THE GREAT ESCAPE

Ocean, £8.95 cass, joystick or keys

hete have been manr‘bmhs

and films telling of the suc-

cesses and fallures of
escape attempts from German
high security POW camps
throughout World War Il. Ocean
have now released a computer
program which allows a player to
step into the army boots of a pris-
oner of war imprisoned in Ger-

What an incredi-
ble piece of prog-
ramming! A com-
plete POW camp
has been cram-
med into the Commodore,
right down to the wvery last
detail. The prison and sur-
roundings have been
extremely well planned, and
the research which must have
gone into the production of the
program is admirable. it's a
shame this depth of design
isn't incorporated into more
programs. What makes The
Graat Escape so special is the
phenomenal amount of free-
dom the player is given within
the game environment. That,
coupled with the many differ-
ent escape possibilities gives
the player scope for months of
varied and interesting play.
Unquestionably the best
arcade adventure so far this
year — don't miss it.
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many's most secure camp.

The date is 1942, and the
recently arrived hero is appalled to
find that all the prisoners have fal-
len into a state of complete apathy.
Their morale has been crushed by
several failed escape attempts,
and all they donow is follow a strict
routine of sleeping, eating and
attending role calls, waiting for the
end of the war. Our hero is still full
of enthusiasm though, and has
decided to make a break for free-
dom — with or without the help of

the other inmates.

The camp is situated in a con-
verted castle, positioned on a cold
North Sea peninsula. Tha only
access is through the main gate,
and official papers are required to
authorise safe passage. All activity
is monitored by guards in the
watchtowers, and powerful sear-
chlights sweep back and forth
throughout the night. Prisoners
are housed in the centre of the
complex, only leaving their cells to
exarcise in an area adjacent to the

the maze of tunnels below the camp

"’ Going underground . . . in a bidfor freedom, tha prisoner gets lostin
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the prisoner collects his red
cross parcel

main gate.

Against these odds, escape
seems a daunting pm?:n - but
there is a positive side. The guards
follow a rigid timetable, and their
movements can be monitored and
predicted. A maze of drains and
tunnels used during previous
escape aftempts -criss-crosses
beneath the castle, and a of
useful object can be picked up
from around the castie — keys,

The program-

mers have made

a brave attempt

at a large scrol-

ling play area -
sadly the scrolling doesnt
meet the same high standard
as the gameplay. The Great
Escape contains some of the
most detailed and attractive
graphics I've seen onthe Com-
modore, it just seems a pity
that the screen play area is so
small. The sound effects do
their job admirably, but the
game lacks a decent melody
to add to the very weak atmos-
phere. The presentation could
have been made stronger, as
there's absolutely no front
end. 5till, all the problems are
very logical, fairly simple to
solve ... and great fun.

Ocean have

achieved a very

competent con-

version from the

original Spec-
trum program, considering
that the 64 doesn't really like
3D perspective games. The
camp is highly detailed and
there are loads of guards and
POW's wandering around to
add to the atmosphere. A
really nice touch is the ability
to enter tunnels and scramble
around under the ground. My
only niggle is the slow speed
of action, but this is still faster
than most games of this type.
If you fancy a bit of WW Il
action from the other side of
the fence, then look no further
than The Great Escape.




highly effective touches

GRAPHICS 81%

SOUND 22%
| A few belis and whistles add
some atmoesphere to an other-
wisa silent game.
HOOKABILITY 88%
absorbing and interac-
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