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Starguake from Bubble Bus sees
the return of Steve Crow, prog-
rammer of the much acclaimed
Wizards Lair. Starguake revolves
around a small Bio-Logically
operated being named Bleb,
who's been landed with the
menial task of saving the uni-
verse from a savage destruction.

An unstable and potentially
dangerous planet is emerging
from a black hole somewhere
among the backwaters of the
galaxy. The plaret is so unstable
that it'll blow into a milhon frag-
ments if its Planetary Core isn't
fixed. I the planet does go
kaboom then the whole uni-
verse will go up too in a massive
chain reaction: a Starguake.
Blob has the job of rebuilding
the planet's core, thereby pre-
venting disaster. You pick up the
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quest, controlling Blob, after his
ship has creshlanded upon the
planet in question.

The game is presented in age
old arcade adventure style. The
screens flip between each other
with the majority of the action
taking place in a cave system
below the planet's surface. Star
of the shiow, Blob, is a creature
of limited abilities who can go
left and right and has a nice line
in falling (for going down). Blob
can go uptoo, using his platform
laying device. Platforms can be
used to pravent a fall or can be
piled up to make a vertical stair-
way. One laid, they soon fade,
however, crumbling to dust
leaving Blob unsupported in
mid air — unless he's hopped
onte. more solid ground

meantime.

Blob enters the subterranean
caves with four lives, a few
platforms in stock for his laying
device, 8 gun and some amm-
unition. A status display at the
top of the screen provides read-
ings on the amount of ammu-
nition left and the number of
EFatfqrms available for laying. A

ar display next to a battery icon
indicates Blob’s energy level,
which is reduced by collisions
with the nasties. Should this dip
below zero Blob expires and
another droid has to be wheeled
in. Packs of platforms, ammu-
nition, and energy are scattered
around the playing area, asarea
few bonus lives. They ara all
picked up automatically as Blob
runs over them. Collect supply

packs to replenish stores. and
the status display registers the
improvement! Other useful
objects have to be deliberately
icked up and are added to the
imited inventory which Blob
can lug around at any one time,
The status display also reveals
what's been collected.

A wveritable swarm of aliens
inhabits the planetary cavemns:
contact with a nasty drains
Blob’s energy and while the
alians can be discouraged with a
blast from the laser gun, avoi-
ding them is also a good tactic.
The nasties are all intelligent —
some a lot smarter than others
— and come to get you if you
hang around. The further into
the system you have penetrated,
the smarter the nasties, it
sSepms.

To rebuild the Planet's Core
you need to collect various
items and take them to the
planet’'s centre. A  teleport




system has been supplied to
help you moeve around the vast
complex of locations by the
thoughtful Mr Crow. Six tele-
ports 'aexist throughout the
planet each with their own
password. When you enter a
teleport, it informs you of its
teleport code and ask§ for a
destination code so it can trans-
BDT’E you to another teleport

ooth. The teleport network is
handy, though the clever thing is
it only comes into its own once
Euu'v& travelled the caves and

ave found the codewords to
the six teleports,

Space Hopper Pads are also
available which can be used to
fly about on — the snag is, Blob
can't pick up items while on a
Pad, so frequent parking be-
cOmes a necessity. One-way
transport in an upward direction
is also provide by the Anti Grav
Lifts. Dacked out in a fetching
green, the lifts can also provide

an Fieasanl nasty-free haven as
well as an effortless form of
transport.

Barring your way to many
essential core parts are security
doors. To pass these barriers
you'll need the key code card
corresponding to the eode of the
door you want to pass. If, by
chance you find a Flexible
Whatsit it'll allow you pass any
door but it's not reusable. The
key code cards and flexible
whatsits also work on Cheop
Pyramids. The pyramids can be
used to trade items in your
inventory for more useful
objects.

whaole range of devices and
objects are scattered around the
game, including secret pass-
ages, zap-rays, space locks and
weird and wonderful artifacts,
including Smash Traps — small
bridges spanning some of the
minor gaps in the cave system.
These bridges cannot be passed

from underneath, but if jumped
on from a great height they
yeild, breaking into little pieces
and allowing free passage,

™
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@This is one of the bast games
I've seen on the Spectrum for
one heli of a long time. it has
everything a brillant game
needs — superlative graphics,
excellent sound, fabulous and
unusual gameplay, real depth
and addictive qualities. The
gama itself is really huge with

eaps of screens to explore and
map. There are also tons of alien
things lying around which play
an important part in the game
and you have to discover what
they do and how to use them. if
you don't buy this game then
your Spectrum isn’t really being
put to good use . . . miss it at
your peril.’

@Why are Bubble Bus games so
rare? Perhaps some of them
have slipped through my sticky
reviewing claws, but to the best
of my knowledge they haven't
released a game since Wizards
Lair which was ages ago. This

SMme IS an improvement on

izards Lair, with belter sound
and graphics _. it’s a8 lot more
plavable and addictive. There
are s0 many different nasties
that do different things to you
that vou fose track of which are
the nastier nasties. All the gra-
phics are very well animated,
with no attribute clash st all and
the game is full of little tunes
which are surprisingly good, I
fowve all the little surprises buift
into the game and I'm comple-
tely addicted fo Starguake. [
can't see myself putting it down
untif I'm convinced | can com-
pleteit.’

@' After the worthy Wizard's Lair,
Bubbie Bus have surely come up
with a worthy sucecessor with
Starguake. |'d definitely rate this
as an all time great. Starguske's
main appeal lies with its des;gn.
it's so well thought out. The
raﬂh'rca are very good indeed,
oth the movement and back-
grounds. The content of the
raphics is amazing — they
on't get very repetitive even
over the 512 screens. Though
the game is very Ultimatesgue
ou soon find that things are a
ot more professional, taking the
route that ACG should have
gone presentationwise. Overall
one of the best Spectrum games
to date, both from a gameplay
and technical point of view, Well
worth a place in your games
library.

T ——————

Control keys: O Left, P right, A
down/lay bridging Ialatfurm, o]
up/pick up object, M fire, break-
space continuous pause. Also
definable

Joystick Kempston, Cursor and
Interface 2

Keyboard play: very responsive
Use of colour: avoids attribute
problems really well, excellent
Graphics: varied without much
repetition. Very attractive
Sound: excellent, lots of little
tunes

Skill levels: one

Screens: 512

General rating: one of the best
Spectrum games currently
available

Use of computer: 95%
Graphics 96%
Playability 94%
Getting started 94%
Addictive qualities 95%
Value for money  92%
Overall 96%

CRASH November 1985 11



