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be t ak en d o wn  t o  j us t  one ,
although this renders it very slow.

Freescape i s  a  g r e a t
achievement, a n d  w i t h  t h e
addition of Driflees huge scenario,

innovative ideas  a n d  inv olv ing
gameplay. t h e  wh o l e  pac k age
offers a bundle of entertainment to
take you through this Christmas -
and probably the next one!

AMSMAID CPC
Cassette: E14.95
Diskette: E17.95
The Amstrad's benefit is the colour: using mode I (four colours)
and a variety of shading techniques the colour comes alive, and
makes close together  blocks much easier to see than the on
Spectrum. There's no music, which is unfortunate and the FX
are little more than warning or explosive noises, but Driller has
first-time excitement and long term playability. Definitely not to
be missed.

OVERALL 95%

SPECTRUM 48/128
Cassette: El 495
—3 Diskette: E17.95

Very much the same as on the Amstrad apart from the colour -
although the shading works to an almost sinister effect - which
because there is less to shift ar ound means the Spectrum
version runs slightly faster (even more so on the +3).  And no
multiloads; it is all squeezed into one 48K load - a considerable
achievement  f o r  s uc h a  ma mmo t h  game.  A t  a  t ime  wh e n
innovat ion s eems  halted,  Driller not  only  mak es  a  we lc ome
change but  also an excellent  one.

OVERALL 94%

COMMODORE 64/128
Cassette: E14.95
Diskette: E17.95

Already wel l  underway,  Commodor e DnIter should be  out  a
month after the Spectrum and Amstrad release. I t uses solid
colours rather  than shading and includes an eight-minute
theme tune.L look out for a version update next issue for the full
assessment.

16-BIT
Incentive have planned Amiga and ST versions of Driller for 1988
and they promise to be faster than on 8-bit. Work has only just
begun but we will try for a preview in the next issue.
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101AKING
T U R T L E
S O U P
SUPER MARIO BROS.

Cartridge: E19.99

REVIEWS

ario Bros. proved a great and playable game. A follow
up was a certainty. Super Mario Bros., it has to be
said, has an even sillier plot: La principessa del funghl

prigioniera della malvagia tribu delle tartarughe
Koopa. Well, that's the  Italian version, thanks t o
Nintendo's odd, but thoughtful, dual-language packaging,
and very cultural too. Now in English

Not c ont ent  wi t h  res c uing f a i r
damsels f rom giant  apes,  Mario
and Luigi have been hired to defeat
the evil Koopa tribe of turtles, who
have imprisoned the people of the
Mushroom K i n g d o m u s i n g  a
powerful b l a c k  m a g i c  s p e l l .
Princess T o a d s t o o l  ( t h e
Mushroom Kings  daughter) is the
only person capable of  reversing
this spell, but she is a prisoner too,
so it's up to the Bros. to rescue her
and destroy the invaders.

The Mu s h r o o m K i n g d o m i s
divided into several worlds of four
areas each. A time limit is given to
reach the flagpole of the castle in
each area, where any  remaining
time on the clock is converted into
bonus points (except on the last
castle). Not  such an easy task -
the path is strewn with obstacles
and p a t r o l l e d  b y  t u r n c o a t
mushrooms (who now serve the
Turtle King). and several types of
turtle g u a r d s  inc lud ing g r e e n
Koopa Tr oopas .  r e d  K o o p a
Troopas, red  and  green Koopa
Paratroopas, and the delightfully
named Ha mme r  Brothers ,  wh o
throw hammers at brave rescuers,

As in the previous game, some
bricks s port ing ques t ion mark s
contain c oins  whic h giv e ex t ra
fives, whilst  mushrooms increase
Mario's size and provide a power
boost and fire flowers award with
fireballs to throw at all and sundry,
last, but  not  least, pick ing up a
Starman gives limited invincibility,
although t ouching any  baddies

whilst i n  Super  o r  Fiery  Mar io
mode returns h im t o his  normal
size.

Thus i t  i s  t hat  af t er bat t ling
through the many hazards of the
Mushroom Kingdom. Mario è Luigi
finally come face to face with the
evil wiz ard  K i n g  Bows er.  a n d
following a titanic struggle defeats
him, a n d  l ik e al l  good  stories,
everyone lives happily ever after -
or no'
, COMMENT

To play this game is to get
hooked.  S i m p l e  t o
understand, i t  i s  therefore
easy to play; no ploughing
through b e d s h e e t - s i z e d
instruction leaflets with this
one. Ni ntendo's small-sized
controller t a k e s  s o m e
getting u s e d  t o ,  b u t
perseverance reaps Its own
reward, b e c a u s e  t h e
graphics a n d  s o u n d  a r e
splendid, combining to make
a game that is colourful, jolly
and i n  pl a c e s  pl easantl y
frustrating as you try to work
out the best route r ound a
problem. Le t  us  hope  that
Super Mario Bros.  ma k e s  I t
onto home micros in better
shape t h a n  d i d  I t s
predecessor.

OVERALL 89%
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