
ZX81 or  even the incredible
new Spectrum, but today it
just looks silly. The graphics
are primitive in the extreme
with unanimated character
block movement and virtual-
ly no use of colour at all, just
red, green and yellow stripes
for t h e  landing platforms.
The game is reasonably hard
to p lay ,  b u t  w e ' v e  j u s t
become used to playing bet-
ter looking games than this.'

'This game is  in  BASIC
(with a  very lit t le  machine
code f o r  s o m e  o f  t h e
graphics) and therefore has
obvious limitations, eg. jerky
graphics (character move-
ment). The game is  average
in play  but it's  rather out of
date, and anyway there are
muc h b e t t e r  v e r s i o n s
around.'

A wing nut in the sky and cafe
tables on the ground
-  poor Lunar Land* .

'Lunar Rescue looks like a
coloured u p  ZX81 g a m e
although there's hardly any
colour in it. Getting through
the asteroids is  not easy —
there's a  left/r ight c ontrol
and a  thrust key, which is
described in the inlay as 'in-
creases your thrust'. In fact
pressing it  slows you down.
Not very good.'
COMMENTS

Control keys: 112 =
left/ri9ht, 0 =  thrust
Joystick: none
Keyboard play: fair
Colour very poor
Graphics: primitive
Sound: unimaginative
Skill levels: 1
Lives: 3
General rating: poor

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

84

45 %
25 %
10 %
45 %
23 %
15 %
2 Pio

Fred
Producer: Ouicksliva
Memory required: 48K
Retail price: E6.95
Language: Machine code
Author: Charlie, Paco &
Fernando of indescomp

These are the authors who
brought y ou  t h e  colour ful
Bugaboo (The Flea). Fred is
an in t r epid ex plorer  w h o
goes  a b o u t  c o l l e c t i n g
v aluable t r e a s u r e  f r o m
tombs, i n  t h i s  c as e  t h e
Pyramid o f  Tootiecarmoon.
The insides of  the Pyramid
take the form of a very large
maze, several of them in fact.
This isn't a maze in plan, but
a vertical cross section, so
Fred i s  forever going up ,
down or  lef t  and r ight. He
goes vertically by way of the
numerous r opes  hang ing
from the ceiling far  above.
The playing area only shows
a small fraction of the whole
maze and scrolls along with
Fred in the centre.

Naturally this  venture is
fraught with problems in the
shape of rats, which must be
jumped at the right moment,
acid drops (from the decom-
posing mixtures of the Egyp-
tian magic ians ) ,  g h o s t s
which go  through wall but
change direction when shot,
mummies that fall down the
vertical s h a f t s  a n d  c a n
teleport when they  land or
get hit by a bullet, vampires
which c an b e  s hot  (s ilver
bullets n o  doubt)  and  o f
course t h e  u b iq u i t o u s
s k eletons  w h i c h  c h a s e
relentlessly and can only be
stopped with a shot.

All these horrors not sur-
prisingly drained F r ed o f
power. Only by drinking the
magic elix ir  o f  Nefertiti o r
reaching an exit can Fred's
power be regained. Fred is
armed w ith  a  gun and s ix
shots, and may be aided by
finding a map to the tomb.
Bonus points  are awarded
for pick ing u p  the various
treasures.

There are six screens of In-
creasing diffi culty, but there
is also an option to redefine
the maze and numbers o f
monsters.

CRITICISM
'The g a m e  h a s  g r e a t

animation, esecially that of
Fred h i m s e l f ,  a n d  t h e
graphics ar e generally  ex-
cellent. Even Fred's revolver

"Going up — 2nd floor, ghostly lingerie, 3rd floor, vampire attire, top
floor, mummies rest room."

recoils when it is fired! There
Isn't a lot of colour, but what
there i s  mak es  a  g o o d
balance a n d  c r eates  a t -
mosphere. I t  is n' t  an  easy
game to  play  either, which
makes it addictive and great
fun. I hope Indescomp bring
Out much more software. I
think I spotted two bugs; on
several games I didn't start
with any bullets, and in one
game the scoring went mad,
so that I scored every time I
moved. I eventually ended up
with, wait for  it  — 818,300
points! I like this gamer

'Because o f  the general
design o f  t h e  maz e a n d
because you can only see a
small part of it at any time,
this is quite a diffi cult game
to play. I  like the graphics,
Fred is  excellent, and it  all
seems like fun, but in the end

found it a bit boring. Later
screens cer tainly  get  very
busy, but at  the end of the
day the thr ill fac tor  wasn't
very h i g h  a n d  I  t h i n k
Bugaboo was better.'

'I should think  there's a
danger that with a name like
'Fred' lots  o f  people won't
think it worth buying. Which
would be a shame, because
it's a very good maze game,
original and fun t o  play . I

didn't think it all that addic-
tive, however, but s t ill well
worth a go.'

COMMENTS

Control keys: QIW =
left/right, E/R = down/up,
to fire, or user-definable
Joystick: Kempston, but
most others via user-
definableKeyboard play:
fairly responsive,
positioning of Fred must be
accurate
Colour good, muted
colours
Graphics: very good
Sound: average
Skill levels: progressive
diffi culty
Lives: percentage of
damage
Screens: continously
scrolling through six tombs
General rating: very good,
mixed feeling on addictivity.

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

85%
90%
87%
88%
70%
80%
83%


