 is a 'Berserk' 1ype wi lh your 
man at the cross roads of lour rooms 
filled with fir ing robots. He can move 
In any direction with rotational 
controls, go forward and fire up or 
down at will. Getting through this 
screen lands you up in an 'Arcadia' 
type situation where wrap around 
wedges of alien ships fly overhead 
dropping missiles on you as you 
shoot up at them Mean trick here is 
that once dropped. Ihe missiles wrap 
around vertically, gradually fill ing 
Ihe screen with weaponry Screen 3 
pits you against pterodactyMIke 
creatures which swoop down in a 
wholly original and alarming 
manner The general feeling of our 
reviewers was that this was a 
surprisingly difficult and addictive 
gametopfay The graphics are fairly 
small but the 100% machine code 
program makes everything work 
extremely well and smoothly No 
joystick option, overall CRASH 
rating 72%. recommended. 

0STR0N 
Producer Soltek. 16K £5 95 
Formerly named Joust. Soltek for 
some reason, changed its name 
There's a lot of the 'You're the sole 
surviving White Knight, Guardian, of 
the Lore, etc' on the inlay blurb, but 
basically you're on this Ostron thing 
(electronic ostrich) and the enemy 
are variously-coloured buzzard 
thingies There are several floating 
platforms on which you can land 
before rising to the occasion by 
flapping your wings and attacking 
the enemy When you meet, face to 
face, the one's who's highest wins 
First buzzards are pretty daft and 
easy, but later ones become fiendish 
in their attempts to get you Ail in all 
a very enjoyable game, with good 
graphics and sound. Don't hit the 
water — you drown 100 percent 
machine code, joystick Kempston 
Good value 

PSST 
Producer: Ultimate, 16K £5.50 
tt sounds a bit rude but it's a 
wonderful game with Ultimata's 
usual magnificent graphics. Robbie 
the robot must keep Ihe swarming 
insect life from eating his plant To 
do this there are various spray cans 
lining the brick walls of the garden 
Each level adds a different Insect to 
the collection and the trick is that 
you must use the correct spray on 
the right insect or It only serves to 
stun for a moment. The insects also 
kil l off Robbie as well as the plant, 
which shrinks away it it's eateri for 
too long Letting it grow results in a 
bloom and a new level. Amazing 
graphics, 100 percent machine code, 
8-direclionai movement, one or two 
player game, sensible control keys 
and Kempston joystick. 
Recommended Also available in 
ROM cartridge form for £14.95 

PUSH OFF 
Producer: Software Protects, 16K £5.95(1) Author: Andrew Glies 
There are now several Speclrum 
versions of the arcade original, 
'Pengy' available— Blaby's Dodo' 
was one of the first. Software 
Projects' version is excellent Bertha 
the ladybird is m a garden being 
pursued by four nasty insects out for 
her ichor (b'ood to you), The garden 
is full of gr»en bricks which she can 
burn out ot her way, or send 

5 9 



shooting otf In the direction in which 
•he's travelling. By Ihts method she 
can crush her enemies to death The 
insects can also burn up the bricks 
to reach her Four bells in each 
Quarter ot the screen, if rung by 
touching them, cause the Insects to 
go into a temporary tizzy and make 
them vulnerable The colours are 
bright, graphics fast and smooth, 
good sound, rather poor control key 
layout, joystick AGF, Protek or 
Kempston, eight skill levels. CRASH 
rating, very good lo excellent, 
overall 85% M/C. 
QUACKERS 
Producer Rabbit. 16K £5 99 
Quackers is designed more for 
children than shoot em up addicts, 
but Its cheerful graphics should 
make it popular It's set in a 
fairground duck shooting gallery, 
where four rows of repeated objects, 
ducks, cats, rabbits, laces and a 
gianl turtle, move alternately in 
opposite directions before your gun 
barrel. User-defined kays or cursor, 
which means you can use AGF or 
Protek joysticks 

RACE FUN 
Producer Rabbit. 48K £5.99 
The Spectrum hardly has the sort of 
graphics capability of (he big road 
racing games in the arcades, but as 
far as Spectrum racers go. this is a 
pretty good one An overhead view 
shows The track which varies from 
wide to very narrow, straight and 
curved Off you go with several 
others cars Bumping another car or 
running off the road, slows you 
down and costs fuel heavily The 
object is to get as many points as 
possible before running out of 
petrol The graphics are very good 
with the cars being quite large User-
defined control keys (accelerate, 
brake, led. right) or cursor so you 
can use a Protek or AGF Joystick. 

RIDER 
Producer Producer. Virgin Games. 48K £5 95(1) 
Authors: Roy poote & Terry Murray 
The writers of ' Yomp' have come up 
with another quasi-military theme 
game in two parts First screen you 
leap from a plane on a parachute 
and try to land on one of a stream of 
riderless motorbikes below These 
have been supplied by the resistance 
movement of the occupied country 
you are spying on If you succeed in 
landing on one it cuts instantly to the 
second screen. This is a 30 view of a 
country road, heavily sowed with 
visible mines, down which you must 
guide your careering bike Although 
The details and large graphics are 
quite good ihe game ends up being 
unplayable You can't brake and turn 
at the same time for instance It all 
palls very quickly and ends up being 
much slower than it should 
Reasonable control keys, seven skill 
levels, no Joystick option, only a fair 
game Overall CRASH rating 50%. 
Mixture of BASIC and M/C. 

RIVER RESCUE 
Producer: Thorn EMI. 48K £6 95 (1) Author Phil Snell 
You're In control of a river speed 
boat The screen shows the north 
and south banks above and below, 
everything scrolling from right to 
left. You can hold the boat's position 
to the left (safer) side, middle or 
right (dangerous) side The object is 
to rescue explorers from the north 
bank jetty and land them at the south 
bank jetly As the two jetties are 
opposite, you can't Just commute 
between them. The boat can take up 
to six explorers at a time before 
landing them, but tf you lose the 
boat, you lose your explorers too. 
The river i t infested with crocodiles, 
sand bank* and logs, which you 
mult avoid If you're very good, a 
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rival firm overflies the river dropping 
mines on you More points scored 
for travelling at the right of the 
screen where your reflexes have lo 
be very fast A fast, addictive aod 
original game with neat graphics 
Good control key positions, joystick: 
Kempston, Sinclair, 1 or 2 player 
games Recommended Overall 
CRASH raling 74% M/C. 

ROAD RACER 
Producer: Thorn EMI, 16K £6.95 (1) Author Graham Wisdom 
As its name implies, this is another 
contender for the Spectrum 'Pole 
Position'. The 30 RoBd/Landscape 
ef feci is pretty good, and unlike 
Britannia's Grand Prix Driver, the 
graphics are solid. However the road 
m this version does nol actually 
bend as you go round corners, 
although ihe background does 
move Controls are very good, in 
addition to brake/accelerate and 
left/right, keys 1 and 2 select lo or hi 
gear If you use the gears incorrectly 
you will blow your engine There are 
several other cars to overtake before 
reaching the finishing line. Perhaps 
one problem with the olherwise 
excellent inlay card, is that they 
don't explain how to get going 
which is a little confusing al first (see 
review in issue 1) Bright and large 
graphics, rather poor sound, 
joystick: Kempston, Sinclair Overall 
CRASH rating 70%—good M/C 

SANTA 
Producer: Artie, 16K £5.95 
Produced for a rush Christmas 
market, this tape contains seven 
different games in a compendium 
All the games are short and only 
one. Rudolph Goes Racing' is lair. 
Judging by the names and games 
quality, the tape Is aimed at younger 
Children and grandmas and 
probably won't be In circulation tor 
very long Overall CRASH rating 
28% BASIC 

SHADOWFAX 
Producer Postern. 16K £5 95 
Shadowfax came out with a lot of 
ballyhoo at £7 95. which was grossly 
overpriced, so it's nice to see 
Postern have dropped it now No 
one can complain about the 
graphics which are quite excellent 
Unfortunately the game has very 
little else to offer You're mounted on 
your white charger (the inlay blurb 
might lead to suppose this was some 
Hobbil-like adventure) and riding 
against the black horses lhat gallop 
on from the left at random heights 
You can fire a bolt at the 
approaching enemy but you must 
then explode the bolt at exactly the 
right moment And that's the game 
— you are up against the points 
Mind you. it is mesmerising, so you 
do make mistakes Definitely a game 
to get a look at lirst —if you like the 
idea, you won't regret the graphics. 
No joystick option. 

SHARK ATTACK 
Producer Romik, 16KC5.99 Author: Ian Anderson 
The theme from Jaws works nicely 
but the rest of the continuous sound 
will eventually drive you mad You 
must save octopusses (or octopi) 
from the sharks by weaving a 
protective net around the octopus 
Should a shark eal the octopus 
before you screen it. then the shark 
can eat your net Having either 
succeeded or lailed in this task, the 
rest of the game is to fill up as much 
of the screen with net without 
getting ealen yourself Three levels, 
one or two player games Joystick: 
Kempston or Sinclair A game with 
vary limited appeal and no addictive 
qualities, but it might well appeal to 
younger children, a sort of Painter 
meels Jaws 

SIEGE 
Producer: Postern, 16K£5 99 Author Mike Singleton 
Throw rocks down from a high 
castle wall onto the massed 
attackers trying to climb up As the 
rocks fall they knock the attackers 
off. often several at a time as one 
falling man catches another The 
stick figure animation is cute and the 
game should appeal to younger 
children, but it is very limited as far 
as the serious addicted arcade 
player is concerned Simple control 
keys 

SNAKE PIT 
Producer Postern, 16K £5 95 Author Mike Singleton 
This is pacman variant, bul i i is loo 
original to lump in wilh Ihe rest ot 
the yellow gobblers. The'maze' is a 
live, wnggling one. Seven different 
coloured snakes are trapped in their 
nests, surrounded by a screenful of 
green eggs. Your job is to eal all the 
eggs. Only the red snake can eat 
eggs, so 11 inslantlyfrees itsell and 
begins eating round the screen, 
freeing the other snakes as it goes 
When you meet a snake head on 
there is a nasty little gulping sound 
and that's it until you press S lor 
another game Should you clear the 
screen you then get a chance to eat 
the snakes (tail first) as well as the 
eggs I never got there, this is very 
difficult. The graphics are superb, 
quite enough to turn the stomachl 
Pity the control keys are so 
awkward, and no joystick option 
Addictive and good value. 

SPECTRA SMASH 
Producer: Romik. 16K£6 99 Author: John Bell 
This is similar to Titan's Ground 
Force Zero, but rather more 
complex, in that you have limited 
height control over the plane, and 
there are gun turrets on some 
buildings firing al you, none on the 
easiesi level, more and mora on the 
harder ones Bombing the guns first 
obviously helps Should you land 
successfully, having bombed the lot 
flat, the angry natives reward you by 
sending out a fuel tanker so you can 
take otf and do the thing over again 
at a higher level. Ot course they win 
in theend' Three lives, hi-score, 
eight levels, joystick: Kempston, 
AGF Protek, Sinclair, m/c 
Recommended 

SPECTRON 
Producer: Virgin Games. 48K £5.95 
<1) 
Author: Mark Kirkby 
Probably Virgin's best shoot em up, 
probably their best game in fact 
This is a no-win Berserk' type game 
that demands fast reflexes and a 
sixth sense IO get very far One 
reviewer was able to count as many 
as 216 enemy robols on the screen 
at one time Enemies include 
Swarmers. Speeders. Launchers and 
Eleclrons (which leave 
indestructible electronic fences 
behind Ihem) Your robot fires 
automatically when on the move and 
control is 8-directional Well thought 
oul. with detailed graphics, very 
good sound, no joystick option but 
well placed control keys. Overall 
CRASH rating 77% Recommended. 
M/C 
SUB CHASE 
Producer: Gem, 16K £4 95 (I) 
You are in control of a ship equipped 
with depth charges which can be set 
to explode at nine different deplhs 
depending on whi^h numeric key 
you select Beneath you, submarines 
cross the screen in one direction, 
occasionally firing missiles up at you 
which must be dodged. The art is to 
select the correct depih at which to 
explode the charge to kill the sub At 
higher skill levels the subs change 
depth randomly. On the whole a 
game more intended to apj>eat to 
younger children 4 skill levels, 
reasonable graphics, poor sound, 

simple control keys CRASH rating 
49%—poor for addicts, good for 
children M/C. 

TRANZ AM 
Producer: Ultima to. I6KC5.50 
It's post-holocaust America and the 
country's a barren desert with a few 
cities here'and there where you can 
get fuel Otherwise a clutch of Mad 
Maxaiikes in deadly Black Turbos 
are out lo kill you while you hunt the 
wastes looking lor eight gold cups 
The playing screen is only a 600th of 
the available area Instruments on 
the left show: time taken, rrt'tes 
travelled, a map of Ihe Slates 
showing cities and your location, 
local radar showing cups (if any) 
and enemies, speedo, luel gauge, 
engine temperature and lives left 8-
directional movement, excellent 
graphics, highly playable. Joystick: 
Kempston Highly recommended 
Also available in ROM cartridge form 
for £14 95 

TURBO DRIVER 
Producer Boss (UK), 16K £5.95 
Another for the racing car addicts. 
Turbo Driver features very large 
vehicle graphics and an attempt (nol 
entirely successlul) at 3D through 
jMrspective Six other cars leap 
away from ihe starting line when you 
stall You must catch ihem up The 
cars and several other hazards make 
life difficult, and if you go too 
carefully you'll run out of fuel. The 
track is quite straight, and there 
aren't those wonderful explosions ol 
the original arcade version, but this 
is a popular programme and does as 
well as the Spectrum will allow m/c 
Joystick Kempston 

30 ANT ATTACK 
Producer Quicksilva. 48K £6 95(1) Author: Sandy White 
Some of the best ever 3D graphics 
for the Spectrum which work 
excellently not only on the 
numerous buildings but also on the 
softer forms ol the hero, heroine, 
and dreaded anis which swarm 
through the walled city of Antescher 
The object of the game is to Jump 
over the one spot low enough in the 
outer wall, find your girllnend (or 
boyfriend—you can select which), 
and escape before the ants get you. 
You can run and jump in lour 
directions, throw grenades to kill the 
ants over varying distances, or stun 
them by jumping up and down on 
them. The scene can be viewed from 
any one of four angles II isn't easy' 
There are 12 control keys required 
and It takes a lot of lime to get used 
to them, but the graphics make ii all 
worthwhile. One criticism aimed al 
Ihe game is that there's more 
technical virtuosity in Ihe program 
than game play and it can become 
repetitive after a while Nevertheless, 
an amazing game No joystick 
option really possible Very highly 
recommended, overall CRASH 
rating 85% M/C 

30 COMBAT ZONE 
Producer: Artie, 48K £5.95 
According to Artie, this is their best-
selling programme to date, and no 
wondor The first real 3D effeel in the 
Spectrum Travel across the flat 
plam and battle with enemy tanks, 
flying saucers and super tanks — a 
kill or be killed bailie of wits among 
the pyramids in real time The game 
gives a tremendous sense of moving 
about in a space and can be quite 
hpynotic Battle radar to spot the 
enemy and calculate disiance 
Joystick Kempston A first rale 
game and highly recommended. 

30 OEATHCHASE 
Producer Micromega, T6K £6 95(1) Author Mervyn Escourt 
Selected as Game Of The Month in 
issue 1, this is Just a fabulous game 
The idea is simple: at the base of the 
screen is the front of your motorbike 
with two gloved hands gripping the 



handlebars Ahead is a flat 
landscape with a few trees and iwo 
other bikers c irc l ing around. As 
soon as you accelerate to give chase 
they ride hell for leather When 
you're in range you can start f ir ing. 
When they're both b lown away the 
scene changes to night time and 
repeats, then back to day 2 and so 
on. Occasionally a helicopter and a 
tank cross the hor izon and gam 
more points for you if hit Bu what 
makes this game one of the most 
compell ing to play are the trees you 
must weave through In pursuit Of the 
enemy bikers. With each screen they 
get more numerous, and the effect of 
whipping through them is truly 
alarming" Return of The Jedi has 
nothing on this! Excellent graphics 
(marvellous explosions}, superb 
sound, sensible control keys, 
joystick; Kempison Excellent 
Overall CRASH rating 92% M/C. 

30 DESERT PATROL 
Producer Computer Rentals. 16K 
C5 95 
This simply isn't a very good 
prgramme The 30 is primit ive and 
the graphics uninteresting. You 
must take your tank in between 
minefields to the eventual safety of a 
road, whilst avoiding fire of enemy 
tanks. For a start off you cannot 
move and fire at the same time; if an 
enemy tank gets into posit ion and 
fires everything stops and you're 
dead — no evading: to avoid the 
enemy you merely turn unti l they 
disappear f rom the screen, if you 
creep round the edge of minefields 
then they won't fire on you anyway 
So ail it adds up to is a dul l and 
boring game. Cursor keys and 0 to 
fire — allows use of AGF or Protek 
joysticks 

3DTANX 
Producer: DK Tronics, 16K £4.95 
30 here refers to the distant bridge 
where rows of tanks pass before 
your gunsight and the realistic 
trajectory of your shells which must 
be aimed right to stradle the 
thickness of the bndge The 
graphics are very good and so is the 
sound Skill and t iming are essential 
to good scores — and staying alive, 
because the tanks fire back. 
Nowhere near as easy as it looks, 
and at the price, excellent value. 
Joystick: Kempston with Softl ink II. 

30 TUNNEL 
Producer. New Generation. 1648K 
£5 95 
You're rushing headlong down a 
tunnel and dif lerent objects flash 
past you. which you must shoot. 
There's bats, spiders, rats and finally 
a delightful Underground train, 
complete with twinkl ing headlights 
and passengers inside The latter 
must be dodged rather than shot. 
Running into ihe sides of Ihe tunnel 
cause loss of a life (five in all), and 
you can undertake this subterranean 
madness at three speeds. In 16K it 
loads in tyvo parts and there is no 
Underground train Mixed opinions, 
some liked it, some didn't. 

30 VORTEX 
Producer: J K Greye. 16K£5.95 
This is very similar to 30 Tunnel, 
except that the tunnel (or vortex) is 
defined in mult i tudes of coloured 
dots rather than sol id blocks, which 
gives more of a tunnel-l ike feel The 
tunnel also twists and squirms like a 
mad thing so it's quite a tr ick to stay 
safely in the centre of it. On the other 
hand, the 3 0 animation of the 
objects isn't quite so good and there 
are no skill levels which means it 
quickly loses interest. There Is a 
long but very amusing Intro in the 2-
part toad User-defined control keys, 
so il works with almost any joystick 
Good value bul l imited playabil ity 

TRAIN GAME 
Producer Microsphere, 16K £5.95 
(1) 
This is another game simple in 

concept and marvellous to play. In 
fact it's dangerously addict ive and 
should probably be put on the 
government proscribed drugs list! A 
complex railway layout with 24 sets 
of lettered points, allows you to drive 
up to three trains around, picking up 
passengers from three stations On 
the higher skill levels runaway goods 
trains also enter the system and 
must be redirected to get rid of them 
Passengers arrive on the platforms 
in the colour of the tram they want to 
catch, and get angry if kept wait ing 
too long, turn ing white wi th rage1 

Great sound, nice graphics, 
rnaddenly frustrat ing to play and 
simply wonderful ! Get one today! 
Seven skill levels with various sub-
levels; rating, very good. Overall 
CRASH rating 76% M/C. 

WILD WEST HERO 
Producer: Timescape. 48K £5 9011) 
Author; Silicon Kid (f?) 
Step out into the cacti-strewn desert 
and fight it out wi th rampaging 
gangs of banditos m this good 
Berserk' type game. Instead of maze 
wails there are the cacti and 
treacherous trees, which ki l l on 
contact You're armed wi th a 

cont inuous repeat l i r ing Colt 45— 
and just as well, the bandits are 
numerous. One of the best 'Berserk' 
games yet with large graphics, 
smooth movement, sensible control 
keys, joystick; Kempston Good 
sound, increasingly di f f icul t screens. 
Overall CRASH rating 83% M/C. 
Recommended 

ZIP ZAP 
Producer: Imagine. 48K £5.50 
Author Ian Weatherburn 
In Zip Zap you are a severely 
damaged robot with a motor that 
won' t turn off and only l imited 
braking power, so you tend to travel 
in circles A teleport delivers you 
(nice graphic) into a swir l ing mass of 
miserable aliens from whose deadly 
touch you are partly protected by a 
fai l ing shield The idea is to buzz 
chaotical ly around in confusing 
circles to co l l ed four power units. 
When you touch one it automatically 
attaches itself to the leieportai 
When ail four are in posit ion you can 
get back to the teleportai in time By 
Imagine s standards, not Iheir best 
game, but stil l better than most 
games around. Joystick: Kempston. 
AGF. Protek, Fuller 

SPORTS SIMULATION 

finish with a double or bull of course. 
Perhaps not exactly exciting, but a 
fine game and worth the money. 

FOOTBALL MANAGER 
Producer: Addictive Games. 48K 
£6.95 
Author Kevin Toms 
Universally agreed as one of Ihe best 
of Spectrum games of any type This 
is as much strategy as simulation as 
you choose a team from 64 oq offer, 
and try to work your way up from 
Division four to win the FA Cup The 
background to the game is quite 
realistic, with players losing strength 
value and gaining it by resting a 
match, morale worsening with lost 
matches, decl ining crowds and 
result ing toss of gate money, and all 
the technical and strategic problems 
of a club manager Having selected 
your team, studied the opponent's 
dossier, you can sit back and watch 
the ful ly animated.edi ted highlights 
of the match! An amazingly 
engrossing game with seven levels 
of play a nd highly recommended. 
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Athletic* on the computer screen miy seem contrary to the vigorous nature ol sport, but a number ol programmers have turned their hands to simulating various sports with mixed success. At least playing them on your Spectrum Is somewhat more active than watching the real thing on telly. 
BOWLS 
Producer: Lotus-Soft. 48K £4.50(1) 
Author Derek Jones 
If you're fed up with zapping aliens 
or roaring round the race track, why 
not retire to the peace and quiet of 
an English bowl ing green? This 
game offers the services of the 
computer as a mediator rather than 
player between two opponents. The 
computer throws the jack' and then 
each player has 4 alternative turns lo 
oowl. the obiect being to get your 
bowl as close to the jack' as 
possible Cursor keys 5 and 8 are 
used to determine direct ion of 
throw, and the strength is 
determined by choosing the weight 
of ball, a heavier ball go ing further 
There is a feature which 
diagramatically shows how close the 
bowls are to the jack after each 
throw The game is neatly executed 

but suffers the common fault of 
spor is simulations — the lack of 
ult imate reality undermines the skills 
required to play it. However, it is 
good value for money and wil l 
doubtless appeal to many. Overall 
CRASH rating 57%. good if you like 
the idea BASIC, 

CHAMPIONSHIP OARTS 
Producer: Shadow, 16K 
Author. D Lockett 
You might think a game of throwing 
skill would be diff icult to translate 
into a computer game, but Shadow 
Software have managed very nicely 
in this cute and gentle game A l te ra 
tine title card, a large, tradit ional 
darts' board appoars By pressing 
any key you freeze a fast moving 
sweep line, wh ich determines the 
segment you rda r i has hit. At the 
base is a cross section through the 
board showing the rings — double, 
single, treble, single, outer bull, bull 
It's elegant, simple and very 
effective. A sensible 
demo/instruct ion mode shows you 
how lo do it. You can select the 
number of points required for a 
game, enter the two players' names, 
and the program guides you through 
three shots in each turn. You must 

Producer. Abrasco. 16K £6.95 
For 16K users this is a very good 
program with quickly assembled 
graphics that clearly show posit ions 
of lee. green, fairways, bunkers, tree 
hazards and rough. There's no 
animated golfei as In the Virgin 
game, but it's made up for with 
clearty visible balls that fo l low a path 
of your shot You can input 
commands to use a 1 or 3 wood of 
given strengths, or 1-9 irons which 
ssk wehlher you want a soft or hard 
strike. If you pick between 7 and 9 
iron, you are realistically asked 
whether it should be a chip shot or a 
p i tch When both players are on the 
green the screen scrolls to a close 
up which uses a 20 foot scale for 
judging the distance of the putt The 
only drawback might be a tendency 
to crash if an incorrect variable is 
entered. An attractive and 
responsively fast game. One/ two 
players and choose how many holes 
to play 

GOLF 
Producer: Virgin Games. 48K £5.95 
Author: David Thomson 
In this version of the noble game, 
one to four players may take part 
and play between one and eighteen 
holes, choosing handicaps up to 28 
The higher (worse) your handicap 
the more erratically random your 
shots become There's an option on 
five clubs with a choice of strength 
between 0 and 10. When your 
selection has been made and you 
have estimated the compass point 
direct ion In which lo swing, an 
animated golfer appears and hits the 
ball Once on the green a putter is 
automatically selected While fun io 

there are several drawbacks 
ie graphics are very slow, each 

hole being built up character line by 
character l ine The random quality 
of the handicap system undermines 
its value — everyone should choose 
a zero handicap! And the compass 
points are needlessly diff icult as 
North keeps shift ing direction with 
every hole. Worst o fa l l Virgin have 
been selling the game with a glar ing 
bug — when asked if you would like 
another game, there's an Incorrect 
command in the BASIC which stops 
the program dead It's easily 
corrected but annoying. 

•GOLF 
Producer: Artie, 43K £5 95 
Sub-ti t led St Andrews, (his game is 
based on an accurate reproduction 

play l 
Thee 
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ol me world famous golf course 
Each hole IS drawn out showing the 
well known details and a brief 
descript ion and history is given One 
or two players may take part, p laying 
a proper game or single holes ot 
thoir choice You are asked whether 
you wish to use a wood or iron, 
strength of shot, expressed as a 
percentage, whether you want the 
shot to go straight, fade or hook, and 
what angle A m ving on the green the 
screen cuts to a close up for ihe 
put t ing The graphics are black on 
green and very simply drawn The 
program is in BASIC so after typing 
in f igures you ENTER, but words are 
accepted automatical ly. The 
temptat ion to enter W for wood will 
result m a break into program — the 
mam drawback o l an otherwise 
interesting game 

POOL 
Producer Abrasco. 48K £6.95 
Author K Eaves 
A sudden flurry of interest in Pool 
makes for some interesting 
comparisons One of the newer ones 
is this version f rom Abrasco for two 
to eight players, with the opt ion of 
playing a league As usual, t hecue 
ball is control led by a small cursor 
dot — in this case thecue ball travels 
towards the cursor, which is 
control led by use of the cursor keys 
(slow and fine tuning) or the zero 
key tor last posit ioning A very clear 
strength bar indicator is used to 
determine the distance the cue bail 
wi l l travel, and iB posit ioned with 
keys 5or 8 (min/max) Consider ing 
Ihe l imitations ot the Spectrum and 
TV screens generally, the graphics 
are quite good and the movement of 
the balls is convincingly accurate 
though terribly busy Game rules are 
a close copy of the real game, the 
baits are marked as spols or stripes 
and you lose a turn for a foul shot 
Good 

POOL 
Producer Bug-Byte, 16K £5.95 
This version is unusual in that the 
cue ball cursor may be placed 
anywhere on ihe table, which allows 
for greater cont ro l over the shol. On 
the other hand this is not a very 
close copy of the real game In 
addit ion to the cue ball, there are six 
other numbered balls (you score the 
value o l the potted ball) and each of 
the two players takes it turn, playing 
through unl i l all the balls have been 
pol led or he has missed three 
consecutive pots, or potted the cue 
ball In this sense the game is a bit 
l imi ied The graphics are clear 
al though more use o l colour could 
have been made — all Ihe balls are 
red. but much bigger than in the 
Abrasco version Practice probably 
makes perfect, for it isn't as easy to 
play as it looks 

POOL 
Producer CDS, 76X £5 95 
Author Mike Lamb 
CDS have done very wel l wi th this 
version It isn't a classic stripe or 
spo igame There are six balls, threo 
red. three blue The cursor moves 
round the edge of the table wi th key 
S. picking up speed as it goes. A 4-
biock bar indicator is used tor 
strength of shot, a sensible 
arrangement where each key stroke 
adds a block. The graphics are very 
good, with neat movement and 
perhaps the best stopping effect o l 
any o l the pool/snooker games 
available One or two player games, 
scoring and hi-score Good value 
Machine code 

SNOOKER 
Producer: Artie >6K £5.95 
With the min imum space devoted to 
score lines or embell ishments, Artie 
have produced about the biggest 

6 2 

playing table tor their game, which is 
a classic six colour, nine red ball. 
Instead of a moving cursor, the cue 
bail radiates a direct ion indicator 
line control led by the cursor keys, 
and the strength of shot is given by 
using keys A toZ . The table is 
correctly marked with D and spots 
Balls pocketed appear in a green 
band at the base of screen and the 
score is automatical ly kept and 
displayed at the base of the table 
The ball colours work quite well and 
the movement is reasonably smooth, 
a l though the balls do stop very 
suddenly. Machine code 

STAR SOCCER 
Producer: Watson, 16K £5 95 
This is a quite different lootbal l 
game from Football Manager by 
Addictive, and is really a computer 
version ot those old footbal l games 
where you contro l led your men wi th 
rods and handles. It's designed for 
two players, but since you need 
much of Ihe keyboard, quick change 
overs are essential! Alter loading 
you are presented with a Super 
League o l eight well known teams 
and a league s e e i n g table Having 
decided which team each is to play, 
the two opponents may select a 
playing formation: 3-2-5; 4-2-4; 4-3-
3; or 4-4-2. The playing field now 
appears with all the numbered 
players of each side set up ready for 

the kick off The 'players' are not 
animated figures, but numbererd 
squares, unl ike the wel l-known Atari 
version. Passing the ball is done by 
selecting the player's number to 
whom you want to pass, and the 
game rattles along with both sides 
attempting to tackle, intercept and 
score goafs. Goal kicks and corners 
are leatured but not side throws. 
This is highly addictive to play — It 
could even be the end ol football as 
we know it. 

TEST MATCH 
Producer. CRL, 48K £6.95 
This game should bowl over all 
cricket fans (non-fans wil l f ind it al l 
double-dutch). Fast act ion with no 
wait times makes it a speeded up 
version of the real thing 
Participation is very limited, 
however, you're al lowed to select the 
bowlers in your team and order the 
batsmen, but f rom then on the game 
runs ilsell automatically. Only in the 
event of a good midf ieid shot do you 
have to sit up and decide whether 
the bastmen should risk a run or not 
In fact the odds seem pretty good 
since the fielders are not very 
accurate long shots at wicket 
Features howzzats of bowled, 
caught, run out. Ibw, and fol lows real 
cricket very closely with the 
exception of Australian beer cans on 
the pitch. 

SIMULATIONS 

Under our headings a Simulation Game is one which conforms lo the definition that It attempts to simulate real situations of a mechanical nature, and that part ol Ihe game is lo use Instrument displays to control the game as welt as usual visual guides. 
ADMIRAL GRAF SPEE 
Producer Temptation. 48K £5 95(1) 
Author: Simon Mansfield 
Set in the South Atlantic dur ing the 
Second World War. this game 
recreates the actions ot the German 
pocket battleship Graf Spec The 
aim is to sink al l ied merchant 
shipping and survive attacks by 
all ied battleships 2 screens provide 
you. as Captain, with a sea map ot 
the Atlantic and indicaie your 
posit ion and that of enemy shipping 
You can direct your ship towards the 
enemy, and when close enough, 
change to a sea level view ready to 
engage with either guns or 
torpedoes Instruments show you 
your speed heading, enemy 
posit ion and distance in yards. On 
sighting the enemy, his ship appears 
gradually above the hor izon II 
armed, it begins f i r ing back. A 
serious drawback is that to keep the 
enemy in your gun sights you 
actually have to come to a stop — 
not very realistic. The opt ion menu 
lor control l ing your ship is also 
extremely f inicky. Average block 
character graphics, good sound and 
use of colour. 7 skill levels Okay tor 
its type Overall CRASH rating 54% 
BASIC 

AIRLINER 
Producer. Protek. t6K £5.95 
Take command o l a modern BAC 1-
11 jet airliner and land n salety at 
Edinburgh airport You can also take 
off and land at a second airport The 
controls are necessarily simplif ied 
f rom the real things, but they are 
compl icated enough and some 
knowledge of how big jets actually 
(ly helps There is no view through 
the cockpi t window unless you are 
on a correct fl ight approach path 
when the runway lights will appear 
Extensive instructions look 
daunting, but are worth digesting so 
that you don't have to panic at the 
last minute Operates in real time, 
but things happen quickly when the 

airport is approached! Sensible, 
clear graphics, reasonable control 
responses, all in all an absorbing 
game 

FLIGHT SIMULATION Producer 
Psion. 48K £7.95 
An early Spectrum program, and 
always popular, this simulates the 
effects of f ly ing a single seater l ight 
aircraft, including landing and 
taking off There are 2 airfields (one 
veryo i l f i cu l l and surrounded by 
hills), lakes, beacons and a very 
good map of the whole area l i takes 
many minutes to fly over the whole 
map Instrument f lying is essential to 
success and, as usual, there is a lot 
of accompanying instruction to 
digest. The cockpit view is simple 
but oddly realistic If you en|oy 
contemplative games, then this is 
still one of the best, al though watch 
out lor some oddities if you try 
looping the loop — the program 
doesn't seem to cope with that! 

THE FOREST 
Producer: Phipps Associates, 48K 
£9.95 (1) 
Author: Graham T. Ralph 
An amazing program which 
simulates the sport of orienteering 
— yet manages to be much more 
than a sport simulation An 
enormous area of geography is 
enclosed in the program, only a tiny 
bit of it already mapped for you. 
Included Is a 12 point orienteering 
course tor you to complete In the 
shortest possible time, checking 
each point in the correct sequence 
The display shows you the terrain 
six metres in front and uses symbols 
for the different terrain, trees, 
shrubs, lakes, towns etc Special 
point features are displayed as 
messages and an eye level indicator 
tells you whether the ground is 
lal l ing or rising, so you can easily 
fol low Ihecontours In addit ion you 
can go of l and chart the unmapped 
areas The program wil l draw 
Contour and terrain maps for you or 
make up 3D views A massive 
program, excellent value, 
recommended. Overall CRASH 
rating 88% M- C and BASIC. 

HEATHROW-ATC 
Producer: Hewson Consultants. 16K 
£7 95 
Author Mike Male ' 
If you get a little queasy Hying, you 
could always have a go on the 

ground as an air traff ic controller — 
in this case at the busy Heathrow 
airport You must direct incoming 
fl ights f rom the holding stacks safely 
onto the runway Your instruments 
include radar, showing the aircraft 
call signs, b l ips and trails, displays 
giving the alt itude and bearing, 
heading and speed and size of the 
aircraft. There are 7 levels of play 
including a demo mode, and you can 
progress to handling mixed traffic, 

| restricted airspace and outbound 
flights, as well as cope with 
emergencies like unknown aircraft 

I intruding, radio failuro. loss 01 
runway and on board instrument 
failure After this you' l l never f ly 
again! Recommended. 

HUNTER-KILLER 
Producer: Protak, 48K £7 95 (1) 
Author Rod Hopkins 
This is a submarine simulation game 
set oft the coast of German 
He l igo land (North Sea) dur ing the 
Second World War You are 
commander ot an'S' type submarine 
and your mission is to f ind an enemy 
Sub in the same area and hunt it 
down. Sail ing too close to the coast 
may result in your hitt ing a mine or 
running aground. 3 screens show 
you the control room, the chart room 
and the periscope view of the 
surface The instrumentation is quite 
complex, including ballast indicator, 
hydroplanes, battery charge, engine 

| speed, rudder angle, heading, asdic. 
echo sounder and much more In the 

| periscope you may see enemy 
| shipping and enemy aircraft which 

wil l hunt you if you stay on the 
; surface too long Under water you 
| use electric engines and recharge 

the batteries on the surface, when 
you use a diesel engine. The 
accompanying booklet is very 
detailed and essential reading Good 
graphics and realistic sound, teal 
time operation. Overall CRASH 
rating 61%. BASIC and M/C 

NIGHTFLITE 2 
Producer: Hewson Consultants. 16K 
£7.95 
Author: Mike Male 
Drastically upgraded from their 
or iginal Nlghttl i te', this f lying 
simulation allows you to pilot a light 
aircraft at night, taking off and 
landing or do acrobatics. New 
features are a shift ing perspective 
which allows you lo see the correct 
view of the runway lights from 
whatever angle you approach the 
airport, many more l ights f rom 
surrounding hamlets, and a realistic 
changing engine noise depending 
on speed Instrumentation is 
complex and includes variable flap 
controls. 7 modes of operation 
including two auto-pilot modes and 
a training mode, and 6 dif f iculty 
levels Alter-f l ight debrief feature 
and certif icate print-out. 100% M/C 

STRIKE ATTACK 
Producer. Micromart. 48K £6 95 
The scenario promises an excellent 
game — your mission as a Phantom 
pilot is to penetrate enemy territory 

I and bomb a specified target. 
| Slacked against you are AA artillery. 

SAM missiles and enemy fighters 
< Entry point is al 70 miles 10.000 leet, 
I 90% rpm. 400 knots and 90 degree 

heading Chances of atiack depend 
i on the l l ightpath — below 2.000 feet 
I there's only a 10% chance o l aitack, 

which is still very frequent. The 
technique for avoiding total oblivion 
Is to break (hard turn) at 4 or 6 gees 
and change alt itude rapidly to avoid 

| missiles II you stick to-the rules in 
the 12 page manual you wil l be able 
to escape every attack. The display 
shows a radar' picture with you In 
the centre, target l o be bombed, and 
enemy posit ions There are also 
details l ike speed, heading, rate of 
climb, target distance and extra 
messages for enemy attack The 
poor variation of attack and slow 
display speed (BASIC) and the not 

| loo excit ing graphics are a bit of a let 



down considering the potential. But 
il you are an enthusiast of RAF slang 
you may appreciate the extra 
messages as the program Is written 
by a Fl LL J T F Oyer 

STRATEGIES 

says the dictionary. 'It Generalship. Ihe art of war; management of an army or armies In a campaign - art of moving or disposing troops or ships so as to impose upon Ihe enemy the place and time and conditions for lighting preferred by onesell.' The best strata 
o Simula ictrum | 
you to 

whether they be armies old and new, 

gy game 
lltlonsina attempt to simulate rialcond wide spectrum |ahem!| ol activities, and ask you to manage your forces. 

or an awkward work lorce. Most computer versions are lengthy games, so it's Important to be able to save' Ihem for another convenient time. 
AIRLINE 
Producer CCS. 16/4BK. £5/6 00 
Start off wilh £3 million and turn in 
into £30 million and take over British 
Airways Hijacks, strikes, crashes 
and rising fuel costs an take their 
toll. If you enjoy strategy games 
revolving around empire building, 
then CCS are the people for you. 
Clear text and illustration graphics, 
Good value for money 

APOCALYPSE 
Producer: Red Shift. 48K £9.95 
Apocalypse' is a game ot nuclear 
devastation It's a long two-sided 
load and a game for 1-4 players It 
can take between four hours and 
four years to play and if you outgrow 
the scenario. Red Shift have others 
to add on A large selection of maps 
allows Ihe action to take place 

anywhere and at almost any period 
You set up the empires, their 
centres, their armies and weaponry 
This is a very flexible game o< real 
war strategy which should keep the 
addict going for a long, long time. 
Very good value 

AUTOCHEF 
Producer: CCS. 16/48K £5,'£6 00 
You have a million in capital and 
must increase this to 25 million in 
the shortest possible time. The 
problems you must cope wilh 
include wary shareholders who are 
watching your every move, 
assessing your performance and 
who may even force you to resign if 
you're not doing well Inflation, a 
sluggish economy and copious 
strikes are other problems you will 
face in this lively strategy from CCS 
I fs all vary well eating last food, but 
how fast is the money? 

BAR ON 
Producer Temptation, 48K £5 95 
Author Simon Mansfield 
The game Is for 2 to 4 players and 
takes you back to medieval times 
(apart from one noted 
anachronism). At the start ol the 
game each player is a warded a 
castle, lands, workers and money in 
the form of 'dubloons'. The object is 
to plant your acreage, feed your 
workers, hire mercenaries (and feed 
them), buy them weapons and raid 
your neighbouring barons to take 
money, slaves and land Slaves are 
useful because they do as much 
work as your workers but only eat 
half as much food. The weapons 
your mercenaries carry depend on 
what you spend and can Include 
lasers (?) There are natural disasters 
to contend with like plague and rats, 
and if you feed your workers 
generously they'll give birth to 
babies Games of between 5 and 55 
moves may be pre-selected. Ihe 

winner being the most powerful 
baron at the end ol the sleeted 
number of moves There are no 
graphics to speak ot and the 
response times are quite long. 
Overall CRASH rating 48% If you're 
in a group. BASIC. 

BRITISH LOWLAND 
Producer: CCS. 48K £6.00 
Author K A Wells 
It you've ever thought about pull ing 
the British car industry back on its 
teet, here's your chance4 You are the 
Chairman of a small sportscar 
company, and by careful 
management you must accumulate a 
bank balance of £1.500.000 At the 
start you are presented with a bar 
chart showing the last 6 months 
production, histogram showing days 
lost over last 6 months, a status 
report, and a bank account and 
profit/loss account for each month. 
From then on a monthly option 
menu allows you lo: open a new 
production line, close one. raise the 
prices of cars, lower them, or 
continue on with the other problems 
in hand. These include annual pay 
negotiations, industrial injury, a 
wide range of union demands like 
longer tea breaks and shorter 
working hours, and discipline 
problems like pilfering The game 
offers a wide range ol strategic 
options and takes into account the 
morale of your workforce if you are 
too autocratic. Good, clear text 
graphics back up the well thought 
out program 

CORN CROPPER 
Producer: CCS, 48K C6.00 
Okay cornballs, lime to gel your 
hands dirty down on your 30 acre 
farm! There's the buying ol seed 
crop to do. ploughing, planting, 
irrigating, harvesting, storing, hiring 

of hands, spraying the bugs and 
keeping an eye on the bank balance 
Weather plays an important part, 
and as usual with these games life 
just isn't a doddle. Good, clear and 
colourful graphics. 

DALLAS 
Producer: CCS. 48K £6.00 
The name ot the city has become 
synonymous with oil and JR. The 
object i t to take over the Ewing 
Empire or be taken over by them if 
you lose. A map of the Dallas area i t 
divided into a grid and you are 
offered the option of buying up likely 
sites for drilling. You can do surveys 
before or alter buying, move rigs to 
the site, drill, set up production and 
build pipe lines. The more 
successful you are the more likely 
you are to be hit by sabotage and 
other disasters Oil prices fluctuate 
all the while, affecting your 
revenues A good strategy game on 
the whole, although the random 
elements do seem to intrude too 
effectively. 

DICTATOR 
Producer: DK Tronics. 48K £4.95 
One of the best early games from 
DK You've Just become President of 
Ritimba. an equatorial banana 
republic. Your reign will be brlel and 
unenviable. How long can you 
survive your greedy and hated secret 
police, bullying army, irritating 
guerillas, bothersome commies, 
snot-nose landlowners and revolting 
peasants? Money may be borrowed 
from the Russians or Americans (if 
they feel like it). As the game 
progresses the options run short 
Can you make it to a wealthy exile or 
will you die at your post? 
Recommended. 

I 
Write your own machine code adventures 

Without any knowledge of machine code whatsoever 

ME QUILL is a major new utility written in machine code which J I1OW» 

even the novice programmer lo prod uce high-speed machine code 

adventure* of superior quality (o many available at the moment without 

«my knowledge of machine code whatsoever. 

Using a menu selection system you may create well over aoo local ions, 

describe them and connect routes between them. V ou may then till ihem 

wilh objects and problems ol your choice. Having tested your adventure 

you may alter and experiment wilh any section with.h e greatest ol ease . 

A part formed adventure may be saved to tape for later completion. 

W h e n you have done toTHE QUILL will allow you to produce a copy of 

your adventure which will run independently of I he main QUILL ed.. or, 

to that you may give copies away to your friends. 

THE QUILL is provided with a detailed tutorial manual which covers every 

aspect of it* use in writing adventurei. 

FOR THE 48 K. SPECTRUM AT £14.95 
Now available in W H Smith, and from many 
computer shops nationwide, or direct from us by 
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SA E for full details of our range. 

Dealer enquires welcome. 
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Burr* 
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EVEREST ASCENT 
Producer Richard Shepherd, 48K 
£8 50 
You have 20 days to reach the 
summit of Everest, starl ing off with 
limited funds (money comes i n from 
sponsors it you seem to be doing 
well, bul it isn't credited to you if 
you've forgotten to buy a radio) You 
must hire Sherpas with homely 
names and varying strengths and the 
habit of deserti ng you if you're nol 
ted properly. Their equipment and 
supplies are expensive and Ihey eat 
like horses. Neat graphics and Ihe 
ramiliar prompt menu for buying and 
moving about It takes some getting 
Into and early expeditions usually 
last a short time until you realise 
what's needed most A good 
average 

GANGSTERSI 
Producer: CCS. 48* £6.00(1) Author PBoulton 
The object ot this amusing game is 
to become top dog of Spectral City. . 
You're gang leader up against 4 1 

other oval gangs trying to 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 
authorities, assassinating your rival 
gang leaders and generally carrying 
on like an utter rotter The success 
Of your gang will rely heavily on their 
numbers, equipment and morale, all 
of which must be carefully 
regulated The game follows the 
traditional strategy formula of opi ion 
menus and results The Moral 
Majority are unlikely to approve? 
Good value Overall CRASH rating 
59% Offers 9 skill levels BASIC 

GREAT BRITAIN LTD 
Producer Simon Hessel. 48K £6.95 
You are Prime Minister of Great 
Britain and your aim is to stay in 
power as long as you can. Having 
chosen which party you wish to 
represent you are presented with the 
slate ol ihe nation, the rate of 
inflation, unemployment rate, 
exchange rate tor (he pound and 
dollar, your popularity raling, 
nation's balance at the bank and so 
on Factors taken into account are 
population figures and relationship 
of OAPs to children, number of 
compmes in business, tax income 
from various sources, expenditure 
tor the previous year, and the prices 
of commodities The general aim is 
lo work towards the General 
Election and win il A highly 
complex program which takes you 
to the thrills ol Election Night — and 
beyond (II you're a success) 
Recommended. 

GENERAL ELECTION 
Producer. Buy-Byte. 48K £S 95 Author: I Wason and D Wold 
The ob|ect is to win more seats in 
parliament than your opposition (it's 
a realistic simulation anyway) There 
are 100 constituencies split up into 
five regions In each region seats are 
graded as Very Sate. Safe. Marginal 
or Very Marginal From the title card 
of Maggie shouting the game's title, 
it's all go Unfortunately so much of 
the game is a dice-throwing board 
game and it's beset by piles of 
confusing instructions as complex 
as an explanation of Einstein's 
relativity laws In the end. rather 
boring to play 

INHERITANCE 
Producer: Simon Hassel. 48K £8.95 
This is a two part game. Great Uncle 
Arbuthnot is dead and you inherit 
his entire estate, but first you must 
prove your I inane ial acumen by 
turning £10.000 into £100.000 in 26 
weeks by investing on ihe stock 
market and the Metal Exchange You 

fi4 

can also gambta at the casino or at 
the races Only on completing part 
one can you load part two; here you 
have got the manor house plus its 
ailing soft drinks factory. The aim is 
to find the secret lormula for 
Paradise Cola and successfully 
market the drink whilst coping with 
fires, strikes and frauds. The game Is 
all text but it moves al a lively pace 
and is playable from the start 

JERICHO 2 
Producer:Elephant, 48K £5.55 
A text strategy game in which you, 
as Joshua, have a go at bringing 
down the walls ot Jericho You are 
provided with certain siege 
implements like ballistae. battering 
rams, towers and carts, plus 300 
men The art is to assign men to 
particular tasks while juggling with 
the necessities ot building further 
siege engines, gathering the 
material Tor them, keeping food 
supplies up and attacking the weak 
points of the walled city Unfed men 
desert — it's a lough life 

JIGSAW 
Producer: Artie. 48K. £5.95 
As Ihe title says, this is a computer 
jigsaw puzzle The program contains 
2 pictures, an old steam irain and Si 
George and the Dragon Both 
graphics are very nicely done and 
can be seen lor a flash during the 
loading, or on pressing the Help key 
During play the pictures are divided 
up into squares and muddled up 
You use the cursor keys to shuffle 
Ihem into the correct sequences 
Depending on the selecled skill level 
there are more or less squares to 
shuttle. Our reviewers found the 
game amusing and difficult at first, 
but unable to hold (he attention for 
long Overall CRASH rating 47% A 
game with a difference and likely to 
appeal to puzzlers. 

JOHNNYREB 
Producer MC Lothlorien. 48K £5.50 
Lothlonen specialise in battle 
strategy war games which require 
hours lo play properly, involving 
military units of varying strengths 
and related weaponry. Each player 
in turn is allowed to move some or all 
of his units their pre-ordained 
number of squares, and then use 
them to attack The game is sel in 
the American Civil War and Ihe idea 
is to capture the enemy unit's flag 
The graphics tend to be small to fit in 
everything and il takes some lime to 
get the hang ot how to play but once 
that's done there's hours of fun if 
you like war strategy games It has 
proved very popular 

LOJIX 
Producer Virgin Games. 48K £5.95 Author: Stephen Webb 
This is a puzzle game where Ihe 
object is to fit 22 irregularly shaped 
pieces into a square shaped grid On 
the left is Ihe blank grid, and to Ihe 
right the 22 vari-coloured shapes, 
each identified by a letter of ol the 
alphabet To tit a piece you select 
the one you want by pressing the 
appropriate key, whereupon a black 
cursor dot appears in the grid which 
can be moved by using the cursors 
lo the centre of where you want the 
shape fitted (this is the grid square 
which corresponds to the square in 
Ihe shape where its identifying letter 
is situated) The shape may be 
rotated before fitt ing using key 9 It 
may also be removed from the grid 
by using key R Looks simple but is 
likely lo take a player a long time to 
so>t out and if you like these puzzles, 
offers good value Overall CRASH 
rating 53% M/C 

LOST 
Producer: Virgin Qames. 48K £5 95 Author: John Hunt 
Lost is a graphics survival adventure. 
You are lost in a forest clearing 
surrounded by mountains with only 

5 days supply of food. Tnere are 
animals and snakes which pop up 
now and again and may be killed if 
you're quick enough off the mark — 
or they may gel you. A complex list 
ol graphic symbols at the start tells 
you what you are seeing, fruit trees, 
caves, water, settlements eic. You 
can move 4 characters at a time, but 
this allowance decreases over poor 
terrain Weather plays an Important 
role and between each move the 
weather forecast is displayed This is 
built up so slowly i l renders Ihe 
game almost unplayable after a tew 
minutes Colour, graphics and 
sound are all quite well though out, 
but In the end it becomes more 
baffling than enjoyable Keyboard 
response is poor, noioystick option 
general rating: average CRASH 
overall 57% BASIC 

PARAS 
Producer MC Lothlorien, 48K £550 
If you enjoyed 'Redweed' or 'JoKnny 
Rob" then you will find Paras a 
suitable follow up The object is to 
bring the war to a swift close by 
destroying the enemy's line of 
communication — a bridge To do 
this your 15 men are dropped behind 
enemy lines They may be equipped 
with 5 different weapons and an 
unlimited number ol grenades. As in 
the previous war games each man 
may be moved according to a strict 
table of squares allowed, and then 
allowed to fire before the enemy g^t 
their turn Unlike the 2 previous 
lilies. Paras has tar more 
complexities built in and will provide 
endless fun for war game addicts 
Bright graphics, but many symbols 
to digest Good instructions 
enclosed on a leaflet. 

PLUNDER 
Producer CCS. 48K ££.00 Author D G Evans 
Plunder is a pretty massive strategy 
game where you find yourself in 
command of a British Galleon wilh 
the object of stopping the Spaniards 
from running gold from the New 
Lands to Spam. There is a short, 
medium and long game option with 
3 skill levels for each. The screen 
gives you a high resolution map ot 
the North Atlantic, divided into 
squares by a grid You move your 
ship about with the cursors, seeking 
enemy galleons, troopships and 
battleships If one is encountered 
you may attack or retreat Attacking 
gives the option of firing or boarding 
or both Firing on a galleon may be a 
mistake — if il sinks then you lose its 
gold. Depending on your battle 
success the morale factor of your 
crew goes up or down There are 
several ports open to you which 
must be entered via an arcade style 
sequence for docking In port you 
may take on extra crew or weaponry, 
have repairs made, buy food, iswels 
or opium, or sell if you already have 
any. The display informs you at all 
times of the gold stopped, gold 
acquired and spent, weather 
conditions (which affect finding 
enemy shippping). number of 
victories, men lost, ships sunk and 
soon. The length of the game Is 
determined by the number ot moves 
you make, and these are also 
displayed. All in atl. an entertaining 
game, bul one that can become 
repetitive with playing. 

PRINT SHOP 
Producer CCS, 4BK £6.00 
Another standard from CCS in 
which you get only 12 weeks to 
make the profit which will stop the 
bank from closing down your 
printing business Work scheduling, 
staffing, purchasing and estimating 
to clients for their work are aimed to 
test your business acumen to ihe 
hilt Each month you receive a 
balance sheet to see how well you 
have done. This is a text game with 
option menus 

PRIVATEER 
Producer: MC Lothlorien, 48K £4.50 
It's a good price but reflects Ihe tact 
thai this is an updated ZXB1 program 
and lookB like it. A 3-phase naval war 

Same which gives you command of a 
oyal Navy ship fighting French 

Privaieers. U is a suitable game lor 
an introduction into the whole battle 
strategy area, but too simple for 
hardened veterans. 

RED BARON 
Producer MC LOthlorien, 48K £5 50 
This is a real time simulation of 
World War I plane to 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 
spotting, which at length shows you 
what an enemy plane is doing 
graphically, Training flight, which 
familiarises you wilh the controls 
and graphic display: Level of play — 
there are 19. Campaign game, in 
which enemy planes are sent up 
against you: Design your own game, 
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 cockpit view Is very 
disorienting If an enemy Is behind 
you, you get a view over the back of 
your plane, which doesn't seem very 
realistic —- it's almost as though you 
were flying backwards, or sideways 
if you look left or nght. Controlling 
your aircraft lakes some getting 
used to and the real time element is 
likely to put off shoot em up addicts 
However, lor those who en|oy 
simulations, this one represents 
fairly good value for money. 

REOWEEO 
Producer MC Lothlorien. 48K £5 50 
A scenario borrowed from H G Wells 
puts you in charge of London's 
defence against the invading 
Martian war machines, whilst semi-
senlient Redweed threatens to put 
your units out ol action as it grows 
across the map. You have many and 
varied units from heavy artillery to 
llamelhrowers (used against the 
redweed) Your enemy is throe war 
machines and your task i$ to Out 
think them Small bul effective 
graphics and a menu driven game 
where you and the Martians take 
your turns in a very civilised manner 
Fifteen skill levels to test your 
tactical abilities Good value for this 
popular game. 



REFLECTIONS 
Producer: Artie, 16K £5 95 
Author Brian Neenan 
This is an original strategy/puzzle 
game where you must move a torch 
around Ihe edges ot a 12 by 12 grid 
and discover ihe locations of 
invisible mirrors by seeing where the 
torch beam is reflecied 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 
Ihen its angle If you are wrong you 
lose points and you spend a point for 
every firing of the torch The 
graphics are simple but elfective and 
it requires quite a bit of thinking 
Likely to pall with much playing 
however Overall CRASH rating 50%. 
M/C. 

ROMAN EMPIRE 
Producer: MC Lothlonon, 16K £5.50 
In this cast of thousands it is the l lrsl 
century BC and you are the 
Emperor (A working knowledge of 'I 
Claudius' might be useful but isn't 
essential}! What you have to do is 
simply conquer ten countries which 
hate you, and do this wiping out 
their troops (under-paid and under-
trained) with your 90,000 men. There 
are nine generals on your side, 
including yourself, and 18 legions o l 
5,000 men each. The idea is to bui ld 
uparmiesf rom the men, appoint 
generals and launch campaigns to 
persuade the barbarian hordes how 
wonderlul life under Ihe yoke can 
be. Three levels of dif f iculty. 

SAMURAI WARRIOR 
Producer: MC Lothlorien, 1$K £5.50 
You are a Samurai warrior l iving 
during the Kamakura period in 
Japan (1185-1333) There are no 
bonus points for kil l ing Richard 
Chamberlain, but there are for 
defeating your opponents and 
surviving into old age You can, of 
course, commit Seppuku if you 
would rather Up against you are six 
groups of bandits and nine other 
samurai of differing abilities, any of 
whom may be superior to yourself. 
Challenges and hunts occur In 
simple graphics and are not very 
good Results are in direct relation to 
the combatants'strengths Seems 
pointless 

SHEEPWALK 
Producer: Virgin Games. 48K £5.95 
This can't go under an 'arcade' 
heading and should probably be 
consigned to the dustbin anyway 
But if anything does come into this 
game it is a touch of strategy and a 
hell of a tot ot luck The object is to 
get your electronic collie dog to herd 
a load of sheep into a pen and 
prevent them drowning or chomping 
the crops. It's all incredibly slow and 
tedious to play, and very BASIC 

SHIP OF THE LINE 
Producer. Richard Shepherd, 48K 
£6.50 
You an officer in the Royal N avy or 
the 17th Century, in command of a 
ship of the line in the Mediterranean, 
and the object is to do battle with 
other ships in order to win favour 
with your superiors. The ship in 
question is a cutter with a crew of 50. 
Pressing any key gives you a graphic 
view of the sea If a ship is sighted 
you may engage her o r a i n Should 
you engage you are told the enemy's 
strength. Tf you win the encounter 
you may sink the ship or it may 
surrender, in which case you win 
prize money All in all a rather simple 
and undemanding game with few 
thrills. 

SMUGGLER'S COVE 
Producer: Quicksilva. 48K £6.95 
it's 1753 and you are on a hunt for 
Blackbeard's famous treasure, 
hidden m a complex o l cave j on the 
north Cornish Coast. The program 
burbles away at you in pirateese of 
the 'Argh, J im lad, me scupper, there 
e be,' type. The top half of the 
screen contains well designed and 
instantly appearing location 
graphics, but the game gets 
nowhere It seems impossible to get 
beyond the first few locations and 
Ihen it ceases to be any fun. 

SPECTRUM SAFARI 
Producer: A J Rushton, 48K £5.95 
I've been told thai this game Is now 
marketed by C D S Micro Systems, 
but they haven't conf irmed that yet 
In any event it is a jol ly and original 
mixlure o l arcade bits with 
text/graphics adventure which 
should keep you on your toes unless 
you're a D&D purist, The Idea is to 
take your party of stranded 
explorers across an island infested 
with highly intelligent wildlife wi lh 
university degrees, and beset with 
natives who want to barter away 
their food and men to replace that 
eaten by the men or the intell igent 
wildl i fe Once you have visited a 
village it disappears forever, 
presumably wiped out through lack 
of resistance to some vile white 
man's disease, but it teaches you 
caution in your bargaining, II you're 
getting short of explorers (lives) in 
your party. Losing them ail means 
death to the player. The main object 
is to f ind the only boat, buy It and 
sail away from this Magnus 
Magnusson madhouse Every animal 
encountered hassome problem for 
you; sometimes its an arcade style 
situation, sometimes they want to 
know the answer to a diff icult 
mathematical problem. If you fail a 

member of your party gets eaten. 
Nice clear graphics and a veritable 
MG M musical score makes this a 
very enjoyable game 
Recommended 

SUPER SPY 
Producer: Richard Shepherd. 48K 
£6.50 
Cross and recross Ihe world in 
search of Dr Death's secret island 
lair Full of coded messages and 
puzzles, mysterious packages, 
waitresses, hotel managers, taxi cab 
drivers and the like Be wary of 
parcels and flowers that explode and 
watch out lor Dr Death's horr id little 
midget It could be a lively and fun 
game to play, but in the end it settles 
for mere confusion which tends to 
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 
f ind the pieces of your craft which 
have been scattered throughout time 
owing to an accident in warp-space 
Thorughoul your quest you must 
defend yourself from the inhabitants 
of that time, such as a bunch of 
Roman soldiers in 137 AD. The 
screen displays your aitackers. 
weapons you may pick up. and Ihe 
salvagable bits of your craft as well 
as yourself To the right is a status 
table and below a series of text 
options which are activated by 
pressing the desired initial letter 
These options allow you to move 
across the screen, choose the 
direction, and attack, pick up, 
change weapons and so on The 
game has very l imited graphics and 
is neither arcade nor really an 
adventure. It claims to be in real time 
(a clock ticks away with every move 
made) but as it's staged across eons 
of time this is scarcely possible 
Poor. Overall CRASH rating 33% 
BASIC. 

VALHALLA 
Producer: Legend. 48K £14.95(1) 
Valhalla is much too lengihy and 
complicated to go into in a brief 
review tt boasts the best animated 
graphics in an adventure yet, 
numerous locations, lots and lots of 
inter-reactive characters who carry 
on with or without you, and kilt each 
other off all over the place Interrupt-
operated text input allows you to 
type in commands while other 
actions are taking place and the 
program accepts quite complicated 
sentences. There are six separate 
but linked quests, although much 
fun may be had just living life as it 
comes in Valhalla. Accompanied by 
an excellent book which tells you all 
you need to know in rib-nonsense 
language Expensive but worth it, 
although there were mixed feelings 
about the ultimate value of the 
game's central objectives. Overall 
CRASH rating 82% M/C 

SMUG6LER 
Producer. CCS, 48K £6.00 
Author P A Hainsworth 
The inlay says that skill. Inspiration 
and calculated risk are the main 
Ingredients of success Five levels of 
play allow you to move and store 
goods, buy goods, sell them, buy a 
boat, sail it. and consult the bank. It 
is the 19th century and the object is 
to amass a fortune o l £250,000 by 
smuggl ing goods in from the 
Mediterranean (avoiding Ship3 o l 
the Line). Factors to juggle wi ih 
include crew costs, commodity 
costs, port dues, maintenance costs, 
size of vessel and how tar it can 
safely travel and at what loading. 
Random elements include the 
weather, which may sink your vessel 
or run it aground, and there are 
always the priates to watch out for. 

TYRANT OF ATHENS 
Producer: MC Lothlorien. 16K £5.50 
Another text strategy game from 
Lothlorien. It's the fifth century BC 
and Athens is beset by hostile 
armies and fleets from other 
powerful Greek states as well as the 
Persians All you have to do is 
survive long enough to turn Athens 
into the most leared state in the 
Mediterranean by building warships, 
training troops and f ighting battles 
by sea and by land. No mention of 
democracy here, and philosophy's 
strictly for the cissies. Not one of 
their best games, but reasonably 
playable 

WARLORD 
Producer: MC Lothlorien, 48K £5.50 
This might be seen as a sequel to 
Samurai Warrior' as It is set in the 
same country and the same period 
of time. You rule a smalt coastal 
village which supports itself 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. This is a 
considerably expanded game 
compared to 'Samurai Warrior' 
Menu options allow you to train 
troops from your villagers, set some 
aside tor land cultivation, hire 
mercenaries, attack pirates, raid 
other villages, hire samurai and build 
ships. Text only game Average tun. 

ADVENTURE GAMES 

Adventure games come In all shapes and sizes. They are texi-orlenled. although graphics are olten added. jgh graphic 
somelimes lor a pretty effect, 
sometimes as an Integral part ol Ihe 
game wilh clues not in the text. There 
are also an Increasing number of 

adventures' which combine the adventure format wilh arcade style graphics. They are all linked by Ihe common theme ol a quest, a search lor some object or aim through many locations. 
ABYSS 
Producer: CCS, 48K £5.00 
In a hidden gorge through the 
Mountain of the Golden Lion, lies 
the forgotten ABYSS But brave and 
foolhardy adventurers like you 
sometimes strive to cross it. iheir 
sole aim to destroy the many evil 
monsters lhat lurk in Ihe shadows, 
waiting for the next meal lo come 
stroll ing across the many bridges in 
the ABYSS. Scenario over, the game 
begins The screen presents you 
with a yellow grid, each crossing 
point being a 'lurking' place. 
Movement is done by the cursors 
until you encounter a monster 
These tend to offer you a range of 
problems, like the Ogre who can't 
get his sums right—can you in 15 
seconds'? Or the arcade sequence 
where you must hit five falling 
spiders before they reach the cave 
floor. Added dangers are creaky 
bridges that may cotlabpse under 
you By no means a traditional DAD 
adventure, but certainly one tor 
quick thinking swots with O' levels 
to pass! Good value for the price and 
not at all easy. 

BLACK CRYSTAL 
Producer: Carnell. 48K £7.50 
A mammoth undertaking and one of 
the earliest big'adventures. II 
features graphics f i l l ing most of the 
screen, showing a map of the 
various landscapes Choose what 
character you want to be and then 
wade in to fight the monsters. Far 
too complex to do justice to in this 
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space, but if you are to play it set 
aside hours tor contemplation of the 
book (or novel one might say) which 
explains everything. Indeed, you are 
recommended to save the game at 
various stages and think over the 
day's events before plunging in. 
Recommended 

BYTE 
Producer CCS. 48K £5.00(1) Author: O&S Ben-Ami 
This is a lexl-with-some-graphics 
adventure, where the battle Held is 
the depths of a 3D maze in which 
various computer components must 
be located to build your own 
computer They may be lying about, 
they may be hidden and generally 
they are defended by ail sorts of 
electronic monsters you must defeat 
to remain alive and progress. The 
seven skill levels are neatly 
categorised by the sophistication of 
the computer you want to build, 
each having its own strength 
characteristics Battles with the 
monsters may take the form of 
mental bouts like spelling tests or 
maths questions, or they may be 
physical where, for Instance, you 
may have to do semi-arcade battles 
with cross bows or swords. 
Graphically the text is pretty clear, 
but the inputting ot commands is 
rather Irritating and there's loo much 
reverse flashing going on which tires 
the eye Medium fast response 
times Overall CRASH rating 58%. 
average BASIC. 

CAMELOT 
CCS.48K £5.00 
Author: C Chipmin & G Brooks 
You are Arthur Pendragon, banished 
from Camelot by the wicked Black 
Knight, but an unknown ally has 
loaned you 50 bags of gold pieces. 
You must travel around and collect 
seven items thai are hidden in 
various countries. Three baozars 
exist where you may buy Items to 
help you, and there are other Items 
hidoen thai may help you overcome 
problems The object is to collect the 
seven items and re-enter Camelot to 
be crowned King This is a graphics 
adventure where you move Arthur 
and his band of warriors around a 
map by using keys N.S.E.W At each 
step the scene cuts to a graphic 
representing castles, towns and 
different types of landscape. In each 
there is some problem to overcome, 
like a band of bngands whom you 
may light or flee Battle strength and 
helpful objects already collected 
help determine the outcome. Should 
you win there is a search option for 
more useful items The graphics are 
bright and clear, response limes are 
fairly good and this unconventinal 
adventure might well make an 
attractive change from the usual 

COLOSSAL CAVES 
Producer: C P Software. 48K £7.95 Author: Abersott 
Alsknown as Adventure 1 by 
Abersoft. this is a traditional style 
adventure where you must l ind the 
treasure left behind by a Wizard, and 
in which you will meet dragons, 
trolls, snakes and other dark 
denizens When the program has 
finished loading the adventure 
begins instantly without 
instructions. These are available on 
command The game is strictly text 
only and uses repeat locations when 
travelling along, say. a valley 
Finding the cave in the first place is 
already an adventure in itself, and 
the whole game may take days, even 
weeks to complete satisfactorily 
One of the classic computer 
adventure games Recommended 

DEVILS OF THE OEEP 
Producer: Richard Shepherd. 4BK £6.50 
A 3D graphic adventure where you 
move your undersea diver along the 
sea bed avoiding electric eels and 
crabs, collect useful items like 
harpoon guns and harpoons, knives 
and compasses, and try to collect 
the treasure hidden somewhere. 
There are 100 screens to be 
traversed The idea is a good one but 
the graphics are uninspiring and 
very, very slow Long load and 
minutes to wait if you are killed 
belore another game may be played 
Below average 

DUNGEONS OF DOOM 
Producer: Temptation. 48K £5.95 
This is meant to contain two games 
—either you enter and progress 
down through the dungeons, or you 
start at the bottom and try to get out. 
I thought that it was generally the 
case with any adventure. It's meant 
to be a graphic adventure.'but the 
graphics ar restricted to black on 
green squares representing the 
room you are in and the ones near to 
it. Monsters appear in text only and 
seem dispiritingly easy to kill of I. 
Slow responses and few thrills make 
this a beginners-only introduction 
game 

ESPIONAGE ISLAND 
Producer: Artie, 48K £S 95 
Artie have produced five text only 
adventures to date, letlered A to E 
This is 'D'. Despite or because of, the 
lack of pictures, all their adventures 
are dripping with verbal atmosphere. 
They contain endless locations, 
options, puzzles to solve and are 
never afraid of the most obscure or 
most obvious ot solutions Always 
excellent value. In this game you are 
on a reconnaisssance flight to spy 
on an enemy island when you are hit 
by fire. The adventure begins in the 
plane as it plunges earthwards. 
There are many tangles with the 
parachute before you reach the 
ground — just grabbing It and 
opening the fuselage door results in 
a nasty red mess on the groundl 
From there on you must make your 
way to the heart of ihe enemy 
stronghold, secure information, and 
return to your aircraft carrier in 
disguise, avoiding being shot by 
your own side Biggies lives again! 
Clear wnting and fast responses 
combined with a variable element in 
replay, make this a very worthwhile 
buy Save game feature. 

FAUST'S FOLLY 
Producer Abbe*. 16K £5.95 
Faust's Folly is buried somewhere in 
this congenial game with fast 
response times and some graphic 
additions Once you have sorted out 
the vocab and found the entrance to 
the underground complex, it's a 
matter of the correct implements 
being picked up. The computer tells 
you that it isn't very intelligent 
(whatever Sinclair may tell you) and 
it may not know which way is which 
without a compass to help In almost 
any location you can go in eight 
directions, so don't get lost. Very 
good for 16K. 

GHOST TOWN 
Producer Virgin Games, 48K £5.95 A uthor: John Pickford 
Ghost Town is a pretty accurate 
copy of Phipps Associates' "Greedy 
Gulch', bul it's nowhere near as 
much fu n. T here's the same old 
empty town with a sequential map ' f JL~ 
Showing the locations of the var ious' / -
establishments where useful items -— 
and information may be found to 
help you locate the gold mine in the 
desert Once in the desert there 
don't seem to be any graphics worth 
speaking ot At least the text is nicely 
written and the response times are 
very good But If I had to choose it 
would be 'Greedy Gulch'. Overall 
CRASH rating 43% BASIC 

GOLDEN APPLE 
Producer: Artie, 4BK £8.95 Author: Simon Wadsworth 
Adventure '£ ' is ihe latest from Artie 
and its title card explains this text 
only adventure very well — a large 
mansion, a ship and a mountainous 
island in the distance. Looks easy 
until you start. The ob|ec! is to find 
13 secret objects, f ind a safe place to 
store them in and do this through 
tons of locations. Finding a key can 
be hard enough, but the key you 
need near the start of this game is 
hidden in a very obvious pTace — so 
obvious you would never think of 
looking there until you sneezed after 
sniffing ihe — no I musn't give any 
secrets away Absorbing! 

6REE0YSULCH 
Producer: Phipps Associates, 48K £4.95 
The town of the title is a ghost town 
set in the Wild West, deserted now 
Ihe gold workings have run out. But 
there is a mine out in the 
neighbouring desert which still has a 
foriune lucked away. The problem is 
to find the right map, get something 
to carry water in and fill il, f ind a gun 
for protection and then get to the 
mine and back. Whilst not a 
massively demanding adventure, it's 
certainly an absorbing one The 
graphics show you the map o l 
Greedy Gulch Itself, or pans of it, 
with some location graphics in the 
desert. There are several mysterious 
appearances by someone you only 
see out of the corner of your eye 
Some problems are simpler to 
overcome than you might suppose 
—confronted by a crevass and 
carrying a plank which wouldn't 
bridge it. jumping across solved the 
problem! Good value 

6R0UCH0 
Producer: Automata, 84K£10.00(1) Author: Piman 
The full title of this ditty is. My Name 
Is Uncle Groucho You Win A Fat 
Cigar.' but that's much to long to 
ever repeat again! Like their famous 
Pimania. theobject is towade 
through a drug-induced landscape 
of wendness and insanity, which is 
supposed to represent America, in 
the company of Groucho Marx and 
his companion the Piman. discover 
the secret identity of a famous 
Hollywood star which is hidden In 
the game, and then win the fabulous 
prize of a trip to Hollywood to meet 
the star in question, flying ou ton 

Concorde and coming back on the 
QE2. A rags to riches story for 
someone Entries before 1 June 
Naturally, you've got to be solid 
bonkers to get It right, and a 
pimaniac to boo t Good fun despite 
the slow response times. Excellent 
graphics and sound. Overall CRASH 
rating 67% BASIC 

HOBBIT 
Producer: Melbourne House. 48K 
£14.95 
To date the great adventure, based 
on the famous Tolkien novel of the 
same name, which Is included for 
the price. This game has a largish 
vocabulary and allows sentence witf-
llnk words Artificial intelligence of a 
kind enlivens the action as the 
characters continue their lives 
regardless of what you do. It's 
possible to Inter-relate with them to 
some degree, depending on their 
feelings towards you. Some even get 
killed without you knowing about It 
until you stumble across their 
bodies' I've forgotten what the quest 
is. but it's hordly important — 
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? No you are not alone, 
there's the mad Chinese cook in the 
preasy kitchen for a start off. plus 
imps, ghouls and things that go 
bump in the night. Every room is 
seething with something or 
someone who wants you to pass 
something on to someone or 
something Simple 3D graphics try 
to enliven the rather ponderous 
pace Average fun 

INCA CURSE 
Producer: Artie, 48K £6 95 
This is adventure 'B', well up to 
Artie's usual standard of text only 
games You are in the South 
American jungle, near an. as yet. 
undisturbed Inca Temple Inside 
there is a lot of treasure which you 
must f ind and bring safely o u t Being 
an Indiana Jones may be of some 
help, but pitting your brBlns against 
the evils therein is more important 
Recommended 
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INVINCIBLE ISLAND 
Producer Richard Shepherd. 48K 
£6.50 Author: P Cooke 
invincible Island is the home of the 
primitive Xaro tribe Legend has il 
(as they often will) that the Xaro 
guard unimaginable treasures Your 
only help Is the last message of 
world famous explorer Or Chumley 
who said. 'First l ind the seven 
parchments ot Xaro'. He was never 
heard Irom again. Now it's your turn. 
Programs from this company always 
seem to take an age to load When it 
has you are presented with a nice 
clear text and neat location 
graphics Reasonably fast 
responses 

THE ISLAND 
Producer: Virgin Games. 48K £5.95 Author: Martyn Devies 
Apparently you live in a clutch of 
South Sea islands, one of which 
contains gold. Find the map, f ind the 
correct Island and get rich quick. A 
mostly text adventure with arcade 
sequences lo add to the tun—that's 
the idea—the reality Is something 
else It's had one good review we've 
seen, but goodness knows whyl This 
isn't a real adventure at all in the 
proper sense. You're led by the nose 
along the correct guessing path until 
you end up with an impossible 
arcade sequence which demands 
you sail your ship through a rock-
inlested sea. Deviation from the 
author's intended path results in 
terminatlngthegame Excellent 
response llama to nowhere. Sorry, 
it's rubbish. Overall CRASH rating 
below 20% M/C. 

KNIGHT'S QUEST 
Producer: Phipps Associates. 48K 
£5.95 
Which Micro's reviewers got very 
angry about this game, because it Is 
written in BASIC. Lois of adventure 
games are written in BASIC and are 
very good, if a Utile slow at times. 
The plot of Knight's Quest is a little 
ihin and unoriginal however, a 
forerunner ot their much better 
games. Some locations are simply 
illustrated with small graphics and 
ihare are the usual assortment of 
spells, weapons and monsters Not 
all bad by any means 

MAO MARTHA 
Producer Mikrogen: 48K £8 95 
To prove how much lun a BASIC 
wntten adventure can be try this 
little domestic ditty. As hen-pecked 
husband, Henry, steal your wife's 
money, creep out of the house 
without waking baby or tripping over 
Ihe wailing moggy, and have a night 
out On the town at the casino and 
other similarly Unsavoury Places 
The problem is that your wife, dear 
Martha, is an escapee from Friday 
the 13th Pari Six 4D, a homicidal 
maniac wilh an axel Good 
vocabulary and an invariable 
program that resembles a word 
mtze. Getting things in absolutely 
the correct order is the name of the 
game here. But if you are too clever 
there are very tricky little arcade 
sequences included To purists 
these may be upsetting, but they do 
liven up the adventure. II you have 
tried Mad Martha and enjoyed it then 
try 

MAO MARTHA II 
Producer: Mikrogen. 48K £6 95 
Much the same mix as before, 
except this time Henry, Martha and 
son are on holiday in Spain Martha 
has a hall-cousin, a waiter called 
(wail lor it) Manuel. Martha sets out 
on a bus tour with her son, leaving 
Manuel to keep an eye on Henry, 
who has a secret rendezvous with a 
Spanish penpal Henry leaves their 
hotel with Manuel hot on his irall. 
Features a bull fight with Henry as a 
the star attraction Not to be missed! 

MAGIC MOUNTAIN 
Producer: Phippa Associates. 48K 
£4.95 
Seek out the Scroll of Wisdom in this 
text adventure wilh location 
graphics There w the usual 
assortment ot items and monsters, 
baffling puzzles and sudden deaths 
through Inexperience. Reasonable 
graphics and medium last response 
times. An average effort. 

MINES OF SATURN 
Producer: Mikrogen, 16KC5.9S 
Includes part two — Return to Earth 
You're making a routine orbit of 
Saturn when a radiation storm 
lorces you to crash land on one of 
Ihe moons. Luckily you come down 
near an abandoned mining base 
Now you must set off in search of Di-
Lithium crystals to reluel your 
standard ship. Return to Earth' gets 
you back in space and landing on an 
abandoned and damaged space 
station, looking for a means of 
communicating wi lh Earth. Both 
adventures are very standard, with 
not many locations and irritating 
random elements over which you 
have no control The games lack 
atmosphere and will not accept 
abbreviations making you type 
everything out. Tedious. 

MINES OF MORIA 
Producer: Severn. 16KC4.9S 
The Mines of Mona are the ancient 
home of Ourin's folk from Tolkien's 
Lord ol the Rings. Long deserted, 
the mines contain old hoards of 
jewels and gold, guarded by the 
ancient and evil terrors ot earlier 
ages You're inside — the problem is 
getting out alive Monsters Include 
Trolls, Ores, Balrogs or Wargs 
Doors can be opened by force, 
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 
keys, you can go up and down or use 
a warp which transports to other 
locations on a random floor Watch 
out for the two-part load. The game 
itself is a mix. The screen shows you 
a plan of the floor with a list which 
lets you know the level you are on 
and room number occupied, 
weaponry and armorial status, 
number of wounds, strength, gold 
collected, jewels collected and 
spells available A line at the bottom 
Inlorma you of what's going on and 
asks whether or not to fight on 
meeting monsters Rooms visiied 
are plotted on the map, showing 
monsters encountered it becomes 
difficult to manoeuvre after a while 
A reasonable game 

THE ORACLE'S CAVE 
Producer: DORIC, 48K £7.95 (1) Author: Chris Dorrell 
Using the classic D&D format, this is 
an animated graphics adventure 
You must seek Ihe entrance to the 
caves in which you are trapped, 
collecting 40 units of treasure on 
your way You must also collect 
treasure guarded by four special 
monsters. The Mummy, The 
Centaur, The Fiery Dragon or The 
Black Knight. With each game the 
layout of tne caves is randomly 
generated to make each play 
different from the last. Commands 
are entered in resonse to a menu of 
l imlled options which allow you to 
move, rest explore, use (a carried 
article) or, It in the presence ot a 
monster, fight or run If you elect to 
move Ihe menu is replaced by 
another offering left/r ight/up/down. 
When 'you' move there is an 
animation sequence which I t very 
well done, expectally the descent of 
ttairs. The lights are fun. but you 
must watch your combat strength 
and that of your opponent very 
carefully. Another point is to use the 
explore facility alt the while The 
game grows on you as you begin to 

realise its potential. Reasonable 
response times, good graphics and 
good value for money Overall 
CRASH rating 70% BASIC 

PHARAOH'S TOMB 
Producer: Phipps Associates: 48K £4.95 
Make yourself rich by plundering a 
luxurious Pharaoh's tomb. Phipps 
have put together a well planned and 
sometimes amusing adventure game 
here, with text and location 
graphics, which are simply but 
attractive Responses are very fast 
and the atmosphere draws you in 
again and again Good value for 
money and well worth playing. 

PIMANIA 
Producer: Automata. 48K £10 00 
There's not much to be said about 
Pimania. (he game thai launched 
overnight the insignificant Pi Man to 
fame and fortune. The game i t 
wacky, daft, weird and infuriating by 
turns and to date ihe famous prize 
worth £6.000 (plus index linking) has 
not been won Although it runs on 
standard adventure game lines il 
takes lateral thinking into the realms 
of higher (or perhaps camp) art. 
Slow responses but thai hardly 
matters. Pimania is a disease which 
overcomes most things! 

PLANET OF DEATH 
Producer: Artie. 16KC6 95 
Adventure 'A' finds you stranded on 
an alien planet and you must find 
your space ship. That's a pretty 
straightforward quest for once, but 
the route Is far from straightforward 
Atmospheric and chill ing to play, 
you get drawn in by the words 
Plenty of hazards lo overcome. 
Good value 

QUEST 
Producer: Hewson, 48K £5.95 
Find a map hidden in a world 
inhabited by gruesome monsters 
guarding their territory and various 
pieces of treasure. To undertake the 
quest in question you can choose to 
be a wizard, a cleric, rogue, fighter 
or simpleton, each with his own 
characteristics and abilities A split 
text/graphic game, it has a 
reasonably wide range of 
vocabulary. Generally a very good 
game and a traditional format 
adventure with plenty of scope. The 
only serious drawback is that you 
can't play another game Once 
finished the program quits 
permanently. 

SAS ASSAULT 
Producer: Mikrogen. 48K £6 95 
In this text and some graphics 
adventure you are leading an SAS 
team who must recover the Russian 
Ambasador from kidnappers before 
the Russians lake the matter a t an 
act o l war. The Russian Is being held 
in a farmhouse and part one i t the 
assault. Part two. on the reverse side 
of the tape, carries the action 
forward with your ratings dependent 
upon how well you did in part one It 
alt moves along at a fair pace, with 
text descriptions and prompts at lo 
the weapons you carry and how 
many bursts you can fire. When a 
situation develops you are given 
lettered choices like 'Go back' or 

Fire' or 'Waif. In between there are 
line drawings and some maps but 
most of the action is reported by the 
computer along the You hit one and 
killed him.' lines Pretty last 
responses, a lively story and 
generally not bad value Overall 
CRASH rating 56% M/C. 

SHIP OF DOOM 
Producer: Artie, 48K £6 95 * 
Adventure'C' takes you into space 
and on a reconnaissance trip your 
ship la drawn by a Graviton beam 
onto an alien cruiser. Fred, your pel 
android, inlorms you that the cruiser 
is in search of humanoid planets to 
capture slaves whose brains will be 
replaced by microchips. The quest is 
lo find the computer room and press 
the button to switch it oft You want 
to be wary in an Artie adventure, 
however, of switching off loo many 
computers should you come across 
them. In 'Planet of Death' there is a 
computer which you may be 
tempted todi tconnect. Doing so will 
dump you into a Sinclair Research 
logo! 

VAMPIRE VILLAGE 
Producer; Terminal, 48k. £6.95(1) 
This g raphics adventure is so 
graphics-oriented there is hardly 
any text to contend with. The village 
of Vlasdorf lives under the shadow of 
the vampire's cattle, and as Mayor o l 
the village you must find volunteers, 
provide ihem with money to buy 
equipment and food, and get them to 
help you destroy the vampire 
menace Usual vampire rules 
apply— stakes through the heart, no 
flying by day, garlic keeps him at 
bay. The screen displays a map ot 
Vlasdorf and the surrounding 
Countryside with hosts of black 
shapes lor buildings. You control 
your volunteer by the cursor k e y s -
he's a small black dot—and you can 
send him to shops to buy things (like 
garlic), ihe boat house tor a boat to 
cross the nver (they drown if they 
fall in), the church lor holy water, 
and so on. The village operates in 
real time moving from day to night 
with the usual rapidity of all good 
horror films! An unusual game with 
many other features and reasonable 
value tor money. Overall CRASH 
rating 64% M/C 

VELNOH'S LAIR 
Producer: Quicksilva, 48K £6.95 Author: Derek Brewster 
No adventure anthology would be 
complete without this one. Text 
only, bul fluid, copious texl with fast 
response times and a sense ot 
humour thai takes some ot the sting 
from Ihe gruesome tale of terror 
which lurks within the complex of 
Velnor's Lair. There's a clever use of 
repeat locations which makes you 
think you aren't getting anywhere, 
when in tact you must keep entering 
the same command for live or six 
steps. The denizens of this 
adventure are a monstrous lot, and 
the goblins are tricky Indeed. Chose 
your character carefully, wizard, 
warrior or priest, and watch out for 
Illusions, which abound Highly 
recommended 
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CRASH 
HOTLINE 
The CRASH HOTLINE is your Top 20 chart of Spectrum software — 
so make sure you register your vote now! There's two ways you can 
do it: either use the Crash Hotline Phone-In (the number is printed 
below); or use the postal coupon below and send It to us. 

Each month the results of your votes will be collated and published 
in the next month's Issue of CRASH as the Top 20 programs voted on 
by readers. 

YOUR VOTE IS EXTREMELY 
IMPORTANT — USE IT PLEASE! 

HOW TO USE THE CRASH HOTLINE 

Method 1 _ 
to install an answering machine. After the recorded message state 
your name and address very clearly, spelling it out if necessary (if it's 
an unusual name1.) and then state the five games, with producers' 
names, starting with number 1 down to number 5. Please do this as 
quickly as possible. 

THE CRASH HOTLINE PHONE NUMBER IS 
0584 (Ludlow) 3015 

Method 2 
CRASH HOTLINE WRITE-IN. Use the coupon below, making sure 
you fill in all the details very clearly. Pop the coupon in a stamped 
envelope and send It to us at the address on the coupon. 

OEADLINE 
Votes for the next issue must be received no later than Wednesday 
29th. February. Votes received after that date will go forward to next 
month's issue. 

If you use the phone-in Hotline, you may have to bear with us — It's 
already proving very popular, which means you may well find it 
engaged when you ring. Try again later, and If all fails use the write-in 
coupon for safety. 

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). 

Wetl. here it is, Bri tain's first sof tware Hotl ine Chart com-
piled from your votes! However — a wrod of warning — 
due to print schedules this month 's chart has had to be 
compi led after only two weeks and, as yet, the system isn't 
fn full swing. Next month 's chart wi l l have had a full 4 
weeks of vote col lect ing and wil l therefore be more 
representative. It means that the lower chart posi t ions as 
shown here should be taken only as an indicat ion rather 
than as gospel! 

CRASH HOTLINE SPECTRUM SOFTWARE CHART -
MARCH 
Figure In brackets Indicates last month's position 

1 (23) MANIC MINER Software 
Projects 

2 (14) ATIC ATAC Ultimate 
3 (10) LUNAR JETMAN Ultimate 
4 (37) 30 ANT ATTACK 

Qulcksltva 
5 ( 4) JETPAC Ultimate 
6 C f)ZZOOM Imagine 
7 (33) THE HOBBIT Melbourne 

House 
8 H CHEQUERED FLAG Psion 
9 (-) HUNCHBACK Ocean 

10 (16) VALHALLA Legend 
11 (-) 3D DEATHCHASE 

Micromeaa 
12 ( 5) PENETRATOR Melbourne 

House 
13 (2();ARCA0IA Imagine 
14 (-) SCRABBLE Psion 
15 (~) BUGABOO Quicksilva 
16 H METEOR STORM 

Quicksilva 
17 MAZIACS DK Tronlcs 
18 (46; JUMPING JACK Imagine 
19 (-) HOUSE OF SHADOWS 

Shadow 
20 (30) TIMEGATE Quicksilva 
21 (-) PHEENIX Megadodo 
22 (13) MAD MARTHA Mikrogen 
23 (26JGALAXIANS Artie 
24 (-) CHESS Psion 
25 (28) HALL OF THE THINGS 

Cry s 131 
26 (-) FOOTBALL MANAGER 

Addictive 
27 ( 6) TRANZ AM Ultimate 
28 (12) ZIP ZAP Imagine 

29 (-) FUGHT SIMULATION 
Psion 

30 (~) THRUSTA Software Pro-
jects 
SF 31 

32 

33 
34 
35 
36 
37 
jects 
38 
39 
40 

M SPLAT Incentive 
COSMIC RAIDERS 

H 
H 
(-) 
H 
H 

Mikrogen 
HARRIER ATTACK Durrell 
CHUCKIE EGG A + F 
STONKERS Imagine 
THE PYRAMID Fantasy 
PUSH OFF Software Pro-

H 
H 

ORACLE'S CAVE Doric 
TEST MATCH C.R.L 

( 9) TERROR DAKTtL 4D 
Melbourne Hse 

41 (-) GAMES DESIGNER 
Quicksllva 

42 (35; PSSST Ultimate 
43 (-) ROMMEL'S REVENGE 

Crystal 
44 (-) POOL C.D.S. 
45 (-) PHARAOH'S TOMB Phipps 
46 (44) GOLF Virgin 
47 (-) ITS ONLY ROCK 'N' ROLL 

K-tol 
46 H COLOSSAL ADVENTURE 

Level 9 
49 (29) REDWEED Lothlorien 
50 H ANDROID 2 Vortex 

HOTLINE Winner this month was 
Ray Blake. Rayteigh, Essex. The 
three runners-up were; K. Warm-
ing, Hants; Scott Vincent, Farn-
borough; Matthew Reld, London 
W6 

' CRASH HOTLINE WRITE IN COUPON M y top f ive f a v o u r i t e p r o g r a m s in d e s c e n d i n g o rde r 
P lease use b l o c k cap i t a l s a n d w r i t e c l ea r l y ! a r e : 

N a m e T I T L E P R O D U C E R | 

A d d r e s s ] j 

: , 2 I 
1 

P o s t c o d e £ | 

Send y o u r c o u p o n to : CRASH HOTLINE, PO BOX 10, c 
LUDLOW, SHROPSHIRE SY8 1DB _ I 
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BE 
ONE OF 

^ THREE 
"PEOPLE 

TO WIN 
SOFTWARE! 

I'm sure lots of you will have 
spotted the deliberate (ahem!) 
error in last month's quiz on 
arcade game inlay cards. 
Question 6 referred, of course, 
to an adventure game and not 
an arcade game. Just put in to 
keep you on your toes! 

Anyway, carrying on from last 
issue's theme, let's see how 
much you know about adventure 
games — story lines and inlays. 
Send 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.where would you be 
looking? 

2) The Ice Giants can be a problem, 
but in what game? 

3) It says, 'Loki arrives.' Where are 
you? 

4) If you found yourself underneath 
Mount Etk and surrounded by 
goblins, whose home would you 
have penetrated? 

5) Lots of things have been hidden in 
'time and space', but what did 
Automata hide in there? 

6} If you think of yourself as a Super 
Spy, exactly who do you seek? 

7) Henry and his son Arbuthnot have 
appeared twice — but what's the 
name of the waiter? 

8) If you found yourself in the Ring of 
Fire, what would you be on? 

9) In The Sorceror's Castle, you might 
bump into its owner. What's his 
name? 

10) Tolkien's Lord of the Rings Is often 
taken as a basis for the adventure 
idea. Name two games associated 
with the story of its heroes. 

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 in May's issue. 

LOOK OUT FOR 
NEXT MONTH'S 
CRASH QUIZ! 

YOUR PLANET NEEDS YOU! 
Train to save Civilisation by 

Subscribing to 
• Get your copy 

ahead of the crowd 
Subscribers' Discount -
50p, off each 
Crash Micro Mail Order 
software item. 

UK: 6 issues £4-80 ( pos t f r ee ) 12 issues £9 00 ( pos t f r e e ) 
Europe £15 (12 i s s u e s pos t incl .) 

C R A S H to"'6/"l2 issues 

MICRO GAMES ACTION 

"Jo'u'd like to subscribe to 

N a m e 
A d d r e s s . . , 

CHROPSHIRE S Y 8 1 D B j 
I CRASH ( S u b s ) . ^ B O X 1 0 . ^ O W . S H B O | | r y f 

J , — — A Nowsfield Publication 6 9 



y i m t z 

Krakatoa 
Producer: Abbex 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: Paul Reynolds 

First shown at the December 
ZX Microfair, Krakatoa grab-
bed the at tent ion of most 
p a s s e r s b y b e c a u s e i t s 
weal th of detai l is amazing. 
There's such a lot going on. 
And there's a lot to do in the 
game, most of it neat ly 
shown in the excellent demo, 
wh i ch runs au toma t i ca l l y 
after loading and between 
games. 

Your task as a chopper 
pilot is twofold. A tanker is 
shelter ing In the bay f rom at-
tacks by V1 missi les and 
s u b m a r i n e s a r m e d w i t h 
torpedoes. Across the bay 
the dormant volcano {hence 
the t i t le) has come to l ife and 
is threatening to errupt. You 
must try to rescue as many 
people f rom its threat as 
possible. Your helicopter is 
equipped wi th a machine 
gun, depth charges and a 
rope for rescuing people. The 
game starts w i th the chop-
per on the ground on the hell 
pad, beside the workman's 
hut. When your fuel gets low 
and you return to the hell pad 
to refuel and re-arm, the 
workman dashes out and 
does it all in a very busy 
animated sequence. On tak-
ing off, you pass out over the 
bay and reach the massive 
tanker. It 's crew start to leap 
overboard as soon as the 
enemy do them damage, and 
so pose another problem for 
you and your trusty rope! 

Beyond the tanker is open 
sea, full of enemy, and the 
Vo lcan ic i s l and w i t h i ts 
hap less Inhab i tan ts . The 
screen shows all th is In pro-
file, scrol l ing as it goes. 
'Scramble' style. To the left 
and right of the display area 
are ammo and fuel bars, and 
below are ins t ruments in-
c luding a radar display, and 
score. 

CRITICISM 

'This has to be one of the 
busiest games in a long 
whi le! There are such a lot of 
keys to use that it takes a lot 
of pract ice before you can 
even become sl ight ly profi-
cient. The graphics are really 
excellent, well drawn and 
animated, and there's also a 
lot of detai l in the game 
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Krakatoa - East of Java - the f i rs t disaster game. 

ideas too. If you accidental ly 
drop a depth charge on the 
tanker there's a very good ex-
plosion wi th chunks f lying 
off, and a second later a crew 
man appears -and takes a 
leap of t the stern and begins 
sw imming around. If you 
successful ly pick him up on 
the end of the lowered rope, 
it is very tr icky to get h im Into 
the chopper as he must be on 
the very end of the rope, 
otherwise he gets knocked 
off as the rope is pul led 
aboard, and fal ls back into 
the sea! This Is a com-
p l i c a t e d and d e m a n d i n g 
game, which I can't see los-
ing i ts appeal for a long 
t ime.' 

Krakatoa is both addictive 
and hard to play. But I 
thought the keys were poorly 

trol keys on the cassette in-
lay? During the attract mode, 
the keys are l isted for a very 
short t ime and there are too 
many to get wr i t ten down 
that quickly, and too many to 
remember. The control keys 
are d i f f icu l t to manage and 
laid out in a rather odd way. 
Once over these problems, 
the game proves to be very 
good to play, wi th loads of 
detail, great graphics and 
sound and a lot of imagina-
tion. It should keep players 
going for a long t ime, if only 
because it takes ages to 
become any good, and the 
scope for ge t t i ng bet ter 
scores each t ime you play is 
enormous wi th so many peo-
ple to rescue.' 

r 
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The busy wo rkman polishes up the hel icopter 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!' 

' I t 's only In some smal l 
detai ls that Krakatoa is less 
good. Why, for instance, 
didn't they print the 10 con-

COMMENTS 

Control keys: 5 = up, 3 = 
down, 7 = forward, bot tom 
row = reverse, 9 = fire, 
zero = drop depth charge, 
W = rope down, R = rope 
up, ENTER = pause 
Joyst ick: none 
Keyboard play: undeniably a 
handful, but very responsive 
Co lour very good 
Graphics: excellent, very 
animated 
Sound: excellent 
Skill levels: 1 — It's enough 
Lives: 1 — it 's enough 
General rating: very good — 
highly recommended 

Use of computer 70% 
Graphics 92% 
Playability 87% 
Getting started 70% 
Addictive qualities 88% 
Value for money 90% 
Overall ' 83% 

KNOCKOUT 
Producer: Mikrogen 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author G. Smallcross 

Knockout is a game in which 
you compete against the 
Spectrum or up to three other 
players, and is effect ively a 
compu te r vers ion of the 
popular board game 'Re-
bound'. 

The object Is to bounce 
bal ls around a board and 
leave them w i th i n f i rmly 
defined scoring posit ions. 
Each player has four balls to 
a frame and opponents take 
it in turns to play each ball of 
the frame. 

The screen display shows 
a plan view of the board wi th 
black wal ls bent in the shape 
of a t ight G, the ball being 
shot from the top right end of 
the G, rebounding off the end 
wal ls and ending up in the 
tail of the G where there are 
two blue areas of scoring 
and three green higher scor-
ing areas before a yellow out 
of bounds. 

The player's ball {up to 
four d i f fe rent colours) is 
posi t ioned vertically for i ts 
shot, an angle determined, 
and a strength of shot by on-
screen prompts and the cur-
sor keys 6 and 7. The balls all 
remain in play unti l the frame 
is completed so there is the 
chance of knocking an oppo-
nent's bail, or your own, into 
better or worse posit ions 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 wil l be playing 
against the computer. 

CRITICISM 

'You might think f rom the 
t i t le that th is is a 'Breakout* 
type of game — but i t 's not, 
more a new breed of com-
puter bowls, the sort they 



Knockout — very successful, 

have In pubs. I l iked It very 
much, why, I don't really 
know! But it is a very s imple 
game to play and sui table for 
all ages and all types. It 's dif-
ficult to say how addict ive 
people might f ind it, but at a 
guess I would say very. It 's 
also good that you can play 
by yourself or wi th others.' 

'The game is played in 
frames up to a maximum of 
nine, and is a good conver-
sion of a floor or board game 
to the screen. The game Is 
quite good to play, although 
not very addictive because 
the true game calls for 
physical skill in placing 
shots, but the fact that it's 
different places it above 
average.' 

"There's n o t h i n g spec-
tacular about Knockout. The 

graphics are essential ly sim-
p l e , b u t e v e r y t h i n g i s 
elegantly planned a n d im-
p lemented. Of al l spor ts 
s imulat ions I've seen recent-
ly, I think th is is the most ap-
peal ing and a worthy addi-
t ion to anyone's col lect ion. ' 

COMMENTS 

Control keys: ail done wi th 
prompts and keys 6 & 7, & Y 
Colour, effect ively plain and 
to the point 
Graphics: simple, ball 
rebounds are very good 
Sound: good 
Features: against computer 
or up to 3 other players 
General rat ing: an excellent 
s imulat ion, d i f f icu l t to 
def ine addict iv i ty properly, 
but good value generally. 

Use of computer 70% 
Graphics 52% 
Payability 65% 
Getting started 69% 
Addictive qualities 50% 
Value for money 68% 
Overall 62% 

APPLE JAM 
Producer: DK Tronics 
Memory required: 16K 
Retail price: £5.95 
Language: Machine code 
Author: E. Hickman 

DK Tronics have generally 
tended in the past to wri te 
good int roduct ions as to the 
objectives of their games, 
but the recent releases have 
suffered wi th l i t t le or no ex-
planation. Hard Cheese is a 
case in point, where a game 
starts wi thout aims being 
made clear and where the 
scenario is obviously too 
complicated to sort out easi-
ly. The danger w i th this is 
that players can run out of 
patience before tapping the 
game's potential. 

Open wide those pearly gates and 
let the jam pass in. 

Apple Jam is another ex-
ample. In th is case there are 
no explanat ions at all. It is, in 
concept, a very simple game, 
and the broad intent ions of 
the author are Immediately 
clear, or rapidly sorted out, 
but as at least one reviewer 
found, points of the game 
sti l l baff le. 

Basically, the screen has a 
lift at the left, a sauna box at 
the right, a jam dispenser in 
the middle, overhead, and 
above that, a conveyer belt 
which produces apples. In a 
lower port ion is a rat tunnel. 
The screen also shows the 
game score and the hi-score, 
three purple pil ls and the 
words RAT BAITIA l i t t le man 
is made to run back and for-
th. He opens his mouth when 
correctly posi t ioned under 
the dropping point of either 
jam or apples. Each t ime he 
g u l p s d o w n a n o t h e r 
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 
s l im and wonderful . If he 
fai ls to go to the sauna each 
m o u t h f u l a f te r a cer ta in 
point, It loses him one of the 
purple pil ls. When all three 
have gone he dies. 

Below In the rat run, the 
rats are running. Should the 

man miss any apples or jam, 
they fall through and the rats 
eat the food. Once this has 
happened they tend to come 
up a floor and eat the man. 
He can escape by get t ing In-
to the l ift, but that means 
missing more food. Should 
you do really well against 
t h e s e m i s e r a b l e o d d s , 
there's a giant hornet to 
watch out for. 

CRITICISM 

'A non-violent game for the 
y o u n g e r g a m e s - p l a y e r , 
t h a t ' s my i m p r e s s i o n . 
There's a fair use of colour 
and the charac te r b lock 
graphics are smooth and fair 
in quality. It 's a nice touch 
when an ambulance comes 
up to col lect the dead hero 
after being rat-bitten, but I 
think they cheated by having 
it back-up — it could have 
driven forwards and turned 
around.' 

'This game made me feel 
quite dense — it looks sim-
ple, It is simple, but I couldn't 
work out what was going on 
at all. I never found out what 
the RAT BAIT! was for, if 
anything, and someone had 
to tell me what the pills were 
for. I had figured out what the 
sauna did, and became 
obsessed with my hero's 
figure. Consequently my opi-
nions are somewhat col-
oured. On the whole, a rather 
poor game.' 

'The o d d s have been 
stacked up too high to make 
this into an addict ive game. 
Once the rats emerge you 
never have a chance to catch 
more food, or sweat it of f , 
and ft all becomes pointless. 
It is, anyway, very repetetive.' 

COMMENTS 

Control keys: 5 & 8 left & 
right 
Joyst ick: Protek, AGF 
Keyboard play: responsive 
Co lour fair 
Graphics: reasonable 
Sound: poor 
Skill levels: 1 
Lives: endless, but three 
pil ls 
General rating: poor on 
Instructions, a game for 
younger players wi th a 
l imited addictivity. 

Use of computer 65% 
Graphics 59% 
Payability 35% 
Getting started 40% 
Addictive qualities 40% 
Value for money 50% 
Overall 47% 

Bubble 
Trouble 
Producer: Arcade . 
Memory required: 48K 
Retail price: £5.50 
Language: Machine code 
Author: Bruce Rutherford 

Like the major i ty of Arcade's 
other games, Bubble Trouble 
is built on a massive scale, I 
and consists of 50 screens. ! 

In e f f e c t t h e s e are a l l : 
reasonably s imp le mazes j 
made up from all sorts of ! 
symbols and having a ver-
t i ca l or ho r i zon ta l wrap | 
around ' tunnel ' . The story is 
that you're a burglar and your 
a im in life, not unnaturally, Is 
to steal anything you can lay 
your hands on. This usually 
consis ts on four valuables . 
per maze, and the more you 
steal, the more the points 
you receive. Life could be so 
simple, but of course there is 
a serious problem, and it 
comes in the form of over-
friendly bubbles who want to 
s m o t h e r y o u w i t h love. 
Perhaps the author got the 
idea f rom the recent re-
s h o w i n g s o f P a t r i c k 
McGoohan's 60s TV series 
The Prisoner, where the un-
w i l l i n g v i c t i m s of ' The 
Village' were kept incontrol 
by vast, whi te bal loons that 
bounded after them. 

There is no start and no 
end to th is game, sfnce you 
may select any of the f i f t 
screens for a beginn ing. 
Once you have col lected the 
four valuables in a screen, 
bonus points pop up to be 
col lected by moving over 
them. The screen f inishes 
after an elapsed t ime l imit 
and moves you Inexorable 
o n t o w h a t e v e r s c r e e n 
fol lows. 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' var iant but an inv 
aginative mutat ion on the 
theme. Nice graphics, I liked 
the burglar, who's cal led 
Basil, really a hat on legs. For 
keyboard players, however, 
the cursor keys for control 
are not a good arrangement; 
and I thought the key/stick 
responses were a l i t t le poor / 

Rather like The Detective, 
this game works on the prin-
ciple of wearing you down 
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The 'Pr isoner ' in the maze - Bubble T roub le . 

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 I 
don't think this is quite up to 
the standard of The Detec-
tive.' 

'Bubble Trouble is fun to 
play, reasonably addict ive 
and very simple. It 's single-
mindedness is what makes it 
good to play — no concen-
trat ion required! So it f i ts 
quite nicely as a pleasant in-
t e r l u d e b e t w e e n o t h e r 
games. Not great, but cer-
tainly a reasonable game.' 

COMMENTS 

Control keys: cursors wi th 

zero to fir, not the best 
arrangement 
Joystick: 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 58% 
Graphics 65% 
Payability 70% 
Getting started 68% 
Addictive qualities 57% 
Value for money 60% 
Overall 63% 

Franco Frey takes a look at an 
arty utXty. 

Paintbox 
Producer: Print 'n' Plotter 
Memory required: 48K 
Retail price: £9.95 
Language: Machine code 
Author: Joe Gillespie 

If you've ever tr ied to draw a 
high resolut ion picture w i th 
the bare and BASIC faci l i t ies 
of the Spectrum, you wil l pro-
bably want to investigate the 
appropriate tools and util-
it ies which exist for th is pur-
pose. You have the choice of 
a hardware-based system 
using a light pen or a digi tal 
tracer witn the required soft-
ware routine/ut i l i ty, or you 
can go for a less expensive 
sof tware solut ion such as a 
graphics handl ing ut i l i ty pro-
gram. 

Paintbox f i ts into the se-
cond category and covers all 
aspects of the Spect rum 
graphics. You may select 
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between the cursor keys, 
cursor-control led joyst ick of 
the Kempston joyst ick to use 
as a 'drawing-pen*, the pro-
gram is menu driven and 
spl i ts into two major func-
t ions — the UDG creation 
and handling, and the high 
resolut ion screen plotter. 

UDG EDITOR 
The UDG Editor is excellent; 
It a l lows you to create four 
t imes as many UDG's as 
there are in the normal Spec-
trum BASIC by storing in four 
banks of 21 UDG sets into 
memory, which can then be 
cal led selectively into the 
normal UDG area of the 
Spectrum. 

The Editor a l lows you t o 
view the UDG banks and to 
recall any of the four banks 
for edit ing. Selecting DRAW-
ING BOARD wil l display the 
UDG bank, t he UDG in 

magn i f i ed form, normal ly 
and inverted, and in actual 
size, and the deimal values 
for each fine. You may call up 
a n o r m a l S p e c t r u m 
character, an exist ing UDG 
character or a blank for 
edi t ing purposes. Using the 
cursor keysyjoystlck and fire 
button, you can edit or com-
pletely redraw the UDG, and 
when finished, al locate it in-
side the UDG bank. In doing 
this, the inverse and rotate (4 
x 90°) and mirror image 
faci l i t ies are very helpful. 

Having created all the 
necessary UDG's you can 
save them on tape together 
w i th a machine code routine 
for manipulat ing them from 
BASIC, ready to be recalled 
in your own programs. 

PRECISION PLOTTER 
The Precision Plotter is the 
drawing tool for your high 
resolut ion pictures, and pro-
vides drawing faci l i t ies us-
ing the cursor keys/joyst ick 
wi th a constant display of 
the pos i t ion co-ordinates. 
Two moving speeds may be 
selected by use of the SHIFT 
key. Al l the drawing of Spec-
t rum BASIC may be used in-
cluding: Plot, Draw, Circle, 
Ink, Over, Copy, Save & Load. 
Select ion of Paper Colour 
has been o m i t t e d f r o m 
w i th in the screen plotter 
qui te deliberately to avoid 
the confusions which can 
arise f rom the low resolut ion 
colour map of the Spectrum 
(i.e. use of only 2 colours — 
ink & paper wi th in the 8 x 8 
character grid). 

This user-protection may 
be overcome by breaking to 
the main menu and recall ing 
t h e s c r e e n p l o t t e r , 
whereupon the new paper 
colour may be selected and 
t h e p e r m a n e n t m e m o r y 
screen recalled. 

Addit ional ly, there are the 
fo l lowing useful faci l i t ies; 
Fill enclosed areas, Erase 
last operation, Radial Mode 
— retains start ing point of 
the d raw ing l ine in the 
original plot posit ion, Arc, 
Cursor Choice — crosswire 
or dot, Permanent Memory 
— retains the current screen 
In memory , Graphics — 
recal ls 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 
f rom the Main Menu: all 84 
UDG's may be drawn on 
screen w i th the high resolu-

t ion screen as background. 
The low resolut ion print co-
ordinates are displayed in 
th is mode, and Ink & Paper 
colour may be changed. By 
cons tan t l y sw i t ch ing bet-
ween Screen Planner and 
Prescision Plotter you can 
bui ld up a picture wi th in the 
l imi ts of your own imagina-
t ion and the Spec t rum's 
l imited screen display. 

The current UDG's may be 
expanded by loading pre-
viously stored UDG banks, 
thus increasing the amount 
of U D G ' s o n s c r e e n . 
Throughout Precision Plot-
ter and Screen Planner you 
may select to save your ef-
f o r t s t o t a p e w i t h a 
SCREENS display f i le save 
or wi th a normal memory fi le 
save, which includes the 
machine code rout ine for i ns-
tant recall f rom BASIC (using 
RANDOMIZE USR 59980). 
The memory file, however, 
must be protected from the 
BASIC area by lower ing 
RAMTOP to 53059 (with a 
CLEAR command). The data 
to screen dump routine may 
be amended so that mult iple 
screen f i les may be stored 
and recalled. 

The program proves to be 
very foolproof in as much 
t h a t If t h e p e r m a n e n t 
memory does get corrupted, 
there Is s t i l l the Erase 
Memory a f a backup faci l i ty, 
so you don't risk losing hours 
of work. Nevertheless, it 
would be wise to save in-
termediate results to tape for 
protect ion against brown or 
blackouts! 

A commendable effort by 
Print 'n' Plotter — now if only 
the package i n c l u d e d a 
pinch of art ist ic talent, I 
might be able to draw . . . 

COMMENTS 

Control keys: Menu driven, 
self explanatory — 
cursors/ joyst ick for 
posi t ioning, SHIFT for s low 
movement. Plot = Q, 
Draw = W, Fill = F. 
Erase = E, Circle - H, Rad 
Mode = R, Line Mode = 3, 
Arc = A, Ink = X, Over = N, 
Permanent Memory = P, 
Graphics = 9, Dot 
Cursor = M, Crosswire 
Cursor = K, 
Break = CAPSHIFT/SPACE, 
Copy - COPY, Save = S, 
Load = J. 
Sound: none 
Features: 24 page booklet 
and excellent Demo 
Program 
General rating: good. 

= 



CRUISE 
ATTACK 
Producer Mikrogen 
Memory required: 48K 
Language: Machine code 
Author C. Hinsley 

Mikrogen make little secret 
of the fact that this is 
another "Missile Command' 
copy, stating the fact in their 
Inlay to the game. In most 
respects it turns out to be a 
very reasonable version. 
There are the six cities, but 

I only two laser bases rather 
that the more usual three, 
each one firing independent-
ly. Apart from the incoming 
missile traits, 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 
j on the Spectrum. The 
graphics are fairly close to 
the original, in fact the 
atomic clouds on impact are 
an improvement. But control 
of the targeting sight is 
always a problem. The keys 
are not well laid out (it's dif-
ficult to play this type of 
game with keys anyway). But 
if you have a Mikrogen 
joystick, then definitely buy 
this version of the game.' 

'Realistic explosions and 
hi-res graphics make Cruise 
Attack look good, but the 
movement of the cross hair 
is fairly slow and spoils the 
payability. And the right 
hand controls are badly plac-
ed.' 

This is a very passable 
version of 'Missile Com-
mand' with very fine explo-
sion effects. The major dif-
ficulty is moving the cross 
hair because of the control 
keys, and your missiles 
seem to take an age to do 
their job. It seems a shame 

! that they haven't allowed for 
more than one skill level, and 
I missed the enemy 
satellites, although they 
would have been hard to get 
without a joystick.' 

COMMENTS 
Control keys: poorly laid 
out; Q/A up/down, UP left 
and right, Z fire left base, 
S/S fire right base 
Joystick: Mikrogen 

The a tomic mushroom clouds are 
an improvement on the or ig inal . 

Keyboard play: apart from 
the ergonomics, 
reasonable. The inlay states 
user-definable keys, but 
there aren't any 
Colour above average 
Graphics: good 
Sound: average 
Skill levels: 1 
Lives: 6 cities 
General rating: average, 

Use of computer 48% 
Graphics 70% 
Payability 68% 
Getting started 56% 
Addictive qualities 70% 
Value formoney 60% 
Overall 62% 

Pi-Eyed 
Producer Automata 
Memory required: 46K 
Retail price: £6.00 
Language: Machine code 
Author. Andrew Stagg 

In a further attempt to under-
mine the integrity, purity and 
clean livingness of the noble 
arcade tradition, Automata, 
the well-known TV pundits 
on computerology, have 
released Pi-Eyed. This game 
Is destined to go straight to 
the top of the Moral Majority 
Chart of unfavoured pro-
grams! It stars none other 
than the Piman, but a Piman 
to whom success has had a 
deteriorating effect. He's hit 
the bottle and now staggers 
bleary-eyed from pub to pub 
in search of 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 

Piman in bar r o o m scandal — Shock Horror I 

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, dodging the cars 
and drinkers. It manages to 
be fun, and the things people 
say in some of the buildings 
is often funny or Insulting or 
both. I 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. I 
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. I would guess 
it's the sort of game that ap-
peals to Pimaniacs as light 
relief between trying to win 
6,000 or a trip to Hollywood.' 

COMMENTS 

Joystick 
Protek 

(empston, AGF, 
Control keys: 617 up/down 

: Ke 

Keyboard play: fairly 
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% 
PI ay ability 59% 
Getting started 67% 
Addictive qualities 45% 
Value formoney 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 
great castle and you are the 
(well known) hunchback, 
Quasimodo. 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-
parts to be tackled. The pro-
blems encountered include 
fire balls which must be 
leapt, pits to be swung 
across on a rope, and others 
which need several ropes, 
ca8tellatlons 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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SUPER 
BONUS 

P JU 

through to the f inal screen 
you are rewarded by the 
sight of Esmerelda stuck In 
her tower, ready for rescue. 

CRITICISM 

'The graphics are smooth, 
we l l de ta i l ed and n ice ly 
a n i m a t e d , e s p e c i a l l y 
Quasimodo, and the colours 
are well used too. Quite what 
the tune 'If you go down to 
the woods t o d a y . . . ' has got 
to do wi th Quasimodo I don' t 
know, but It sounds good. I 
f o u n d t h i s g a m e v e r y 

layable, a l though when you 
ump across the pit on a 

rope, t iming has to be spot 
on wi th no + 1 or - 1 varia-
tion. I th ink that could have 
been made easier.' 

'At first playing Hun-
chback is fun and difficult, 
but the screens are made up 
of re-using the same 
elements in different com-
binations and eventually it 
gets visually boring. It cer-
tainly demands skills of tim-
ing and reaction, especially 
when jumping over spears 
and dodging two arrows or 
fireballs coming from op-
posite directions.' 

'Hunchback looks very 
good, bright, cheerful and 
with a loud tune. I think it 
could have had a bit more 
sound dur ing the f rame 
though. It 's also quite dif-
f icult to play well, but in the 
end I th ink it pal ls as there 
Isn't qui te enough variat ion 
in the screens. This game 
w i l l p r o b a b l y a p p e a l to 
younger players as an in-
termediate stage between 
very s imple games and the 
more compl icated ones that 
are now appearing. But on 
the whole quite good value 
for money.' 

COMMENTS 

Control keys: good, Q/W left 
right and SYMBOL SHIFT 

Joystick: Kempston, Protek, 
AGF, Sinclair 2 X 2 
Keyboard play: responsive 
but jump t iming very hard 
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Colour good 
Graphics: good 
Sound: good tunes 
Skill levels: 1 
Lives: 3 . 
Screens: 15 
General rating: good value 
and reasonably addictive. 

Use of computer 72% 
Graphics 68% 
Payability 65% 
Getting started 70% 
Addictive qulitles 59% 
Value formoney 62% 
Overall 66% 

Pat The 
Postman 
Producer: Mikrogen 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 

Pat has to col lect parcels 
f rom the houses and take 
them to the post o f f ice . 
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 col lect ion. 
Fortunately th is game is In 
no way a s imulat ion of real 
l ife, for if Pat at tempts to col-
lect a parcel f rom a house 
that hasn't got one, the post 

of f ice promptly, and inex-
plicably, bursts Into f lames. 
Pat must then dash to the 
fire stat ion and get a fire 
engine. If he's in t ime the 
conf lagrat ion is put out and 
work resumes as normal. 

D e p e n d i n g o n t h e 
selected ski l l level Pat must 
col lect either three or five 
parcels before they go on the 
t r a i n . To m a k e m a t t e r s 
worse, there are two red cars 
driving around the streets 
like maniacs, and wi th a nas-
ty tendency of homing in on 
Pat whi le he's on his rounds. 

CRITICISM 

'It takes a few at tempts to 
work out what to do, s ince 
there are no on-screen in-
s t ruc t ions or advice, and 
nothing on the casset te in-
lay, not even the control 
keys. These turn out to be the 
cursors, always a poor ar-
rangement, but made worse 
here by the poor respon-
siveness. Postman Pat is 
q u i t e a g o o d g a m e fo r 
younger age groups, but wi l l 
probably appeal to all. It 
soon becomes easy and th is 
reduces its addict iveness. ' 

The graphics 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 
fun to play, and would be bet-
ter still if it were more 
responsive. Sometimes you 
press a key and nothing hap-
pens, except a car running in-
to you. For the younger 
player mostly.' 

'This is a l i t t le confus ing 
at f irst, as there are no in-
st ruct ions as to the aim of 
the game, but as you get the 
hang of It, it turns out to be 
fun to play. What spoi ls it are 
the control keys and the pro-
gram's response to them. 
Mode ra te l y a d d i c t i v e for 
some, no doubt, but after a 
whi le It began to lose in-
terest for me. Perhaps more 
o b j e c t i v e s w o u l d h a v e 
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he lped, -and dif ferent skil l 
levels w i th d i f ferent pro-
blems to overcome, al though 
I must admit , I never really 
discovered what the black 
objects that popped up occa-
sionally on the roads were or 
what they did.' 

COMMENTS 

Control keys: cursors 
Joystick: AGF. Protek 
Keyboard play: poor 
responses 
Colour good 
Graphics: above average 
Sound: not much, but 
strong when it does 
Skill levels: 2 
Lives: 3 
Screens: 1 
General rating: above 
average 

Use of computer 45% 
Graphics 60% 
Playability 68% 
Getting started 32% 
Addictive qualities 47% 
Value for money 60% 
Overall 52% 

Dimension 
Destructors 
Producer: Artie 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author J. Ritman 

Suddenly f rom the outer 
reaches of space, a dot ap-
pears on the scanner of your 
f ighter craft . As you tear for-
ward, the dots grow unti l you 
can clearly see them in 3D 
form. Prepare for combat ! 
Y o u r t r e m b l i n g f i n g e r 
reaches for the f ir ing button. 
You pull across to avoid an 
enemy fighter as it whist les 
past you in i ts kamikaze at-
tack. 

The inlay intro for this 
game is qui te prosaic in com-
pa r i son w i t h many, and 
becomes just i f ied when you 
see the graphics. Dimension 
Destructors is a sort of 'Bat-
t le Zone" game in space, and 
employs three dimensional 
graphics very reminiscent of 
Art ie 's earlier 3D Combat 
Zone. The object is quite sim-
ple, use the direct ional keys 
to l ine up the approaching 
e n e m y f i g h t e r s ( h o l l o w 
p y r a m i d a n d d i a m o n d 



shapes) in the central cross 
hairs and then zap them wi th 
your laser. This fires twin 
bolts of energy which con-
verge a distance ahead In the 
cross hairs. 

The t i t l e card is very 
bright,well drawn, and the 
credit card and points/hi-
score table is very effect ively 
done in sc ro l l i ng le t te rs 
which run o f f i n t o t h e 
distance in pe rspec t i ve , 
rather like the t i t les for Star 
War movies. 

CRITICISM 

'The graphics are fair ly 
simple but well animated in 
3D and the enemy explode in-
to chunks batt le zone style. I 
found it quite exci t ing to play 
and I think It 's one of Art ie 's 
best releases yet. The t i t les 
and hi-score are very Im-
pressive, if a l i t t le slow.' 

'At last, a good 3D shoot 
em up — shame you move so 
slowly! The various enemy 
craft have differen t flight tac-
tics. If you're good enough 
you will find out where the 
enemy fighters come from. 
The graphics are fair to good. 
It's difficult to play and m the 
end I 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 Art ie '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 cockp i t view 
games to control I've ever 
seen. Very playable, but 
perhaps not massively ad-
dictive.' 

COMMENTS 

Control keys: QWERTY up, 
ASDFGH down, 0 = l e f t , 
Ps right, bot tom row fires 
Joystick: Sinclair, 
Kempston, Fuller 
Keyboard play: very 
responsive and easy to 
control 
Use of colour simple 

Graphics: ef fect ive 3D, good 
t i t le cards 
Sound: reasonable and 
cont inuous 
Skill levels: gets harder , 
Lives: 4 shields, 5 lives 
General rating: above 
average to good 

Use of computer 73% 
Graphics 69% 
Payability 64% 
Getting started 70% 
Addictive qualities 61% 
Value formoney 70% 
Overall 66% 

Triad 
Producer: Amba 
Software 
Memory required: 16K or 
48 K 
Retail price: unknown 
Language: Machine code 

As it 's name suggests, th is is 
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, wh ich features 16 
selectable mazes wi th 10 dif-
ferent playing speeds. Sub 
Track, provides you wi th the 
oppor tun i t y to lay dep th 
charges f rom a surface ship, 
to a t tack numerous sub-
marines at dif ferent depths, 
while they fire back with 
mines. In Treasure Hunt, a 
r e a s o n a b l y c o m p l i c a t e d 
maze is used in a very pure 
way — that is, you must f ind 
your way through it to col lect 
valuable i tems. When one 
has been successful ly pick-
ed up, ano the r appea rs 
somewhere else In the maze, 
and all against the clock. 

Side A 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 w i th on-screen instruc-
tions. Side B of the tape wil l 

Tr iad — Screen 1 

Dcpthcharges away ! 

Tr iad — Screen 3 

load each 
into a 16K 

CRITICISM 

jame individually 
spectrum. 

' I n Snackman, t h e 
graphics are all qui te small , 
But they move well and this 
isn't a bad version. The 
Depthcharge Game is also 
reasonable and has quite 
large graphics. I didn't think 
so much of the Treasure 
Hunt, despite its 29 mazes 
and 144 game variat ions — 
which must be a record! All 
the games are reasonable, 
but none are original and 
none of them are bri l l iant. 
The idea of putt ing several 
games onto one cassette is a 
good one, especial ly when 
they are all 'old' games. I 
won ' t rate i ts value for 
money that highly because I 
would prefer one good game 
to three fair/average games.' 

'Anyone wanting a 
reasonable 'Pac Man' and 
the chance of two other fair 
arcade games, will find the 
Triad cassette to be fair 
value. Overall, the graphics 
are quite good, but there isn't 
really anything here to thrill.' 

COMMENTS 

Control keys: indicated for 
each game, but all well 
placed 

Joystick: none 
Keyboard play: responsive 
Colour reasonable 
Sound: varied and 
reasonable 
Skill levels: depends on 
game, but several 
General rating: fair to -
average. 

Use of computer 60% 
Graphics 57% 
Payability 53% 
Getting started 60% 
Addictive qullties 43% 
Value formoney 54% 
Overall 55% 

Rommel's 
Revenge 
Producer: Crystal 
Computing 
Memory required: 48K 
Retail price: £6.50 
Language: Machine code 
Author M.S. Horsley 

B o t h o f Crystal's pre-
Chr istmas arcade releases 
were copies of well known 
originals f rom 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 'Batt le Zone' game. 
T h e r e ' s a n a t u r a l c o m -
parison here wi th Artie's very 
successful 3D Combat Zone, 
and it 's arguable as to which 
is the better since in many 
respects they are quite dif-
ferent. 

The display is set on a flat 
plain surrounded by moun-
tains and even an active 
v o l c a n o . N u m e r o u s 
bui ldings 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 wi th 
sweep arm on which enemy 
tanks are seen as dots. You, 
of course, are in command of 
a tank, and controls al low for 
forward and reverse move 
ment wi th rotat ion left and 
right. All thegraphics are in a 
hol low 3D which allows all 
sides of an object to be seen 
at once. The object of the 
game, quite simply, is to 
destroy the enemy tanks and 
stay alive. The more you 
destroy the more they come 
after you. 
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CRITICISM 

'This is the best version of 
'Batt le Zone' wi th more ob-
jects like poles, radar towers 
and spou t i ng vo lcanoes . 
Missi les seem to take about 
the right t ime to reach a 
t a r g e t a n d t h e g a m e , 
generally, is faster. Against 
it is the sound, which is poor, 
no noises when an enemy ex-
plodes and only a weak plop 
when you fire.' 

'It's a bit weak on colour, 
the 3D graphics are very ef-
fective and smooth, but 
everything is done in white 
lines on blue. The tanks all 
move a bit faster than the Ar-
tie version, as does the firing, 
but there aren't as many up 
against you at one go 
although it gets progressive-
ly tougher. Rather thin sound 

Strong bu t silent — the huge landscape of Rommel 's Revenge. 

and I was disappointed with 
the explosion visuals — the 
enemy tanks just seem to 
disappear when hit.' • 

'This is a great game and 
very playable. The tanks 
aren't as over-intell igent as 
the ones In Art ie's version. 
They always managed to 
tw i tch out of the way of your 
sho t s , but in Rommel's 
Revenge they st i l l manage to 
be a match. Also the land-

scape is much more detai led 
— it 's fun at first just to 
wander round looking at the 
various bui ldings and struc-
tures.' 

COMMENTS 

Control keys: Z/X left/r ight, 
N/M forward/backwards, 
SPACE = fire. In addi t ion 
— 1/2 sound on/off, V = 
volcano errupt lng or not. 

Both of these opt ions 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! 
General rating: good 

Use of computer 70% 
Graphics 75% 
Payability 78% 
Getting started 50% 
Addictive qualities 58% 
Value for money 58% 
Overall 65% 

Mr. Wimpy 
Producer: Ocean 
Memory required: 48K 
Retail price: £5.90 
Language: Machine code 
Author: Jon Woods 

Considering how frequently 
Spect rum sof tware houses 
crowd each other wi th ar-
cade copies, it seems sur-
prising that 'Burger Time' 
type games are not common. 
Blaby must take the credit by 
quite a long mark for their 
Barmy Burgers, which ap-
peared earlier last year, and 
is a very good implementa-
tion. Ocean have at tempted 
to go a stage further in Mr. 
Wimpy (which actual ly uses 
Wimpy 's famous logo on the 
cover) by releasing a version 
w h i c h has t w o separa te 
parts. 

The first screen, reminis-
cent of Ultimate's Pssst, has 
Mr. Wimpy at tempt ing to 
assemble the ingredients. 
He must carry a tray f rom the 
left of screen over to the right 
where there are three i tems 
to be col lected one at a t ime, 
a lump of cheese and two in-
dist inguishable ingredients 
but doubt less th ings that put 
the ham in burger. The pro-
blems are three manholes 
(lord knows why) which sail 
up and down and ki l l old 
Wimp off if he touches them, 
and Waldo the burger thief 
who steals a tray if he runs 
into Mr. Wimpy. Waldo is fair-
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ly intel l igent and tr ies to 
home in. 

If you manage to get all 
t h r e e I n g r e d i e n t s b a c k 
across to the left, then you 
p rog ress to the s e c o n d 
screen, which is the more 
fami l iar '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 p lat form by walk ing Mr, 
Wimpy over them. Kitchen 
nasties chase around deal-
ing death and destruct ion, 
a l though they can be kil led 
off by squashing them under 

a fal l ing layer of hamburger, 
or by a squirt of pepper. It 
gets r id of them for 30 
seconds. You only have 3 
squirts available unless you 
pick up the bonus icecream 
or cof fee cup, which gives 
you more chances to snoot. 
When all four hamburgers 
are ful ly assembled at the 
bot tom of the screen, you are 
promoted to the next level. 

CRITICISM 

'This is a very colourful 
game wi th smooth graphics 
a n d g o o d s y n t h e s i s e d 
sound. It starts off well w i th 
an excel lent t i t le screen. 
W a l d o Is an a b s o l u t e 
menace, pinching your tray, 
and this part of the game can 
be frustrat ing because the 
thief is too Intell igent. Good 
tunes, a fairly easy game at 
f irst, but it gets more di f f icul t 
at higher levels. I found it 
tended to lose its addic-

A blur of act ion as fou r quarter-pounders w i t h cheese encounter 
Mr W i m p y . 

t iveness after 2 to 3 hours of 
playing though.' 

'The graphics are ex-
cellent and use of colour very 
good. I liked the tunes bet-
ween games, although dur-
ing the game the sound is 
rather poor. The nasties in-
clude Sid Sos, Ogy Egg, Sam 
Spoon and Pam Pickle, and a 
rotten bunch they are. This is 
a fun game to play. Very 
good!' 

'The graphics are nicely 
a n i m a t e d and very we l l 
drawn, wh ich makes Mr. 
Wimpy fun to play. Added to 
that, I think they've got the 
levels of f rustrat ion about 
right to make it pretty addic-
tive.' 

COMMENTS 

Control keys: sensible — SIX 
up/down, N/M left/right, 
A = pepper 
Joystick: Kempston, AGF, 
Protek, Sinclair 2 
Keyboard play: responsive 
Colour very good 
Graphics: excellent 
Sound: good tunes, poorer 
in game 
Skill levels: gets harder 
each game 
Lives: 5 
General rating: very good. 

Use of computer 76% 
Graphics 82% 
Payability 76% 
Getting started 75% 
Addictive qualities 76% 
Value for money 78% 
Overall 77% 
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THE EASIEST 
WAY 
OF 

BUYING 
SPECTRUM 
SOFTWARE 
YOU WILL 

FIND! 
All you have to do is fill in the form below and send 

it off. W e still offer a FREEPOSTordering service, 
but please remember that it can take three to four 
times longer to reach us than ordinary First Class 
post. If you would prefer a speedier delivery then 

we recommend you use a stamp. Orders 
received with a first class stamp will be 

despatched within 24 hours by first class post. 

ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 

CRASH MAGAZINE MAY BE 
ORDERED BY MAIL USING THE 

FORM BELOW. 
the < « r €>' r*< f IIWTl r . «*'•>• fl »»'• V •»•»'• • 

prof i ler yet "t ft admabln fo ring I'/si i#tit»i. -ty 

CRASH MICRO GAMES ACTION ORDER FORM 
T e l e p h o n e L u d l o w ( 0 5 8 4 ) 5 6 2 0 . 

Please send me the following titles: Block capitals please! 
Title Producer 

AJI prices irr 41 quoted under review 
headings and Include VAT. Crash Micro 
Garnet Act ion make no charge for postage 
and packaging. Customers in Europe 
should add 50p per i tem for po t t and 
packing. Outside Europe, please wr i te A n t 
to that we may advice on postage rates. 

Please make cheques or 
postal orders payable to 
CRASH MICRO'. From 
Europe w* can accept 
Sterling cheques or 
Glrocheques. 

Sub Total:£ 
Less Discount £ 

Total Enclosed £ 

Amount Name 
Subscriber No, 
if applicable 

Address. 

Postcode 

J 

SPECIAL DISCOUNTS 

€1 
50R 

OFF ANY 0 R 0 E R W O R T H 
M O R E T H A N £ 2 0 

OFF ANY O R D E R W O R T H 
M O R E T H A N C10 

Sorry - only ONE voucher per order I 

CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE SY8 IBR 



A NEW WORLD OF ADVENTURE 
BLACK CRYSTAL 

BLACK CRYSTAL 
A THIRD CONTINENT SERIES 
ADVENTURE 

Tito Classic ax program adventure 
game lor lfifi <lflK Spectrgm and I6K 
7X81 computers No software collection 
ts complete without n "B lack Crystal 
,in I'xcrttont graphics adventure nod a 
wot! thought out package Sinclair 
User April 83 "B lack Crystal has 
Impressed me by tls sheer guanuy and 
generaiy high cjualily ol presentation l 
am alfuid I nave become an addict 
Home Computing Weekly April 83 
Spectrum 48K 10OK ol progra'n in 
pitrts only £7.50 
ZX81 16K over 1Q0K ot pNnjrarr, >*> 
seven parts onl, £7.50 
WHY PAY MORE FOR LESS OF AN 
ADVENTURE? 

A D V E N T U R E S OF 

ST.BCRflARD 

hjk 

THE CRYPT by Stephen Ronton 

Piepare yoursell lor toe many 
ChafcnQes mat -J-iail conlrom you vvnen 
v III rir.reto enter THE CRYPT. You v. I 

liat'lo wrtn giant scorpions Hell spawn 
Craner-. Pcft Negs and if you are 

unlucky enough the Dark Cyclops >n 
/ this arcade style adventure 

Available tor the 48K Spectrum at 
£4.95 

THE ADVENTURES OF 
ST. BERNARD 

An exciting, tast moving machine code 
arcade game where you guide your 
intrepid S; Bernard Ihroup" ihe nerii ot 
toe icy wastelands to rescue ins Misiress. 
Irorn the clutches ol the abominable 
snowman 

Available for 48K Spectrum £5.95 

V Q E l C H l I H C fl)JHIDGC;©0 VOLCANIC DUNGEON 
M A THIRD CONTINENT SERIES 

ADVENTURE 

Enter Ihe realm of Myth and Magic <n 
this classic Fantasy Adventure Bart'e 
with Magra and her Evil Allies lo rescue 
the Eltm Princess Imtwihoned in a 
Crystal Coffin Deep within the Volcanic 
Dunoeon Random Dumieon sei ups 
ensure that you c m plav addictive 
adventure over and over again Smgle 
key «!"tty < ul9 Out ti'ewvvir' typing 
associated w Ih other Tent Adventures 
Instruction Manual wilh Map ot pungeon 
enclosed 

the whole game mechanism makes to< 
a veiy Ackt.t:iive Program and one that 
remains a firm tavounle with many 
Adventurers " 
Poixfat Cottipulmn WeefO) MnJP '98J 

For the 48K Spectrum or ZX-81 16K 
@ £5.00 

* sttf i 

STARFORCE ONE 

STARFORCE ONE 

lake on tne robot guardians ol tno 
central computer in a superbly styirsed 

three dimer^JOnal battle game 
(100^6 machine code arcade action) 

Available for 46K Spectrum £5.95 

D£VIL RIPSS IN 

AtUutctmf lTlr nJwwuft in ihr 
rulmioff intaq 

THE DEVIL RIDES IN 

I ut tprpi i the last t r tcanlai ions as lho 
dock truck t- i i ieen AN te ? :tent o»cept 

tor a lawit i ustlmg in iho comnr F rom 
out ui ii le shadows they came all HeHs 

fury agamst me but I was oot 
tielenoctess unit! ine Aogel ol Death 

ahlririe a winged iio'W jomefl the battle 
Avowing ms rxiitr. of heti lire l look 

careful aim My chances v,eie stmi bu! 
my h«:k lipid i 

(Fast moving, machine code, al l 
action. Arcade game) 

Available for 48K Spectrum £5.95 

I he above are available through most g o o d computer stores or direct f rom 

CARNELL SOFTWARE LTD., 
N o r t h W e y l a n d s Ind . Es t . , M o l e s e y Road . H e r s h a m , S u r r e y K T 1 2 3 P L . 

D E A L E R S : Contact us for your nearest wholesaler 
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"THE WRATH OF MAGRA" 

A THIRD CONTINENT 
SERIES ADVENTURE 

The i rs! born has been destroyed The 
B!ac« Crystal of Beroth has been banished 
Trie a. a i c e ol Evil has been deieated by the 
a 'mtes of Lord Fendal So ends the Third 

i Age Nov we invite you to write your name 
i *ne history of Ihe Fourth Age of the Third 

j Co,- inen, 

You will meet friends and enemies, old and 
new. in the long awaited sequel to Volcanic 
Dungeon. Using high resolution graphics 
and combining the best qualities c? 'Biack 
Crystal' and "Volcanic Dungeon we will 
allow you to become part of this tale of 
revenge. 

'The Wrath of Magra" comes as three. 48K 
programmes on cassette, boxea with in-
struction manual and book detailing the his-
tory of the Third Continent and the many 
spells you will be using throughout the 
game. For the 48K Spectrum @ £12 50 

NOTE: * ne Wrath of Magra is i comp'e:e 
adventure You need not buy Volcanic 
Dungeon of Back Crysta; to pay it 

Available from Feb 84 

CARNELL SOFTWARE LTD 



SPEECHLESS?? 
• 

M 

jU JUST PLUG IN A N D USE 

Micro Speech is easy to use -
simply plug into your Spectrum 
and TV and enjoy a new dimension; 
instant voicing of all the keys 
inf inite vocabulary at your command 

intonation to add character to 
speech exciting new range of 
sound and speech games 

M IT'S AS EASY AS THIS! 

LET SS= "meir r lJEE) krismus" 
wil l say " M E R R Y CHRISTMAS" 

QUAL ITY SOUND 

Micro Speech talks through your 
TV's loudspeaker, ensuring top 
quality sound. 

JLf WHAT CAN 'T IT DO! 
Unl imited vocabulary means that 
Micro Speech can say anything ..... 
it can even be made to yodel! 
There is nothing it cannot say! 

M |S |P |E |E |C |H 

NEW SOUND GAMES USING MICRO SPEECH INCLUDE: 

/J At t ic Attack : Lunar Jetman (Ultimate) 
/J Colour Clash : Shark Attack : 3D Monster Chase (Romik) 
f j Fire Birds : Lunar Rescue (Lyversoft) 
f J Voice Chess (Artie) JLJ Mined Out (Quicksilva) 
fJ Mysterious Adventures Part 1 - 4 (Digital Fantasia) 
)J The Birds and the Bees (Bug Byte) 
fJ Blastermind (Martech Games) 

Adding a new dimension with 
Available nationwide or 

direct f rom Currah 

Send to: MICRO SPEECH OFFER, P.O BOX 1. GATESHEAD NE8 1AJ 
or telephone NEWCASTLE 10632) 824683 

Please land me MICRO SPEECH units' 

Nam* (Mnt cieeriyl 

Address 

ONLY £29.95 EACH 

.Postcode C M 2 
I enclose Cheque/Postal Order payable to "Micro Speech Offer" 
or debit my Barclaycard/Access account No. I I I I I I I 1 1 | 1 I I I 
I understand ihm I can have my money back wi th in 10 days of p u r e h m it I am not delighted 
Pienr allow 21 deyi for delivery 1? month* pert! end lebour guerente* 

Signed..... cut | | 

INCLUDING 

® FREE SOUND GAME 

(jjj COMPREHENSIVE MANUAL 

® DEMO CASSETTE 



STOP PRESS: NEW SPECTRUM DOMINOES 16K/48K £ 4 . 9 5 
ZUCKMAN 

ZX81 (16K) 
•ALL MACHINE CODE 

O O K ) 
•FOUR INDEPENDENT 

GHOSTS 
• HIGH-SCORE 'HALL 

OF FAME' 
•AUTHENTIC ARCADE 

ACTION 
•TITLE/DISPLAY 

MODE 
ONLY £4.95 INC. P&P 

* ZX S p e c t r u m ^ 
t ^ e * 1 F R O G G Y 16K o r 4 8 K 

SPECTRUM VERSION OF ARCADE GAME 
WITH FULL ARCADE FEATURES -

f t o u t (HUM Coaw G>Wmt 
-Awirwnv Sound E Ntaclt . 3 T # w 
1 0 Uflfc S-wnirwng 4 [Wnf Twrm 1 IK* lJ «Jl. OUouMd *lKlM 
v * t «>••»• m no, fx* -TepiM^. s™ w 
^JvnmMiwn G m 

Kl frog rr+fm mtp «raM 
rfl tH PWf lb MlM| O* ffW 

:ws UKHWtt COOt GMK MUST WIN 10 it HUtVID" 
ONLY £5 » INC P«.P 

FROGGY 
ZX81 (16K) 

• MOVING CARS, 
LOGS, TURTLES 

• ALLIGATORS, 
DIVING TURTLES 

• FOUR 'SCREENS' OF 
ACTION 

•ALL ARCADE 
FEATURES 

• ENTIRELY MACHINE 
CODE 
ONLY £4.95 INC. P&P 

Hi" : : : 
iii 

::: :::::: 
......... ... . ... 

::: i s : : : : : ! B L J L . 
I?™' S T 1 i 

§ r , 
i f c I 

I 

r •ORDER FORM 

Name 

A d d r n * 
i 

DEPTCM2, 9 TWEED CLOSE, SWINDON, 
WILTS SN2 3PU Tel: (0793) 724317 I 
Trade enquiries welcome Export Orders: Please add £1.00 per tape airmail | 
Dealer enquiries: Tiger Distribution, 4 Victoria Road, Widnes, Cheshire 
051-420 8888 | 

Ptotte send me the following 

I e n d o w eh«que/P.O. No .kw f 
St NO TO DJt $o*w*r*. D«* CM 1, » T.Hd Om. Swln 

tfon. w a n SNI1PU 



3 0 SPACE WARS 
Fast j n d furi out action. Joystick or Key-
board control. Locate the Seiddab on your 
galaxy scanner. Scour the H u studded 
blackness for your first sight of the enemy. 
Track their course and react rapidly as 
they try to break away. Let them grow in 
your sights end punch the tire burton at 
they come Into range. 
16K or 4SK Spectrum. 

£5.95 

The Seiddeb have broken through the 
Earth's defenses end are attacking the 
cities. You are patrolling the city streets 
in the latest Knat T»nk wi th its surface to 
air missiles. 

Trundling along you observe the tell 
tale blips of the Seiddab as they appear on 
your scanner. They break formation and 
scatter across the d t y . Suddenly you 
catch sight of an alien creft swooping 
over the buildings to your right. He fires 
a plasma torpedo at your tank. You 

| attempt to dodge but the missile finds its 
mark, shaking your tank and leaving a 

| hole in the armour. 
You unleash a missile and guide i l 

I accurately to the target. The Seiddab 
I explodes and crashes Irom sight. You 

hunch over the controls once more, 
because this is only the beginning . . . 

I ] ' 1 1 1 1 • PS 
. 

I ' 

1 < * 1 



SO FAR YOU HAVE RACED FOR 
YOUR LIFE AGAINST ANDROID 
CARS: YOU HAVE BEEN STRANDED 
MILES UNDERGROUND SEARCHING 
FOR DIAMONDS, YOU HAVE TAKEN 
ON THE MAFIA SINGLE HANDED 
AND SAVED A PLANET FROM 
EXTINCTION. 

NOW IN OUR LATEST GAME 
YOU ARE A BURGLAR IN SEARCH 
OF LOOT — IN HOT PURSUIT ARE 
THE MOST FEARFUL SECURITY 
FORCE EVER ASSEMBLED! 

EVEN IF YOU SURVIVE ALL THIS — 
BEYOND, LIES THE TERROR OF 
THEZONEU 

All these games are available for ZX 
Spectrum 48K for the incredible price 
of only £5.50 each including P&P VAT 
etc. Just complete the mail order form 
for prompt dispatch by 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 a.m. - 6 p.m. or write to Arcade 
Software Ltd, Technology House, 32 
Chislehurst Road, Orpington, Kent 
BR6 0DG. 

Oty 
y 

Item Ham Price 
C 

Total 
c 

DON'T FORGET YOU CAN ALWAYS ORDER ON THE TELEPHONE 
WITH YOUR CREDIT CARD. TRADE ENQUIRIES WELCOME. 

*l enclose • cheque/postal order payable to ARCADE SOFTWARE LTD. for 

'Please charge to my Accwa/Barciaycard account no 
'Please detete/complete as applicable 

Signature: 

Name Mr/Mrs/Miss 

Address — 
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Below us the Shadow, 
above us the Stars 

The Profes-
sional Pro-
grammer 
Enter the p r o f e s s i o n a l 
programmer Steve Turner and 
his assistant, Andrew Braybrook 
have recently entered the field of 
wr i t ing so f tware for home 
computers on a full time basis. 
Their first program, 3D Space 
Wars has reached new heights of 
realism in its graphic design and 
ingenious construction. Andrew 
Hewson writes after his recent 
meeting with Steve and Andrew. 
Steve lives in Essex with his wife and little 
son, Mark (with another child expected 
soon). He was thirty this year, a fact that 
made Steve think carefully about his 
future and decide to take a radical and 
some would say risky step. 

Steve began to learn programming 
when he was about 15 years old. His 
career In computers really started when 
he attended one of the early TOPS (Train-
ing Opportunities Scheme) courses six 
years ago. After this he entered the Civil 
Service as a Clerical Assistant. He quickly 
became a programmer despite not having 
the necessary two years experience. He 
became dissat is f ied with his work 
however and left the Civil Service to join 
one of the world's largest insurance 
brokers. 

He worked for four or five years making 
financial developments on ICL and IBM 
mainframe computers. At first he enjoyed 
the atmosphere in a big insurance com-
pany who insure, . through Lloyds, 
everything up to Concorde and the Space 
Shuttle. He became a specialist, conver-
ting systems from other machines to IBM, 
etc. He was appointed a team leader, 
working on his own systems. 

Steve has always been interested in 
home computers, and owned a ZX80 for 
some years. He became more interested 
In the hardware — how the chips and cir-
cuits work and so learned about 
assemblers to help him understand more 
about it. He also tried writing games on 
the ZX80 but soon decided that that was a 
dead loss. 

When theZXSt was introduced into the 
market, Steve decided not to buy. 
However, when the spectrum came out, he 
must have been one of the first people to 
buy the new model and despite working 
full time still, he laboured In earnest to get 
the most out of this new machine. He 
dreamed up some good ideas for games 
and soon found that to achieve the effects 

he wanted, he needed new techniques. 
The games on the market at that time 
were, in his opinion, rather amateurish in 
many cases. For months, he worked into 
the small hours of the night perfecting 
new techniques and eventually produced 
a game, unlike any that had been written 
at that time. He submitted it to four soft-
ware houses and three wanted to market it 
for him. 

At this point, Steve was beginning to 
teel disillusioned with working for so-
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 become self employed and 
use his talents for his own benefit. When 
Hewson Consultants offered him a con-
tract, he decided to start working full time 
on writing software for home computers. 

Steve Turner 

The game he wrote, 30 Space Wars took 
about five months to develop. Most of the 
time was spent in detailed graphic design 
and of course in developing the new 
techniques needed for this powerful 

ame. Since then, Steve has developed 30 
eiddab Attack. This took three months to 

produce, most of which was spent design-
ing it. Using many of the techniques learn-
ed with 30 Space Wars the actual writing 
took less time than its predecessor. 

Now Steve is concentrating on another 
new game, called Lunar Attack. So far it 
has taken three months development and 
invoives a lot more than either of the two 
previous games, because Steve is using 
the full potential ot the 48K Sepctrum for 
the first time. Previously, the graphics had 
been compromised so that the games 
would run on a 16K Spectrum. 

Steve has other ideas which at this 
stage he is not prepared to divulge. The 
market for home computer software, 
Steve feels, is going to change, and he 
would like to see the whole standard ot 
software improve. He would like to see 
more arcade quality programs, profes-
sionally produced and less amateur — 
basic programming which makes up so 
many at present. The public has often in 
the past been disappointed by the pro-
grams which have not matched in perfor-
mance the pretty pictures on the boxes. 

In the future, Steve thinks that people 
will expect more and more from programs. 
He expects more powerful programs with 
more depth — more like novels than sket-
ches. He sees the welding of the graphical 
and word type adventure game, so that 
players can continue for hours with the 
same program. At present adventures 
games rarely have any graphics — 
perhaps just stills. Steve sees no reason 
why far better graphics cannot be incor-
porated. In the long term future. Steve 
predicts a major revolution in the enter-
tainment industry. This would involve in-
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teractive entertainment: Instead of wat-
ching a film, you'll be able to take part In 
the film and help set the course of It. The 
film and TV Industries will have to work 
with the computer industry. Already In the 
US they are starting to use later disc 
technology for the storage of pictures. 
This forms a background to the storyline 
which is handled by a computer. 

As a force on the market, Steve soon 
realised that his impact would be greater 
if he could employ others of his own 
calibre. Me also would find it beneficial to 
be able to bounce ideas off someone with 
the same technical expertise. So he in* 
vited 23 year old Andrew Braybrook to 
work with him. 

Andrew wo rked at M a r c o n i in 
Chelmsford, where he was a trainee pro-
grammer in the computer centre. Using 
CMS, CICS and Cobo l , but few 
assemblers, he worked with a suite of 
IBMs. After four years he had become a 
trainee analyst and programmer. He had 
always written computer games in his 
spare time, using Cobol to throw up 
games rather than text on the firm's com-
puters. 

After two years at this job, his Dad 
bought Andrew a ZX81. and he began to 
dabble in Basic. Andrew bought himself a 
Dragon 32 which he found preferable with 
Its better keyboard and colours to play 
with. He saw Steve Turner's work and 
became interested in It. He began to try to 
collate his Ideas on the Dragon to see 

Aodwi Briytrook llftl) l td Stsw Turnw 

what could be achieved. 
Three months ago Steve offered An-

drew the chance to Join up with him in his 
business and Andrew took it up without a 
second thooght. Now his computing skills 
are more obvious and appreciated than 
when he worked In a big company, which 
gives Andrew a lot of satisfaction. 

Steve and Andrew find that in the first 
stages of designing a game, they work 
mostly Individually, with a strong com-
petitive spirit to produce the best idea. In 
the final stages of game design they work 
together with plenty of discussion as they 
fine-tune their games. Steve works for the 
most part on the Spectrum, whilst Andrew 
works on the Dragon. They are each ex-

perts on their own prefered machines, yet 
don't really know each others machine. 
On the whole, Steve does most of the 
graphical design work and Andrew works 
more on the programming techniques. An-
drew feels that the market for Dragon soft-
ware is ve|7 undeveloped with plenty of 
room for his exciting programs. 

Design is problematic. It is not easy to 
dream up a good idea. Steve doesn't think 
it is the sort of thing you can teach 
anyone. He doesn't think there are any 
rules. He wonders If In the long run It 
needs a different sort of person to come 
up with the ideas. He gets some of his 
ideas from the pub on a Sunday! 

Steve is quite happy to leave the distribu-
tion and marketing to the experts at 
Hewson's, so that he can concentrate on 
the artistic part of producing the games. 
He feels that the talent needed to come up 
with these brilliant games is perhaps not 
the same as that needed by a skilled artist, 
but that perhaps the home computer 
game is a difficult medium to use with just 
as many challenges as paint and canvas. 
Ultimately we like to see something nice 
on the screen. He wonders if one day his 
work will be displayed as 20th century art 
In art galleries? I wonder what games will 
emerge when Steve enters his abstract 
period?? 

• f f l ® 

Head for 
the Star 
zone 
At the 9th. ZX Mlcrofair In December. Star-
zone's game Zaxxan caused quite a stir 
when it appeared on the Crash Micro 
Games Action stand. The game on which 
it is based is, of course, the famous arcade 
3D scramble game Zaxxon. Since it show-
ed up in British arcades (and rarely at that) 
Zaxxon has become a bit of a cult. Natural-
ly Spectrum owners were eagerly awaiting 
the inevitable appearance of a version tor 
their machine. Months went by — nothing. 
Was everyone frightened of doing what 
would be a very difficult program on the 
Spectrum? It seemed so. But then a brand 
new name. Starzone, appeared with a 
small black and white ad for their Zaxxan. 

Starzone is not a big, financially well-
heeled company at all, In fact they are four 
young men with an average age of only 
17.5, and Starzone, which has operated at 
a profit and continues to do so, was 
started with hardly any money at all. David 
Cowell (the oldest at 19) disarmingly told 
us that the basic idea had been to raise in-
surance money for cars, which could be 
done cheaper through a company! David 
refers to himself as Starzone's Co-
ordinator. Tim Lake (18) is the Advertising 
and Promotions manager, which leaves 
brothers Tim Mardon and Nlal Mardon. 
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The Starzone team — t o p : b ro thers T i m and N ia l Ma rdon , 
bo t t om: T i m Lake and Dav id Co w e l l . 

Tim, also 18, describes his function as a 
son of accountant, whilst the youngest of 
the group, Nial (15) is the senior program-
mer. It was Nial who wrote Zaxxan. 

The three older members are between 
school and university and intend continu-
ing with their educallon despite the com-
pany, while Niai Is still at Abingdon 
school. As they talked, it became ap-
parent that the common link is Abingdon 
School (near Oxford), where the other 
three were also In attendance. One of their 
other games, Dalek Dan, has been written 
by another pupil at Abingdon, Malcolm 
Salmon2. Dav id added , r a the r 
apologetically, that the third game, River 
Raider, just happens to be by another Ab-
tngdonite. We began to suspect that Ab-
ingdon is trying to rival Liverpool as 
Silicon Chip Hill! 

All four members of Starzone have com-
puter programming experience but Nial is 
the most experienced in Z80 machine 
code. He used to own a TRS 80 and had 
developed a 'Scramble' type game for It, 
but when the Spectrum came out he 
bought one and the first program done for 
it was Zaxxan. As the TRS 80 and Spec-
trum both work on the Z80 processor, 
there was little problem for Nial in adap-
ting to the needs of the Spectrum. 

Zaxxan was in fact ready quite some 
time back, but the boys' "A* levels held up 
operations, so that the game was only 
ready to market In September. Test ads 
proved there was a market for It, and now 
they have commissioned full colour art-

work lor the inlay cards. 
Meanwhile Nial is working flat out on a 

new game with the working title of Super-
charger. It's a Pole Position' type game. 
At the ZX Microfalr they had a good 
chance to look at all the various com-
petitors in the field and decided that no 
one has yet come up with the definitive 
S p e c t r u m vers ion . N ia l is ' sub-
contracting' the title screen and sound ef-
fects, which are intended to be spec-
tacular. and he Is aiming for a highly 
playable game incorporating features like 
humpback bridges, tunnels with only 
headlamps seen, a suspension bridge, 
hills, bends, an ambulance to watch out 
for, and the best 3D perspective view yet 
seen. There will be a hi and lo gear change 
with ice on the road as an extra hazard to 
the other cars. He's also looking into the 
possibility of rain (giveaway mackin-
toshes with every cassette perhaps?) 

Meanwhile the Starzone team — a very 
calm bunch too — sit (metaphorically) and 
wait for the reaction to Zaxxan. They got a 
mixed reception at the ZX Microfair with 
people either loving it or complaining it 
wasn't enough tike the original. 'People 
are very unrealistic in their expectations 
of the Spectrum,' said David Cowell 
philosophically. But their Zaxxan remains 
the only version, and it's a very good one. 
Let's hope University doesn't entirely 
swamp their programming energies. We 
mustn't be complacent, we need new 
writing talent all the time. 

Next Month 

MCflO GAMES ACTION 

EXCLUSIVE! 

A FREE 
NOT TO OE 
MISSED 
COLLECTORS 
ITEM! 

FROM 

In association with 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! 
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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, 
c la im for it that it sets a new 
s t a n d a r d f o r a n i m a t e d 
graphics for the Spectrum 
computer . A rather high-
handed claim, but one that 
seems amply just i f ied by 
seeing Scuba Dive. If you're 
one of those people who 
squirm wi th primordial hor-
ror at the sight of Great 
White sharks, then stay wel l 
clear of th is game! The state 
of animated graphics in th is 
highly original game is every 
bit as good as anything you 
wil l see in the arcades, and 
the jaws agape sharks look 
pretty r e a l . 

he runs into it he gets knock-
ed out for a few seconds, and 
k i l l ed if It happens im-
mediately again. The pearls 
can be col lected only from 
open oysters..To the right of 
the display area is a status 
sect ion which records how 
much oxygen is used up. It 's 
replenished by surfacing and 
f i n d i n g the boa t , w h i c h 
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 
hol lows, actual ly openings 
to undersea caves. These are 
protected by an octopus, 
w h o s e wav ing t e n t a c l e s 
al low a precarious access. 
Should you get through, the 
bot tom of the cave is covered 
w i th g iant c lams, whose 
pearls are more valuable, but 
the c lams have a nasty habit 
of snapping shut on you! 
This cave in turn also has 
hol low accesses to deeper 
caves protected by an oc-
topus each. The deepest 
c a v e s c o n t a i n t r e a s u r e 
chests and also spare ox-

mk Hit rf 
A p tot hot a of f i d i y animat ion in Scuba Diva. 

wlUJji 

The basic object of Scuba 
Dive is to leap off your boat, 
dive down and collect pearls 
f rom oysters on the sea bed. 
If you think it sounds easy 
forget it! This is no game for 
beginners of the arcade art. 
For a start of f , the sea is alive 
wi th f ish of all shapes and 
sizes, f rom giant sharks and 
squids right down to t iny f ish 
sw imming in shoals, and if 
you've ever fal len for Jac-
ques Cousteau's line that 
they are really very cuddly, 
you can forget that too! 
These guys are all kil lers. 

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 

ygen bott les to keep you go-
ing. And that 's it. You score 
points for pearls brought to 
the boat but if you get knock-
ed out or eaten, you lose the 
pearls you may have col-
lected. The four ski l l levels 
affect your scores, numbers 
of sea creatures, oxygen 
supply and the speed at 
wh ich the octopusses move 
as well as other details. 

CRITICISM 

'This is an or iginal game 
wi th excellent colour and 
graph ics , a l though i t 's a 
shame about the almost non-
existent sound. The f ishy 
graphics are fantast ic (one 
tends to get into trouble 

while admir ing the various 
forms' of marine life)'! The 
game isn't very addictive, 
and I would have thought 
there could have been more 
to do like harpooning sharks, 
but anyway, I l iked i t ! ' 

'The detail of the graphics 
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 
game is full of nasty touches 
like the giant jelly fish which 
float on the surface and hide 
behind the boat waiting to 
catch a diver as he jumps off. 
The diver's movement, too, is 
just wonderful, both In diving 
off and In swimming. A bit of 
continous sound, the effect 
of breathing bubbles 
perhaps, would have been a 
help, but to be honest, this 
game doesn't need much 
help. Like Jungle Trouble I 
found it to be immensely ad-
dictive — It should probably 
be banned as a health risk 
before it has time to take oft! 
Great!' 

'Despite the simpl ic i ty of 
the contro ls (user-defined 
keys too) th is is not an easy 
game to play, and on the 
h i g h e r s k i l l l e v e l s i t ' s 
downr ight maddening. This 
really shows what a bit of 
dedicat ion can do in turning 

S p e c t r u m g r a p h i c s i n t o 
something to be proud of. 
The game is also about as 
addictive as any around I've 
played recently.' 

COMMENTS 

Control keys: rotate 
c lockwise/ant ic lockwise, 
accelerate and break. As 
preprogammed very 
sensible, but may be used-
def ined to cope wi th almost 
any joyst ick 
Joyst ick: w i th user-defined 
keys you can set up for 
most joyst icks 
Keyboard play: once you get 
the hang, very responsive 
Co lour excellent 
Graphics: words fall 
Sound: poor 
Skil l levels: 4 
Lives: 3 divers 
Features: a neat feature 
enables you to save just the 
hi-scores and then load 
them in to cont inue 
General rating: highly 
recommended and excellent 
value for money 

Use of computer 89% 
Graphics 98% 
Payability 90% 
Getting started 89% 
Addictive qualities 90% 
Value formoney 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 
wri t ing this program. The 
compet i t ion is run by C.C.S. 
in conju inct iuon with the 
magazine Sinclair User, and 
the Award plus £1000 goes to 
the winner, and of course the 
winner receives the satisfac-
t ion of seeing the program 
marketed. Battle 1917 is like-
ly to prove popular w i th 
wargamers and perhaps wi th 
chess players too, as there is 
a resemblance in part. 

The board, or war zone, is 
laid out with the opposing 
forces at the top and bot tom 
of the screen. Each side has 
a King in the centre, pro-
tected by arti l lery 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 get split up by the ter-
rain. Each unit also has a 
f i g h t i n g s t r e n g t h and a 
movement al lowance. 

The batt lef ield, 21 by 32 
squares large, is dotted wi th 
obstacles like rivers, forests, 
barbed wire and minefields. 
Tanks aren't bothered by 
wire or trees, but cannot go 
through water. The rest can't 

o across any obstac le, 
"inefields have a percen-

tage chance of exploding 
when contacted. In addit ion 
to moving around, the ar-
ti l lery can fire in any of the 8 
c o m p a s s po in ts desi red, 
a l t h o u g h e x t r e m e shor t 
range runs a risk of self 
destruct ion since shots may 
not land on the exact square 
they are supposed to. 

A prompt at the bot tom of 
the screen tel ls each player 
which piece is to move next 
and reminds him or her how 

B 
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Chess meets wargame in award-w inn ing Bat t le 1917 . 

many squares it can travel 
and asks for the d i rect ion 
wanted. When one player 
has moved all his pieces, It is 
the second player 's turn. 
When un i ts of oppos ing 
forces meet, batt le ensues 
and is won or lost by addi ng a 
random figure for each, f rom 
one to five, to the uni t 's of-
ficial f ight ing strength. The 
higher f igure wins. The aim 
of the game is to ki l l of f the 
oponent 's king. 

Direct ions are inputted us-
ing the numeric keys 1 to 8 ,1 
being North and 8 being 
Nortn-West. There is an on-
screen compass prompt as a 
quick visual aid. 

CRITICISM 

I f chess appeals to you, 
you might like this, a l though 
it hasn t got the same sort of 
tact ical clar i ty as chess. I 
thought the graphics were 
rather ave rage and the 
moves and goings on rather 
slow. At least it does al low 
two p e o p l e to c o m p e t e 
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 — after all 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, so 
does chess. Whether it's as 
good as chess, I'm not so 
sure. It has more variety than 
chess but also a strong ele-
ment of luck as to who wins a 
battle. This does rather 
destroy the tactical value 
somewhat. It certainly isn't 
what you would call an ad-
dictive game, and I 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 tor the 
strategy, wargamer freaks. 
I'm sure It has lots of scope 
for them. It left me cold as I 
never qui te know how to take 
th is sor t of game. The 
graphics are pretty good, 

a l t h o u g h o n l y c h a r a c t e r 
squares which vanish in one 
spot to reappear in another, 
nothing is really animated. It 
does have very amusing in-
struct ions in the 2-part load 
w h i c h i n v o l v e s o m e 
graphical shenanigans. ' 

COMMENTS 

Control keys: 1-8 
Colour: quite good 
Graphics: fairly smal l but 
recognisable 
Sound: very l i t t le 
General rat ing: good of i ts 
kind, but a special ised taste 

Use of computer 75% 
Graphics 54% 
Payability 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 
fanat ical elements have seiz-
ed c o n t r o l of a heav i l y 
defended complex contain-
ing the u l t ima te nuc lear 
d e t e r r e n t , a D o o m s d a y 
device constructed to cause 
woHdwide devastation. The 
t imer on th is bomb has 
already started and is set to 
e x p l o d e in t w e n t y - f i v e 
minutes. You must pilot your 
f i g h t e r b o m b e r t o t h e 
bui lding and destroy it. 

Omega Run hovers bet-
ween being a f l ight simula-
t ion and a stra ight forward 
game, but in the end, due to 
the fantasy nature of the 

^>48K SPECTRUM^ 

1984 
A GAME OF 

GOVIRNMf NT MANAGEMENT 

1984 
THE GAME OF 

ECONOMIC SURVIVAL 

THE BRITISH ECONOMY WITH YOU 
AT THE CONTROLS' WHAT SORT 
Of CHANCELLOR WOULD YOU 
MAKE WITH SEVERAL BILLION 
POUNDS TO SPEND & FIVE 
YEARS TO THE NEXT GENERAL 
ELECTION'GRAPHIC DISPLAYS, 
HISTOGRAMS & AN ANNUAL 
PERFORMANCE RATING ARE ALL 
INCLUDED TO SHOW HOW YOU 
ARE DOING HOW MANY YEARS 
WILL YOU LAST ' 

FREE INSIDE Pocket Guide to 
Running Britain 1 

N003 C550 

MOUNTAINS 
OFKET 

ADVENTURE 

A MONSTER OF AN ADVENTURE 
PROGRAM' COMBAT. INTER-
ACTIVE BEINGS. MONETARY 
SYSTEM. MAGIC. EDGAR. SAVE/ 
LOAD FACILITY PLUS MANY 
OTHER FEATURES 

As wel as being a fast ingenious 
compelling adventure in melt the 
Mountains of Ket ts the first ol a 3 
part series thai builds mto a 
mammoth adventurers challenge 

Incentive: It could be adventageous 
if you achieve 10OS!' 

N002 15.50 

SPLAT7 

4SK SPECTRUM CHALLENGE 
FROM INCENTIVE SOFTWARE LTD 

SPLAT! 
ARCADE 

ONE OF THE MOST ORIGINAL 
AND COMPELLING ARCADE 
GAMES EVER PRODUCEO' 
STARRING ZIPPY" 

"SPLAT1 isoneol the most 
addictive games I have ever played 
on ihe48K SPECTRUM. Il a 
certainly (be molt original" 

Computet & Video Games 

NOW AVAILABLE FROM WH SMITH 
AND BOOTS 

N001 (5 50 

All p rograms run in the 48K ZX S P E C T R U M and are available f rom alt 
g o o d compute r shops In case of d i f f icu l ty please order direct us ing 
the c o u p o n be low 

Please send me (tick boxfes l required! 

1984 • M O U N T A I N S OF KET • S P L A T • 
All at £5.50 each (inclusive of VAT and 1st class postage) 
I enclose c h e q u e / P O fo rC or debi t my Access Accoun t No n m r r rr i 
Name. 

Address 
INCENTIVE SOFTWARE LTD . 54 London Street, 
Reading RG1 4SQ. Tel: Reading (0734) 591678 



scenario arid the fact that 
the instrumentat ion is not 
based on anything actual, 
we decided to slot this under 
a game heading. 

The screen d isp lays a 
wide cockpit view wi th in-
s t r u m e n t s b e l o w . T h e 
enemy's defences are pro-
dig ious and consist of laser 
f ields, wh ich shoot beams 
up into the sky, and which 
must be avoided by dodging 
around them; f ighter aircraft , 
which may be dodged but 
should be shot down other-
wise they just keep on your 
tail; anti-aircraft f ire which 
homes In on you If you f ly 
above 350 feet; and ground-
to-air missi les, which are 
more frequent lower down. 
Another problem Is that your 
aircraft carries insuff ic ient 
fuel for the run, so you must 
rendez-vous wi th a tanker for 
in-fl ight refuelling. 

Your instrumentat ion pro-
vides a c lock w i th minutes 
and seconds left before the 
Doomsday bomb explodes, a 
compass wi th your heading 
indicated, an al t i tude meter, 
a t a n k e r / t a r g e t l o c a t o r , 
which is kept centred for an 
accurate heading, a miles to-
tanker/target indicator, and 
three bar codes for fuel level, 
a m m u n i t i o n l e v e l a n d 
damages status. There is 
also a rear view screen warn-
ing of enemy f ighters wi th 
message display. 

CRITICISM 

'Omega Run' has an ex-
cellent on-screen introduc-
t i o n , w h i c h n o t o n l y 
describes the object of the 
g a m e f u l l y , b u t 
d e m o n s t r a t e s t h e in-
struments, how they work, 
and what the cockpit view 
looks like when you are fly-
ing in various aspects. All 
t he i n s t r u c t i o n s c r e e n s 
dissolve one f rom another 
like in a f i lm, and when i t 's all 
through you can then alter 
the condit ions, tike distance 
to target, numbers of enemy 
f ighters and laser f ields, and 
target run up. 
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Lin ing up a shot on an enemy 
f ighter . 

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. I liked the 
view, a dark blue, flecked 
with white, as though you 
were flying 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 
it is, the screen flashes when 
they are. I found it highly ad-
dictive to play with plenty of 
scope for improving skill. 
What would be good In one 
of these flight games, is if 
they used a perspective grid 
to indicate the ground in 
lieu of any realistic land-
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, wi th 
effect ive 3D 
Sound: good ef fects 
Skill levels: 5 selectable, 
w i th addit ional 
customisat ion 
Lives: percentage of 
damage al lowed 
General rating: playable, 
addictive and 
recommended. 

Use of computer 78% 
Graphics 90% 
Payability 83% 
Getting started 96% 
Addictive qualities 82% 
Value formoney 90% 
Overall 87% 

MAGIC 
MEANIES 
Producer: C.D.S. 
Memory required: 16K 
Retail price: £5.95 
Language: Machine code 

This game is a good copy of 
an old arcade favourite, on 
the whole a not much copied 
game as yet. Blaby d id a ver-
sion, called Gold Digger, and 
in most respects th is is very 
similar, a l though it boasts a 
rather splendid cont inuous 
music sound track. 

The object of the game is 
to control your l i t t le wizard 
Meltec through underground 
caverns which he himself 
creates as he goes. Dotted 
about are lumps of lead, 
resembling blue diamonds, 
which are to be col lected for 
points. There are also red ap-
ples (underground?) which 
can be pushed along an ex-
ist ing 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 kil led by 
f ir ing one of your five crystal 
b a l l s at t h e m . K i l l i n g 
meanies adds to your points. 
There's also a cherry on each 
screen which must be col-
lected. This goes wandering 
about the place in a most 
d i s t r a c t e d , no t t o s a y 
distract ing manner. 

Clearing a screen of lead 
and cherry takes you on a 
level to more meanies. 

CRITICISM 

'Cutt ing out the story of 
wizards good and evil and 
dark ages when they spent 
their e f for ts obtaining lead 
to t r a n s m u t e in to go ld , 
which sounds like an adven-
ture game, Magic Meanies is 
an arcade game. It 's only a 

reasonable game, but i t 's fun 
to play.' * 

'The graphics are quite 
small, one-character size 
and they move quite jerkily, 
but they are called on to do 
very little, since much of the 
game's attraction lies in the 
skill and quick thinking re-
quired. Once on the move 
your man can only be stop-
ped by running up against an 
apple, or by constantly rever-
sing his direction. It's a sim-
ple game but manages to be 
addictive in playing. Nice, 
bright colours, and an insis-
tent and continuous music 
track that can be turned off if 
it's driving anyone else 
mad!' 

'Despite the s impl ic i ty of 
th is type of game, it isn't 
easy to play, requiring quick 
reflexes. C.D.S. have also 
p r o v i d e d n i n e p l a y i n g 
speeds as well as r ising skil l 
levels. At the slowest speed 
the game can become a bit 
repetetlve, but at medium 
fast it is quite demanding. 
The highest speed level is 
sheer madness. Fairly addic-
tive, and a good version.' 

COMMENTS 

Control keys: Q/Z up down, 
I IP left/right, M fires 
Joystick: Kempston 
Keyboard play: very 
responsive 
Colour average 
Graphics: small , 
1-characters size, but quite 
fast 
Sound: good 
Skill levels: 9 speeds, rising 
di f f icu l ty 
Lives: 3 
General rating: above 
average. 

Use of computer 60% 
Graphics 45% 
Payability 68% 
Getting started 58% 
Addictive qulities 60% 
Value formoney 55% 
Overall 58% 

Hot on your tail come the Magic Meanies. 



GETt LIQUIDATED! 
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 J ^ p 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 

* 
created Abyss - a feast of excitement 

and hidden danger for those who dare 
defy the evils to be found beyond the 

Mountain of the Golden Lion. 

So if you want trouble - we've got 
the games. 

» 
All available for Spectrum 48K at £6 
(Abyss £5). Selected titles available 
from W.H. Smith, Boots, Rumbelows, 

Greens and all good computer shops 
or 

Cases Computer Simulations Ltd., 
14 Langton Way, London SE3 7TL. 

BREWEBY 

jjC STRATtGY QAMES 

GANGSTERS! 

GC Strategy Games. 
| JTThey're no pushover. 
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IMAGINE ATION 
c o n t i n u e d f r o m p a g e 2 4 

'locked away" to work on 
Bandersnatch which should be 
ready sometime around May. 

When the game is finished It 
gets 'play-tested' by a panel of 
20 local games players which 
Imagine uses. Their 
recommendations will then be 
used to make alterations to the 
game before it can be released. 

From the quiet, carpeted 
splendour ol the main office, 
Bruce Everiss explained that 
Imagine have had to employ a 
lot of top management experts 
In recent months to guide the 
company as it expands. 
Between these new managers 
there are a lot of degrees In 

science, psychology and 
business management. They 
know an awful lot about 
computers and software, but 
very little about games. To fill 
In this gap in their experience it 
seems CRASH Magazine is 
being used as a 'training 
manual'! 

Just as Epstein and the 
Beatles created an awareness 
In Liverpool and then 
throughout the world about 
popular British music, so the 
guiding hand of Bruce Everiss 
and Imagine have created an 
awareness first In Liverpool 
and now throughout the wjorld 
about British games software. 

A comer o l Imagine's Technical support. 
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Mill ionaire founder, Mark Butler, thunders from his custom-built monster bike. 

ATIC ACRASH 
I am writ ing lo you tor advice. I 
would like to know why. when I toad 
ATIC ATAC w l lh my Currah 
Microspeech unit plugged in, the 
game crashes when I press © to 
start. The Currah advertisement 
states that ATIC ATAC and LUNAR 
JETMAN afe usable. LUNAR 
JETMAN works, so why doesn't 
ATIC ATAC? Hope you can help me. 

M Beynon, Ryton, Tyne & Wear, 

I think it you road through the review 
on the Currah Microspeech unit in 
this issue, you will be able to see 
why A TIC ATAC crashes when 
played with the unit in the 
Spectrum. I'm only a key pusher 
my sell, and I don t know what goes 
on inside these things at all! What's 
more surprising is that the Currah 
ad does state that ATIC ATAC is 
compatible I'll check into this, but t 
suspect the reason is simply that 
agreements were reached between 

ETTERS » » » » » » » >> > 
c o n t i n u e d f r o m p a g e tO 

the Currah people and various 
software houses that certain games 
would use the facitfty. ATIC AT AC 
was a little delayed in its release, 
and I think there may have been 
alterations made at the last moment 
to fit the program Into 48 K which 
made it Impossible to play with the 
Microspeech unit. But ol course, by 
that time the Currah ads were 
already In magazines. 
LM 

WHY SO MUCH? 
Why do software houses have to 
charge so much for their software 
tapes? Most tapes are priced around 
five to six pounds, for that you 
usually get a tew minutes ot tape 
with a program recorded once or 
twice on each side. For around the 
same price you can purchase a 
music cassette wi th much more 
value lor money. 

Congratulat ions, CRASH is 
fantastic, it is just what people need 
to read before they spend their 
money on computer tapes. 

S. Hall. Blackbrook, Derbyshire. 

It Isn't really fair to compare a music 
cassette with a software one. Even a 
reasonable music album is 
expected to sell about half a million 
copies in Its life time — chart 
toppers sell several times that 

According to unofficial figures 
approximately 25 million software 
cassettes were sold in the last 12 
months or something like the 
equivalent of 15 top selling music 
albums. As you know, there were 
many more than 15 Spectrum games 
last year! What It means, is that an 
Individual title, even a popular one, 
isn't selling in the quantities a 
music cassette sells in, and don't 
forget, the majority ol Spectrum 
cassettes are sold only In the UK. 
Now II you look at how the 'cake' Is 
sliced up, as they say, take a tape 
costing fS.95. Knock ol the VAT to 
leave a pries of £5.17 Ot course the 
software house doesn't get that — 
by the time the retail shop, 
wholesaler and distributor have 
taken their cut the software house 
receives about 40% ol the price, or 
£2.07. Off this they must dock the 
cost ol duplication, cassette and 
box and Inlay printing, say 5Op Then 
they are paying the author a royalty 
on the selling price ol probably 10% 
(52p) which leaves them with £ 1.05. 
Out ol this 'pro/it' must come the 
cost of advertising and the overhead 
costs associated with running any 
business like salaries, rent etc As 
you can imagine, at the end ot the 
day the software house isn't left 
with all that much. Of course. If they 
could sell a million on one title 
alone, it might be a different picture' 
LM 
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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 f l ight simula-
tion program on the grounds 
that it wi l l be too s low to 
make an interesting game, 
Fighter Pilot wi l l probably 
change your a t t i tude (or 
should that be altitude)? This 
s imulat ion moves at 802 
knots (at sea level , fu l l 
reheat) and can create total 
panic at a moment 's not ice! 
The game al lows one player 
to control a jet f ighter plane 
in several modes, which in-
clude landing, taking-off and 
air-to-air combat. 

Your machine is a McDon-
nell Douglas F15 Eagle wi th 
2 P r a t t & W h i t n e y F 
100-PW-100 turbofan power 
plants, and the program 
writers c la im that the simula-
tion is as realist ic as limita-
tions of the computer allow. 
When loaded you are pre-
sented with a menu; 1) Lan-
ding Practice 2) Flying Train-
ing 3) Air-toAir Combat prac-
tice 4) Air-to-Air Combat 5) 
Bl ind L a n d i n g 6) C r o s s 
Winds & Turbulence 7) Skil l 
levels 8) Control selection. 

Before we take a look at 
the opt ions more closely, 
let's examine the aircraf t 's 
equipment. In the centre of 
the instrument panel is the 
Artificial Horizon, showing 
the roll angle and p i tch 
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 
yellow, nose down. To the 
left of the AH is the speed in-
dicator in knots. To the right 
is the Al t i tude in feet and 
below is the VSL — Vert ical 
Speed Indicator, wh ich gives 
rate of c l imb or descent in 
feet per second. Below the 
airspeed instrument are the 

flaps, and below the AH is 
the engine thrust i nd i ca to ry 
bar scale running f r o m 0 % to 
100% with a red sect ion for 
reheat . Th is b o o s t s the 
engine but uses up much 
more fuel. There is also a 
radar and compass w i th 
beacon selection, and an IL-
S/Flight Computer. The In-
strument Landing System of-
f e r s r u n w a y a p p r o a c h 
guidance or It can be switch-
ed to Flight Computer to 
show your precise ground 
posi t ion f rom any beacon 
wi th in a 6 mile radius. It a lso 
indicates the al t i tude of an 
enemy aircraft when in com-
bat mode. The remaining in-
st ruments are a fuel 'guage 
and beneath it, the undercar-. 
riage indicator, showing up 
or down. 

To control your aircraft 
there are f i f t een con t ro l 
keys, a l though fortunately 
these are not used all at 
once! Joyst ick left, back, for-
ward and right is control led 
by the cursors (or by a 
joyst ick!) and CAPS SHIFT/Z 
moves the rudder left and 
r i gh t . Q/A i n c r e a s e s or 
decreases eng ine th rus t , 
W/A puts the f laps up or 

of the runway and ready to 
take off . Air-to-Air Combat 
Practice posi t ions you two 
miles behind an enemy air-
c ra f t and you ca t ch up, 
select combat mode and 
open fire when he appears in 
your sights. The enemy wi l l 
not fire back — at least, not 
unti l you opt for staightfor-
ward Alr-to-AIr Combat. In 
this scenario you must de-
fend four airf ields; you are 
scrambled, must locate the 
enemy wi th your radar and 
engage. He wi l l lock on to 
you when there is less than a 
mile and 5000 feet al t i tude 
d i f f e r e n c e be tween you. 
Four str ikes f rom him is 
fatal. If you break off the 
enemy wil l pursue his mis-
sion once again, and you 
may f ind the airf ield damag-
ed. The remaining option, 
Blind Landing, renders your 
v i ewsc reen use less , and 
forces you to land on In-
struments only. 

There are three skil l levels, 
T r a i n e e / S q u a d r o n 
Leader/Ace to choose from. 
K e m p s t o n , S i n c l a i r , 
A G F / P r o t e k j o y s t i c k s or 
keyboard are selectable. 

The display through the 

Air-to-air combat in this 800 knot-fast s imulat ion. 

down, U raises and lowers 
the undercarriage, B puts the 
brakes on and is indicated on 
the instrument panel as a red 
l ight. N selects the next 
beacon and M swi tches the 
cockpi t view to a map. SYM-
BOL SHIFT swi tches bet-
ween ILS and Flight Com-
puter, and f inally zero fires 
the guns when incombat 
mode, which is selected by 
pressing G. 

Back to the menu. Selec-
t ing Landing Practice im-
mediately posi t ions you at 
1700 feet and 6 mi les f rom 
touch down wi th the under-
carr iage down. In F ly ing 
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 
n a m e d B A S E , T A N G O , 
DELTA and ZULU. These are 
seen in full, correct perspec-
t i v e w i t h c e n t r e l i n e s , 
distance markers and end 
l ights. Addit ional ly, you can 
see enemy aircraft as you ap-
proach, also in full perspec-
tive. The tape is accom-
panied by very clear instruc-
t ions and technical details. 

CRITICISM 

'A f u l l e v a l u a t i o n o f 
Fighter Pilot, would take an 

age as the-program has enor-
mous potential for playing. 
Also, f lying my F15 was not 
an easy task. The set up for 
landing sounds soothingly 
simple. But in eight init ial at-
tempts we nose-dived wi th 
loss of all aboard! I had a go 
at a dog fight. It took some 
t ime to f ind my enemy — get-
t ing the hang of banking and 
turning takes t ime — but 
when I did we had a jol ly t ime 
and I went down In f lames 
after a few hectic seconds. 
I 'm going back for more! ' 

'The map facility is ex-
eel lent in this game. An ad-
vantage is that you can 
switch to map without losing 
your instruments — you can 
see where you are and keep 
flying, rather important at 
800 knots! 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 
ranaes of mountains with 
their heights. What struck 
me about this simulation is 
its overall speed. You can sit 
back and relax to some 
degree on the longer training 
flight, but mostly it's hard 
work and it all happens pret-
ty fast. Very good resolution 
on the graphics and instru-
ment diusplays.' 

' D e f i n a t e l y t h e b e s t 
s imulat ion for the Spectrum 
yet, and one of the most ex-
ci t ing to play. Key control is a 
fract ion slow, you have to 
keep a key pressed for 
results, but wi th so many 
keys that 's not surprising. 
What does work well is that 
the i n s t r u m e n t s respond 
very well with quite a lot of 
f ine tuning possible. I 'm no 
pilot, but i reckon this is all 
very realistic. ' 

COMMENTS 

Control keys: see review 
Joyst ick: see review 
Co lour very good 
Graphics: very good 
Sound: none 
Skill levels: 3 
Lives: 1 — how many more 
do you want? 
General rating: an excellent 
s imulat ion and game — 
highly recommended. 

Use of computer 82% 
Graphics 90% 
Payability 85% 
Getting started 90% 
Addictive qualities 85% 
Value for money 85% 
Overall 86% 
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Much of the phenomenal interest 
in home computers has to do with 
their exposure in the high streets 
of Britain, and few chain stores 
have done as much to promote 
that interest as W.H. Smith and 
J. Menzies. This month our roving 
reoorter took a whirlwind trip 
a round sum ot W.H. Smith's 
bigger computer shops 
John Rowland (he Buying Manager for 
W.H. Smith, who heads a dynamic young 
leam, says that the home computer has 
transformed the present-buying market 
this year. A nice story Involves an eight 
year old computer customer who, an-
noyed by the proximity of the toy depart-
ment, asked for It to be moved away so he 
could concentrate on more serious 
keyboard matters. The home computer 
also seems to have broken down what are 
thought of as traditional socio-economic 
pigeon holes, which Is to say, the North ia 

poor and unemployed and so can't afford 
such luxuries. 

"Our strongest selling computer shops 
are In the principle provincial towns." says 
John Rowland. "Newcastle, in fact, is tne 
biggest selling shop, but Birmingham, 
Edinburgh, Manchester and Sheffield are 
also very big." it underlines two points, 
firstly that there is more unemployment In 
the North, and games players there have 
more time on their hands, but secondly, 
that people in the North have as much In-
terest In computers as anywhere else — 
perhaps even more. Manchester and Liver-
pool, for Instance, are very important cen-
tres of software development, and In each 
of those cities W.H. Smith have busy and 
well laid out areas devoted especially to 
computers and software The Spectrum Is 
the biggest selling item — hardware and 
software accounting for approximately 
45% of the market 

In London the W.H. Smith in Ham-
mersmith (situated in the new shopping 
>recinct) has a large computer shop. Llkt-

*nks. shops are very much an extension 

of the manager. At Hammersmith the 
manager Is Jack Cox. Hammersmith was 
one of the first stores in Britain where 
W.H Smith thought of trying out'electronic 
leisure'. Thanks largely to Jack's efforts It 
proved to be a rip-roaring success. But 
Jack isn't what you would immediately 
think of as a computer entrepeneur. He 
happens to be a grandfather, not in the 
age group normally associated with com-
puter freakism. Hts grand-daughter is 
though, and some of her Interest has rubb-
ed off so that now Jack Cox is fully 
fascinated by the subject. The computer 
shop at Hammersmith is more fully staff-
ed than any other individual department in 
the shop. He reckons that the thing which 
outshines their competitors is that they 

ut a strong emphasis on training staff to 
helpful. Jack is aware that the most 

with-it people are the kids. Among his 
Saturday staff Is a youngster who proved 
to be so knowledgeable that the boy is 
now training the older staff — Including 
Jack Cor himself. 

A wholly new and rather surprising ven-

Bill R o m , ( lef t) and his successor, 
Roy Hawkar , discuss some display matters at 
the Heathrow computer shop. 
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The new WH Smi th Computer Shop, at London's Heathrow airport — 
serving travel-weary computer freaks. 

lure 13 W.H Smith computer shops in the 
departure lounges of airports To date 
they have units at Terminals 1 and 2 at 
Heathrow, These have been built with the 
absolute cooperation of the British Air-
ports Authority and have been going now 
for three months. Once the go-ahead was 
given WH Smith s own fitting department 
moved in and built the purpose-designed 
units in only eight weeks. They have 
special glass shutters so that when they 
are closed at night travellers can still see 
as much as they can during the day. 

The units have proved very successful 
and receipts are described as "really very 
good". There have even been several 
incidents when an individual has spent 
over £1000 a t a oo l T h e man w h o has 
set up end organised these airport cotv 
cessions ts Bill Rowe, but he Is now mov-
ing on and from March Roy Hawker lakes 
over responsibility. Other airports are 
under consideration, both W.H. Smith and 
the BAA convinced that ihey will do as well 
in other locations. 

It might seem surprising that computer 

shops at airports should prove so popular, 
but perhaps a bigger surprise Is thai a 
customer profile indicates that a large 
pe rcen tage of c u s t o m e r s are 
businessmen (after all. this is the home 
computer market). W.H Smith suspect 
that there is a large element of 'daddy's 
lies behind the claims that purchasers are 
only getting a machine or software for 
their sons! * 

The decision to try out computer shops 
actually Inside the terminal lounges was 
not taken as a complete gamble. Three 

• years ago W.H. Smith had a small shelf 
devoted to home computers at Heathrow 
Terminal 2 and the turn over was 
phenomenal, so ihey thought it would be a 
good Idea to expand. It certainly seems to 
have been! 

Nevertheless, there is an awareness at 
WH Smith that the market can be fickle in 
such areas. Says John Rowland. "If the 
computer becomes a useful tool then it 
has a long future. If it's only used as a toy 
It' s not so good. The toy m a rket Is renown-
ed for Its fads," 

Perhaps the growth of educational soft-
ware will help ensure the luture of the 
home computer. If John Rowland's ex-
perience ts anything to go by, the growih 
of the educational market this coming 
year is going to be very big. "We are being 
bombarded by It," he says. "Software 
publishers of any size seem determined to 
bring out educational programs." 
• There are, of course, fads in any 
and computers may prove to be no d i f 
ferent, but we at CRASH believe that Ihe 
games market is here to stay for a long 
time, because all sorts of developments 
are taking place all the while, which will 
completely revolutionise the games you 
can buy and the machines you will be able 
to play ihem on. Meanwhile, It's down to 
the retail outlets to provide the oppor-
tunities for you to find what you want — 
even in those boring minutes before take 
Off at Heathrow! W H. Smith seem very 
pleased with their new venture and it's 
cer ta in l y f l y ing h lgh l 

A typ ica l ly busy day at one of the Computer Shops in a larger WH 
Smi th high street store. 
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ONLY THE BEST BECOME A 

A SPECTACULAR FLIGHT 
SIMULATION OF THE WORLDS 
MOST EXCITING JET FIGHTER 
WITH STUNNING 3D COCKPIT 
VIEW AND THE MOST 
REALISTIC 3D AIR-TO-AIR 
COMBAT EVER SEEN ON 
THE SPECTRUM! J 
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FOOTBALL League Analysis Pro-
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Action Program with 9 methods ol 
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league table data base and let your 
Spectrum guide you to your Pool* 
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LEARNING AT PLAY 

With computers now 
abounding in British schools, 
there is a growing awareness 
that computer games can be 
much more than a play toy. The 
computer can act, quite 
uniquely, as both teacher, 
calculator, blackboard and 
entertainer ail at the same 
time. To match the swelling 
Interest in education by 
computer, more software 
houses are producing more and 
more teaching materials In a 
games form. To reflect this 
trend CRASH will be doing 
regular articles on educational 
games and reviewing 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 software 
houses to specialise in 
programs for young children is 
Widgit Software. They have just 
announced their two newest 

titles (on a single tape). The 
Humpty Dumpty Mystery and 
Who Killed Cock Robin are two 
detective stories to develop 
skills in logical thinking (see 
the review in this issue). This 
latest tape is only one ot a 
range of seven titles which 
Widgit have released over the 
past six months. Counting, 
Adding & Subtracting and 
Quickthinking (which is 
published by Mirrorsoft) are for 
developing numerical skills. 
Spatial observation and skills 
are developed with Shape 
Sorter and Pathfinder, A further 
title in this series will be 
released before Easter. 

There are plans to release 
more titles early In 1984, and 
also to convert existing titles to 
the Commodore 64, BBC Model 
B and Electron. Mike and Tina 
Detheridge. who run Widgit. 
have increased their 
programming workforce to 
meet these needs, but they still 
maintain a very firm editorial 
control. The programs must 
meet the Widgit criterion of 
giving the player enjoyment 
and motivation but at the same 
time having a real educational 
content to develop a child 
intellectually. Widgit programs 

\ 1 

The Humpty Dumpty Mystery 

Producer: Widgit 
Memory required: 48K 
Retail price: £6.25 
Group: Very early 
readers — 10 years 

Side A of the tape, Humpty 
' Dumpty, conta ins two pro-

grams, and side 8 contains 
Who Killed Cock Robin. The 
p rog rams are a i m e d at 
developing ski l ls in logical 
th inking and require the 
player to ask quest ions and 
make guesses based on 
answers. The mystery — ? 
Which of the king's men 
pushed Humpty off the wall? 

I After a graphics sequence of 

Humpty being pushed off by 
a mystery soldier, alt twelve 
men appear and the player 
may either ask a quest ion 
prompted by the words, 'Did 
he have . . . ' , or take a guess. 
Each of the twelve men have 
a name and some charac-
terist ic which dist inguishes 
them, so that asking ques-
t i o n s i m m e d i a t e l y e l imi -
nates some of the suspects. 
* The second game loads 
wi th a program contained in 
game 1. Here the player is 
given a g l impse of the culprit 
and must describe him. Five 
d is t ingu ish ing character is-
t ics must be entered correct-
ly 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 months and that 
Widgit are intending very 
definitely to keep in the 
forefront of developments and 
provide programs of high 
quality and good value for 
money for home and school 
use. 

MR. T 
It's a bit of a mouthful, but The 
National Magazine Co, under 
the imprint ol Ebury Software, 
are soon planning to release 
titles under the heading of 
Good Housekeeping Software. 
The series is tied together by a 
mascot called Mr. T. 

The first six titles are Mr. T's 
Alphabet Games, Mr. T's 
Number Games, Mr. T Tells The 
Time, Mr. T's Money Box, Mr. 
T's Measuring Games and Mr. 
T's Shape Games. These are 
currently available on the BBC 
Micro, but Spectrum versions 
should be ready very soon. Mr. 
T Tells The Time and Mr. T's 

eyes, mouth and jacket. Both 
programs al low for chi ldren 
of developed spel l ing skil ls, 
and for early readers as in-
puts may be spelt out or 
selected by using the colour 
keys. Two ski l l levels make 
for easier and harder games. 

Who Killed Cock Robin 
asks the daunt ing question, 
can sparrow's confession be 
believed? The player must 
f ind out who ki l led the robin, 
where and when by using 
c l u e s a n d l o g i c . S o m e 
reading abi l i ty is required 
and there are four skil l levels. 

The qual i ty of the graphics 
in these games is very good, 
l o t s o f l a rge d r a w i n g s , 
brightly coloured and wi th 
some s i m p l e a n i m a t i o n . 
Describing the identity of the 
culprit in tne second Humpty 
Dumpty game, is quite a 
ski l ful l process, and surpris-
ingly d i f f icu l t to get right, 
even for adults! 

I t h ink it was " la rge" — but was i t? 

Money Box are already in the 
shops for the Spectrum. The 
games come very nicely 
packaged in large white video 
style boxes and include a 
detailed parent's manual with 
comprehensive operating 
Instructions and a step-by-step 
guide to getting the best out of 
the program. 

Good Housekeeping 
Software reckon that the child 
should not be left isolated at 
the keyboard, but that the 
parent should join in the 
games, discussion and 
activities promoted by the 
games. Mr. T is also designed 
to act as a friendly guide 
enabling the child to play not 
against the cold, inanimate 
computer, but in the company 
of a lively and personable 
fellow who reacts with 
encouragement or slight 
dismay at the child's choice. 

Mr. T programs are aimed at 
children between the ages of 
three and six. The cassettes 
retail at £12.95, and are 
available at leading computer 
shops and computer 
departments of major High 
Street retailers, and run on a 
48K Spectrum. 

French Is Fun 
Producer: C.D.S. 
Microsystems 
Memory required: 48K 
Retail price: £5.95 
Group: Various 

This is a French learning 
package wi th considerable 
versati l i ty a l though it only 
t e a c h e s s o m e b a s i c s , 
phrases and words which 
may be helpful to beginners 
and tourists. The program is 
menu prompted offering; The 
House, The Countryside, The 
Beach, The Cafe, The Street, 
The School. Numbers and 
Time. Whichever topic is 
s e l e c t e d y o u a re t h e n 
presented wi th four opt ions; 
1) Pictures only — which pro-
v i d e s g r a p h i c s , s l o w l y 
bui lding up, each new i tem 
annota ted at the top In 
English and French: 2) Pic-
tures with test — the 
graphics are repeated and 
you may opt to type in the 
French 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 possible to go 
r i d i n g ? ' w h i c h m a y be 
translated into French by 
pressing key C: 4) Pictures 
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Darts le jar d i n . . . . 

and phrases — which runs 
through the pictures again 

the 
lemory i 

U n d e r Numbers, t h e 

and then into the phrases 
wi th your memory refreshed. 

screen displays imperial and 
metr ic equ iva lents wh i l s t 
large figures at the top count 
up from 1, giving the French 
spell ing beside them. Under 
Time, the display gives the 
days of the week and the 
m o n t h s in E n g l i s h and 
French, displays a c lock 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 chi ldren aged 6 
years and upwards. Pilot 
y o u r r o b o t a c r o s s t h e 
number ways of Andron. 
You'l l need to know your 
tables and be prepared for 
unknown dangers of a far off 
planet. 

J 
When the tape has loaded 

the player s name can be 
entered, after which a menu 
comes up ask ing w h i c h 
m u l t i p l i c a t i o n t a b l e you 
want to use from 1 x to 9x or a 
mixture. Having selected the 
table the screen cuts to the 
coloured number ways, five 
in al l . The robot runner 
s t a n d s a t t h e b o t t o m , 
wait ing to enter the first way. 
Down this first way comes a 
sum, say 2 x 7 . Using the cur-
sor keys 6 (down) and 7 (up) a 
figure at the top left can be 
m a d e t o i n c r e a s e or 
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t ime. You can key in a t ime, 
say 12.30, and this is then 
drawn on the clock face, and 
the French spel l ing for the 
t ime given. 

The program contains a 
l o t o f q u i t e a t t r a c t i v e 
graphics, some with simple 
animat ion, and it wi l l ob-
viously be valuable for young 
French beginners as well as 
adu l t s t a r t e r s . It w o n ' t , 
however, do much for your 
pronounciat ion! 

ABC 

decrease. When it reaches 
the right f igure (14 in th is 
case), your robot may cross 
safely. Now in the second 
way another sum appears 
and you cont inue in this 
fashion across the 'ways'. 
When he has reached the 
f i f th way you may guide him 
to one of several treasures 
on the right of the screen; 
when these have all gone, 
you progress onto another 
and more dangerous screen. 

The cursor keys 5 (left) and 
8 (right) are used to guide the 
robot across the ways. To 
make life more exci t ing there 
are de-energising obstacles 
that live on t h e ways and 
f loat 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 notes 
and full Instruct ions for us-
i n g t h e g a m e . L o a d i n g 
screns are very good, and the 
use of colour throughout is 
excellent. 

Producer: Artie 
Memory required: 48K 
Retail price: E6.95 
group: Ages 5-8 

This program is aimed at 
primary school chi ldren 5-8 

LEARNING AT PLAY 

U E U L 

D O N E ! 

Z is for ZYLOPHONE - X is for XOO. 

years old, and is designed to 
improve spel l ing skil ls. You 
are asked to 'press a letter'. 
D e p e n d i n g u p o n w h i c h 
alphabet key is pressed, the 
screen displays a drawing 
and a large graphic of the let-
ter chosen, and tel ls 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 detai ls remain for a 
few seconds so they may be 
d iges ted , then the word 
disappear and the chi ld may 
press the keys V-A-N. If the 
word is incorrect the com-
puter beeps as soon as the 
incorrect letter is pressed. If 
spelt correctly the chi ld Is 

r e w a r d e d w i t h f l a s h i n g 
border colours and a tune. 
There are several tunes in the 
p rog ram. A l t h o u g h m o s t 
words Incorporated are very 
simple, CAT, DOOR, FISH, 
there are longer words like 
U M B R E L L A a n d 
XYLOPHONE Included. 

This program is certainly 
for younger chi ldren and wi l l 
undoubtedly prove an enter-
taining way of doing elemen-
tary spell ing. A drawback to 
its durabi l i ty might prove to 
be the tunes, which rapidly 
become repetetive, al though 
they are all popular nursery 
rhymes. It also seems a l i t t le 
pricey for what It does, but it 
is a very easy program to 
use. 

mmmmmmmm 

Special Agent 
Producer: Heinemann 
Memory required: 48K 
Retail price: E9.95 
Software: Five Ways 

This game is designed to 
develop the abil i ty to read, 
understand t imetables, In-
terpret informat ion quickly 
and make logical decisions 
based on informat ion in a 
s i tuat ion where there are 
many poss ib i l i t ies . It in-
c ludes i ns igh ts in to the 

relative speeds and costs of 
air and rail travel, and lets 
ch i ld ren become fami l ia r 
w i t h the p o s i t i o n s a n d 
names of Europe's ci t ies and 
towns. 

The game comes in a large 
p l a s t i c f o l d e r w i t h t h e 
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. Basical ly 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 be 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 
to a city to make contact with 
your agent there, a sheet of 
various timetables can be 
displayed and journies may 
be undertaken by various 
modes of transport relative 
to speed, cost and conve-
nience. 

The graphics are very 
detailed and complex, but 
the game is fun to play, back-
ed up by a heavily illustrated 
book with background to 
spies in fact and fiction as 
well as Information on the 
many cities and towns in-
volved in the adventure. 
Despite the slightly high 
price, this is an undoubtedly 
excellent package for the 
price. 

Pathfinder 
Producer : W i d g i t 
M e m o r y requ i red : 16K 
Retai l pr ice: £5.95 
Group: Ages 4-9 

This tape contains four pro-
grams based on maze struc-
tures and is designed to help 
children develop spatial 
skills and forward planning. 
In the first you must guide a 
rabbit through a maze, 
eating carrots on the way. 
This is fairly easy, the idea 
being 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-
ting the required direction 
and then inputting how many 
moves are needed. The 
scope of the game expands 
with the player's growing 
skill, since the kangaroo's 
route through the entire 
maze can be planned and in-
putted before executing. To 
begin with a single move at a 
time can be executed by the 

computer. Incorrect entries 
are immediately highlighted 
on sound as well as on 
screen, while the entries 
made are slowly added in a 
column to the right of the 
display area. 

The third program is called 
Picnic. Guide a hungry 
monster through a park and 
let him eat his lunch. The 
idea is that the monster 
should eat four items dotted 
randomly in the 'park', by 
visiting them In a • pre-set 
order, and that this should be 
done without crossing his 
own trail or reversing on his 
trail. There are two levels, 
one with the playing squares 
clearly marked, and the se-
cond where the park is a 
solid area. 

The final game Is Frogs. 
Guide a frog across the pond 
and collect frog friends on 
the way. The 'pond' is a grid 
of 7 squares by 10 across. In 

some there are water lillies, 
and in some there are frogs. 
The object is to discover the 
best way across that allows 
you to collect more frogs on 
the way, remembering that 
you cannot cross a square 
with a water I illy in it. This 
becomes a surprisingly sub-
tle game, since not all the 
frogs are collectable — 
some may be unreachable 
because of the positions of 
the water lillies. 

All four games use the cur-
sor, or arrow keys, which are 
easily identifiable by the 
child playing. The graphics 
throughout are large and 
brightly coloured. These 
games should prove very 
entertaining to play as well 
as providing a very real 
challenge. The Kangaroo 
game actually leads the 
player in the direction of pro-
gramming as well. 

Carrots prove better than sticks at forward planning. 

t t S H • • H * * H » t t f t t f | H • • • • • • • • • • • • • • • • • • 

t f t t S • 5 t t t f T T ^ f t ] 
• • • • • • • • • • • • 
S u nt i n ! • • • • • • • • • • • • 

• • » • • • 
• a v t a • f t a f V a 

• • • • • • • • • • • • • • • • • 
• • t t t | i t t i t T i t T i 

• * • • • • 
t t H f T ' T l " * * I 

i f f t f | t t f t t f 

a 'Table Man" stands ready 
above a table of numbers 0 to 
9. On the right is a paddock 
with a bull in it. As soon as 
the game starts, the bull 
charges at the paddock wall, 
slowly eating chunks out of 
It. The object is to get ten 
sums correct before the bull 
breaks out and destroys the 
numbers. The game Is per-
sonalised by the child when 
he or she is asked to enter 
their name at the start. 

After the work comes the 
play. The two programs 
following are games. Nine 
Lives provides the task of 
catching twenty mice. You 
are a cat, your enemy is a 
black dog. The mice are dot-
ted about the screen and the 
cat must 90 round touching 
them, avoiding the dog, who 
will chase the cat. Three 
bones per life are the best 
way of slowing the dog down 
for a moment. Any mice 
touched by the dog are sent 
to safety. 

Candyman is for two 
players, who must get their 
'men' through a series of 
opening and shutting doors. 
They can see how long It 
takes them as they are play-
ing against the clock. 
Throughout all three pro-
grams the simple graphics 
are very entertaining and 
move nicety despite the pro-
fram being written in BASIC, 

he package offers good 
value for money. 

mm 

Bull Tables 
Producer : Lo tus -So f t 
M e m o r y requi red: 16K 
Reta i l pr ice: £5.50 

Bull Tables contains three 
programs on one cassette. 
Bull 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 select bet-
ween 6 levels of skill. At the 
highest level questions can 
be as difficult as 23 x 35 = ? 
At the easiest level, as sim-
ple as t x 3 = ? The screen 
displays the sum to be done 
at the top left. At the bottom 

p g r J ^ L T " 
Candy coloured stripes - f un after learning your (Bull) Tables. 

Educational Reviews 
Due to shortage ot 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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ml 
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 Trilogy• Each 
adventure is comple te in 
Itself, a l though one fol lows 
on from the other. The next 
two parts are to be released 
later. 

Just two weeks ago you 
were framed wi th a murder 
and sentenced to death, but 
pardoned as long as you 
undertook a dangerous mis-
sion. To ensure your loyalty a 
magic assass in bug has 
been Implanted in your neck 
which wil l kill you at the first 
sign of doing a bunk. It's call-
e d Edgar (or Spectrum to 
you)! Your miss ion is to 
reach the far side of the 
mounta ins alive and to do 
th is you must locate the 
secret entrance at the base 
of the Mountains of Ket. 
These lie a short horse ride 
east of the smal l vil lage. 
Naturally, lots have gone 
before, but none have ever 
returned. 

CRITICISM 

'This Is a text adventure, 
where your constant compa-
nion, the implanted killer bug 
Edgar, is none other than 
your favourite Spectrum. So 
all the descr ipt ions come 
couched in terms of 'we, us'. 
If you dally too long, Edgar 
wi l l get impatient and t ick 
you of f . The problems are 
tradit ional in as much as the 
vil lage and its inhabi tants 
can provide you wi th essen-
t ia l equ ipmen t , such as 
weapons, food and a horse. 
The init ial problems are to 
discover how to get them to 
part wi th all this gear. I 
managed to buy an dxe from 
a shopkeeper, but when I 
wanted the lamp there was 
no money left, so I tr ied using 
t h e a x e ! A d v e n t u r e 
characters seem to have got 
very used to the bloodthirsty 
ways of Spectrum users who 
wander into their lives — this 
shopkeeper was more than 
ready for me! The stat is t ics 
told me the sad story — my 
prowess and energy levels 
were all less than his and 
whereas my luck level was 
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high his said 'not appl icable' 
which I thought sounded 
very ominous! He won.' 

•The text Is all nicely laid 
out and the program has 
what seems to be a 
reasonably large vocabulary. 
Entries are processed In-
stantly, so there's no waiting 
about. If you get into a fight 
the statistics appear at the 
top telling you your chances 
of winning, and the text is 
very lively in describing the 
blows, offering you fast op-
tions on continuing or runn-
ing. Otherwise It continues 
round by round until one of 
you runs or snuffs it. I haven7 
got all that far yet, but there 
certainly seems to be a large 
number of locations contain-
ed in the program. A map 
helps. This is certainly one to 
ponder over and come back 
to. It can be saved fortunate-
ly so you can cogitate in bed 
at night. Looks like more 
sleepless nights!' 

Playability 66% 
Getting started 79% 
Addictive qualities 65% 
Value for money 80% 
Overall 73% 

Robot Riot 
Producer: Sllversoft 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: Patrick 
Richmond 

Working for the Acme Robot 
Manufactur ing Co. is not an 
easy bus iness when the 
robots keep running riot. 
You're in the control room 
one day when you notice the 
robots are out and playing 
d a n g e r o u s l y . T h e o n l y 
answer is to send out the 
Bomber! 

Sllversoft have taken a 
well worn theme, turned it on 
i ts head, and come out wi th a 
new type of game. For want 
of a better compar ison this is 
a backward 'Pac Man' type 
game. Instead of eat ing dots, 
here you lay them. 

The screen represents the 
f a c t o r y c o r r i d o r s , a 
reasonably complex maze. 
When the game starts the 
bomber, 'you', must move 
round the corridors laying 
mines . To c o m p l e t e the 
screen every corridor must 
be laid. This tempts the king 
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robot out of his central lair, 
so that you can get in and 
progress to the next level. 
What you're up against is a 
handful of di f ferent robots 
(ghosts backwards?) which 
start to material ise in the 
four corners, unti l the screen 
is running wi th them. For-
tunate ly there is a lso a 
p o w e r m i t e , w h i c h 
rep len i shes your rap id l y 
fading supply when you run 
over it. As soon as you do, 
a n o t h e r m a t e r i a l i s e s 
somewhere else. Another 
unpleasant problem is that 
a l l r o u n d t h e c e n t r a l 
enclosure the corridors are 
cut off by several sl iding 
doors which open and close. 
Not only does this hinder 
your mine-laying program, it 
also can get you nasti ly trap-
ped if you're not careful. 

CRITICISM 

'An original idea, and a 
good one at that. A bit slow 
at f irst, but as the game pro-

Rresses the a c t i o n ge ts 
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 
I warmed quite rapidly to this 
game after 10 minutes play-
ing. Although it Isn't exactly 
fast, it turns out to be quite 
demanding 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 cont inuous 
sound, make this into a 
good-average game. An ad-
vance on 'Pac Man', it is one 
of those maze games that 
w i l l p r o b a b l y appea l to 
many. I didn't f ind it all that 
add i c t i ve , a l t h o u g h very 
playable after a few minutes. 
The opening and shutt ing 
doors, adds a touch of drama 
too, especial ly as it can put 

you In a t ight spot, and 
frustrat ingly cut you off at 
the last second from your 
power mite! Not bad at all.' 

COMMENTS 

Control keys: very good, Z/X 
left/right, K/M up/down 
Joystick: Kempston 
Keyboard play: responsive 
Colour, good 
Graphics: good 
Sound: cont inuous, 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% 

Speed Duel 
Producer: DK Tronics 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 
Author: K. Larter 

Speed Duel is DK Tronics 
contr ibut ion to the elusive 
Spec t rum version of the 
famous 'Pole Posit ion' type 
game, where you roar around 
a race track in pursuit of, or 
pursued by, other racing cars 
in an attempt to reach the 
f in ish line first. 

This version features sol id 
3D graphics, complete wi th 
bends, moving horizon and 
the road seen in perspective. 
There is a choice of five cir-
cui ts to choose from and you 
can race against a choice of 
computer cars ranging from 
one to five. 

CRITICISM 

'Overa l l , the g r a p h i c s 



aren't bad, wi th quite a large 
car, though smaller than the 
ones, in Grand Prix Driver or 
Road Racer, a bright blue 
road w i t h c e n t r e l i n e s , 
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 hi t t ing 
the horizon. There are no 
gears to change , w h i c h 
shou ld m a k e the g a m e 
easier to play, but in fact the 
car tends to be very uncon-
trollable, wobbl ing from left 
to right much too quickly. ' 

good touch. The graphics are 
reasonable and the 3D works 
about as well as any other 
spect rum version, but It was 
i r r i t a t i n g tha t y o u kept 
c rash ing when your car 
hadn' t even touched the 
edge of the road sometimes. 
This seems to depend on 
your angle to the verge, and I 
p resume the p rog ram is 
reading character blocks, so 
that somet imes you actual ly 
have col l ided when It looks 
a s If y o u h a v e n ' t . A 
reasonable racing game, but 
only an average game.' 

'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 I 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 
de ta i l in t h i s v e r s i o n , 
although I stilt think Road 
Racer is better. The choice of 
circuits and oponents is a 

COMMENTS 

Control keys: CAPS/2 
left/r ight, SYM. 
SHIFT/SPACE 
brake/accelerate 
Joystick: unstated 
Keyboard play: difficult 
Colour good 
Graphics: reasonable 3D 
Sound: average, cont inuous 
Lives: 5 
Screens: 4 wi th scrol l ing 
General rating: average. 

Use of computer 58% 
Graphics 70% 
Payability 62% 
Getting started 35% 
Addictive qualities 53% 
Value formoney 58% 
Overall 56% 

Freez' Bees 
Producer: Silversoft 
Memory required: 48K 
Retail price: £5.95 
Language: Machine code 

Freez' bees adds another 
version of 'Pengo' or ' P e n g / 

to the Spectrum file. The ob-
ject of the game is to walk 
your penguin round the ice 
fields, burning away the ice 
blocks to create space, or 
send them shoot ing off to try 
and crush the nasty snow 
bees who are out to get you. 

Features in th is version In-
c lude the penguin's abi l i ty to 
electr i fy the fence, stunning 

One penguin dead as a dodo in Froez'Beos. 

the bee that touches if for a 
moment, and the il lumina-
t ion of ice blocks containing 
bee eggs at the start of each 
phase. You receive extra 
po in ts for c lear ing these 
blocks before the eggs hatch 
out. 

CRITICISM 

"The graphics in Freez' 
bees are very nice, quite 
large and very colourful on a 
whi te ground. They move 
smoothly as welt, and at a 
fair pace even on the slower 
of the ten speeds. I quite en-
joyed playing it and the game 
itself is very addict ive when 
you get f luent at control l ing 
the penguin.' 

'Once a snow bee is on 
your tail you may as well give 
up as it's hard to get away, 
and extremely difficult to get 
round a block, turn and fire at 
your tormentor. Apart from 
this aspect, which I think 
spoils the game's payabili-
ty, this type of game is really 
very simple and not worth 
buying. This version has 
good sound though.' 

'This version is frant ical ly 
d i f f icu l t to play — perhaps 

too hard to keep your atten-
t ion — so it 's as welt that 
there's a range of speeds to 
se lec t . The co lou rs 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/r ight, 
K/M up/down, L = slide or 
crumble an ice block 
Joystick: Kempston 
Keyboard play: single key 
action, but fast 
Colour simple but bright 
Graphics: good 
Sound: very good 
Skill levels: 10 speeds 
Lives: 3 
General rating: reasonable 
implementat ion of fair 
game. 

Use of computer 60% 
Graphics 57% 
Payability 59% 
Getting started 63% 
Addictive qualities 68% 
Value formoney 57% 
Overall 61% 

Paratroopers 
Producer: Rabbit 
Memory required: 16K 
Retail price: £5.99 
Language: Machine code 
Author J.F. Cain 

It gets awful ly lonely s i t t ing 
on your own in a bunker unti l 
the enemy decides to drop 
in! 'Your bunker' is in fact a 
f ield gun which you control, 
s i t t ing in the bot tom centre 
of the screen. Above you, in 
the sky, hel icopters stream 
by in both direct ions, spew-
ing paratroopers out on top 
of you. Their object is to get 
three men safely on the 
ground, at which point they 
str ide off and return in a 
large tank against which you 

are defenceless (and dead!) 
and that 's that. Your aim Is to 
prevent them from landing 
any men and you score for 
paratroopers destroyed and 
helicopters knocked out. 

The game cont inues on 
after loss of life, resett ing 
the score to zero, qui te 
automatical ly. 

CRITICISM 

'Your f ield gun can be 
traversed to cover most of 
the screen, but you must be 
accurate as fir ing 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 of the 
gun must go through what 
looks like seven different 
'frames' to create the illu-
sion. The details of 
paratroopers and 
helicopters are also good, 
with some paras opening 
their chutes immediately, 
other delaying to the last se-
cond, and some poor devils 
whose chutes fail to open 
and get splatted on the 

round. You're dead if three 
[and successfully, or it one 
lands right on top of you. 
Fun, but perhaps not very ad-
dictive.' 

'This is qui te a neat idea, 
which scores w i th i ts f ine 
graphics, but there wasn' t 
quite enough depth to the 
idea to keep me enthral led, 
and I thought the sound 
could have been better — no 
gunshoot ing noise for in-
s tance . The user -def ined 

• i f i ; 

keys are a good idea! 

COMMENTS 
Control keys: user-defined 
for left/r ight/f ire 
Joystick: Protek, AGF 
Keyboard play: responsive 
Colour reasonable average 
Graphics: good, wel l 
detai led 
Sound: below average 
Skill levels: i t 's main 
drawback — only 1 
Lives: 1 
General rating: good, but 
not very addictive. 

Use of computer 70% 
Graphics 68% 
Payability 66% 
Getting started 62% 
Addictive qualities 49% 
Value for money 55% 
Overall 62% 

The name of the game is a good aim — Paratroopers. 

Stonkers 
Producer: Imagine 
Memory required: 48K 
Retail price: £5.50 
Language: Machine code 
Author: John Gibson 

In an unusual ly terse and to 
the point scenario introduc-
t ion, Imagine Inform you that 
you are poised on the very 
brink of batt le — the enemy 
have had their port and HQ 
under siege for weeks, and 
now is the eve of the battle. 
As c o m m a n d e r of you r 
forces, you must out-think, 
out-manoeuvre and out-f ight 
your foe. 

Stonkers is a graphical 
strategy and tact ics game 
between the player and the 
c o m p u t e r . U n l i k e m a n y 
popular war games already 
available, in Stonkers you 
are not expected to spend 
ages sett ing up the scenario, 

d is t r ibu t ing weapons and 
moving your forces unit by 
unit. Both of you and the 
enemy already have tanks, 
art i l lery and infantry posi-
t i o n e d r o u n d the coun-
tryside, and the enemy's 
forces are on the move as 
soon as the game com-
mences. In fact, th is 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 sca le map , w h i c h 
shows a big close up wi th 
g r a p h i c a l d e t a i l s of the 
various units. On this map. 
w h e n a u n i t i s b e i n g 
deployed, you can see it mov-
ing, i ts speed depends on the 
terrain which is also shown 
as contours. On the total 
map a cross-hatched cursor 
block, indicat ing the area of 

Stonking along with Imagine. 

the large scale map, can be 
rapidly moved by direct ional 
keys. Pressing the fire key 
switches maps. On the close 
up map a X cursor is moved 
wi th direct ional keys, and if 
posi t ioned directly above a 
unit, wi l l 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 suppl ies f rom your 
port (when the supply ship 
has docked) to where they 
are needed using your 4 sup-
ply units. If a unit fai ls to 
receive supplies in t ime it 
wi l l be lost for good. 

The game moves at a fast 
pace and holds a number of 
undisclosed surprises. 

CRITICISM 
'The game is long and fair-

ly "deep" due to the task of 
d e s t r o y i n g e i t h e r t h e 
enemy's Port and HQ or his 
forces, and also due to the 
scale of the war. You may be 
needing infantry down on the 
coast fast, but can it be 
spared (or even get there In 
t i m e ) f r o m t h e d i s t a n t 
highlands? Stonkers appeal-
ed to me much more than 
most of the other wargames 
due to i ts higher qual i ty of 
graphics, large scale and 
simple controls. Very addic-
tive — I found myself having 
a bash dur ing any spare 
hour.* 

'The graphics and overall 
presentation are excellent. I 
like the ticker tape which of-
fers you the selection menu 
for keyboard, joysticks and 
skill levels. I was surprised 
by the speed at which 
Stonkers moves once all the 
various units are being 
deployed. It gets to the point 
where you barely have -any 
time left to think, and you're 
punching keys all the while. 
There are 2 skill levels, the 
harder only allows you to 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 is set to be the 
best wargame I've seen yet. 
It keeps you on the go con-
stantly wi thout having to 
wait whi le 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-
ed that the first two batches 
of tapes they received did 
have a problem which 
causes the program to crash 
Inexplicably. This has now 
been corrected. If you have 
encountered this problem, 
you may return the cassette 
to Imagine and they will 
replaceTt. But anyone buying 
Stonkers now should en-
counter no problems. 

COMMENTS 
Control keys: CAPS. X,V,N 
left; Z,C,8,M right; 2nd. 
row = up, 3rd. row = down, 
top row = fire 
Joystick: Protek, AGF, 
Fuller, Sinclair, Kempston 
Keyboard play: responsive 
and fast 
Colour very good, lots of it 
Graphics: very good 
Sound: not much, but what 
is used is high quali ty 
Skill levels: 2 
Screens: 2, wi th smooth 
scrol l ing 
General rating: excellent 
batt le game which manages 
to be very addictive. 

Use of computer 90% 
Graphics 70% 
Payability 70% 
Getting started 58% 
Addictive qualities 90% 
Value for money 87% 
Overall _ 78% 
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Castle 
Blackstar 

j 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 p l a n n e d se r i es o f 
•Artemis Quests', is to enter 
Cast le B l a c k s t a r at the 
b e h e s t o f a b e a u t i f u l , 
mysterious woman gl impsed 
in a dream. There you must 
recover her power orb from 
the v a s t u n d e r g r o u n d 
caverns. To achieve max-
imum points all treasures 
found must be cleaned of 
their evil, all puzzles solved 
and the orb returned to our 
dear lady, who is, of course, 
no less than a Goddess — 
Artemis. She promises to 
covertly help you dur ing your 
quest. The max imum score 
is 240 and, if successful , you 
may keep all the loot! 

A note in the accompany-
ing 8-page booklet says that 
the driver sof tware for Castle 
Blackstar is based exten-
sively on the Adven-80 pro-
gram developed by Peter 
Scargill. 

CRITICISM 

'As a text-only adventure 
amongst the new wave of 
graphic adventures, Castle 
Blackstar manages to hold 
Its own very well. The loca-
tion descr ipt ions are nice, 
deta i led and manage to 
create atmosphere in s imple 
terms very well. The com-
puter's replies to one's more 
n o n s e n s i c a l c o m m a n d s 
have a g o o d t o u c h of 
h u m o u r , a n d w i t h f a s t 
machine code response this 
works very entertainingly. ' 

'I quickly found the castle 
at the beginning of the quest, 
but having strayed two 

\ moves away from ft into the 
\ forest, I found the compass 
directions magically faded 
and I couldn t get back. 
Twenty steps later I was still 
stumbling blindly through 
thick forest. 'Climb Tree' to 

get a better view only elicited 
the response that such a 
dangerous undertaking was 
useless and I wouldn t find 
anything up there anyway! 
Starting to think the forest 
was intended as a death 
trap, I suddenly came upon a 
Gingerbread House in a 
clearing — and that was a 
death hole — three moves 
later I'd been turned into a 
wriggling worm and ended 
up inside some bird's tum-
my! Great!" 

'A good text adventure 
beats a mixed graphics/text 
one anyday , and Castle 
Blackstar ranks wi th Art ie '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 I look forward to 
Artemis Quest 2. Exploring 
the inside of the cast le was 
great fun, and I was Impress-
ed that turning a winch in 
one room actual ly operated 
something four or five loca-

t ions away without my even 
knowing it unti l later when 
my apparently meaningless 
ac t i v i t y p roved va luab le ! 
Beware of the fierce musical 
eagles (neat), and I hope you 
have more luck than me in 
gett ing a source of l ight to 
set about explor ing the dark 
l o w e r r e g i o n s ( s o r r y , 
Artemis, let you down there 
. . . ) Great game, pity about 
the price.' 

COMMENTS 

Graphics: text only, very 
simple, black letters on 
whi te ground, clear and 
easy to read 
General rating: a good 
adventure, but pricey. 

Use of computer 80% 
Payability 80% 
Getting starting 89% 
Addictive qualities 83% 
Value for money 45% 
Overall 75% 

Dodge City 
Producer: Phoenix 
Memory required: 48K 
Retail price: 
Language: Machine code 
Author: Fraser Orr 

Dodge City comes packaged 
in a large video-style plastic 
b o x a n d c o n t a i n s t w o 
cassettes. The first is an ac-
t ion game, the second an 
adventure game, each inex-
tr icably t ied to the other. The 
object Is to master twelve 
ski l l levels In the act ion 
cassette, and if you do you 
wil l be given the running 
c o d e for t he a d v e n t u r e 
cassette. Without this secret 
code you wi l l be unable to 

play the adventure. At the 
end of each skil l level you 
wil l be given a clue, and all 
the clues are vital to solving 
the adventure. 

The act ion tape shows you 
a Western desert plain wi th 
m o u n t a i n s i n t h e 
background, and 'you' are a 
Pony Express rider. The aim 
is to col lect four mail bags 
whi le avoiding the baddies 
on black horses chasing you. 
They shoot at you, and you 
can shoot back. If you hit 
one, he fal ls Off his horse and 
dies, only to replaced a se-
cond later by another. The 
other problem takes the form 
of cactus plants — running 
into one results in a prickly 
end. On the first screen you 
f ind yourself chased by one 
baddy at a t ime, but on suc-
ceeding screens there are 

A Mai lman 's go t ta do wha t a male man's go t ta d o . 

E H ! 

more baddies to contend 
with. These may be rotten 
cowboys, bandits, Mexicans 
or Indians and mixtures of 
all. 

You lose a life if hit by a 
baddy, if you run into a cac-
tus or if you fall to collect 
four consecutive mail bags. 
Between each ski l l level the 
picture cuts to the off ice, 
where a message has arrived 
for you — a clue to col lect 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 
your hotel room wi th a pearl 
handle gun, presumed to 
have ki l led him, lying at your 
feet. Now, read o n . . . 

CRITICISM 

' The g r a p h i c s o f t h e 
h o r s e s a re ve ry g o o d , 
smooth and quite realistic, 
and those of the adventure 
are ail qui te detailed, taking 
up the top third of the display 
area. In the act ion sequence, 
the pursuers fire very quick-
ly, somet imes when they're 
not even on the screen. I 
thought the adventure was 
quite a good one, but it takes 
a long t ime to get into as you 
must master 12 ski l l levels in 
the arcade tape. This is a 
daunt ing task. (I only manag-
ed five, but the producers 
were thought fu l enough to 
provide me wi th the secret 
code so I could get to see the 
adventure. Frustrated adven-
t u r e r s s h o u l d s e n d a 
s t a m p e d a d d r e s s e d 
envelope and f i f ty pounds 
t o . . . ) Seriously though, I 
think there is a danger of 
becoming bored with the ar-
c a d e g a m e b e f o r e y o u 
manage 12 levels. If you want 
an adventure buy one, if you 
want arcade, buy It. The idea 
of Dodge City is debatable 
because unless you manage 
the first you cannot see tne 
second, and I 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 
good, and so is the first loca-
tion which tells you 'Dodge 
City welcomes careful 
drovers'. A warning when 
entering the secret code — 
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the characters entered don't 
appear written on the screen, 
only dashes appear, which 
may confuse you into an er-
ror, The idea is a good one, 
although it probably won't 
appeal to serious adventure 
fans because of the arcade 
game coming first, and it is 
difficult to get through the 
adventure without those vital 
clues.' 

'The act ion and adventure 
graphics are pretty good, but 
there's not much sound. The 
worst thing is the poor in-
st ruct ions which don't tell 
you the control keys, which 
are numerous in opt ion and 
very badly laid out.' 

COMMENTS 

Control keys: poorly 
posi t ioned; (eft = 
2/0/W/S/SYM SHIFT, right = 
1/Q/A/CAPS/P/ENTER, 
d o w n = 3/E/D/X/l/K/M, up = 
4/R/F/C/N/J/U, fire = 
5/T/G/V/Y/H/B 
Joyst ick: Kempston 
Keyboard play: responsive, 
a l though confusing wi th the 
keys 
Colour: good 
Graphics: good 
Sound: fair, none on 
adventure tape 
Skill levels: 12 essential 24 
in all (arcade tape) 
Lives: 5 (arcade tape) 
General rating: above 
average 

Use of computer 45% 
Graphics 70% 
Playabitity 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 f inish-
ed his famous novel about 
the future in 1948 it seemed 
logical to reverse the last two 
f igures and call it 1984. Since 
then the date has had a semi-
magical connotat ion. 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 to prove that 

you can do better than our 
exist ing pol i t ic ians. You, of 
course, are to be Prime 
Minister. Can you ride out 
three terms in power and sur-
vive two General Elect ions? 
At the start you inherit cer-
t a i n f i g u r e s u n d e r t h e 
h e a d i n g s S o u r c e s o f 
Revenue in m i l l i o n s of 
pounds, and Details o l Spen-
ding, also in mi l l ions. These 
include (Revenue) Corpora-
t ion tax, Value Added Tax, In-
come tax, Customs & Excise, 
a n d L o a n s : ( S p e n d i n g ) 
G o v e r n m e n t c o n t r a c t s , 
Grants to industry, Public 
S e c t o r s p e n d i n g . G o v t . 
Depa r tmen t wages . Pen-
s i o n s , U n e m p l o y m e n t , 
Benef i t , Ch i ld A l lowance, 
Foreign Aid, and interest on 
borrowing. 

This screen Is fo l lowed by 
Major Indicators, a chart of 8 
i tems which chart your pro-
gress, and which can be call-
ed up at any t ime to see how 
you are doing. This Is follow-
ed by d e t a i l s o n t h e 
Min imum 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 f lagging industry, for in-
stance, may be given a boost 
by an increase In the Grant to 
Industry. 

The g a m e a lso incor-
porates the major nightmare 
of any modern government, 
the wages claims. You have 
to deal wi th those in the 
Public and Private sectors as 
wel l as Civil Servants. You 
must decide on the level of 
Government Investment In 
banks, balance the ef fects of 
raising money through In-
dustr ial levies, keep an eye 
on the funding of your own 
government depa r tmen ts , 
sort out the budget for each 
year, organise the levels of 
foreign aid, subsid ise in-
dustry through grants, and 
f i n a l l y , a t t e n d C a b i n e t 
Meetings on a wide variety of 
problems. 

The game is accompanied 
by a detai led 13 page leaflet 
cal led A Pocket Guide To 
Running Britain, which ex-

plains the various funct ions 
o f t h e g a m e a n d t h e 
economy generally. 

CRITICISM 

'Af ter an ominous t i t le 
screen of the Houses of 
Parl iament, the nightmare 
begins! The game proceeds 
along very sensible lines, in-
forming of the next problem 
to be faced, and of fer ing 
some prompts for beginners. 
I was doing really well, I 
thought, as I added nominal 
amounts to my departments 
(Health, Education, Housing, 
Defence etc.) but then a 
no t i ce in fo rmed me that 
runaway government spen-
ding had brought me down! 
Well of course, I 'm honest — 
pol i t ic ians are. 

COMMENTS 

Colour and graphics: all 
very clear, with well used 
colour 
Sound: useful entry beeps 
and the sound of Big Ben 
chiming 
Skil l levels: 1 — and that 's 
enough! 
General rating: an excellent 
strategy game with tons of 
scope. 

Use of computer 75% 
Graphics 68% 
Payability 85% 
Getting started 79% 
Addictive qualities 63% 
Value formoney 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 
Starf ighter in what was sup-
posed to be empty space, 
w h e n you are s u d d e n l y 
jumped by an Imperial Strike 
Force wh ich has jumped 
f rom hyperspace . Tough 
luck. You can't outrun them, 
so you'l l just have to f ight it 
o u t a l o n e . The e n e m y 
Mothership is protected by 
four waves of f ighters. The 
object of the game is to 
destroy each wave in turn 
and f ight your way through to 
the Mothership and then 
p l a c e a l a s e r b o l t in 

whichever of her two power 
cores is-act ive. Added dif-
f icul t ies come in the form of 
meteor showers. 

CRITICISM 

'This game has been taken 
right f rom the arcades. I 
can't remember the arcade 
version name, but it 's been 
around a fair t ime now. The 
graphics are smoothly mov-
ing a n d q u i t e d e t a i l e d 
characters. A problem you 
must watch out for is the am-
mo supply which runs down, 
forcing you to be accurate. A 
good, playable game, but it 
might lose its quali t ies after 
a bit." 

'It looks deceptively sim-
ple at first. The waves of at-
tackers don't seem to move 
all that fast, as they jig their 
way down, but their concen-
trated fire power homes in on 
your position, so you can't 
stay still for a moment, and 
it's easy to get trapped bet-
ween fighter fire and the 
flaming meteors that also 
descend thickly from above. 
Reasonably addictive to 
play.' 

'Starclash is a shoot em 
up 'invader' type in which 
each attack wave is more dif-
f icult to destroy than the 
last. It 's not easy to get 
through to the Mothership at 
all. I would say this is well 
above the usual galaxlan/in-
v a d e r g a m e s t a n d a r d , 
almost a scaled down ver-
sion of the arcade original 
Altair. Qui te good.' 

COMMENTS 

Control keys: simple, well 
placed — Z/X left/right, 
SPACE = fire 
Joyst ick: Kempston 
Keyboard play: responsive 
Co lour average to good 
Graphics: good 
Sound: cont inuous, fairly 
good 
Skill levels: each wave 
harder 
Lives: 3 
Screens: 4 waves plus 
mothership 
General rating: above 
average type good shoot em 
up. 

Use of computer 72% 
Graphics 69% 
Payability 65% 
Getting started 72% 
Addictive qualities 63% 
Value formoney 70% 
Overall 69% 
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• AS SOON RS THE 
ARCADIA HIT THE 
AIR, ALIEN LIFE 

S INVADED H E R -

r IT at I T ' S ^ 
H O R R I B L E / 

WHAT L& I T P 
. WHRT'S 
HRPPENEO 

V T O V D U ? I 
y o u W A N T 
TO K N O W 
, WHAT I 
^ AM? ^ 

- T H E FORM 
15 ONE W E • 
HRVE NEVER 

MET 
^ B E F O R E / / / ^ 

T H I S 
IS W H A T ! 
L A M . ' , 

— CROSS WR5 ^ 
ALREADV CLINICALLY DEAD 

WHEN WE WERE 'INVADED', 
I SENSED THE INVADERS 

. IMMEDIATELV - A SILICON 
BASED FORM, S IMILAR 
TO V IRUSES . THERE ARE 

. COUNTLESS NUMBERS OFJ 
^ THEM IN THE A I R , 

\ R M - W P 5 -
THE ARCADIA'S 
COMPUTER - , ^ ^ - W I T H 

R THE SILICON 
VIRUS MATED 

TO ME /1 BECAME 
. SO MUCH 
N MORE THRN ^ 

A L IVIK& E N T I T Y 
^ ^ WITH THE WILL TO S U R V I V E / 
SO I LOADED A L L MV INFORMATION 
I INTO VIRUS CELLS AND CRRWLED 
^ ACROSS \JJHAT WAS L E F T OF 

THE AIR INTO CROSS' BODY, 

' WE A R E , * 
AFTER ALL 

MADE OF THE 
S A M E 

V MATERIAL 

BUT I PIP MORE 
THRNT3UST S E N S E 
THEM - I MER&ED 
^ WITH THEM, ^ ^ 

R THEV ^ 
INVADED 

EVERV ATOM 
L OPME - . 

• 



Marooned on one world of a great unknown Dyson Sphere 
Mhr system, the survivors from the Stars hip "Arcadia" 
m lad by ship's officer Cross. But Cross' strange 

behaviour arouses the suspicions of Jin Kimas The 
answer to the puzzle is one that Kimas wished she had 
never sought . 

r 
T H E V I R U S CON E N T E R HUMRN 
C E L L S B U T C H O O S E S N O T T O 
S I N C E I T C R N N O T C O M M U N I C A T E 
W I T H T H E M , VWITH M E tN T H E 
C I R C U I T I T C O U L D - S O I U S E D 
I T TO S T O P T H E D E C f l 1 / I N 
C R O S S / I R E - B U I L T T H E 
P A R T S O F H I M W H I C H 
WERE M I S S I N G 

LEAVE HERE IMMEDIATELY, 
T H E R E IS NO T I M E TO W A S T E 

O N F R I V O L O U S G A M B L I N G , , , 

T H I S 
I S MOT F R I V O L O U S 

G F W i B L l N & y P f l L ' T V I I S IS S E R I O U S 
G A M B L I N G . B E E N P L O Y I N G T H I S 

DEVICE S I N C E I C A M E O N B O A R D 
FIND I T ' S O U S T A B O U T T O / / / 

V O U HRVE " 3 U S T 
S U R V I V E D A 
D I S A S T R O U S 

CRRSH A N D R L L 
V O U A R E 

C O N C E R N E D RBOUT 
I S G E T T I N G 

U S E L E S S fAONEY 
F R O M R 

M A C H I N E ? 

OOSEF P MRNPRELL IS 
NEVER C O N C E R N E D W I T H 
" O B T A I N I N G M O N E Y , , / 
O N L Y W I T H W I N N I N G ~ 
W H A T ' S YOUR G A M E , P A L ? 

f9: 

' hi PRY 
UP.' 

SURVIVAL, 
"OOSEF P M A N D R E L L ^ 

flNP IT IS N O T R G A M E / 
S O G E T O U T O F H E R E , 

RND G E T T O W O R K / 
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LON& SHOT, EH? 
OH/ WELL, 

. I'LL BUV 
V THRT/ / 

CROSS DROVE THE SURVIVORS HURL? 
FOOD WAS SRLVFLGEP FROM WHRT 
REMAINED OF THE STORES, VEHICLES 
IMPROVISED FROM SERVICING 
EQUIPMENT UNTIL RT LFLSTTHEV 
SET OUT,,/ 

///TREKKING- RCROSS 
THE HRR5H TERRAIN 
IN SERRC-H OF some -
THING- - R N V T H I N & — 
T O R I P T H E I R ESCAPE 

SOON THEV FOUNP A BRRE/ 
DESERTED V/LLROE, 
CROSS, KI*\R5 PND MFLNDRELL 
INVEST I&RTEE> RLONE ,/, 

^ EMPTV, ^ 
NOTHIN& R}R US 
ta^H&RE , ^ 

R NO, ^ 
THERE I S 

SOMETHING 

r - I S E N S E 
RN&ER, RNCIENT 

BITTERNESS,// warn 

CRME ^ N 
' FROM THERE -

T H R T H U T , 
CLflSSlFV HOSTILE 
. RETURN Get 

VOWNi 

' WAIT; 
THE THRERT 

IS 
K. GONE,/, > 

GJiYWlE SornE ODDS ON THIS SURVIVAL SCRM, WHRT CHANCE WE 

75,32 TO 

STORY BY KELVIN GOSNELLe 
DRAWN BY OLIVER FREYt 
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WE NEEP A VESSEL TO 
TO T A K E US OFF YOUR 
W O R L P , THERE MUST BE 

K SHIPS TO TRRVEL 
^ BETWEEN THE PLANETS 
L / > i OF THIS SYSTEM v 
L Z A ARE THERE 

• ^ • S T F L R S H I P S T O O ? 

WE SEEK ONLY 
INFORMATION 
FROM YOU' WE 
WILL GWE YOU 
FOOP IN A 
RETURN/ 

F MIGHT 
wb WELL G E T 

ON WITH IT 
A N P 

IT KILL M E , , 

F ^ W H Y P O ^ 
YOU ATTACK 
US,OLT> M A N ? 
WE MEAN YOU 
v NO H R R M / . 

^ ^ STRAN&ERS ^ 
w ALWAYS MEAN HARM, 
'T lSTHE WAV OF THINGS 
REST O F "THE PEOPLE 
RJEP WHEN WE S A W 
YOU COMING- , L E F T 

ME H E R E - T O O S I C K 
v T O W R L K A N O T O O 
X OLD TO BE RFRRO -

HE'S OFF HIS 
v G O U R D , 
V CROSS/". 

B U T l FEAR THE. 
PRIESTHOOD EVEN L £ S S > 
THAN I F E A R V I L G H R R E ' S 
H O R P E S / IF YOU WISH T O 
SPEAK BLASPHEMY, T H E N . 

II WILL Z301N 
^QUIET, 
M F I N P R E L L 

^ ^ S T A R S H l P - ^ ^ s l 
^ 'T IS H WORP I HAVE ^ 
NOT HEARP SINCE Wf YOUTH 

WE USEP TO SAY IT TO 
^ ANNOY OUR ELDERS, 
V BUT THIN&S CHFLN&E- „ 
V L T >S BLASPHEMY S I 

NOW,,, > — — 

W ^ - ^ Y ^ ^ T E L L US WHAT 
YOU KNOW, OLD MAN, 

• T E L L US THIS BLASPHEMY, 

H FEWMILE5 RWRY 
THERE WHS OTHER — 
MORE V I O L E N T -

TALK OF &LASPHEMY, 
YOU SEE - HE HRS FL HOPELESS 
CASE OF CREATION ST 
P&LUSIONS, EVILPODOER5 J W 
COMMRNP HIS SOUL , 
HE MUST BE ^ ^ M M M 
P U R I F I E P / . ^ ^ • r t P h ^ P v l 

W U ^ 
J SPY YOU CAME 

HERE ON A 
MESSEL OUT OF 

' S P A C E ' ? 
L V t T ^ b U S R W . 
K MO O O P S ? A 

W - S ' R I & H T / ^ 
SHIP C R R S H E P -

N-NO OOPS OUT 
THERE-3US' SPACE/ 
P-PLEFLSE PON'T HIT 
^ ME A&RLN,,/ ^ 

' BUT I ^ 
I B " ™ _ W W I L L TORTURE 

• R THE LRST PROP OF 
A INFORMATION FROM HIM 

4 BEFORE I LET FOU 
REMOVE HIS INNARPS FOR 

PURIFICATION1,IWR ARCHBISHOP/ 

M VERY WELL -
* PREPARE THE KNIVES 
FLNC OTHER INSTRUMENTS 
^ FOR THE CEREMONY/ 

r 
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More thrills and gruesome 
spills next month! 



CDS programs, the 
ultimate experience 

m 

is is Winged Warlords' a brand new 
Arcade Adventure game from CDS. 
Just one of a new range of exciting 

programs for1984. .. 

v ONLY £5-95 each at W.H.Smiths. JohnMenzies 
Boots, and other leading Computer Stores, or... 

Available direct from CDS Micro Systems 
Send Cheque or RO. To CDS Dept. YC1, 
10,Westfield Close. Tickhill.Doncaster 

. Selected titles only DN11 9LA. Tel: (0302) 744129. 



J Take a giant step closer to reality with 
New Generation Software. The 3D 
Graphics of New Generation programs 
bring the screen aJive 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 die evil that 
now controls all things. But beware - the 
sound of footsteps approaching could be 
Bogul! 

Corridors ofGcnon for *8K Spectrum £5.95 
It is a superb program, and a uvll 
conceived plot Brilliant'''Value for 
money 100%' Home Computing Weekly 
Knot in 3D for 4HK Spcctrum £5.95 
Addictive, playable game' CJ& V Games 
3D TUnnel for 16K/48K Spcctrum £5.95 
A masterpiece ofprogramming' C&V G 

Hurtle into a void leaving a trail for 
your unseen pursuers in 'KNOT IN 313*. 
Weave your way through up to five trails 
but be careful, you could get knotted! Or 
travel through the depths of a moving 
tunnel lull of bats, rats, spiders and toads in 
*3D TUNNEL', with a special surprise in the 
48 K version. 

Stamina is the vital ingredient of 
ESCAPE', as you'll be venturing into the 
maze pursued by walking and flying 
dinosaurs. 

ZX81 owners must be prepared for the 

Escape fi>r 16K Spcctrum 
i )ne of the best and most original games 
tt v btu v seen for ihe Spectrum' Sinclair I far 
.31) Monster Maze for I6K 7.XH I £4.95 
•Brilliant, Brilliant. Brilliant . ' 
Popular Computing It 'eekfy' 
3 0 Defender for l6K 7.X81 £4.95 
'Another.iD Winner ' Sinclair I 'ser 

shock of coming face to face with the 
T. Rex that leaps out from *3D MONSTER 
MAZE*. ' 3 D DEFENDER' takes you out of this 
world and plunges you into space in a fast 
moving game to defend your home planet 
against alien spacecraft in a blitz of 
explosions, plasma blasts and photon 
beams. 

All these exciting 3D games have been 
designed by Malcolm Evans, the 3D 
expert. They'll have you leaping out of 
your seat because you don't just play New 
Generation games, you live them. 

Products available from 
W H Smith, Boots, 
Menzies, Spectrum 
Croup, H M V , and 
all leading department 
& computer stores mire* 

ntEEPt>ST Bath BA2 4TI) Tri 0225 >31692-* 
Mail orticr by return 



Author; Anton Hlnxman 
Hiv8*c8ve action I 

Bertie Be* needs hep 
defending the hive. Fight off 
the invading swarms, cattle 
the bees and defend your 
Queen' 

Author Indescomp 
Itchy action f 

Jump your way out ot the 
caves with Bugaboo the flea 
but beware oflht»fearsome 
Dragon as you pimp around 
the exotic vegetation 

Author; David Shea 
An enchanting game based 

around episodes of Raymond 
> amazingly successful 

48K 

Author: Sandy White 
Battle ihe Ants In the soft 

solid 3D city of Anlescher 

Authors M. Preston, 
P. Hunt. R. Rose, D. Moon. 

A mythical graphic 
adventure in the dark and 
deadly halls ol Earthstone 
Castle. Battle Dragons, 
Vampires. Sphinx Zombies, 
Skeletons. Gryphons and 
other legendary beasts to 
rescue The beautiful Princess 
Paula. 

Author; Indescomp 
Action beneath the 

Pyramids! 
Fearless Fred the Intrepid 
Archaeologist searches Ihe 
creepy catacombs below the 
torrid tomb of Tooliecarmoon' 
for the lemble treasures 
amidst monstrous mummies, 
ghastly ghosts, bats and rats! 

43K SPECTR 
COMMODORE 64 

WC 20 * 3K or 8K 
DRAGON 

BBC MODEL 

Author John Hoiks 
uthors, Mark 6 Richard Moore 

Authors: Steve Le&Chartec 
IA C Andrew/Incentive 

Author Dave Mendes 

All titles available from Qulcksllva Mail Order 
P.O. Box 6, Wlmborne Dorset BA21 7PY. 

Quicksilva programs are available from: Boots. W.H Smiths. J. Menzies. Microdealer. 
HMV. Hamleys. John Lewis, Computers tor All and all reputable 

specialist computer stockists. 


