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« | brand new

J €64 games or
one console cart? 1247? You'd
better believe it, and we prove
it's possible on page 10...

ﬂg Discover how to create loads of new, non-standard colours on your €C64.
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FACKRED UTILIEFCARTRIDGE EVER CONCEIVED!
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- This feature will add Turbo Reload to the programs
that you save to tape - no user knowledge required.

ITURBOIDADER 1
- Load 202 block program in under 6 seconds - world's
fastest disk senial loader. On-board RAM and ROM

achieves high loading speeds. Waorks with 1541/1571 IAST FORMAT]
Oceanic/1581. -Fnrmaisnanuredmh in about 10 seconds .
BINFINITE UVESIGENERATORM - no more messing o i

- Automatic infinite lives!! Very easy to use, works
with many programs. No user knowledge printer - MFS BD1, 803,
required. 5 . Epson, Star, etc.

gr MACHINEBBDE mONITORIM . R | . - L - very versatile,

- Full 64K Freezer Monitor - examine ALL / *ENTRONICS INTERFACE!

memory, including stack, 1O area and registers or parallel printers, Star, f

in their frozen state. |deal for de-bugging or just for fun! Epson, etc, Print out listings
ISPRITE GONTROL | with graphic characters etc.

- Freeze the action and view 1he sprites - waich the (Cable required for parallel

animation - customise your games -kill sprite collisions. port £12.99)
EFREEZERIFACILITYY SCREENEDITOR |

- Now you can make your old slow loading programs - Now you can edit the entire

load faster. Simply freeze the action and save to tape frozen scraen with this lext edit or

or disk to refoad at superfast speed - no more waiting - change names on high scores, etc. Great fun!!

for programs to load,

JPRINTER DUMB - Pnnt out your frozen screen to

iDisk€oPY W
- Easy to use diskfile g
than conventional g€,
Ideal for backin
data disks.

GRAPHICS SUPPORT UTILITIES DISK ] | THE REVIEWERS SAID... b |

= View your favourite screens in a slide show type display “I'm stunned, amazed and totally impressed. This Is easily the
- Unique utility aliows you to take any part of a picture 9 best value for money cartridge. THE CARTRIDGE KING!*

& "blow it up® to full screen size COMMODORE DIiSK USER
- A complete sprite editor heips you to create or edit sprites

- Any screen captured with Action Replay or m 1988 C_ ACT .

created with a graphics package can be tumed into a scrolling Detel Hlactronics Lid.. nelther condones or autherises the use of if's products far the reproduction
: of material,

backup tacilities of mis product satrerare such as Public

ll'::h hn-:“mpw:wmm%hnﬂ':lh:up&h

S5Creen message with music. _
ONLY£9.99 . *

TO

ORDER I-I'"‘ TLINE

3 2 MAIL =
Lo CC\L e




NOW A TOTAL MOUSE/
GRAPHICS PACKAG
FOR YOUR

COMMODORE

A TRULY ., A
UNBEATABLE ' =l
PRICE!! 2 |
NOW ONLY £24.99 ull

l.-l: lllll R PRINTER PAGKAGE

ONLY £39.99

DATEL ELECTRONICS LTD, GOVAN ROAD, 5'_; oy
Send Cresues Poscl FENTON INDUSTRIAL ESTATE FENTON, STOKEON-RENT, /= /74 1.1
defails to STq. zﬂs; ENGIAND. | = eyl S .

222 TOTTENHAM COURT RD, LONDON W1 TEL: 071 580 6460



conTEnts JN4 COMMODORE

come 10 another fantqp FORMAT

we ' o
c N rE Jing Commodore magasin®”

MIXING 10 WHAT WOULD YOU
You knaw those e SPEND YOUR £64 ON?

annoying teachers AW One copy Street Fighter 2 Turbe or 124 different C84

z_q“': games? Which sounds the better deal 1o you?

| A N -
il e g =2l 13 GAME DIARY: THE

you. Uniess you've read our Well, we e

cover, that Is. But you still might m#::h - MAKING OF 10TH DAN
be sceptical, so check out this featu ‘Boys must o o The beat-'em-up to end all beat-"em-uUps Qrows ever

- had ana, bacauss ; =3 nearer completion... though it's still not that near
money whers our mouths are. ; thing g v %
teywontaccept | 34 THE HISTORY OF

233 THE HISTORY OF o R THE SHOOT-’EM-UP

THE m—'!m-up lﬂm&hmlﬂhﬂ“m We can guaranies -r:.:u'w never Seen afv,rth-ing like this
-ﬂmmmuwm belore — a gensological chart of shoot-"em-ups.

which proves that we can put our

Discover how the CB4 1ook games like Space
Invaders are then invented

many of the tricks, - i R
s s : /14 pPD FORMAT "\ R4 L
technigues PD demos — love ‘em or loathe 'em, you Fred's Back and he's doing a pretty good impression
which are still certainly can't deny some of the effects of Mario. Bouncy platform action at its bounclest.
being used by they produce are impressive.
the best consale . - 14 PD FORMAT
blasters today. : \ . ea™ &3 & demo, a demo, my kingdom for a demo. Actually |
R ' haven't got a kingdom — will a stamp and an SAE do?

18 GAMEBUSTERS

This is not a section about putling an axe through
your least favourite casselte games. It does, however,
relisve lension in a very similar way il you're
hopelessly stuck on a game.

We're not quite sure whal Fred is, where he's been or [ % "i 3 GAMEBUSTERS

he d ofmie ba ;
why decided to ¢ ch, for thist matier. But | Cheats, tips and POKES for... (desp breath)

we're protty glad he cid, because this stunning: oot o Stmbust Allae, W Wt Seymenr. 23 MEAN MACHINE CODE

looking Mario-style plathormer is seriously smokin’.
Mayham In Monsterignd The penultimate part of a series which is destined 1o

Fred - for | (of course), Monty on : . go down in history, As what, wa're not sure.
the star of the Run, Creafures :

8 e wor | Bonecruncher, SR 26 COLOUR MIXING

he ain't Reaxion, Howard the You too can produce graphics like those seen on the

too cute.. | Duck, Soccer Boss and | [EIRESEE S : Mean Machine demo a couple of months back.
Cool World. How do we - k .

\ pack g0 much in? : L 29 “cHIE TlFS

That Jason Finch fellow gets all philanthropic again
ino he doesn't — he gets paid to help people oul with

9 ON r"E POWERMCK--- their techie problems).

FANTASY WORLD DIZZY Fa 5

At last! A full adventure featuring Dizzy and all his @ e e RSO
ovold chums for the first time on a CF covertape. And,
of course, it's one of the besl. Would we give you less?

PENGUIN TOWERS DEMO !

5 SNIPPETS

News of loadsa games coming out over the next
couple of months... i's almost like a real news page
again. Yip, yip coyote (or words lo that etfect).

Back in Issue 44 we gave this slice of Euro-soltware a - ‘: -

corker-winning 90 per cenl. Now it finally reaches e —— 6 M“

these shores and we give you a plece of the action. o R TMB, the exact opposite of an agony uncle — you write
:5,’: e ey B . in and he gives you an inferiority complex.
" 16 READERS ADS

Wanl to know how 1o improve your CB4 graphics? This §=
demp and the feature on page 26 will show you how,

TECHIE TIPS -

L
This month's techie listings in & ready-made format KM

TURN TO PAGE 9 FOR THE FULL COVERTAPE BRIEFING... >

om S Wil someone tell us if the pen pal ads are successiul?
o cOLOURMIXING. 32 BACK ISSUES

Panguin Towers
- il They're selling out fast, You'd better get a mave on.




give the dinosaur @ mun far his

maney. t's called Heavenbound,
and they are currently doing some
conversion wark on il o that taps
ownors can play the thing. Datails on

Two computer fairs, three new games, two special offers and

the resurfacing of a lost shoot-’em-up. Must be the news pages.

8-BIT FAIR

The sacond best computer show of the
year (after the FES, of course) looks sel
to be an B-bit Computer Fair that's being
planned for mid-October in Cheshire by
a new company called SF Productions
{SF stands for 64, by the way, s0 we
know whera their loyaltias ha),

At the moment details are still to be
finalised, but SF are hoping to have
leading names from the CPC, C&4 and
Spectrum scenes displaying all thair
latest hardware and software. Entrance
for visitors will be free, while exhibitors
will need to pay £3.50 a stall,

If you're interasted in attending or
axhibiting then get in contact with LS
Bevington, 348 Station Road, Winsford,
Cheghire, CWT 3DG.

It's nearly here - the computer
show you cannot afford to miss,
the Future Entertainment Show,
Earl's Court in London from 26th-
30th October.

If you're at all serious about
computing there’ll be loads there
to get you salivating. Because this
time around there's going to lots
more to get involved in, and we
don't just mean playing games.

Whether you use your
computer for art, music,
communications or programming,
all the latest developments in
these fields are going to be on
display and available for you to
have a test drive yourself.

There's a huge dealer-area
where you'll be able to get an
excellent price on virtually any
piece of hardware, including
great bargains on printers.

Earls Court 2

ne P UTUP 2.
Eniertainment
T Show

FES-TIVAL TIME

NEW TWO

CF subscribers should have recened a
litthe surprise with their coplas this
month, a free sampler copy of a new
mag from Future called Ultimale Futura
Games, Basically, if you'ra at all
interested in the latest developmeants In
compuler games, this is the magazineg
you need to buy

It'll cowver all the latesl consolas
including the Jaguar, the Saturn and
Mintando's and Sany's latest soma
numbear-divisible-by-aight-bit machines.
The first issue is out next month and will
cost you a meare 85p — and that'll include
same brill covermount

Bart it you're mora into the serous
side of computing then Future’s othar naw
mag will ba more up your sireet. Or

Future Publishing's magazines
will be organising special events
in the three theatre areas at the
show. There will be discussions,
demos and debates featuring
some of the interactive
entertainment industry's leading
figures. There'll be items like
expert panelsfjoystick juries
reviewing products live,
discussions about the future of
interactive entertainment and
exclusive premiers of many of the
biggest products of 1995.

GUIDANCE

There'll be a showguide on sale on
the door (for £2) containing a full
list of all exhibitors, a map of
where everything is and (this is the
best bit) a set of vouchers offering
discounts off gear that you can
buy at the show. You can also
order one through
the hotline.

So order your
tickets now
because they're £6
in advance and £7
on the door. The
ticket hotline is
‘T 0369 4235.

should that ba highway? Information
highway, thal is. Bacause our other newie
is .MET magazing, which is a must-buy
for anyone who evar goas anling and taps
the global electronic network

The first issue of NET should be out
by the time you read this, and it'll cost you
just £2.85

BEE’'S BACK

Remember Beae 527 It was an insecioid
shoot-'em-up from CodeMasters which
we reviewead back in issua 36 and gave a
respactable B1 par cent, The problam
was, CodeMastars never released it

Well, a Commodora fan and
programmer, Mick Taylor, gol in touch
with the Cocdies and asked if he could
market the game since thay had lost
interest — and they agreed (we like the
Codies — Dave).

So it you want fo get hold of the

game, it costs £4.96 on aithar tape or disk

and is available from Nick Taylor (who
you make the chegues and POs payable
to), 171 Hollingden Temrace, Brghton,
East Sussex BA1 THF. Mice one Mick.

Bee 52 finally shows up on the C64

WATCH OUT
FOR EVERGLADE

Hera's a bit of a unigue offer — as far as
the CB4 goes, anyway. Everglada
Software (who get quite a few mentions
in our main feature this month which
staris on page 10) are giving away a
free walch with every two cassettes,
discs or carindges bought befora 15th
October. Can't be bad.

Everglade can be contacted at 68
Telford Street, Invarness

Scotland, IV3 5LS or call (.
them on T 0463 240168, ,

COMMODORE FORMAT 49 Octobher 1994 @

BETTER THAN
MAYHEM?

Sounds hard to believe doesn't
it? But the Elactric Boys reckon
theyve got hold of a game (again

from Eurcpe) that really does

the game are sketchy at the moment,

bt if all goes well, expect to see a

raview next month = can wa give
something 101 per cent?

P-P-P-PICK UP
A PENGUIN

¥ FEFEPFEPEEREPFPERPFPE
Spocial offer for CF readers.

rrrekrrrFFEEFEEERD

FEPFPEPFER
A

EErrh

R e

payab

Please allow 28 days for delivery

PENGUIN TOWERS/
COMMODORE FORMAT
SPECIAL OFFER TOKEN

I This entities the sender to a free copy
of Escape From Arth when they order
Panguin Towers from Visuallze Software

30th Oclober 1394,




‘Ynu heard

letters after their name. Well every month TMB has a
completely different set of letters after his name. But
that could have something to do with the fact that he’s
CF’s correspondence correspondent...

CONTROL FREAK

Dear Sir ({ like this man - TMEB),
| recently bought a C64. My son wanted a Sega but
| won the argument (he whe has the cash has the
power). After his initial reluctance, he now seems
quite pleased about it. The fact that it came with
over 100 games helped, and all for less than his
cousin's SNES (which has had the same game on
it for the past eight weaks — sad).

Anyway, the reason | am writing (about tima
too) is that one of the games that we have is an old
Kixx release called infiltrator. Unforiunately there

HITTING A NERVE

Dear Brighty Main,

1 Do you recommend Pipemania?

2 Which is better: Nightshift or Kiax?

= What is the ultimate platform game?

& Will Roger Frames ever, ever, ever, ever,
BYET, 8VEr, BVer, 8Ver, ever, gver...

5 I've... oh, sorry, | didn't finish question four.
& (Again) ...ever, ever, ever, ever, ever, ever,
ever, ever, ever, ever be back?

5 (Properly this time) I've got a song that'll
get on your nerves...

& Gat on your narves...

7 Get on your nerves...

8 I've got a song that'll get on your nerves...
© Get on your nerves...

1 0 Did it get on your nerves?

1 1 Where can | get DJ Puff's Volcanic Caper?
1 2 1 bet you're going to answer, ‘Uncle Dave's
Buy-A-Rama’ to question 12

13 What happened to The Gauntlet?

1 4 What happened to 66 pages?

1 5 Why are you lot at Commodore Format
always getting M Bison, Balrog and Vega (from
Streat Fighter 2) mixed up?

1 & What is the best ever shoot-'em-up?

17 Can you take all these questions?

1 8 | think that Mayhem In Monsiterland will be
thia number one game in the All-Time Top 50 poll

are no instructions; the previous owner said he
bought it at a car bool sale, and there were no
instructions with it. Could you possibly help us as
the cover makes it look like quite a good game?
D Brennon, Lincoin

Don't worry, you're not missing much, Infiltrafor is no
graat shakes. The helicopter bits are pralty bog
standard flight sim stuft and the adventure bits are
simitarly dull. But if anyone has some spare iNstruchons,
send them tous and we'll pass them on. It D Brannon
hasr'l soid the game again by then. TMB

oris
it's M Vebisog.
1t Baigason? Er... not sure:

and Sireet Fighier 2 will
be the runner up.
19 Do you hate Plymouth
Argyle? 'Cos | do.
20 | think | would call most of the
Dizzy games pick-"em-ups.
21 Which do you prefer: WWF
or Nobby The Aardvark?
22 How oid are youT7
‘ 2 3 Is this the longest
letter ever?

letter... (er, no, because | couldn't read
your writing — TMB).
Steven Higgins, Essex

‘ 28 Could you please title this

- 1 Wholeheartedly... if | had a heart, that
j Is. Maka that, whole carabral-conaxedhy
‘ nds., It you like pure puzzle
games, K e of the pun ;

of the form. Nig fi, however,
variaty in its gamaplay and more action,
3 Do you really need to ask that? Where have you
ce [gsue 387 The third moan of Croilath?
& | sincerely hope not, but you know what they say
about bad pennies, Or aven bad panny pinchers.

baan

[ ] October 1994

Dear Captain Sensible (wot? — TMB),

After reading the excellent Well "Ard article in
CF4T | just had to write to the Electric Boys and
congratulate them on aclually doing someathing

seant —vitriol, spleen-venting, ro,
kil N aubective crilicism, all the best fhings
mwmtw. Lat's sea soma more

bottom tens please. TMB

3-=10 ¥es. But compared lo any 2 Unlimited sang
t's an lvor Novello Award winnar
e you want o. As leng you find
already got the game, who's willing

ma. but has subsequently been shown in
on tate night TV. Interestingly, it was
matura a cradit for First Aid.
» baing spread over two issues these days.
get them mixed up. Those humans on
because, well, they're human,
5 Hard Bored, | believe

ursa, know what the resulls will be, but in
suspansa you will have to wait until
find out.
| think that Peter Shilton has done a rather

impressive job there, in fact
20 Well they're cerainly not pick-me-ups,
21 Mo contest, Nobby the Aardvark has those fat
pansies in tights floored every timea.
22 That's a very personal quastion.
23 no. You should have seen some of the love
letters Josaephine wrote to Napolaon,. They made War
and Paaca lock like The Mister Men,
24 sorry. TMB




creative and positive for the C64 instead of sitting
back and watching it die away like the Sinclair
Speccy and the other 8-bit machines. | wish them

M you print Blter
all the luck in the world. s this letter | will ask

Future Publishing to give you more

I have written to them and told them that | time to play Wizzball, which
would buy the hardware, if it was relatively cheap happens to be my favourite
and not £300-£400 for a hard drive. | hope every {hint, hint),
other C64 owner writes to them too, because | En " h How many Norwegian | i
wouldn't like to see them subscribers do you have? -
wasting their time. To (2): why does cF have 34 :
Matthew Cole, 'mlm of 867 .
County Durham » mates!" to all o
Cé4-lovers in New South
Wales, Australia (I've been
Apparaently the there, you kn ity .
Boys have had a Fire [4): How do
i Norweg you like my Time for those
R s e numbering? Scandinavian clichés.

Fem (5): it ApexDigitas
Graffiti decide to make MIM2 | would buy it
straight away as | loved MIM. Brendan Reid (TMB,
m’”"ﬂﬂmmﬂmmnm.m
"“‘“ﬂmmlmnumm

the various bits of
hardware they
wrote about in
CFR4T, so hopefully
matters will develop

= 3
o further. But don't think that g=ge - "E"'::“: be great too.
because other people are Lt OF T 1'“;' going to make my letter the

showing interest you don't need to — if you think hard
drives and RAMIinks sound like the sort of thing you're
after, get in touch with the EBs now. TMB

Siw (7): come and visit me some time,
Atte l.hl'lﬁwmmhllni.mmmg
Ni t"lTﬂMHMhM!mmhﬁ
Mhmﬂ-mmmmh

WORRIED

Dear TMB,

Please answer my questions because | know that
with your infinite wisdom they will be no problem.
1 Do games on disk wear out quicker than ones
on tape? | sometimes have trouble

loading a couple of my older
disk games, but rarely any
trouble with my oclder tape
games. | am worried about
my beloved MIM disk which
luse a lot.

2 Only yesterday |
completed MIM using no
cheats except the briliant
maps printed In CF. | was
quite touched by
the scene at the
end of the game
when it showed S
Mayhem hugging ﬁthl
Theo-Saurus. It was
as if they were
saying to sach
other, “Thank you
for helping me
change Monsterland
into a happy, cheerful
place, instead of a sad,
dreary place. | could
never have done it
without you and now
you will always
be my friend.” |
hope there will

OVER-EFFUSIVE
Dear The Mighty Brain,
1 What happened to the Early Warning Scanner?
2 Why haven't we heard from Roger Frames in
the last couple of mags?
3 Here is a puzzle for you. What |s 127945193 x
7549210143/45.27 Bet you can't work that out.
4 | think the Electric Boys are excellent.
5 Oh dear.
& So those greedy newsagents take £1 from the
sale of your mag for themselves. | think | might
subscribe from now on.
7 Tell the crew to keep up the good work. | have
been Impressed with recent Power Packs,
especially 44, 45 and 47. And the mag itself is
great, of course.
8 Speech is excellent — did you know it swears?
Well, I'd better go now. | will r
write to you again. Bye bye.
Dave Proudiock, Dumfries.

1 To be brutally honest, it
became faulty and unreliable
2 Because we're (ucky.

3 | wouldn't lower mysell.

LETTERS 7

those great demos on the Power Pack?
Elleve (1 1)z Hei, all nordmenn som

leser CF og digger C64 (that's

f n, but don :
anything dirty), t worry, it isn't

Tolv {12): 'd better be off 1o bed now:

it's nearly 3.45am. Good night. '
Vebjorn Koksvik, Norway

Yat [1) Thee
Yee (2) Norweglans abvicusly can't

g e mﬂﬂl,WﬂM’.ﬂﬂHp&ml
Hw Sam (3) oid you visit Condobolin
. 3 mﬁnmummlhm?ﬁma!plung,

See (4) irs not as good as my
Chinese numbearing.
Um (5) anybody got any more ideas
about what should be in a MIM seguel?
lﬂl"h {6) No. Tough fuck.
Chat Whﬂnymlamnmuth.
Bat (8) 2
Gow [ﬂlm—-ha'nhighndadmghaxlnu.
Sup (10) Anything is possible. Well apart from
Arsenal playing decent football,

Sup-Yat (1 1) ket dri ker rek| pahl terragone,

Kriapthii Kaa (that's Kelhirian, but doryt i
nobody will be able to transiate [,

Yee (12) an, but its only 3.450m
nnm|ummui='mﬁ:mu sl g

2 | think I'm going to be sick

3 That depends (as | always ssem
to be saying). Stunt Car Raceris
superb, but a bit idiosyncratic. A more
standard driving sim that still
impressas is Turbocharge, ellegedly
the fastest game ever on the C64.
Supercars is by far the bast of tha
Joverhead-viewed racers. TMB

Dear Mr Brain,
I'm an avid Commodore fan and have been
with your fine magazine from the start. I'm
sorry, but I'm not convinced by your
attempts to prove that the C6&4 isn't a dying
breed and that it is just as powerful as a
SNES or a Megadrive, Full marks to the
Electric Boys for continuing to
support the C64, but one wonders
how they are managing to pay the
bills — they can't exactly be rolling
in it from selling Commodore
hardware, can they?

Oh, and one last moan - the
state of your once-excellent letters
page (hang on - | don't like the
sound of this = TMB). | accepl it's not

be a sequel.
3 What do you reckon is the best
driving sim on the C647

Greg Shepherd (13), Nerthampion

& You are right.

5 Please don't call me
dear, it's ambarrassing.
& A splendid idea.

T Of course.

8 | bet you think Carry
On films are really
funny, as well. TMEB

1 Games on disk don't exactly ‘wear out' but they are
more likely to become corrupted. Your best course of
achon is to back-up all your favournte software, then
put the onginals safely away somewhare, Use tha
software from the back-ups, and then if the disks do
corrupl, you still have the onginals.

your fault and you can only make do
with what you receive, but the vast majority of it is
pathetic. Take issue 47 for example: a not-very-
interesting list of Leon Bebbington's favourite
games; someona winning letter of the month for
asking if you like Aerosmith and finally, probably
the biggest load of crap | have ever had the
misfortune to come across = | am, of course,
speaking about Timothy Watson's excuse for a
letter. How on Earth can you justity printing such

October 1994 >

>



bilge? | will than Mr Watson to keep his childish
comments o the playground in future.
Finally, a few corrections:
1 Parasol Stars was completed, but the
programmer had his house broken into and all his
computer equipment stolen — including the disk
containing CB4 Parasol Stars. That's why it was
never released.
2 The C65 was also completed, but Commodore
didn't think it was financially viable to release a
machine so technically similar to the Amiga.
3 No, R Marshall, the console fad is not dead.
Everyone in Great Yarmouth is backwards, that's all.
Oh, and definitely finally this time, here’s my 10
worst games of all time...
Matthew Withers, Crawe

' E
i AR
L G -

Ah yes, | must be scraping the bottom of the barred if |
have 1o resort to using letters like this. The Parasof
Stars story is apocryphal at best (it's along the lines of,
“Sorry, Miss, the dog ate my homework"). The comment
about the CES which you react to was sarcasm (okay,
it's the lowest form of wit, but | was writing for humans,
so | thought I'd better lower myseif). Basides, there are
a few CESs in use, mainly in the USA and Germany,
but, their numbers barely make it into double figures.
And as for the console games sales dipping
dramatically, that, my friend, is a hard fact across the
country, not just in Great Yarmouth. And sorry for not
printing your Top 10 worst games; we didn’t think they
were very interesting. TMB

GREAT IN THEORY...

Dear Terribly Mutilated Beachball,

| think that you should put whatever game comes
top of your all-time Top 50 Commodore 64 games

poll on the covertape of issue 50.
Sean Smith, Kirkby

® Why don't you get some of these
German games you keep mentioning

released on your covertape?

MYM

u-m-nn-uvuuﬁ

mmﬂﬂrm‘w

ImukhHﬂﬂnhﬂﬂﬂ!ﬂh!"‘““””"
mmuwﬂﬂﬂww

pmﬂnnum1h-umﬂwlﬂhl'"ﬂ”““l"
“ : _This is the forum for the
true art of the 90s. S0 take partin this cultural
revolution. Write 1o: TMB,
Format, Future ruuhnhmaﬂﬂﬂﬂﬂﬂm

it might sound like a good idea in theory but thara's a
hitch whan we come to the reality of the situation.
Presumably the top game will have received so many

voles because people have already got it and
played it — what's the point in giving them
something thay've already got? TMB
outside Slough Bus Station at 4.37pm. Not
that | balieave in Black f.,ﬂa.ij-_":_ but if anyone

manages o amrange that, Il pay to get the

T MacMillan {an oid scener in a new 64 &rd)

That Is, in fact, what we are attempting to
de. Hopelully we will have some results in a
couple of izsues. TMB

® | know a shop which was selling one
of your Power Pachks.
Mark Cartwright, Worcester

Well, tell them it's illegal, and tell them who
told you to tell them. And tall them wa'll ba
around 1o sort them out if they don't stop. I's
this sant of thing that glves the B-bits a bad
name. TMB

® Bring back the brilliant Your Sinclair
from the dead.
Ashley Whitton, Reading

surracting dead computer

S 15 & long and complex business
For that we would need g party of 12 peopla
= InCluding t ¥S5 writers and a Minisiar

magazine up and running again. TMB

® Is it possible to get a version of
Windows for the CE47
Timathy Wheaton, Addlestone

Urtorunately not. Though there have
been some similar WIMP {Windows lcons
Menus Poinlers) systems written for the
C64, none of them have ever really had
much success. TMB

® Will the Electric Boys ever make
anything for the RAMIInk?
Robert Wintle, Plymouth

If the RAMInk sells in sulficient quantities,
then yes, they wil. TMB

® Why don't you review every C64 game
ever in CF507
Timothy Whealon, Addiestone

Because we'd need an issue raughly the

of Transp«
Spectrum +2

e naked around a
on the summer solstice just

size of Uganda and three yaars In which 1o
wiile it. Sorry, TIMB
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Dave Golder takes
you on a guided
tour around the
covertape...

FANTASY .
WORI.D

Tha game can be played aither
with a joystick or from the
keyboard; hera's whal
does whal:
Joystick left z
Walk left/choose an
abjact in Inventory
Joystick nght x
walk right'chocss an
object in invantony
Fire Space/Right Shift

w" ¥
--"EH...

ik l:-HTl"H fCE HHJ- '

5
.__.-u,.- L
-\
X

L ﬁ 3

Go o inventory

= - }hﬁ- Q Quit

izzy is a bit like
Michaet Caine. He's
axtremely popular
and axtramaly
profific, but tends 57,
1o fall foul of the crilics, Becausa, e
you sea; his quality control, like
Mr Caine's, 18 not all it could be
- In other words, he lends o
appear in any old rubbish, And
50 his detractors gleefully point to
complebe turkeys like Dizzy Panic
and Dizzy Down the Hapias, But it
has to remembernsd that just as in
Michael Caine's careear thera's a Mona
Lisa for avary The Hand, or an Aifie for
every Biue lce, Dizzy has appeared in his fair
shara of classics, Fantasy World Dizzy Is one of them,
The plat’s a bit thin, but the adventuring action ks fop
notch, and the supporting cast of Dizzy regulars &5 on
fine form. Dizzy and Dalsy have bean capiured by tha
Evil King's trodts, Daisy has bean sent to Wizard Weaird's
tallast tower while Dizzy ends up in a dungeon deap
within the lower intestines of FHr|1ae-:',r Ward. He must
escape and rescus his fair maid, before sha reachas her
sell-by date and goes a bit smally. And who knows —
thera may be anothar mission after he's found her... 7
And that's where you comea in. You have o take
cantrol of the ovold hero and hedp him on his quesi(s)
This requires a keen puzzling mind. The objects you find
lying about the place are often the key fo goetting past
the various obstackes.

" — = : S
It you're having @ kard time loading s
ih's Powar Pack then plonk the

i mont _
f dufl tape in a Jif fy bag, skip In 8
/ seal it Up
¥ f; tape-sizad SAE
. . _.‘

4T Gl

e

andl send it 1o CFan Tape
Feplacernant Semvice,
{ Ahblex Audio Video Lid
Harcourn Haleshiald 14
Tellored, Shropsnire

- .,“
x

-

That lever operates
that door, but how do
you get back there?

To plck up an object, just
stand next to it and go to-
the inventory; the object will
automatically be added to the
] inventory list, To usa or drop an
object go to the inventory,
select the object you want
then press fins or Spaca/Right
Shift. I's dead simple really
Just a few mora hints
before we lat you go off and
crack this advanture (perhaps
£ not the bast termn 10 usa). Staar
A clear of fire and waler, because
you'll elther ba fried or bolled, you
ave three lives and (he wildlite is
usually unfriandly. .. and pretty hungry.
And that's yer lob. It's over to you now. But i
you s nawving trouble getling slarted, you mignt like to
know thal the Troll's are partal to juicy Granny
Smith's... but failing thal, they quita like apples as wall

COLOUR-MIXING

If you want to discover what this program's all about
get to page 26 now. It's a new sort of demo, y'see,
Mot a game demo, like Penguin Towers, And not PD
demo full of flashy graphics. But it might just help
you design some flashy

B B

i S PAPA|

W

graphics, because what L]

E i I R R
[ e
S

this demao’s demoing is
the graphical tricks
that Russ Michael's
covers in the first part
of a two-part feature on
croating C64 colours,. Doy

/" AH, YOU NOTICED...

Apologles for the mix-up with Tilf last month. The
varsion on the covertape was the correct one, it was
the instructions inside the mag that were wrong.
Ooops. Anyway, CodeMasters’ Tilf received a much
higher CF rating that the Genias one, 80 you came aul
of the deal better off. However, if anyone is having

ou droam In oolour?

~

problems working out how to play the game, please
b\wﬂh in for a list of the proper instructions.

Penguins must
have some
seriously top class
image consultants.
How else do you
explain how birds
that look like milk
bottles in dinner
suits and waddile
like pregnant weebles keep getting cast as
villains? It's inconceivable. First we have Batman,
and now we have this game.

Penguin Towers is basically Bug Bomber in
which the bugs have been replaced by penguins,
with hilarious results. Well, okay, perhaps not
hilarious, but the game is brilllant fun. This demo
features a few of the earlier levels of the game, and
if you're not sending some dosh Visualise's way
for the full version pretty soon after you had a go,

we're a load of
monkeys' second
| cousins removed.
What you need
| lo do is blow up
all the panguins
| on each level.
You move around
using the joystick
while hitting fire drops the bomb. There are two
types of walls — solid ones are indestructible, but
the more patterned bricks can ba blown away.

To kill & penguin it needs to get caught in the
biast from you bombs. Be careful no to fry the
eggs though, as this will produce mutant penguins
who are really nasty. To help you out, there are a
number of pick-ups that appear when you blow
away the walls; we’ll
leave to discover ‘Watch out for the
what they do - it's “.‘ﬂ . H""H"‘ :

more fun that way. ”"“’”‘r'r-,,;:
St e e -
there's also a ererh P EFFr e R

bonus level hidden i o b
inside one of the ""3'F|”F-Hr-.
bricks. Good luck. AALAA S

s FRSRPEREAERAN
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everywhere. All of this month's techie listings from
Techie Tips and Mean Machine Code freeze-dried

-and distilled into an easy-to-use form - in other

words, they've all been done for you.
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HOW

FAR

Why spend megabucks on a console game
whanynucangetmegamtsofcsdw
for very few bucks? Dave Golder proves that
cheap can leave you immensely cheerful.

o, what can you get In the way of computer

antartainment for E647 Wall, it could buy

you one copy of Street Fighter 2 Turbo for

the SNES. Sure S5F2s a great game, but is

It 20 times batter than a decent C&4 games?
No way. No way by a very large margin And the fact is
that you CAN still get 20 or even mare really good MEW
commerclal CB4 gamas for £64.

And it doasr't stop thera - there's some greal
hardware and applications software also still avallable
thaf'l lsave you a hugs wodge of change from £64.

_ Enough to buy yourself a few classic games, In

OLLIE ALDERTON
CF ART EDITOR

OCP ADVANCED ART STUDIO
£24.99 DATEL T 0762 744707
| mean, come on, what &
barg. It's a bigger bargain
than finding an original
God Save The Queen on
EMI for 45p al a car boot
sale... well perhaps not
but it's a pretty big
bargain anyway. It's a
stunningly good art
package that enables you 10 create
and manipulate pictures with ease. It even comeas with
a mouse 10 makes things even simpler. if you haven't
got it, why not? It comes on both tape and disk, 50
there are No EXCUSES,

LIVERPOOL £8.99
WIZARD = 0723 376586

Grandslam's
excellan
footy =im -
never quite : i L
gets the - E E
recognition it i -
desarves,
but I'm here
to change all
that. It's
excellent
Perhaps nof the best foaty sim gn
the CB4 aver, but it you haven't gol
Microprose Soccer this is definitely
your naxt bast bet if you want to play
some sernous CB4 socoer

No excessive transfer fees here.

ol (8 igl zhe

. =
- L

CREATURES £3.45
ULTRA SOFTWARE «— 0295 730060
The game which proved the Rowlands were a game-

writing force 1o be reckoned with. Like it sequel and the

Birilliant Mayhem which followed it, you can show this

fact. And if it's quantity rather than quality
you're after, you could end up with a pila
of shiny new games big encugh to cover
with a white sheat and call a life-size
sculpture of the summit of Everest.

To prove how miuch fun you can have
with & CB4 and £64 we gave four CB4-0-
manlacs three score and, er, four quid to
spand on Commadore goodies (actually,
wa didn't — we just told them to pretend; do
you think we're made of moneyT). And hare §
are tha choices they made.

10 YOUr COnSOole-owning
mates to make ‘am green
with emvy. And the 64
yargion is miles bettar than
tha Amiga version (which
the Rowkands had no
involvemant in).

STUNT CAR
RACER i
£3.45

ULTRA

SOFTW ARE

o 0295 730060
Cuite possibly the =
besl avar driving
sim. It's the sort of
gams that ancent
gamers, who have
moved on to consoles,

speak of in hushed tones,

asking, “why don'l they

make games like that any

more? A head-lo-head against the computer on roads
that are on ramps hundreds of feet in the air. Awesoma

Racing hundreds of
feet up in the air.

o

OUTRUN EUROPA £3.45
ULTRA SOFTWARE = 0295 730060
Mare racing action. | like my driving sims. This is the
without doubt {don't argue) best of the OutRun
sefies, involving a chase across Europe on
various diferent high-speed vehicles. Great stufl

He's not exactly keeping his distance.
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SMASH TV
£4.99 (DISK)
WIZARD GAMES = 0723 376586
Shoot-'em-ups have never been so violent -
though all you're shooting is androids, S0 that's
okay (just in case the Viewers' and
Listaners'
Associabon
15 funed inj
It's the TV
gameashow
that makes
Gladiators
ook like
Countdown
Superh stuff.

WILARD GAMES = 0723 376586

Okay, the original Xemon is pretty much a shoot-"em-up
by numbers, but | had to find something cheap 1o make
up my £64 quotient, and this is still solid gaming fare,
You can find console shool-'em-ups that are ten times
the price and half the fun

NICK FALDO £10.99

WILARD GAMES © 0723 376586

Another outstanding Grandslam sports sim. IV's a pity
the company got their act together 5o late in the day. Mo
exaggeration - this really gives a lot of console goif
games a run for their monay.

e




FORRESTER,
EX CF WRITER

TURRD CROSS ASSEMBLER
£14.99

THE ELECTRIC BOYS = 081 668 7595
| love dabbiing in Machine Code, me, and so
an Assembler is an assantial item. But even mora
assantial |s this Cross Assembiar from EBES, Using the
cable and the software you can link up two CG4s and
program like real programmers do, by having your code
on two machines at once. Do all your assambly on one
and check the results on the other as you go. Not only
does it save fime, but I's a great back-up in case one of
the B4s crashes. And if you haven't got two 84s, thera's
ordinary old Turbo Assambier, a enip at £5.59.

CF25 (SARACEN PAINT) £2.50

SEE BACK ISSURS ON PACE 32

Don't forget that every time you order a back issus of
Commodors Formal you also get the free covertaps to go
with it. And Issue 25 had the great little art package
Saracen Faint. But there aren't many copies left now, so if
¥ou want one you'd better get your skates on

DREAM TEAM £6.99 |m
WIIARD GAMES = 07213 276586
This excallent disk
compilation Is great
VFM (as The Sun
wolld say), malnly
becauss of Tha
Simpsons. But WWF
is one of the batter
beat-'em-ups (and
milas batter than its
saquel, tha incradibly
dull Europaan
Rampags) and
Terminafor 2 has s
moments. More than
tha sum of iis paris.

HERO QUEST
WIZARD GAMES =« 0733 376386

If you ke RPGs and you haven't got this game,
something has gone seriously wrong with the great
schama of things. So get hold of this superb sword and
sorcery caper now bafore the universal balance is
Iraparably damaged.

£3.50

HeroQuest is a must-have for anyone into role
playing games. And it's still easy to get hold of.

(¢« X COVER FEATURE 11

 YOUR £6/£] cO?

HEAD OVER HEELS £3.453
ULTRA SOFTWAR =~ 0295 FI0050
Probably the bast -
Isometric 30 game
avar on the C64,
And if's a
downnight waird
gama in which you
have to swap
control regularty
trom one of the
canine stars to the
othar. Oh yeah,
&nd t's praity
huge as waill,

QUICKSHOT PYTHON JOYSTICK £9.99
QUICHSHOT = 0279 00204

I'm surprised no-one else has recommended a Joystick in
this featura. A decent joystick s assential to precision
gaming. And the beauty of the Quickshot Python |s that
apart from being a damed comfy 'stick, It's also cheap
anough to et ma buy a few mora gameas with my E84.

Isometric viewpoints - great!

=t ;,3 "'_{ g T 4=
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ANOTHER J0 AMAZING GAMES IN ONE BIG BOX
You can't get much more of a bargain than this,

BiG BOX 2 £9.99

WILARD GAMES + 0723 376586

Who could resist & bargain like this? | certainly can't.
Thirty garmes for a tennar — that's a mera 33p a game.
And some of them are even good — Zoids, Barbarian 2,
Cauidron 2, Lords of Midnfght... the list goes on. It's a
multi-corker if ever thera was.

MICROPROSE SOCCER £3.95
EVERGLADE w 0853 240168

| know Ollle has
recommendsd
Liverpool, and that's &
pretty good soccar
sim, but this is without
doubt the best on tha
Ce4. And if's
cheapear, So unless
you're a rabid Liverpool fan, | rackon
you should go for this corker of a gama.

MINI OFRICE £2.99

WIZARD GAMES «— 0723 374584

Okay, It's a shama Mini Orffica 21s hard 1o gat hold of
thess days — If you sea it, get i. In the meantima, I'm
quite happy to recommand the original. It's not as good as
Its successor, sure, but it's generally avallable and dead
cheap. So if you want a good basic sulte of businass
software, Min/ Office is a good bet.

NEVER MIND
THE QUALITY...

Right, if it's sheer volume of games your after,
Iel's see how many we can get for our £64,
Disregarding PD, here are some of the best
bargalns we could find {all tities are on cassette

{Wizard Games)

Soccer Double Volumes
1 and 2 (Uitra Software)

Best of Elite
Volumes 1 and 2

Multiplex (0243 S87089)
do a deal where you can
buy 13 games (lrom a
pretty molley selection)
for £9.99

£1.98

£E63.27

10 5.25-INCH DISKS
£4.95

ULTRA SOFTW ARE

= 0295 T30060

50p a disk? Can't be bad.
Anyway, I'l nead some disks
with all that assambling I'l be dolng. And it
nicaly finishes up my £64. Almost.

rora: £63.30
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COVER FEATURE X

DAVE GOLDER
CF EDITOR

ACTION REPLAY £24.99
DATEL = OT82 744707
Probably the fourth most essential piece of
hardware for any Cé4 owner (after the CG4,
the monitor and a datassette or disk drive,
mery . of coursa). How
Gl can you live
- without one?
Apart fram
s poking
abilities so
that you can
romp through
games with
infnite ives/
Weapons/ensigy!
cal food or
whatever, il also provides loads of programming utilities.
Believe ma, you want ane. You need one

MAYHEM £8.99
APEX COMPUTER PRODUCTIONS
LTD, PO BOX 100,

SOUTH OCHENDEN,

ESSEX, RM15 5HD.

Ohay, I'l come clean. all four of

us would have botght this with

our £64. But 'm the edstor, 50 |

get first choice. Hah. This is, quite
simply, the best C64 game ever, and
is & damed sighl better than a load
of those characteriess console
plattormers, Get it

<1108 pus
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You knew
SOMEOne Was
going to choose it.

RAINBOW ISLANDS £3.75

== WILARD
™ 0723 376586
From the latest platformer
gansaton to one of the
earliest. Ranbow Islands
was probably the gamea
that populansed the cute
platformer, bt the thing
that still makas it stand out is its unique gimmick — the
rainbow gun. Thene's never bean anmything quite ke it since.

Still a briliant game.

YOUR LOCAL

Okay, 8o I'm being a bit of a creap.

But | would never miss a copy of

CF. It has always, and still s, an

assentlal source of all the latest C64 information.

DATEL MIDI 64 INTERFACE £39.99
DATEL = O7832 F44TO0T
I'm into miuskc, and this
padget, which comes with
The Advanced Music
Systam, a decant anough
MIDI music package, gives me
tha ability to contral MIDI instruments
from my CB4. It's a bit specialist, surs, but
for anyone who likes creating music, it's a must.

RICK DANGEROUS 2 £3.95
EVERGLADE = 0463
250168

| love Rick Dangenous.
and would, n truth,
have bought both Rick 1 |
and Rick 2 if given £64
fo spend on any CB4
goodias | iked, But in
the intarests of variaty, |
decided to stick with
Rick 2 - arcade
adventure acticn at its
best ( Aick 1 being a very
close second best)

LI

Rick Dangerous 2 -
who says thal seguels
are never as good as
the originals? Mo me.

ROBOCOD

£3.95

EVERGLADE - 0463
240168

The aguatic advaniuras of

ooo1oooo| the biomechanoid scaly

haro are not o evarybady's

The Slippery super spy
with stretchy bits.

taste, but | loved the game,
and that's why it's in this list
(that and the fact that you can still get hold of it new).
Fast-paced, colouriul and packed with grmmicks.

RODLAND
£3.45

ULTRA SOFTWARE o
0295 TI0060 -
Oh, yaah, | know.
Another platlommer
But | can rely on the
others o balance
up my bias, And
anyway,

Rodland is

anothar classic
which, along with with big
Bubble Bobble, sticks?
practically invented evary cliche in the platform genre,

STDRAGON £3.95

EVERGLADE « 0463 240168

Wha can resist a classic shool-'em-up aclion al a price
like this? | cerainly can't. And since you can still gel St
Dvagon trom Evergladae, Il spand £3.95 on that,

T

Who needs
guns whon
you can
beat your
enamies

LEMMINGS £10.99

WIZARD = 0723

Arsses

Thils game was a

smash on all

formats, and our

CE4 varsion ls wall

up thera with the

best of the

Varsons. its & s = the game with
great puzzier, and 8 mare “just one more go™ factor
truly original gama. than any other.

= 0723 76586

Along with Rodland,

this virtually
Invented avery
cliché In the
platformar ganre
{er, Dave forced

od Bub me to say that, by

tha way),
:hn: Bob to the world: "
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STEP-BY-STEP GUIDE TO
PROGRAMMING £6.95
COMPUTER MANUALS

« 021 706 &000

Definitely one of the the
easiesi-lo-understand books

on CB4 programiming ever

written. What it lacks in
comprehensiveneass, it more

than makes up for in
comprehensibility. Unlike

that last senence. Bul i's a

greal intro to the .suhpcl for N do ga
brainless gonks lilke me.

NORTH AND SOUTH
WIZARD GAMES
= 0723 376586

£3.99

The kind of
stratagic
wargame that
appeals to people
who don'l even
like stratagic
WAargames.
Relive the
Amarican

Civil wear for
under a fiver,

Why would anyon® ever want to
play the South in this game?

TotaL: 5 )73,/

AN ENDLESS SUPPLY

...And then there's always PD. in theory, PD Is
free so can get infinite games for £64. Bul there
are postage and duplication costs, so thatl doesn’l
quite count. Anyway, PD complicates matters, so
we decided to concenirate purely on new,
commarcial games for this feature, because then
there is a direcl parallel with the consoles.
However, this doas emphasis the paint that the
consoles don't have anything to compete with PD
= their loss. And to hammer this point home, next
month we'll be presenting 8 Top 20 PD games.,

F15 STRIKE EAGLE £3.45

ULTRA SOFTWARE = 03293 730060

Flight sims are an acquired taste, but it's one my
tongue’s got used to, so I'll be happy to lick this game
(biimay, taik about mixed metaphors — Dave), Just the
right sida of complax to make it challanging without
becoming frustrating.

SILKWORM £2.50

WIZARD = O72] 2376586

Whaen you've only got a couple of quid left you can
always raly on a good old-fashioned shoot-"am-up. Which
is what Silkworm happens to be. It's not all that fast, but
it's visually impressive and constantly engrossing.

e -
™ o

-

Silkworm - a poncey name for a hard game.

ron: £63.63



fima. Yup, that's how it was done

: @ GAME DIARY 13
chums... (er, I'm glad | read the colour

M
| Jll .Ir'll / mixing fealura first - Dave).
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L) THE CAST
I've drawn some more
opponents heads, loadsa
heads, in fact. The finished
. =0l product will only feature

about four 1o eight
opponents in memory al once, but you'll be able to
choose thesa four to aight from around 30 differant
opponents belore the main game loads, This actual
number mainly depands on how many differani-looking

Y N\ —
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| : i Elﬂf'"T —1 | | | I\h\\ !-‘\ |k E [ ;
'ﬂ"\-"; -/_,-*.‘\ |- { | | JL--)-‘ B xx\- ’ %- %\
| | " 1 J | . f L},,-"" [ Y] opponents | can draw.You get a look at the entire cast of
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. o =1 | 1 5 f{_*.f £ | 3 Although I've partly devaloped most of level twa
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Jon Wells continues to recount the trials '
and tribulations of trying to bring 10th Dan
to your C64 monitor screens...

using leval one graphics (y'see there are going to be six
lavels with three graphic styles), the emphasis now s to
get the complata control system and fighter graphics
soried, before | do anything else. This means that the
later levels will have 1o wail,
Balore | do anything, | nead 1o decida in what format
thesa animation graphics are to be crunched sothat |
can test out my rowtines, There are five different ways
la, charactar o sprite, single sprite, sprite vertical strp,
sprite horizontal strip of linked Sprite. .. phaw!

ome completely bizarre things have been polnter at SD01B/53275, thara's a

happening this month, but more about that
kater. In the meantime, I've been busy
finlshing off the conciuding landscape for
level one, parts af which we saw last month
The maln landscapa for this level now features all of the

problem! YES, there always a problam.

Your sprites can only move behind the Changeabie
and Multicolour Two colours (sea the Colour Mixing featurs
on page 26), and the rockery needs to be three colours!
The sprites always move in front of the main Background
colour and Mulficolour One

Though | have as yet to decide (decisions, dacisions),
the best way is to test the routines and choose the laast

You'll have to take our
word for it - the rocks are
olours.

skyline graphics, incleding clouds
and fainter mountains, to give it
more distance. The lower part
features a purple rockery (okay,
it's a bt odd), Instead of the
plants 'n' stuff that | was
originally going to include, Onee
the distant mountain and cloud
data was finished, there wera

na matter what you sakect on
the priority pointar,

“So that's it then?" you
might think. Not quite! Y'sea
ifyou take a hittle look at the
serean shots, youll notice
thal the rockery isin fact
three colowrs... (No you

THE STORY SO FAR...

Jon Wells, the man who basically is Visualize
Software, has spent the last hall year working on
tha game he inlends to make the best C64 baal-

‘em-up ever. And he reckons it'll challenge a lot of
consoale beal-"em-ups in terms in playability as wall.
So far the graphics for the first level are complete,
the map editor is in place and now he's started on

only 28 characters left 1o do the
big plants, bushes and fances
with! Not much mamory, ah?
That's why | did the rockery, though it wasn't much of a
problam becatsa it was going to appear in
a later level anyway — I'll just stick
ha flowers on thal level instaad!
So no problemo

" TRICKY ROCKS
;L The rockery was a iricky one to
manipulate bacause the
players aciually nead io
mava bahind the rocks,
Bt in front of the
bridge and any
other graphics!
Although we
can easily
achieve
this by
using tha Sprite to
Background
Display
Priarity

the actual fighting routines...

won'l, we're on a mono
page — you'll just have 1o
laka ourword for it — Dave)
They comprise a black outline, atong with the dark blue
and purple, yat still the fighters can move bahind them
and ba hidden completely! You see, although we sea
three colours ['m still only using two poantars, The black
and purple are, in fact, bath the ehangeable colour, while
the blue is Multicolour Twa, and the graphics werne
developad in such a way, that the black and purpla
colours would never be in the same character at the same

5-4E 40 SPRITE &35

The cast is coming together and the first level
background graphics are complete.

raster-time aater (ful, &wan | worked that aut — Ed, Al first
| tested the single Sprite formal, as it's the aasiast 1o do;
this can handle six sprites, lipped either way in about 160
rasterines, which is a bit steap, though | could decrease it
to about 100 by making the routine bigger, which uses
less compare-and-siore cycles. A cycle is the lime laken
lo operale a machine coded command, 50 the more
cycles used the longer the rastertime. Hmmm.., that side
of the coding neads to be more heavily researched,
thought out and tested, Qooer, scunds like hand work!
There's somathing else I've got to do befora all that alier
all — program the 10t Dan Spile editor]

Actually that’s tha main thing I'l ba daing in
par seven, Hopsefully, I'l also be able fo give
you more infermation about how and which
cruncher will be used, Sea you in 30 days,

KENZ IS BACK

Well now for a bit of blzarre happenings. Think back to
last month's diary whan | mentioned that Paul, better
know as the FeekZoid, had disappeared for good! Well,
he's returned! There was poor old Kenez, just boldly
going to answer a knock on his office door when it was
smashed down by an enraged FeekZoid, wildly waving
last month's issue of Commodare Formal.

After a few moments Kent managed o scramble
out from underneath the door, only to be confronted
by the still angry FeekZold, demanding, "What the ‘el
is all this about!”, Well, FeeKZoid is back and he'll be
dealing out the music for 10th Dan and Germ Alert, as

well as our future projects. Which is excellent
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nﬁlﬂ entertainment?

Well, you could go down to
the Barrow-In Furness bandstand and listen to brass
versions of Kylie’s greatest hits, or you could load up
a demo. If the demos seem preferable Andy Roberts
might be able to steer you in the right direction...

(CENSOR)
This is tha latest release from the world-renowned Cenaor
group which boasls several new technigues that the

BEYOND IMAGINATION 2 """

codla
gf= (2727

[ANTIC)
This is one of 2 new breed of

megadaemaos, in thal the The

authar
" ‘, likes chessh

cards

EFS
! 1

BN magmation

this port emulal

®

. ih= uE--i:'r‘i'.
dapah - and “q*'- ibm pc ]
dapah - S or tup-Saguras

dona st for §

of this one ' This screenshot's from... ah,
can't guite remember... it's

demo's crealors are obviously keen to show off. The intro whole thing is self-running. . apparentiy - |
features a superb colour-cycling scrolling message, but Obviously you need o load . | have Mll;d “"“N‘r- ’ on the tip of my mind...
the sacaond par is by far the most innovative — a stunning it up initially, but then you ‘ i ‘
ray-traced animation, which moves and changes colourin  can kick back and relax ! P __._ )_”!1 features a rotating city scape, and
time 1o the music (which, incidentally, is the awesome while the demo plays each . § ! i e oyl aoobat exampla of the
main theme from TERRA CRESTA by Martin Gaiway). part {and loads in the next). e ,._-:_-’T B d . stunning animation effacts possible
Part three features some amazing sampled rifs, On the downside, you have P Y =y mm{f""lmim it
¥ - i M UrES a ginim a

along with complamentary effects, flashes and strobes.
Although they are quite clear and orisp, the samples do

io sit through the whole
demo — and that includes

swimsuit (lor no apparent reason),

tend lo hiss a little, so keep the volume down unless you  the boring bits too. You ) = ! .. ' Mﬂmﬁhr;m'm ray-iraced piciure
wan! to attract every dog in the = can have your cake ‘ ¥ ammmuu hagpﬂpaar. SHEtal
neighbourhood. ey X s ara () and cat it with al [ .. gh Beyond imagina
The fourth part Tl C C those harrible bils Iacks the sparkle and
is by far the longest, aof peel and rind professionalism of some
and combines all the BRI you'd normally take oul. : . megademos, it has several
effects from the -ncl-:'lm' This demo kicks off with a very original intro, interesting and innovative seclions, and is
previous demo :":l:'r“ tive - emulating the start-up screen from a 386 PC, ang  ure 10 set more than a few trends within aoiy.
sections (colour pyramid? N even the Guru Meditation error message from the 1@ demo community.
bt - DIGITAL MESSIAH
sampled music), ' NTROD
The final pan s I WHG !I::ﬂmrﬂm 33
vory ol eturng KEV’N‘DAVE Th b doo
SEVGIIE ChRanOk Mbm.t plch.lrl?ﬁ which.aee displeyed Another month, and another new PD library. KDPD and is the final g
A0 e nolou oyciec, A & vavisty of pisama. afieche. (Kevin & David's Public Domain) is based in sunny Megastyle
BReamolytio =Sr kgt nbms; An unubuel A, Scotland and run by Kevin Wilson, his aim being to produclion Jor 1he
BAEROIEAPICIONNG TRIENg K QFOUP Wikt Cesor's provide quality PD software on tape and disk (in much Co4. I you're
st il I‘ﬂﬂﬂl‘d..Tm fricamiing the same way as every other library). Anyway, it you'd m with
ot Ell-f:k. but it fails way behind their ? 5% like more information, send an SAE to their address demons
PRVISIE PRGN | Nuuthof ity listed in the PD Format directory. do o
081 e sl
Amiga 500. Atter a tedious list of credits (accompanied ::’b’:":ﬁ"’;f'
by a rather nifty pixel lunnel) comas a stunning animatad
sequence. This was featured on Power Pack 47, andis "¢ m
quite an amazing piece of animation, especially if the g mm
lights are dimmed,
Next comes a vector graphic pyramid which rotates m:;:: sl i
smoothly and effortiessly, then the programmer scroll and morphs into s~ From Beyond... and CF
Introduces an X-RAY alfect allowing us 1o see inside the ;  arfid fronzied Power Pack 47.

pyramid. Cuite supert.

After this comes the ubiquitous greatings section -
which is slightly more readable than most if you'ra
interested — along with some spinning and rotating
chessboards lor added sparkle. The next secticn

bursis of lightning and

thunderous sound effects. The credits section comes

next, and leatures the namas of each Megastyle member

carved on gravestones... imagination or premanition?
More dark and sinister sound effects accompany the

next picture of a demon hunched over a gravestone. Il

This section of the beyond demo demonsirates
this dema was a parson, |t would wear black, listen to

| MAG I NAT { ON
what it's like having vertigo on The Seers tower.
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n"‘ldamu‘.
C regary
Beyond: Oh no, “"-ﬂlnu-
been invaded by t"’ﬂ'.‘“'ﬂm Wroing
the dreaded DOS.  cgs, Fee sucy) o (), 130 LIV
Metallica and think Bilam 5y L
The Crow is a hﬁ.&r‘ﬂﬂ
greal cinamatic g'tlg.”“ o
masterpiece| ] P
The next Ty ;'; %’mﬂ ey
section features some i T
sampled heavy metal rifis (Metallica, ;

probably — Edb, along with a myriad of flashing symbols
and creatures, which are supposadly the five main
phobias. Aftar this comes anolher movie-inspired
sequance, with possible racial overones — a man 5ees a
burning cross from his window, and joins up with several
men in hoods to worship the Grand Master who is
standing in tha flames, The letters K, K and K (not to
mention, V, E, R, ¥. B, A, D, T, A, 5, T and E) spring
instantly 1o mind.

Fariunately, tha next sequence in the demo shows a
litle less tacliessness on the part of the designers {weil,
it would b difficul! to show more tacliessness — Dave).
To another sampled haavy metal rilf we are treated to
images of money, power and wealth, while a hand points
to writing on a blackboard and instructs the poor mortal
to work, Amid scenes of falling money and grinding
wheels, various corporate logos flash across the screen,
I yeu've ever seen a U2 Zooropa vidao, you'll knaw the
kind of thing to expect,

The final couple of sequences can anly be described
as bizarre, surreal and downright strange. This display of
weirdness concludes with spirits drifting up the screen,
ushared by the Grim Reaper himself — | blame it all on
Meatloal videos mysail. H

The whole demo, which spread across

PD FORMAT
Hiaes ne, DIRECTORY

New PD libraries seem to be appearing
all the time, which makes it difficult for
us o recommend any one particular

library when we review the software. it's
also a little unfair, because most libraries
stock all the latest software anyway.

That's where our splendid PD directory

comes in to action. i you've never ordered
PD software before, write to a few of the libraries listed
here (enclosing SAEs) and ask for up-to-date
catalogues. Some libraries only stock disk-based
software, 8o it might also be a good idea to specify
whether or not you own a disk drive.
dust to make things easler, we now specify whether
the companies stock tapes (T) or disks (D) next to the
company name. if you run a PD library and can't find
yvour company listed here, write to us at: PD Format,
Commodore Format, 30 Monmouth Street, Bath Avon
BA1 2BW. If you're a programmer or PD library, that's
glso the address 1o send your latest software along to.

EINARY ZONE PD/THE GUILD (T/D)
34 Portland Road, Droftwich, Worcestershire WRS 70W.

into the unknown. It shows imagination and lalent, and is
cartainly nol your average run-of-the-mill megademo. I
you'd like to try something different, try this. II's a shame

about the fascistic elements, though — they
almost ruin the whole thing. 90%

two disk sides, is a dark and mysterious trip

r

L 4
(CAMELOT) It's a spiky
¥et ancther self-running dema, this ihme thing. Ooh,
ho haven't seen 1
{rom the legendary Camelat group (Wi o
brought us the classic lce Cream Castig). ey :mh . -
After a series of vecior-bobs perform a must be since L

countdown, the
demo begins
with a suparb
medieval itle
screen, followed
by even mora
yactor bobs. The
opening music is
simply stunning,
and is some of
iha best damo
miusic for quite
soma while.
The secaond
part features a
ganuine 30
rotating floor, as
gaen in Space Hamier and
Baliblazer, and moves around
smoothly as the credils are
displayed. Next comes an

effect previously only _ b

encountered in Amiga demaos; . 26880
a swirling mass of pixels twist
and rotate 1o form dozens of

More chessboards - it
must have something to
do with the universal
balance between good
and evil... or maybe not.

intricate
patterms
(ke &
computerised
version of
Spirograph). The
result is a truly
dazzling effect.
The next part consists
of a CMIL logo, which casts
vanous shadows as a light
source moves behind it — very clever
indeed. After this comes another
display of vector
graphics, which even
feature translucence
and stencil effects (i
e - you've aver sean the
422 BOE7 S classic Amiga demo

BROMOEB Y Mental Hangowver by

Scoopex, you'll knaw
just whal to expect)
More fractals appear
in the next segment,
before you are treated to

ELECTRIC BOYS PD (D)
9178 Brighton Road, Purley, Surrey CR8 2BP.

FOX PD (T)
6 Sturton Avenue, Goose Green, Wigan WN3 652,

KDPD (T/D)
8 Failtord Place, Kilmarnock, Scotland KA3 10

KINGSWAY PD (D)
72 Glencoe Road, Shelfield, 52 25R.

MK PD (D)
1 Westmore Close, Burrows Park, Northam, North
Devon EX39 1SR.

MEGATRONIX PD [T/D)
21 Tiled House Lane, Pensnett, Brierly Hill, West
Midlands DYS 4LG.

SHAREWARE PLUS (D)
Fulfilment Centre, 66 High Street, Pershore,
Worcestershire WR10 10U

UTOPIA PD (D)
10 Cwmaman Road, Godreaman, Abedare, Mid
Glamorgan, CF44 6DG

Grab your joystick and prepare for action as
we uncover the top 20 PD games of all time.
Cheap thrills have never been so good!

You can send away for this
unigue, limited edition
hand-crafted sword
and sorcery plate,

a stunning piece of
fantasy artwaork
(which sets the
standard for tha
rast of the demo).
More vector bobs
next, this time
forming a scrolling
message which is
literally impossible
to read (unless you
have a particularly
flexible neck). After eaven
mare impressive vector
graphics (and another beautiful
piece of artwork) comes he
member screan, which features some
stunning morph and dissolve affects. Camelol never
seem to do things by halves. \

Parhaps the mosl impressive part of the demo is
the vector ball, which has a mere 72 faces - enough to
make any self-respecting programmer cry... undil it
turns translucent. Amazing.

Tower Poweris one of the finest demos | have
seen In a very long time. The demo pans link togeather
superbly, and the whole expenence is exhilarating,
absorbing, and technically faultless. If you order the
demo, make sure you get hold of the finished product
rather than the nearly-finished preview., 3
Miss this and you'ra missing the -
demo of the year
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Urgantly wanted: 15417 W2 oriva, Wil pay
postage. Cal Paul Haz al 10 353 21 292491 o whila
16 2 Charry Oriyve, Cross jas Rosd, Codk, Eira,
‘Wanied: RPG's, ¢ disks, bouad wilh insiruction,
B ale, Livma, aic. Clug books f possible. Wrie
E Phil Duncan, B Oakapple Houss. Masdstons, Fanl
ME18 ML

‘Wanted: Exile, &iinr Ego. Oragon wars, LOP, Aliar
Slorm, Peatms, GAC, any strategy, on digk. Wiibs 1o 24
Avenue Parade, Accringhan, Lancashire BES 4R
Wanted: C64 DTP software. Gasasthe or disk. Planse
ring OT1 251 4106 ar wrils b3 me a1 ib Peabody
Estaie, Farnngdon lane, London EC1R 384

Does anyons | omatan by Kingsoft, taps of
ey (I 5 TOOOTY G088 = Wiy, 90 pou want 07
15 Kgans Road. South Lynn
King's L arfolk PE30 58T

Urgant; saarchad avereahang o Mult-Player Socoar
IF mnyane has it ' buy il Locally to Faltiham
all Deve & 384 TEEE. Lirgant

Disk drive wanted. 5 25-incn o possitle, Plus some
u low price. Comact Simon Lamb, 13 Victoria
PATE TLD. D4TE 38085

Unhappy boy asks lor any spars Hoad
CEAC hayboard, C120 keyboard Commodore C16 4 solware waniad on fane
P dreves and dmred. Also wankad Prusa Plus
Send ta 29 by Anco. Ring Potor on Od4d. 440647

more, Middiesex Adveniures on tape and d Plmasa sand lsis 1o
eRE i 10 M hopell, | Dave tha Spriés . Also nes back lssue of CFAT. 23

Renagsds 3, Streattighlar 2,
HarcOuest, AMC, Dragen Hinja, Siy
Spy, and billicns of oiher games. Al lapos
Compiete Cd gystam, reconder, light gun, andg

pafmes, #ic, far E100 or kass. Talophons Axanisa cea, Atnenasurm Street, Plymouth
Main J8ES 347330 disks, cars and Wanted: G4 Space Gun, praferably Devan PLE 7AM

ATarl Lynx wilh AC slapor and six gamns. £45 cappalies, harcwars gnd aan. Wil pay u 5 Mark on DS0E

Fhong Roben on 0740 B31440 musi CO48, tapea, records. Ve BPABED | A6 & 14660 — pods

14 YEAR QLD BOY =

lasue 11 to 14 of Commodore Force |Bboo, hiss cheap. Ser val ¥ ;
ki :

Dave} plus coveriapes. Pug tive pames. All for £8. Road, Immengham, § 1541 disk drive, swap far new 3.5 1 44Mb ’ *""'."1'.'1“1:'5:“'7:';?

Gontact Dreshal Vila, Hambrough Lane, Tollsnd Bay Commodare 64 will d nid Ml 10 card. Make ug asking prca o . AT e

0 be intorested in
compubers. Al kebiers
= Wil recatve @ reply
Pholo if possible. Haydn
Picton, 27 Park Streaot,
Pembroke Dock, Dyied, Walos

Isda ol Wigh PO30 QX

CE4 and C6128 software and hardware disk ano
lape, lor Sake. For bst s SAE 1o Mika, 5 W e 1
ED‘.I.I;'.‘IE Highwood, Chalmiaho Essax CM1 38D i r o ofers. Tel D435 B
use. Alsa saves 54 gamaes on lape. F15, Acro

-

age Uil mouss, Mouse

e Jon an

2 EE Also | war
s 12 ol

i U5d F2d4dd
L)

vremaadnne Formal, Phane
GEOQS sulte or pars. A0 Tr

2 Cirgat € 3 L1 50 agsh A ar pay cash
fool, E30. Phone 081 571 6183 ELT e D452 713593 Bper T a8 halp A seviois Bder. 021 3
Cid 1541 disk drive MK1, var 5 Brand new Cod O s 8iill Bemad Runner and Roland's Aat Rece wanted Also Microsounds Digital Mugic systern wilh four ootave
mause and an disc. E650mn0 with mstruchons, Excallent p TR C 1 08 | Suparsolt] plus Pro-
afar Spm Phone 081 571 6183 il T, 34 7 3 and B& 2 rile to Mika, 14

CDs from 50p, Aeconrds (rom 3%0. Tapes fom T8o Commaodors Formal mage s g 1§ 4} FaTa: hitby, ¥O22 48.J
Gamas trom 50p. For calalogue | ired SAE sovri T We've anly pol o is Bave PO ur Lo i, @ poyEick,
and Dlank deklape 1o M Raynes Paiham Road Action Replay cart Mk V1 £10ona i mase Phone Richand

Fremingnam, South Humberside, D840 14U saltwars ESana. Tel
CBd with disk drive, printer, mousa, lghl gun Microprose) on Kixg
|oystick, dalasatie, over 120 gamas ding. Plaase phang

ad waried. Taps
r OBAZ 484510

SK-64 FOR SALE il amnd Hardy an

with: blank discs hct Marmheny
Traan, Ay Gewstl cowrition hashig CWa2 7Y
QCP an & : T1 5dono for quick
E10. P i sale (and {'s a ploce
Commoao of compiting highory
printess, gal o Darvw), Phons Tom iaiHe wornd

RAGE/PAL noww on 0F37T ATH663 B 1230 piirilar (ar,
Commodar
drivae, peirilar
corditon, £2
CBA, tips ol
prrEr, joysbd o 10 e el ik
Biginner. Pha wwrite ko Dearmuid Cuirke, 52
Cid, disk dri sgcow Fark Lawn, Ballywolana, Cark braland
mase, With A 2 '

] a
manuald £11 Gart with ro bonfingin % Dus us:! Gnoun
64, tape dec (7] IF you can help phone 0533 543636, Batwean iF

Wil vy peiriigy
bons, Talephone

G TiEs &hd

ovar 60 lapes, d e L2l Esse Wanied: TV Spons Foolball {avadsbis Partnar needed 10 62l up & C1 2884 user group. Must
OeLEF HN0244 f th clues o by Msroraof. Wil pay Il price lor ge § OO 5 prntar, G128 and faidy good Engisn skils. Do
GEOS: compla gy . Pleass 8l Dean 0386 TE1231 crgian? Tha write ta Simon Migland, 1
drive, S0 blank dEER VANOus gamas and uilitas L Hobibit (disk), LGP (disk), Kayl Ering Primroga Closs, Calra, Wiltshira, SN 1 40F

ar will gpin. Call for infa, Paw 0783 TERME WEE pant of & dish crvg 15 Sigtars, Salarmandar i), K T i SEUCKERS. owar 200 games. SEUCKERS, ke

CBd Quick Data drive for sale, Unused. Flaase mng Srarafip Andram diskl, Lond
0753 B2423) ardd ask for Jobn 1§ & four fimes fasle One (impa), Kevin

Ihan a disk drive Her ungh, Dunian

na-Mog, Mario B T
£, Aenagade 3 (disk). Writs o ma af 81

for friendship ners SELICK pames. SAE o
C RS, 12 Arthur Avares, Caister an San, Groat
o, Norod NR30 5PO

BUYING? SELLING?
BUY-A-RAMA ORDER FORM DOING SOMETHING

ELSE THAT THE C64

WORLD SHOULD KNOW

ADDRESS ABOUT? THEN CF IS THE
PLACE TO ADVERTISE...

And it's as s filling in th

NAME e
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We’re not sure what’s so interesting about rErrrrerErryYy
4

Fred’s back, but it must be worth investigating

if this is the third game that’s been made about
it. We sent in our vertebrae specialist, Dave...

et's not beat around the bush - if Fred wore a
red cap and grew a ndiculous moustache he
couldn't be much more like Mario than he
already is. In facl, weanng a moustache and
red cap would be a distinct improvement
because Fred is withoul doubl one of the most hideously
ugly game characters ever. But then, | don't supposa
Fred wants a visit from Nintendo's lawyers
Fred's Back 3 is another one
of those German games that
the Electric Boys will be
releasing some tima in the vary
near future (contracts have
bean signed, but you know
how it is with this international
wheelar dealin'y. And it's
definitely one of the belter
games that's making il our way across the
channel. Okay, it owes a debt about the size of the US
frade deficit to Mano, but there's no denying it's an
immansaly playable romp.
Luckily for you, | haven't got a clue what the
plot is, so you don't have to sit through a
couple of paragraphs of pseudo-fantasy,
cutesy-woatsy nonsense. Suffice lo say,
it's set in a colourful world of floating
platforms, secret rooms, collectable frult
and exceptionally dim nasties and that
Frad's aim is 1o get from one end of &
level 1o the other in one piece, collacting
all the erystals along the way.

i e EATRER [ ] e s
004750 LT -
. Possibly the - -

trickiest end-of-
level guardian
in the world. .

e

i -
el el el A

L T

-
h' b
..r"'-r .

Frad's weaponiess to begin with, and can’t even
notble his enemies by ouncing on their bonces (phaw,
50 he's nolt a carbon copy of Mario, then; that'll keep
Nintendo's Ihw&rs away). But firepower is waiting to be
discovered. All you have to da is bounce under the

suspended platforms 1o knock the bonuses hidden
inside out into the open. It's then just a case
of nipping up to the top of the platforms to

Once more Captain Stem hurtles
headiong through the sewage outlets of
time to interview experis form history, to get

thair views on the games we review. This time
we needed an expert on Freds... er, but we
couldn't think of any. The we thought about
getting an expert on backs, so Stem contacted a
few army generals who had fought Halian
forces. He got this comment from one Fleld
Marshal Alastair Monty-Maontgommery ‘Clethy’
Cletherington-Bumpworthy in 1817: “Chap’s got
round shoulders. He'll never do.”

It's always puzzied me how
these kind of platforms
remain suspended in air.

Perhaps .““ people who
constructed them discovered
the secret of anti-gravity.

Or maybe this is just & fantasy

game and anything goes. It
seems more than likely.

N I R e e e e

»

AAA RS A A

you firepower, while the
bottle contains energy.

collect the things - but you
can bet there'll be some blobby
nasties around trying to makes
this apparently easy task a
damed sight more tricky.,

Also gotted around the levels
are various trampolines, uplifting
gusts of air, extra energy potions and
other platform game clichés, It might not
sound that exciting of original, but believe me, the
elements have been combined in style. The fact that the
graphics are excellant, the general quality of coding is
extremaly impressive and the controls are extremely
responsive alse helps.

But it's not all good news. The gameplay is
relentlessly stuck in a rut; it never develops much beyond
what it presents you with an the first couple of levels, and
thera are few surprises. Al times its slavish adhaerance o
over-familiar gimmicks makes your subconscious cry out
fior it to come up with a gimmick of its own. The other
main problem is far less pragmatic — the first guardian is
far too difficult to tackle, mainly because there seems to
be litthe pattem to his attack. After about the twantiath
altempt 1o get past him, you wonder if it's worth the
bother (and reson 1o a poke lke | did),

Fred's Back 3is greal. so long as you haven't played
too many platformars before (in which case it's maraky
pretiy good). The initial hit is impressive because the game
looks 50 lush and plays so fluently. But as the levels
progress it loses its way a bit. if's never less than
enjoyable, but it's not the sort of game you'll
rasent being dragged away from. Dawe

FRED'S BACK

The graphics are immensely impressive.

Loads of bonuses and power-ups.

Fast-paced and action-packed.

Loses out badly in the originality stakes.
" The gameplay doesn’t develop much.
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Escaping from the clutches of the
really evil Sultan Salabim is one of
the toughest Power Pack challenges

Is it ethical? Is it morally correct? Is
it a symptom of a decadent
society? Is Andy Roberts a
threat to civilisation,
undermining modern society
by encouraging people to
cheat? Maybe. Maybe not.

as a handy escape route (should the action gel
a litlle hairy). This works both ways too — it's
often possible to teleport into a dangerous
situation, so take care and be cautious
There are several different ways in which
io tackle the level, owing to the fact that the
location of the treasure will change from
game fo game. Nevertheless, there are
always roughly 30 separate bits of
treasure lying around; as Sinbad
#* only neads to collect 16 bits of
freasura, it leaves you with a very

S Nis—%

in a long time. In fact, because we felt
so guilty after giving the game away, we just had
to get Andy to produce a players’ guide...

LEVEL 1: THE DUNGEONS
(NO PASSWORD)

The aim of this level is fo locate the two keys and
apen the two doors which stand between Sinbad
and freedom (in the metaphorical sense, of coursa)
Howeaver, there are several problems o ovearcome
First, each of the two keys is protected by a force
fiald, which can only be disabled once our hero has
collected eight items of treasure, Second, Sinbad
can only carry one key at a fima, which means |ots
of walking backwards and forwards along the
hazardous route.

The enemies are the biggest problem, appearing
ragularly from the blue U-shaped doonvays. The
snakes move very slowly and deliberately, making

tham fairly easy targets, The guards aren't much
faster, but can still cause many problems. The birds,
however, are big trouble, and move around the level
with frightening speed

Remember thal there is always a maximum of
seven enemies on-screan at any time (and if you've
ever read any of our fealures on sprites you'll know
why), although more will appear if any are shot or
leave the immediate vicinity

Sinbad, thankfully, Is equipped with (admittedly
limited) firepower. which will ebliterate any opponent
on contact. The problem s that these bullets can only
move horizontally, so be careful not to get trappad in
any ‘vartical' dead-ends

The mini teleporters dotted around the level are
an integral part of the maze struclure, but can also act

large choice indeed.
To begin with, collect the treasure
as you progress towards the first key (use the map
to plan your route). Hopefully, by the time you reach
the key, you'll have collected enough to disable the
farce field, Now grab the key and make your way
towards the exit {at the bottom-right of the level) and
open the first door. As you progress o the axit,
collect enough treasure to disable tha second force-
field, then head back for the second and final key —
take this to the exit as before

One final point to note; if you manage fo grab the
few seconds to race around the
use this

lamp, you'll have a
maze without fear of attack or injury -
advaniage wisely

LEVEL 2: THE ESCAPE
(PASSWORD - COSMO)

This section, reminiscent of the ancient Firebird game
called Boofy, reguires very cool nerves and quick
reactions if you're going to survive long enough. The
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task here is 1o completely wipe out the normal guards
(the ones with the red turbans), before you tum your
attention to the big chief, top dog, head honcho, main
man {in a bright green turban). Do not attempt to kil
the boss straight away, as he will keep re-appearing
unfil the other guards have bean killed

At the peak of the action, there can b a maximum
of six enemies (Including the boss) on-screen at any
one time. Once a guard has been killed, a new one will
appear from behind one of the eight green doors.
From time to time, the lamp will appear at one of the
doors — it's not essential 1o collect it, unless you're
after some bonus points, that is

Killing the guards is a relatively straightforward
task, Simply hold your joystick left or right while
holding the fire button. Note that
a5 YyOu Swipe your sword,
you will move forward
aver-sa-slowly. This
can have its
disadvantages. Also,
nota that the guards
cannot be killed if
they are leaping i
through the air; if one :
leaps towards you, gel
out of the way sharpish.

Once the quota of
guards has been
reached, you can
turn your attention o
tha bright-green
boss. He reguires
four hits before he
shuffles off this
maortal coil, but is a
lot more difficult to kil
than the pravious
opponents. Whan
you strike him, he
becomes very irate
and will leap towards
Sinbad; plan your
attack and make sure you have room to run away (if
all else fails, just leap up to the platform above), Aftar
three hits he will bagin to flash (oo-er missus), and
then it takes cnly one mare swipe 1o finish him off

LEVEL 3: CAMEL TRAIN
(PASSWORD - STORM)

Here Sinbad's task is to protect the camels from

attack as they progress across the desert (or from

left to right across the sereen in this casa).
Vary simple in theory but very, very difficult in
practice. There are two types of opponants
here — ground-based enemies (such as the
guards and scorpions), and the air-based
enamies (birds and bizarre spinny-wheaaly-
things, to coin a phrase), If an enemy hits
the camel, energy will be taken from your
currant quota depending on what enamy it
was. The maximum depletion is 20 units
the minimum s 10 units.

The guards appear from the left and head
slowly across the screen. Leave them for too

3
2 ;_1 Z
F \.‘J

What weapon In
Sinbad's day had
targeting sightaT

lang and they begin to
throw things at the
camel (which usually
hit their target). Tha
scorpions appear at
the right of the screen
and move left towards
the camel, but, to ba
honest, thay're too
slow to pose any real
threat (although It pays to be cautious when the
camel arrives at the far-right of the screan).

The birds are very awkward to hil, but are aasily
anticipated as they linger in the sky for a few saconds
bafore they swoop dawn.

Finally, there is the spinning-wheaely-thing (/ really
don't think it's a term that's going to catch on in a big
way — Dave), which Is the most difficult objact to hit
{owing to the somewhat staggered movemant

pattern), appears nagularly from the top-
right of the screen — shoot just as it
reaches the tops of the trees.

Leamning whean to fire and controlling
your bullets are probably the two most
important skills to master on this level
(actually there aren't any other skills you
naed on this level, period — Dave). Fast-

maoving objects can be very awkward to

deal with, especially if they can move faster

than your bullets._ If things look a litthe

bleak, you can always shoot at your came!

1o spead it up a litthe (please note that this

effect is irreversible and not recommended
by the RSPCA)

LEVEL 4: FINAL
SHOWDOWN
(PASSWORD - TWIST)

This is, without doutd, the toughest section of the
game, and will cenainly give aven the most patient
gameplayers a severs test of restraint. The primary
task is to destroy 20 of the Sultan’s minions, ba they
guards (on their flying carpets), or the large and
particularly aggressive Roc Birds.

The enemies fly on from the right, usually in

groups of six or seven. Most of them move up and
down the screen as they progress, so it is very
important to stay on the move at all timas
Anticipating the movement of the enemias can be
very tricky, especially as they fly quite amatically.

The guards only require ong hit to kill, and bonus
points are awarded If you manage to kill two guards
with one bullet (as the old saying goes).

The Roc birds, howaver, require threa hits each;
this can be a little awkward at imes, and the action
becomes more and more frantic as they fly closer to
you. As your firepower is limited, be sure not to waste
bullets; aim carefully and delibarataly. If things get too
tough, you can always fly down to the bottom of the
screen to buy vourself some breathing space (and
you'll certainly need that).

Once the guota of enemies has been destroyed,
the Sultan will appear and change magically into a
huge dragon (apparently this is commonplace in
downtown Baghdad). This formidable beast raquires
15 shots to kill. As with the previous opponents, the
dragon moves up and down frequently, shooting two
fireballs at a time. The best tactic is to stay at the far
left of the screen, moving up and down reguiany
(don't linger in the sama spot for too
long). Defeat him, and you've
completed the whole game! . __I:[
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cheat mode included in tha demo, including

David Slanden from Chatham, Martin Willis From
County Armagh, John Ryan Jnr from County
Limarick, Michagal Ward from Leigh, Paul Hughes
from Deeside and Anto May from Dublin. On the SAD
stage, simply press the F1 key to skip straight to
Theo's cave. And if you're still too incompetent to
tinish the demo, try the gaggle of Action Replay
POKESs elsewheare in this section, or even the listing
we printed last month. Marvellous.

BONECRUNCHER
(POWERPACK 46)
Owr rasident PowerPack cracker, Richard Beckatt

I-sense justa louch of sarcasm in that

few months, and has been the cause of many a
letter exprassing

statement? — Ed) has been out on budget for quite a

Things start to speed up on level two, and it's
Impartant o reguiarly switch betwean the two
worlds — use the scanner |ust alter you've
leleported to find your beanngs. As soon as there
are three or more doodles in the real world, you
need to talepon there and track tham down, then

adyice {with more o __ﬁ_

follow next maonth).

from York, makes his regular monthly appearance
with a heap of good advice for this rather odd fittle
arcada adventure. Take it away Rich...

@ You can carry a maximum of nine skeletons
before they act as a blockage (because they cannot
ba moved). Therefore it's best to find the cauldron
to turn them into soap as soon as you have anough
for a bar of soap.

@ The skeleton-ealing spiders will always follow the
laft-hand wall, so try to remove the

earth around a spider to
leave it circling

around one piece

of earth

{wherea it

can't do

any harm).

@ Spiders

cannot be

killed. If &

spider

consumes

any

skaletons,

don't despair, as

there are other

ways of collecting the
skaletons, First, you can kill
monsters = to do this, you must trap
them in a single square. This is
gasier said than done, as thay
home in on you. However, if you
can get the monster to go into a
corner and then wait for Fozzie

or a spider to come and block it

in, then it will die instanthy

He really
hasn't got

That towel's

- 7

Don't come near
ma- we'll clash!

through his head, you realise.

L ".‘-.";..-;-l"’.‘.'rn\'i.n--j'ﬁr BT

-m- 1 & 2:
THE HOUSE

ﬂmmhmmﬁsmwauummaum
mmwmmummngm:mu
ultimately finishing the gama). Thesa include

~ Jumping gaps, shooting the Doodies and sucking the
ink, as weil as collecting the Nicke
Baiters. The objects get
 deposited in Cool ;
stay there (as _*— *
opposed to

';"‘I J

geing straight leaving a skeleton behind.
Alternatively, you can trap
the monster batween any
nearby gloops.
The other way to
get skeletons is 1o
murdar your
collsague,
Fozzie (in war,
there have 1o be
casualties). Simply
trap him so that ha
can't move and wait for
his anergy count to drop to
zero — hig skelaton will be left behind,
@ Escaping from a monster without getting
its skaleton is much easier. Simply walk to
the opposite side of a trap door to the
monster and it will muuyou and

T

rom lavel four lII'L
ool Worlds become
“Tpasier to negotiate.

i nip back 1o the Cool
extreme lrustratipn 1S that a bush or a blob - W
y outside the window? & Waorld and retum
and seeking the | e
‘Gamebusters’ help, . J A
~Lat'sfacail, it's not mu 3
your average
piatormer. Frotye | s m‘
nol, 'cos hare's
- some suitably coal j — — From this lavsl on,

ihe negatiation of tha
Cool Worlds
becomes a little easier, but the five minute time limit
seems o go an foraver. The real world is littered
wl_lh holes; while they aren’t particularly hazardous,
you might lose valuable energy by landing on a
doodie. Constant switching between the two worlds
Is essential - eliminate as many doodles as
possible in the real world before leleporting.
Level four is hectic, and a cool head (groan -
Ed) is needed to complete the level without losing
too many lives. Stay in the real world, killing
~;  doodies as you encounter them, When
- thie action dies down a little, nip
back to the Cool Woarld and send
back a few objects. Con't be
templed to wait in the real
world foo long, though - keep
an eye on the danger meler and
judge for yoursell when
feleporting is necessary,

Level lwo - make sure you lesp
between worlds with care.

e

slow the monster down while you escape in either of
two ways. First, walk past Fozzie and hapefully he'll
grab the manster for a couple of seconds. Second,
you can run under a gloop and it should fall between
you, either blocking him or
making him wait while it
falls past him.
@ Forward planning is
especially usaful when you
actually deliver the soap,
as the gloops will move
towards the point where
you last deliverad the soap.
For example, if you deliver
the soap to a monster on the
right, the gloops will move
é right from then on.
Thﬂl'uil:u'u If Ihﬁ'l are a




un-up vnh.nm these are mnﬁinm on the
map which, whan the soil above them is
remowved, produce gloops in a seamingly
never-ending stream. There is no way of
telling where they are at first, but they don't
vary from game fo game, so it's fairly easy to
remember the positions.

@ When you open the doors with keys, be sure
that the door actually leads somewhere,
alherwise you might waste a valuabla key.

& And finally, remember that pressing fire and a
direction on the joystick will move the soil in that
direction. This is particularly handy when you
release a monsier from an enclosure of soll,
because it gives you a little extra running space.
@ Quite a few people have also baan kind
enough to send in the complete set of passwords,
including DW Cropton from Gloucester, John
Hipkiss from Oldbury and Anto May. And it just so
happens that I'm kind enough to print them...
GOLEMSTENCH

MORPHICLE

GOLEMKILLER

SCARAB

WEB OF DEATH

MONSTERPARTY

CAVE OF DOOM

UNDERGROUND

10 DEATHCHAMBER

11 GOLEMS CAVE

12 HORNSLUT

13 SLIMEHOLE

14 BLOODSMELL

15 BONE POWDER

16 NIGHTMARE

17 MONSTERBREED

18 THUNDERSTORM

19 CREEPY CAVE

20 LIQUIDATION

21 MEGAMAZE

23 STRATAGEMEND

23 STRATOSPHERE

HOWARD THE DUCK
(ALTERNATIVE)

He's a duck, he's got a silly name and to make
matters worse he's the star of an exceedingly tricky

SeNcEEWLN

entertainment software product. As luck would have if,

we've lovingly crafted this listing for infinite lives.
0 REM HOMARD CHEAT BY WAZ

1 POR X=384 TO 423:READ Y:C=C+¥:POKE
X, ¥ :NEXT

2 IF Ce»>4120 THEN PRINT "DATA ERROR®:END
3 PRINT "TYPE LOAD & PRESS RETURN"

4 PRINT "THEN TYPE S¥S 384"

5 DATA 169,096,141,342,003,032,013,008
& DATA 169,032,141,063,003,1659,154,141
7 DATA 064,003,169,001,141,065,003,076
8 DATA 000,192,072,338,032,208,206,032
9 DATA 208,1659,000,141,150,174,104,056

REAXION
(POWERPACK 47)

‘F _GAMEBUSTERS 21

: '_ii ﬂs m;m,:ﬂ:., 134, 040, 206,032,208
18 DATA 238,032,208,096

{POWERPACK 47T)

Swash, buckla, hack and slash your way through

the entire game with considerable ease — simply

type in the following listing POKE and RUN it for

infinite lives and tima. Blimey, what with the

complate guide a couple of pages back and
this listing, if you can't beal the

t A
lex game now, you might as weil

erguso
own Lon &t his

076 THEW PRINT "DATA ERROR" tEND give up all hope and lake up
: 269 flower arranging for a hobby instead.
, 003 0 REM SINBAD CHEAT BY WAZ
i > .IJE'?- 1 FOR X=516 TO 569:READ Y:C=C4+¥:POKE
pATA 169,001, o
0 X, ¥: NEXT
s DATA 0BT 065, 0
2 IF C«>5589 THEM PRINT "DATA ERROR"™:END
E 3 PORE 157,12B:8¥38 516
DATA 009,169,048,141,131, _
141,133, 009,169, 172,141,129, 10 DATA 032,086,245,169,019,141, 207,003
V.3
DAT 169, 174,141,132 piog, 0t 11 DATA 206,208,003,096,087,065, 090,169
- L ht_. rl. ¥
iy 12 DATA 032,141,013,010,169,002, 141,014
about that ever-decreasing time 13 DATA 010,076,230,003,169,173, 141,242
lirniit; this cunning listing POKE will gladly freeze the 14 DATA 034,141,050,044,169,234,141,052
countdown for you. Simply type it in, SAVE it for future 15 DATA 046,169,096,141,182,044, 169,006
usa, then AUN it for infinite time. 16 DATA 141,048,1759,076,027,008

0 REM REAXTION CHEAT BY WRAEZ

1 FOR X=517 TO 584:READ ¥:C=C+Y:POKE

X, Y:HMEXT

2 IF C<>7184 THEN PRINT "DATA ERROR":END
3 PORE 157,128:5Y8 517

10 DATA 169,018,141,040,003,165,002,141
11 DATA 041,003,032,086,245,169,029,141
12 DATA 178,002,169,002,141,179,002,096
13 DATA 165,032,141,222,003,169,051,141
14 DATA 223,003,169%,002,141,224,003,032
15 DATA 069,003,096,087,065,080, 165,198
16 DATA 141,131,040,169,136,141, 133,040

A FISTFUL OF DOLLARS

Yessir, there's a crisp new tenner for the sender of the
biggest, bestest and most useiul batch ol goodies
every month in Gamebusters. We're after tips, maps,
POKEs, solutions or anything else you think other CF
readers find useful in their gquest far gaming glory.

Cram your goodies into an envelope and post the
package to: Andy Roberts” Gamebusters, Commaodore
Format, 30 Monmouth Street, Bath, Avon, BA1 2BW.
Don't forget to include your name and address, along
with a Raisin and Biscuit Yorkie bar.

It's the regular batch of cheaty-type things
designad specifically for use with that wonderful
little red box. To use them simply freeze the gama,
press E to enter the POKES, then press F3 to
restart the game. A big CHEERS 1o Richard

Beckett, Warren Pilkington and Anto May for
sending tham in,

POKE 15676,173
POKE 15722.173
POFE 15768,173
POKE 15817,173

MAYHEM PIPELAND DEMO
POFE 48664,0

PORE 46592,172
POFKE 48523, 169
POKE 48524,9

POFE 48525,234
POEE 15854,173

Infinite lives
Invincibility Infinite =0ap
SINBAD

POFRE 7560,173
POKE 10112,173
POKE 10626,173
PORE 10244,96
POKE 49921,6

Lots of time

Infinite continues |
rfinite livas
BONECRUNCHER
POKE 14405,173
POEE 15954,173
FOKE 17104,173

Infinite lives Infinite time

Infinita keys

2 ; REAXION
Infinite Fozzies

PORE 12680,198 Infinite time
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He’s cute, he’s

cuddly and he’s got

an enormous stack of
cheats and POKEs up
his sleeve (big sleeves
as well, then - Ed).
Andy Roberts steps
into the spotlight once
again to answer your
gaming queries.

ALIENS
(ELECTRIC DREAMS/RICOCHET)
Mr D Fox from Unstone Green is after some help
with this classic sci-fi adventure romp, so what better
than a mighty selection of Action Replay POKEs?
And if you're hungry for mora, chack out the tips in
CFi4, Anyway, prod the freeze bution and enter. ..
POKE 42043,189 Infinite ammo
POKE 42386,189 Infinite stamina

WILD WEST SEYMOUR

{CODEMASTERS)
A very desperate Steven Higgins from Essex wrote
in and literally begged for the codes to this Seymaour
escapade. To get to the relevant level, simply enter
the relevant code...
LEVEL 2 210135008
LEVEL 3 10C700068
LEVEL 4 238A35008
But if things are still teo tough, try thesa Action
Replay POKEs...
POKE 13421,173
POKE 13595,173

Infinite lives
Infinite energy

MONTY ON THE RUN
(GREMLIN)

The Canterbury Commodore Mob (as

Dave asked me to call them) are a little
stuck on this classic arcade

adventure. In particular, they

want o know what parts of

the escape Kit are neadad.

Basically, you should select

the various itams on the TITLE

Shell suits are just so passé.

POSEIDON
PLANET 11(-1e0)

This cute litthe arcada
adventure is causing no
end of problems for Mr S
Raymond and his two
daughters, However, help is
at hand — just type in this
listing then RUM it for infinite lives,

0 REM POSEIDON PLANET CHEAT

BY WAZ

1 FOR X=384 TO 420:READ

T:C=C+Y:FORKE X, Y:HNEXT

2 IF C<>3863 THEN PRINT "DATA
ERROR" ; END

3 POKE 157,128:5Y8 384

4 DATA 032,086,245,169,144,
141,243,002

5 DATA 169,001,141,2344,002,
076,167,002

6 DATA 169,157,141,01%,005,169,001,141
7 DATA 020,005,076,224,004,169,173, 141
8 DATA 193,092,076,016,008

(APEX)

Yikes! The listings printed in CF47 contained a
couple of slight errars, which no doubt caused a faw
headaches for avid Mayhem fans. So, simply
correct the following lines...

TAPE VERSION
4 FOR I=1 TO 4:READ AS,W1,W2:PRINT AS;"
¥/N": INFUT B$(I)

“We demand our
demands are met.”

DISK VERSION
3 FOR I=1 TO 4:READ AS,Wl,W2:PRINT AS;"
¥/ INPUT BS(I)

SCREEN, but if you don’t collect the right ones
then you cant finish the game. You need to
choose the ROPE, the JETPACK, the
PASSPORT, the GAS MASK and tha
BOTTLE OF RUM.
For immunity to the vanous nasties
throughout the gama, try this cheat;
enter | WANT TO CHEAT on the high
score lable, then start the game and
collect the little boat on the second
screen. However, this cheat won't work
=~ on some versions of the gamae.

(THALAMUS/KIXX)
It's your friend and mine, CL Constable from
Tunbridge Wells after some advice, cheats or
POKEs for probably the greatest game the
C64 has ever seen (aparn from that Mayhem
chappie, obwiously). First, if you've got an
Action Replay, try these POKES:
POKE 73328,173 Infinite lives
POKE 15596, 60 Invinciblity
POKE 44183,173 Infinite shields
If nat, you could always try tha built-in
cheal mode — wait uniil the title screen music
stops playing (this takes three to four
minutes), then plug your joystick into port
one. When tha high score table appears,
waggle the joystick like crazy. The litthe Clyde
spritas will jump as you waggle; keep
waggling untl
they turn
grey, then
plug your
joystick back
Inta port two
You can now
start the game
with infinite lives
If you like
things a little
easier (who
doasn’i? — Dave)
you could always hold down CTHL
and 2 instead of waggling your joystick
And finally, if you're after a few axtra
Magic Potion Craatures, use this trick: on
levels 1.2, 2.2, and 3.2, make sure that the
last MPC you collect before finishing the laveal
is an expanded MPC (ie, one of those big
ones that give you five MPCs), Now finish the
beved, and when you complete the torture
screen thal follows, you'll get 30 magic potion
creatures instead of the usual six.

Mow you can play the game with a multitude of
life-saving cheats. Apologies for any problems or fits
of despair we might have caused, and
many thanks to Warren Pilkington for ‘D
painting out those teansy problems.




We’re into
the heavy
stuff this
month

with our
Machine
Code series,
so if you’re

of a nervous
disposition or
pregnanti,
Jason

‘Finch adwses
mym take

m;e dqqnon
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his month we're going to take a brief trip
to hell and back. That's right. it's time for
post-indexad indirect addressing (sounds
like the scientific name for, "the cheque's
in the post”— Dave), But don't faint just
yet because I'm also going to introduce you 1o the joys
of pre-indexed indirect addressing, I you're sfill in the
land of the living after that, we’ll take a brief look at the
stack, But before all that I'll divulge a couple of secrets
about the BOG and BCS branch instructions thal weara
coverad last month.

+ 1 ADDRESSING

There may come & time when you wanl 10 compare
one number with another to check which one is the
biggest. You'll probably know about less-than and
greater-than signs in Basic. Thay mean you can do
things like:
10 A=FEEK(1024)
20 IF A<65 THENW GOSUB 50

Remamber that whenever you have to say “IF
this THEN do that" you need one of the eight branch
instructions in machine code. We've only covered
tour so far, but those four (BEQ, BNE, BCC and

BCS) are the most common. To do a less-than
comparison like in the snippet of program above, you
have to use BCC:
10 LDA 1024
20 CMP #65
30 BCC SUBROUTINE

You don't really need to know why this is the case,
but I'll tell you anyway. When the comparison is done,
the computer subtracts from the value you are
comparing, the value you are comparing it with, You
know that if this results in a negative answer baing
produced, the camy flag will be cleared. Much the
same as if you were 1o do the following:
10 LDA 1024
40 BEC
30 SBC #65
40 BCC SUBROUTINE

To check if one value is greater than another you
use BCS instead. It actually checks if it is greater than
or equal 1o the number concerned. Therefore the
equivalent of A=PEEK(1024) : IF A>=65 THEN... In
Machine Code would ba:
10 LDA 1024
a0 P W65
30 BCS SUBROUTINE

You may be pondering over how you check if a
value is only greater than a number. IU's Simple, you
just eliminate the possibility of it being equal
beforehand
10 LDA 1024
20 CHP #65
30 BEQ CARRYON
40 BCS SUBROUTINE
50 CARRYON

Thare are instructions for adding and
subtracting in machina code. You saw

thosa last month, You also saw rolling

and shifting; the equivalent of multiplying

and dividing a number by two. But what if you
want to do something a bit more challenging? Say you

wanted to multiply 485 by 57 in machine code, The
answer is to use a multiplication routine that somacnea
has already made for you:
1000 MULTIPLY ;
1010 LDA RO
1020 ETA RESULT
1030 STA RESULT+1
1040 LDY &8
1050 MULT1 ;
1060 LSR MULTIFLIER
1070 BCC MULTZ
1080 LDA RESULT
1090 CLC
1100 ADC MULTIPLICAND
1110 STA RESULT
1120 LDA RESULT+1l
1130 ADC MULTIFLICAND+1
1140 STA RESULT+1
1150 MULTZ
1160 ASL MULTIPLICAND
1170 ROL MULTIPLICAND+1
1180 DEY
1190 BNE MULT1
1200 RTS8
This may all seem guite complicated at first... er
that's because it is! You have to use lo-hi byte
notation with MULTIPLICAND, The MULTIPLIER is a
single byte number (0-255) with the lo-hi byte result
being given in the mamory locations that you have
assigned to RESULT. To understand why it works you
will need to understand how bits are ).
manipulated. Perhaps you should work

N STICKY SITUATION

As part of the Techie Tips Proggy Selector this
month, you will find a Baslc loader and the
equivaient assembly language source code for a
routine that moves a sprite around the screen
controlled by & joystick in port two. You call it by
doing SYS 49152 X.Y where X and ¥ are the
horizontal and vertical speeds (in pirels)
respectively. | wani you to read through the source
code and work aut why sverything occurs as it
does, There'll be & test on it next month.
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MACHINE CODE

W STACKING

Mo, I'm not talking about your Saturday job at tha
local supsrmarkel. The C64's stack is the first page
al memory after zero page; locations 50100 1o
SO1FF inclusive. it works pretty much like a stack of
books. You add things to the stack and can then
take tham ofl again later; the last thing added 1o the
stack is the first thing that is removed. The
- computer uses the siack to stare memory locations
"'%,f : during JSA Instructions and the like. This is how It
‘?’Vr remembers where to go when it reaches an RTS at
the end of a routine. You can use it as well. There
are four commands related to adding items to the
stack (pushing) and removing them (pulling). You
can push or pull the accumulator or the processor
status register using the PHA, PLA, PHP and PLP
instructions. We'll leave PHP and PLP untii I've
explained what the processor slatus register |s.
10 ==49153
1025

ADDRESSING

a

ul

A INDEXED

9

through it on papar with
some simple examples like seven times
threa to gat the hang of the way it works.

INDEXED ADDRESSING

It will appear to be your worst nightmare. It's worse
than a sogoy sponge cake, and definitely worse than a0 LhM
maths homeawork. Yes, it's post-indexed indirect i
; 4 4
addressing. The trouble is that it's dead useful and “ T4
i : 50 STA 1035
you will need it a lot, so it would help If you do at least 25 e
iry o understand it. Betore | try o explain it, let's look "

70 BPx 1024
al an example: The above short plece of code swaps the

100 *=49152 contents of locations 1024 and 1025 by using the
110 LDA #500; = LDA #<5D0O00 stack. it reads in the value in 1025 into the
120 sTA 251 accumulstor, This value Is then pushed on to the

130 LDA #4D0; = LDA #>%D000 i stack. Imagina il as writing the number on the front
140 STA 353 of a book and then putting that book on to your pile
of books. The value in 1024 is then read in and
stored back to 1025, The accumulator is then pulled
back olf the stack and siored al location 1024. This is
the equivalent of retrieving the book on the lop of the
ple and looking at the number written on the front of
it. In any one routine or subroutine, the number of
PHAs muzst match exactly the number of PLAs. I
they differ, the computer will get confused and

150 LDY #0

160 LOOP ;

170 LDA (251},¥
1BD BTA 1024.,¥
150 IMY

200 CPY #16

210 BME LOOP

220 RTS crash. For example, never do something like this:
The post-indexed bit is line 170, The LDA instruction 10 LOm 53280
{without a hash sign) reads the contenis of a memory L.

30 J8R ROUTINE
40 RTE

50 ROUTINE ;
60 PLA

70 8TA 53281
page. The computer looks at what's In 251 and 252, B wrE

the next location, and makes up a new number from Line B0 will not pull the same value off the
thiz. In our example, we have stored 500 in 251 and stack as was pushed on to it at line 20. Line 30
00 in 252 {in lines 110-140), Therefore, the new resulis in a two byle address being pushed on io
number would be $0000. Locations 251 and 252 the stack so that the computer knows where to go
therefore act as a veclor, storing the *base” address in back to (the returm address) ot line 80. Therelore
standard low byte followed by high byte format. The you actually destroy the return address by pulling
contents of the ¥ index register are then added to this PRSEOE R ofF i SR Bne 00,

base address to find the actual address. You must
always use a zero page address as vector, and
always the ¥ index register. Try this one:

100 *=49152

110 LDA #4EB; = LOA #<303ER

120 STA 251
130 LDA #503;
140 STA 252
150 LDY #3518
160 LOA (251),¥%

location into the accumulator. Mormally you would do
LDA 1024 or similar. This tells the computer right
away which address you are interested in. The 251 in
brackels on line 170 is also an address; one in 2ero

Lines 110-140 store the two-byte number S03E8
as a vecior in locations 251 and 252. Line 160 tells the
computer to look at locations 251 and 252 for a two-
byte number, and it finds $03EB because that's what
you've just stored there, It adds the ' index register to

LDA #>503E8

170 INY this: S03EB+$18=50400 (1000+24=1024 in decimal).
180 STA (251),Y So 1024 is the address from which it loads a value into
190 RTS the accumulator. The Y register is then incremented at
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line 170 and lina 180 storas the result back to an
indaxed address. This time it is S03E8+$19=50401.

FILL 'ER UP

You can use post-indexed addressing to fill large
chunks of memory with the same information very
quickly. For example, the following piece of code will
clear the standard bitmap ($2000-83FFF) area in one
foul swoop:

100 *=49152

110 LDA #500;

120 STA 251 ; STORE 52000 AS A

130 LDA #520; VECTOR AT 251/252

140 8TA 252 ;

150 LDY #0

160 TYA ; COULD DO LDA #0

170 LOOP ;

180 8TA (251).¥

150 INY

200 BME LOOF; LOOF FOR LO-BYTE
210 IMC 252 ; INCREMENT HI-BYTE
220 LDA 252 ; CHECK HI-BYTE
230 CMP W540; UP TO $4000

240 BNE LOOP

250 RTS

BEFORE IT ALL

You can do pre-indexed indirect addressing as wall. Ii
is very raraly used in the normal course of things, but |
will cover it to make sure your fountain of knowledge
has anough water in it. With this, you still use a zero
page address as a vector, but it works with the X
index register. We are also still dealing with reading
values from memory addresses rather than loading
them directly as numbers using a hash sign.
10 LDA #500
20 STA 253
30 LOA #5DO
40 STh 254
50 LDX #2

60 Loa (251,X)

What happens here is that the
computer thinks, "Ah, location 251. But
hang about, | need to add the X register to
that first, Only then can | use the rght
vector.” So that's what happens, Here, X=2
and =0 251+X=253. So now we use that as
a vector and must look at locations 253
and 254. Here we have stored, in the
standard formal, the two byte number
S$D000. Therefore, our LDA (251.X) In the
above example actually does the same as

LDA $D0O00. There are a lew places where
this sort of thing will prove necessary. When you need
to use it, you will suddenly realise after a bit that it's
the only way; you won't find any uses by
thinking about it (is that why you can’t come @
up with any examples? — Dave).

Lal the nation mourn, for next moanth is the
episode of Mean Machine Code. We'll be taking a
detailed look at the sprite program from this month's
Power Pack, and I'll clear up everything that hasn't

bBout

vyt been axplained. Don't have nightmar

that indexed addressing!
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REPAIRS Printer/Disk Drive Lead

C64 Repair £19.95 (6 Pin Din) £1.95
C+4/C16 Repair £1995  CHIPS (PULLS FROM NEW PCBs
1541 Regair £2995  go10MPU £149
C1128 Repair £29.95 6526 CLA £3.49
SPARES Sound Chip (5LD) £3.99
Genuine C64 Power Supply £1495  Video Chip (VIC) £5.00
Replacement CIN plus

and lead g39s SOFTWARE

C64 User Manual §£205 64 Cartridge. Terminator 2 £8.95
Ch4 Programmers Ref. Guide £4.95 b4 Cartridge. Flimbo's Quest,

RF Lead £1.95 Klax, Int. Soccer £8.93

DISK SOFTWARE All at £3.99 each
The Creation Pack - The Addams Family - Hook - Smash TV
James Pond 2 - Magnetron - Strider 2 - Turrican - Sons Liberty

CASSETTE SOFTWARE All at 99p each or all 20 for £17.95
After Burner - The Boxer - Bumble Bee - Frenzy - Ghouls - Gryzor
Guardian Angel - Inside Outing - Kamikaze - Karnov - Last Duel
Para Academy - Phileas Fogg - Rambo part 2 - SDI - Shao Lins Road
Super Kid - Supersprint - Terra Cognita - Xybots

QUICK DATA DRIVE With 128K Wafer £17.95
Transfers Data Between Cassette and Wafer
Connects via C64 Cassette Port, with through port for C2ZN

Carriage to you included on all orders and repairs
All repairs carry a three month guarantee.




Who says the C64 is limited to 16 colours?
Certainly not Russ Michaels of The Electric Boys,
and he’s here to prove that there’s loads you can
do to create technicolour masterpieces...

e have had loads of letters
foliowing the Mean Maching demo
asking us how we managed such
awesome piciures with so many
colours, and can wea tell you how
it's done? Well, frankly, ne, It's a secret

Just kidding,

What | shall endeavour to do here is fo explain how
and why colour-mixing,-FLI, interlacing and all those
other graphic tricks are achieved. While you're reading

this it'd be a good idea to load up the accompanying
demo from tha covertapa so that
you can follow

power
o
creats

like the
these
can be

the explanations a bit better and see the actusl results.
Interactive magazine features = don’tcha just love ‘em?

Let's start with colour mixing. A few issues back the
Raland Boyr coverad this technigue briefly, and as you
know they made good use of it in Mayhem. But you only
know that because they told you. You probably don't
realise hat colour-mixing is actually used in quite a few
games, whether done purposefully or by accident. It's
just one of those things you don't notice unless you are
told, because you only notice a new colour when you
compare it with the regular onas,

The first part of the demo (after the infro) shows you
how the new colours are created; up the top we have used
two overlaid sprites 1o show how 1he Iwo separale colours
merge logether. One sprite has every other line drawn in
red, sprite two has the allamate lines drawn in dark grey,
and when these colours are put together — voila, On the

pictures  Dbofiom part of the screen is an enlarged view of how a

sprite or character would look when you draw it.

The reason you can create these new colours is
basically down o the frequancy (brightness) of the
colours you are using. For example,

~ | redand gray can be mixed as both
s colgurs are dark and on the same
frequency. But if you try to mix
something like yellow and blue the
differance batween the colours wauld
be plainky visible ~ the technical term
for this is chromanoise.

The second par of the damao (after
pressing space) contains a chart
showing you the best results of colour
mixing, There are a few other colours
possible, but the frequencies are not
quite perect, thus you can notice the
two mixed colours, Another thing o ba
aware of i5 that Ihe colour is also
affected by the colours that surround it,
including the scresn colour, just like if
you used a red marker on white paper
the rasult would be different to using a
red marker on blue paper.

FLI stands for Flexibke Line Interfacing, and what
it allows you to do is use mare colours per
characier in your pictures, Bul io understand how
il works yau first need to understand how normal
bitmap graphics work.
In & standard bifmap graphics screen you can
use up to three colours per charactar position
plus the background colour, This is because
there are only three possible bil combinations
1o say which colour the pixels can be set gt
To make things a littie easier (0 understand,
I've drawn & few diagrams that should make
things clearer, Fig 2 is a normal high
resofution character on a bitmap (single
colour), Fig 3 is a low resclution characler on a
bitmap (multicolour). On a multicolour bitmap
the pixels are doubled in width, which means you
only have four pixels instead of eight horizontally,
but despite this fact, all eight bits are still used to
define which pixels should be which colour.

So in one character sguare there are eight horizontal
lines each eight bits long. In other words, each horizontal
line of the character is a byte, and the character
comprises eight bytes.

If you look at Fig 1, this shows the bits that represent
each pixel. Tha top row of numbers is HEX and the
bottom is dacimal, From now on | will be working in HEX,
so any reference will ba to the top row. To make things
easier for you, | suggest you redraw Figs 1, 2and 3ona
saparate sheel of paper, 50 you don't have to draw on
the magazing (we know how much you love you CF).

We'll deal with hi-res mode first, ‘cos i's more logical
that way, basically. In order to undarstand how the
characters are defined, let's say you want to draw-an A in
the top lefi-hand comer of the bitmap. The data for this,
assuming the bitmap is at 52000 would be:

£2000 18 28 68 TE 7E &6 66 0O
Each byte represents one line of the charactaer (eight
paxats), the sum of all the pixels that are turmned on. So
lat's take the first byte, 18, now find the bits on Fig 1 that
form this value, 10 and 8,. Now fill in thosa pixels on the
top fine of Fig 2. Next do the same with the second byte,
28; this is made up from bits 20 and 8, so fill in the
comesponding pixels on Fig 2. Repeat this process until
you have filled in-all eight bytes. You should now have
drawn a letter A in Fig 2.

Now that you hopelully understand hi-res characlers,
let’s give low-res multicolours a go. The colours for low-
res are set as follows.

The value in screen memory reprasenis colours ong
and two (the multicolours). If the value at S0400 (1024
decimal) which is the top-lelt of the screen, was set at
E501 this would mean colour two is one, which is white,
and colour ane s zero, which is black. |f the value was
£526 the two means that colour one would be red, and
the six makes colour two oh, 5o blue, The third colour on
a bitmap (known as the character colour) is set by the
colour memory at $d800 onwards (55,296 decimal)

So. to sum it all up. the first eight bytes at $2000
define the shape of the charactar, the value at $0400
sets colours one and two and the value ai
$d800 s the character colour. So all
that is lelt is 10 work out how the
data at $2000 knows which 4
pixal s which colowr? 4

Okay, let's say 4
you want o draw
a low-res
(Priabti-
colour)
char-
acter
with




CH

This picture really was created on a C64.

pival iz white, which is colour two, S0 only bit 20
is set (10). Now the third pixel from Fig 3.
represented by bits 8 and 4, |s blue, which is
colour three. so both bits are sat {11) and
so on. On the last pixel, there is no colour,
50 the background colour is used, so
neither bits 2 nor 1 are sat (00), The final
data for this character would then be:

$2000 6C BC 6C 6C 6C 6C 6C 6C

Each line of the character is the same s0

all the bytes will be the same, 40 (for

pixel one), + 20 (for pixel two), + 0C (for
pixal three) + 00 (for pixel four) = 6C.

The valua at S0400 will be £512 (1=white,
2=red), and D800 will be £508 (blue).
Because only one value can go at 30400 and
$dB00, and because only the combinations (01,
10, 11) are available, this is why only three
colours per character (plus the background
colour) are available,
So now you hopelully understand the design of a
bitmap (well one character's waorth, anyway). now we can
finally deal with why FL| manages to produce more colours.
Wihat FLI does is to split the screen on evary single
rastar. On each split it reads the screen from a differant
parl of memary, so bacause there are eight lines 1o each -
character, sight different screens are needed.
Because colours one and two are stored on the
scraen, by changing the screen's location different
colours for one and two can be stored in those different
screen locations. For example, screen one will be
S0400 - SOTFF, screen two will be S0800 — S0BFF
and so on, which means thal all 16 colours can be
used in each character, Colour three, though, must
ramain the same on each line as the location of colour
AAM (SDB00) cannot be changed. And there you have it

Right, well that's the theory to FLI, In practice It's a bit

maore complicated, About ancther couple of pages more
complicaled, In fact, which is why we'll be going into a bit
miare detall in a follow-up feature next month (you will?
Er, I suppose you'd befter now. Thal's one way of gefting
some freelance out of me | suppose — Dava).

MNow this is reeeeaaaalllly easy. You should all know by
now from Jason Fineh's utorials that the screen can ba
put into 38 column mode by poking 53270,0. Now, if you
vary this poke between 0-7 you can scroll the sareen lall
and right eight pixels {one character).

What interlacing Invalves is having two versions ol
the same picture in memory at once and flipping batwaen
the two: when picture one is displayed, location D016
(53270) will be at 16; when picture two is displayed,
SD016 will be at 17, Thus each picture is slighily -
overdapping the ather by one pixel. But | guess you wani
to know what this is good for?

“The other advantage you
gel with interlacing is that
you can create new colours”

red, white and blue vertical stripes from laft 1o right. Draw
this onte Fig 2 so that there is a vertical line of red pixels,
then a vertical line of while pixels, then a vertical fine of
blue pixels and finally leave the last column blank.

Lat's sea how this transiates into the bits in Fig 1.

The difference with multicolour is that one pixel an
Fig 3 is represented by two bits on Fig 1. This gives you
four different combinations of sel/not set bits within each
pixel — sat, set (11), set, not set (10}, not sel, set (01) and
not set, not set (00).

5o let's take the very first picel that you drew on Fig 3
which should be red (colour one). This is represented by
bits 80 and 40 on Fig 1, and the colour of thal pixel is
determined by the bits being set in this order:

01 = colour one (low bit of $0400), 50 the value at 0400

would be E502 for red.

10 = colour two (hi bit of $0400) so the value at $0400

would be E510 for white.

11 = colour three (character colour), so the value
at SdB00 would be £506 for blue.

- But as we know, the pixel is rad,

which is colour one, 50 anly bit

_ 40 is set (D1). Now let's

. take the second pixel

% trom Fig 3,

| represented by
. bits 20 and 10
N (asyoull
8 know il you
= raferto
A Fig 1).
\ This

HEX. B0 40 20 10 8

Fig.1 represents each row of fig. 243

&

GRAPHICS

MAKE THAT CHANGE

The last part of the demo |8 an interlace/colour-mixing
editor which allows you to experiment with different
stylaa of colour-mixing and interlacing with various
MM character definitions.

F2 = to change char colour 2
F3 - to change the interlace colour 1o
char colour 1
F4 - to change the interlace colour to
char colour 2
F5 = to change char colours on screéen
F& - to change the screen colour
F7 - to show a zoom of the current char
dafinition [+ = set pixels)
F8 - Toggle Intérlace moda
4= = Ta eycle through different character definitions.

LB

85+~ CHOR BCFINITIDN
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This is what you'll find on the covertape - it'll

make a bit more sense when you use it.

Asg | tokd you earlier, in bitmap mode you losa
resclution because the pixels are doubled in width. But
when you have two piclures in memory at once you can
define the same pixel In two different colodrs. So when
the screens overlap each other by one pixal the two
differant colours overlap each olher also, giving the
imprassion of high resclution pixels, e, normal width
bacause the double width plxels are overapping sach
other by one pixel, giving you bettar dafinition on your
picture. This can also be combined with FLI to give you all
those extra colours per character as well

The other advantage you gel with interlacing is that
you can create new colours as well becausa the screen
lips batwean the two pictures so quickly certain colours
will appear to merge. You can also cokaur-mix horizontally
as wall as vartically.

The third part of the coveriape demo gives you a
chan of some of the many colours you can achisve by
interiacing. Cwing to the fact that you are swapping
between pictures you will always encounter some flicker,
but ance you get used to i, you hardly notice.

And finally, befora | leave you all to go and play with the
mixing program | would like 1o say a big thank you o
Ewen Gillies for bogging off at the last minute and leaving

ma to write the article. | always thought it was @
i
4

the boss who was supposed fo sit around all
day and do nothing. To the bar
October 1994



AMIGA MAGS

Amiga Format issue 63 (the October
’GA issue) is another stonking issue of the
. UK's bigges! computer magazina! 164

OHT lovingly hand-crafted pages full of

Amiga naws, reviews and features. This month we cover
DTP, with £100 program PageSatter 2 on the coverdisk, and a huge 7-
page feature on Amiga DTP. And AF has the lirst full review of Amiga
Thame Parkl Gof an Amiga? Get Formatted. £3.95 with TWO coverdisks

The October izsue of Amiga A
Shopper s jolly fab. Ouwi
comprehansive superast will tel

you everything you'll ever need to know about
expanding your 41200, Plus we give you the full lowdown on how 1o
pragram in Assambler and the first installment in our new serias on

IF YOU LOVE
CF THEN
STICK WITH

vivre

PUBLISHING

Whatever other
computer you use, and
whatever you use it for,
you can bet that Future
Publishing has got the
best magazines to suit
your needs...

how 1o wrile your own chess program. Hurrah! £2.50

- ' ; ? toooool...) a THHEE DISK

FPOMWIESR special) win demos of

Theme Fark, Alien Breed 2: Tower Assaull, Bubble and Sgueak and Ruff
" Tumble, there was simply too much to fit onto two disks, so we've had
12 stick on an axtra onae. And! Inside the magazine, an exclusive review of
the incredible Super Stardust. £3.95 with THREE coverdisks

Tha tenth Amiga Power ol
1994 s (toot oot tool

In the October issue of Future's smash
hit, revolutionary CO ROM mag
Woodstock on CO-ROM, mullimedia
authoring packages, plus the newest titles
for keds. We've also redesigned our
unbeatable cover disc, which is once

again packed with interactive demos of

the latest CD saftware and
competitions. Don't miss it
£4.95 with CD ROM

CONSOLE MAGS

L

October's Garnesmasfer s a Lion
King extravaganza, with a totally
in-depth look at the game on
SNES and Maga Drive, plus a
FREE Lion King badge and poster
We've also got the first screen
shots of Sonic and Knuckles, a big
review of Lirban Sirike, one of the best 300 fitles yet, and a look at how
CD interacive movies are made, You can't afford to miss 1. £2.25

The Cctober issue of Sega

Power is swelling with an s "ﬂ'h:f o pe— -

1 AMIE!
ASTER

e T

offer in October — give your Mag the power 1o lake you into the 21st Centuryf »
Presentation programs - create a slideshow or a multimedia event = What a
seguencer can do for your Mac-based music making * How to achieve airbrush

ROTing stAg o1 - = effects in your Mac art program * Plus MacFormal's regular coverage of |ust about

stunningly erudite, critically
caustic, ultra-topical Sega-
related stuff {as ever).

_‘ Vo 4 *

Exclusive reviews ot Unhan Sinke and Taz 2, a massive guide 1o Super
Streetfighter 2, the making of a game (in Hong Kong, no less, none of tha
‘software house down the road nonsense for us) and an update on the
progress of wonder-machine, Saturm. It's £2.50. [t's out on Thursday, 15t

September. BUY IT!

Cretober's TOTAL will feature a six-
page feature on the brilignt new
Super Return OF The Jedl. As well as
this we're giving away a free Super
Street Fighter 2 sticker album and
shckers. There's also more news,
previews and reviews than you can
wave a stick at as well as an
obscenely large tips seclion fealuring
three player's guides. Phwoar! £2.50

SLANTAINE BEST-SELLUWG BT MAGATIRE B0 L

Octobar's PC Gameris the best yet. We
visit lop American developers LucasAns
and repart on heir latest games, there's
the world's first review of Doom 2, a
profile of Doom's producers id Software,
a free 16 page CD-ROM supplemen
and an exclusive covermouniad CD
demao of World War | flight sim Dawn
Fatrol, £3.95 with 2 coverdisks

P Answers

Pl sasT
Want 1o find out about the besl
role-playing gamea aver 1o il a
console? Then the Oclober issue ol
Super Play's the madg you nead
Plus. & guide o the aneme soen
Mortal Kemibal 2 hils the SNES
bloodedly! Super Streel Fighter 2
e full gyl trcatment® IP's all

seiper Py, £9.50

PC Answers takes the world by storm in

everything you can do with a Mac. £3.95 with coverdisks, or £4.95 with CD ROM

You wanna krow what's in October's
FCF? Hight, deap breath, here goes:;
H-U-G-E music’sound feature

includindg feviews on muse soltewans

i
for the baginnarintermediates
professional and round-ups of sound
cards and 5[ eakers. Two disks
featuring huge playable demos of
Dawn Patrol and Jazz Sack Habivt
the hottest PC games around. A first
ook at Kifck'n'FPlay, the excallant new
Craate-Your-own-[amas :ZZI-’.kil'il..
Reviews of Microsolt Space Simdalator,
Deser Strike, NHL Hockey, Erm, lots
mcre Bl me rooam lall
E3.95 with coverdisks, or

E4.95 with CD RO#M

October with its first ever CO-ROM attached 1o the cover featuring ifwminaius
2, Zoot 2, Dasert Sinike and the best shareware games ever. Inside the mag
you can discover how 1o upgrade your old slow 386 to a super fast 486 — or
even a Pentium, but without having to buy a new machine! All this and plenty
mare in the November issue ol PC Answers, oul on sale Thursday 29
Seplembar. £3.95 with coverdisks, or £4.95 with CD ROM,

ON SALE NOW AT YOUR LOCAL NEWSAGENT!




Dear Techie Tips,

1 How do you trick the
computer into thinking that
the SHIFT and RUN/STOP
keys have been pressed?
2 How do you go about
‘stopping people from switching to upper case
mode or lower case mode by pressing the SHIFT
and Commodore keys?

3 Please could you write a program in machine
code which will scroll anything across the bottom
of the screen.

Keith Hart, Wigston.

1 To trick the computer into thinking anything has
been pressed, you have to stuff some information in
the keyboard buffer and then tell the computer it is
there. The keyboard buffer is basically 10 bytes of
memory starting at location 631. The code for the
SHIFT and RUN/STOP sequance is 131. Thereiore,
leave your program by giving the commands POKE
631,131:POKE 158, 1:END and you should find that
things waork wondarfully.
2 There are four CHRS codes associated with cases.
You make them take effect by entering PRINT
CHRS (X) where X is the number of the code. To stop
people swilching between cases, X should be 8. In
other words, do PRINT CHRS (8) within your program.
Teo-enable switching, X should be 9. To selec! lower or
upper case letters, X should be 14 or 142 respectively.
3 In recent months Techie Tips has been overrun
with such programs, in Basic and machine code. |
‘suggest you check out recent issues and everything
will be explained inm detail. Jason

Dear Techie Tips,

Please print a Basic program
which produces a 2600Hz
tone and a 2280Hz tone.

Andrew Campbell, Hastings.

your techie
queries (who

writes this stuff? - Dave).

Congratulations! You win the prize for the most odd
guestion ever 1o be scribbled on a piece of paper the
size of a till receipt. And your prize is — this reply to
your guery. To genarate a tone on tha C64 you have
to divide the frequency by 0.05961 and round up to
the nearest one. You then need to store this value in
the freguency locations for
the appropriate voice in
the SID chip.
What has
0.05961 got to do
with anything? A
vary good
quastion, the
answer 1o which
escapes me. The
following short
program will sound
two tones
simultanaously. If you
want them to be sounded

separalely, adiling the Are you on the

right wavelength?
program shouldn't prove Or do you keep
too difficull. The values losing this frequency?

for F1 and F2 in lina 180

are the frequencies in Hertz. Anyone else can usa this
sama program to genarate lones — eithar single or
multiple ones — with relative easa,

100 REM FREAKY FREQUENCY BY J.FINCH

110 8-54272 :REM SOUMD CHIP

120 M=0.05961:REM FRE{Q CONVERSTON

130 POFE S+4,16: POKE S+11;16

140 POKE 8+5,0: POKE S5+12,0

150 POKE 5+6,240:POKE S+13, 240

160 POKE 54+23,0: POKE 8+24,15

170

180 F1=2600:F2=2280:REM FREQ IN HERTZ
190 REM CALOULATE AND SOUMD FIRST TONE
200 FQ=INT(F1/M+0.5)

210 POKE 8, (FQ/256-INT{FQ/256) )*256

220 POKE 8+1,INT(PQ/256)

230 POEE S+4,17

240 :

250 REM CALCULATE AND. SOUMD SECOND TOME

TECHIE TIPS

260 FPO=INT(F2/M+0.5)

270 POXE B+7, (PQ/256-INT(PQ/256) ) *256
2B0 POKE S+8, INT(FQ/256)

290 POEE S8+11,17

00 :

310 PRINT "PRESS A KEY FOR SILENCE"
320 GET AS:IF AS="" THEM 320

330 ¢

340 HEM MUTE TONES

350 POKE 8+4,16:POKE S+11,16
Just one thing - I'd love to know why you nead to
know how to do this. Jason

Dear Techie Tips,

1 Do you think that | should
get a disk drive?

2 | am creating a football
game and | have got to the
stage where the groups need
to be drawn. How do you do
it? Could | have some sort of listing, please?

3 A friend of mine told me there was a code
{obviously a POKE) that enabled you to stop
anyone from listing a program. He showed it to
me working but he forgot to tell me the code.
When he listed a program it just showed you the
line numbers. Do you know the code?

4 | am a sucker for listing games. Every time | get
bored with a game | see if | can list it but it always
goes back to boring Basic. How on earth can | get
these games to list?

5 can | see what you look like?

Simon Lamb, Gourock, Scotland.

1 Almost certainly. Save up and buy one. No
home should be without one. A disk drive is for
life, not just for Christmas, And any other cliché
0 you can think of. You should be able 1o get
hold of & second-hand 1541 pretty cheaply and
when you've got it connected up and working
you will wonder how you aver managed without
ona. And just think of all those muliload disk
gamas and demos you'll be able 1o check oul, Bliss
in a plastic box.
2 Erm, someona who's into Take That can't possibly
be a foolie fan as well so I'm afraid you're gaing to
have to tell me & bit mare than what stage you're at, |
couldn't lell you how the groups are drawn in real life,
let alone on a Cé4, Well | can, but that's only because
| watch too much breakfast television, You need the
random generator funclion XsINT(RND(1) *M) +1
whare N is tha highast random number 1o be
generated, Use an array to check if this number has
already been created. If it hasn't, assign the relevant
team name to the current position in the group table.,
Pick another random number and assign the
corresponding team to the next position and so on
until all teams have been donea.
3 There are millions of differant ways lo prevent
people listing your pragrams. Well, | may be
exaggerating slightly; but there are carlainly a
couple. The best way is to alter the Basic LIsT
vector at locations 774 and 775. Normally, whean you
enter LIST, the computer immadiataly jumps to
SAT1A (the address pointed to by the vactar al 774
and 775) and executes a short piece of maching
code. If you change the contents of 774 to, say, zero
by doing POKE 774, 0 then the computar will instead
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Jump to BATO0. That in itsell is Irrelevant; the paint
is that you'll only get line numbers.

4 it they're Basic, and assuming you have an
AR cartridge, Iry entering OLD before you type
LIST. If they're machine code you'll need to
use tha monitor and have an understanding of
machine code,

5 This isn't one of those cheap dating
services, you know, (Actually we did print a
picture of the techie maestro in this section a couple
of issues back, but it didn't exactly catch Jason at
what you wouwld call his most flattering — Dave.) Ah, |
wish you hadn't mantioned that. Jasemn

: Dear Techie Tips,
AN 1 is it possible to erase a
é ;(Q ) single file on a disk without
Vi o -::-lg erasing the rest of the files?
oy o= laml |f 50, could you please tell
'L‘ AN me how to do it.

2 Is there a limit to how many files a disk can
hold even if there are blocks free?

3 On the back of my disk drive | have noticed
two little white switches marked "Device". What
Should these be set at?

4 s it okay to take my CB4 and disk drive to bits
to wipe out all of the dust that is inside them?
David Proudlock, Dumfries.

1 You need the scratch instruction. Give the
following three commands from Basic:

OPEN 15,8,15

PRINT#15, "50 : FILENAME"

CLOSE 15

Obviously you must substitute the word FILENAME
with the name of the program you want to delete.
2 A 5.25-inch disk can hold up to 144 files. This limit
is due to the fact that the area on track 18 for holding
directory entries is limited to 18 sectors, and each
one holds only eight entries,

3 Leave them as they are. They tell the drive
whether it is to operate as device eight, nine, ten
of elaven, You can experiment with the swilches

if you like; keep changing the combination until
Loantg*, 8 will get you the directons of a disk in
the: drive, This setting has made your disk drive
device number nine. This is used whan you
connect more than one drive to your CB4.

4 You can do, but you must be very careful. Also,
opening up any electronic gadgets normally means
that you void any warranty that you may have.
Therefore if it was bought from new and you've had it
less than a year, opening it up is not really
recommended. Be extramaly careful with the
electronic components; they are easily damaged by
static electricity from your fingers. Jasom

MANAGING
MEMORY

Dear Techie Tips,

1 When you are
programming in machine
code, can you always use
all 64K of memory or if you

wanted to use the Kernal routines would you only

be able to use memory S0000-SE000? | have been
looking at the memory management section of
the Programmers’ Reference Guide and I've been

TECHIE TIPS  @F

NO EYED DEER

Dear Techie Tips,
1 In a questionnaire on the

C&4, if you put in “Input wait
till Y or N is pressed” it
doesn't work. Any ideas?
2 Do you have any ideas for
a cartoon?
Ryan Cirigliano,
Vale, Guernsey. " 77
1 Well the title of this letter
i and
arts off
"What dc
that has

Basically, alt

trying to sort this problem out. | didn't make
much sense of what it said, so can you help?

2 What are the main differences between the C64
and the C1287

3 What exactly does the USR command do?
David Ivall, Swanage.

1 Memory management is a very difficult thing to
axplain, I's best if you experiment. If you read from
a memory location you will always read a value
from ROM if there is any there. Like a normal LDa
§a000 will read in the first value of the Interpreter
ROM, and likewise .02 SE000 the first location of
Kemal ROM. If you switch the Kemal ROM out by
altering location 1, you can then

& do an LDA SE0O

b/ Dear Techie Tips,
1 The 6510+ Assembier
always starts assem bling

from address 828, but because

my routine is long it oVerruns
into the screen memory which starts

at 1024, How can I tell it to start assembling at a

later address: for example 120007
2 How can | create labels in the
unassembled listing so that | can
branch to labels rather than
working out the address needed?
3 Can | revert back to ordinary
C64 Basic while stijll keeping
5510+ in memory?
Peater North, Shamham-by-Saa.

1 The variable ** cantrols
address at which programs are

assembled; it can be chg nged at

10 PRINT "FRESE Y OR HW"

20 GET AS

30 IF AS="¥" THEN FRINT "YES":EHD
40 IF AS="H" THEM PRINT "HO":END
50 GOTO a0
2 Ple

coal ¢ into a feature length film {but, despile

even thinking of turning this really

the rel
yuld tum out rea i ause
rt of thing thal
ork with real
actors. And I'd
probably spend oo
ch time thinking
ut the special

thought |
cartoons aren't t

and nat
h on the
yling. Would you
o bowling
ason

hiat
I've “ul o jdea W
he's going on about.

and get al the RAM,
Assuming you switch it
back in by restoring location 1 before you use a
Kernal routine then everything will be fine. Try
storing character sets or bitmaps in areas of ROM,
Then you don't need to worry about complicated
issues such as memory switching.

2 The biggest difference is that the G128 has more
mamaory. People think this means you can write
bigger programs. That is true 1o some axtent, but the
way the memory is laid out means it's not the case in
practice] you simply have mare reom (o store
variables. Also, the G128 has an 80 column mode
and & CP/M mode of operating. It has a larger
Keyboard with.a numnenc keypad. It also has Basic 7,
& more advanced version of the C64's Basic. Sound

program 10 *=12000 if ¥ou want to begin
bling from location 12000,
2 Simply put them before an instruc

I fion, or on a
line of their own follo

'ed by a space and a semi-
colon as shown be W, Afler assembly, use the
TABLE command to list the labels usad by tha
S0Urce p rogram

10 *=g0153

20 LDX #0

30 LOOP ;

50 INx
&0 BNE LOOP
70 RTS

8510+ has e
ed way of handling
variables and when you Iy to
carry ol nosr Ba

nstructions, the Computer gets
vary confused. Jason



and graphics commands are available, together with
useful features such as RENUMBER and DO. .UNTIL
loops. Howaver, very little software was ever created
for the maching so it is best to stick with the CE4

3 The usr command allows you to pass values
frorn Basic 10 maching code. You must change the
values in locations 784 and 785 to paint 1o your
maching code routine, Then, I vou do BeDER(S )
from Basic, the computer will jump 1o your maching
code routing and will store the valua 5 in the
accumulator. When it hits an RTS instruction, the
value left in the accumulator will be stored back into
the Basic variable B. Jason

MONITORING
Dear Techie Tips,
1 | recently obtained an oid
.d C128D and, having always
'ﬁ used a TV set with my C64,
would like to purchase a
colour monitor for use with the C128’s 80 column
chip. The Commodore 10845 appears to be the
most easily obtainable monitor at present, but |
am not sure if it is compatible with the C128.
Would any RGB monitor work, or will | have
to look for a second hand 1902 monitor? Please
give me some advice.
Paul Gander, Gosport,

The 10B45S |s the best eption, but any old RGB
mionitor should do the trick, assuming it has a 9-pin D-
type socket for operating in digital RGE mode. I it
only does analogue RGE then forge! it. It may be
useful to know that the C128D expects the 9-pins to
ba arranged with pins 1 and 2 grounded, pins 3 10 6
being Red, Green, Blue and Intensily, pin 7 being
Monachrome and pins 8 and 9 being the Horizontal
and Vertical Sync respectively. Jasom

1/0,1/0 IT'S

Dear Techie Tips,
Please could you give me
some information on the O
ports on the C64. What are they used for? How do
you access these ports using POKEs?

| have also heard
that you can

CF

CHECK THE
REPLAY

Dear Techie Tips,

1 A friend of mine (Hi
Dan!) recently bought a
whole load of multilcad
games. How would | go
about using my Action Replay cartridge to make
back-up copies of these games? .
2 I noticed In CF that some POKES for infinite
energy and so on go like this: PORE 56248, 0.
How are these POKEs found? The Pokefinder in
the AR cartridge can only find POKEs ending in
165, 173, 181 or 189. f | cannot get these type of
POKEs with the AR cartridge then could you
please print a program that can?

3 When | enter the monitor on the AR cartridge
and then restart a game, every time | refreeze the
game | automatically enter the monitor. Can |
stop this from happening?

& in the ROM memory of Fastioad at S85F1 there
is a command called ZAP. Could you please
explain what this command does?

5 What format do | save pictures to with the
screen saver in the AR cartridge if | want to use

TECHIETIPS 31

hope that sounded threatening encugh). Anyway,
there is no option with the stand-alone AR cartridge

for backing-up multiload games, so even if you
wanted to indulge in such dodgy practices you

couldn't, Remember, compuler piracy was a major
culprit in.convinging the big software companies to
pull out of the B-bit markat,

2 To work out a lot of POKE codes, the illustrious

hackers have to sift through mounds of game code

and work them out for themsalves. No program will

~do the trick all the time.

3 No. But it's simply a matter of pressing X and then
hitling the Return key o return to the Freeze menu.
& It zaps your C64's circuit boards, Only joking.

‘From what | can tell it doesn't actually do anything;

it's a redundant command that never got
implemented, more's the pity.

8 Saracen Paint piccies are not supported at all by
the Action Replay cariridge. You would need to save
them out as, say, Advanced Ant Studio files and then
write a program that shified the bitmap, screen and
colour memory data around to fit the Saracen Paint
format which was detailed in CF a short while back.
& Another thing that was explained in great depth in
a Wﬁmmlm routines and how to

them in Saracen
Paint? And ean | load
screens made in
Saracen Paint into
games using the

AR cartridge?

6 On Power Pack
game loading screens
there is a clock in the
bottom left corner of
the screen. How is this dona?
Anto May, Dublin.

1 Why on earth would YOU wan to make back-up
copies of HIS games? It's illegal, and I'm sure you
don’t want to become a software pirate, do you (|

electronic things and plug them into a port and
then control them from the C64. Is this true?
Carl Beeson, Preston.

All computers, whether they fly aircraft or operate
washing machines, have to be able to accept input.

On the CB4, in addition to the joystick and keyboard ™

ports, there are six other /O sockets (although some
models have more). The ones common to all
C64s/C128s are the expansion post (for carts, MIDI
interfaces, etc), the AF socket (for connecting the C64

make imprassive things occur while
a program is joading, Check out the
relevant back issue (sea page 32 -
Dave) for the LOADER MAKER

program. Jasen

to a television), the video connector (for adding
maonitors), the sarial port (mainly for Commodore disk
drives and printars), the cassette port (we'll leave that
one to your imagination) and the user port. The user
port is basically an 8-bit parallel interface and is the
best one to use for connecting your own electronic
projects. Each of these pornts can be set to send or
receive data using PEEK and POKE statemants.

How do you program them? Er, well that's a bil of
a biggle, actually. It's certainly oo wide-ranging to go
inta here, unforiunately - it's a bit like asking how do
you program in Machine Code. You either need to go
oul buy a book on programming on the C64 (you can
still get a few new from Computer Manuals on = 021
706 6000) or for me to do a whole series on tha
subject in CF. (Hang on - you re dropping hints
again, aren'l you, Jason? | take it you reckon you can
wrangle sorme more freelance work out of me -
Dave.) (Er. well it had crossed my mind = Jason.)
{Hmm, we'll see — Dawvea),

And therewe mustleave the Techie Tips for this
month. But be here in 30 days-for a special, Golden
Anniversary celebratory techia secfion, in
which I'll be running through 50, yap, 50
top tips for computing with your C&4. ‘F
You can't afford to miss it
" October 1994
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Makawg musc. P kbrary lel, dary of a game: 10h Dan

CRAS Fownr Fack Repinn 3 Speoech {syrhemse), Mayhem Maga b Par 2,
6510+ Assembiler, Garetusion: Sambord, Mabby, Maytem Spechils Muls-player
games. Elering Boys intorvareed, bow o dow Baller graghics.

CPAS Poser Pack: Bonsoruncher, Complels iovel ol Mayhem, Quasdraped
Toaraways musec derd. Gamebusiorn Final leval of bayhent Sioomion, Wibad,
Camage. Aevews: Squansscaps, Ercape From Arth, Wilbarioe

CFAT Powe Puck The Lagend of Smimd Foadon, Maan Machne temns
Dt minn Sevpsaiey. Proviewe: loamm of romw gamnes fom Ganmmay. roluding
Soper Mibbiy and Lovds of i Unkiomss Spatal (ke bedl purde Ganes lor ma [
EPRB Powvor Pack: Tl (Codebasions), Cily Bombwer gdema. Fepe, Wizands Pe
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COMMODORE FORMAT BACK ISSUES

Name
Address

Postcode Phone No

Method of payment (please tick)
Access |_l Visa -l

Credit Card No___

4, ]
Cheque J PO

POSTAGE AND PACKAGING:

UK £1 ® Europe £2 @ Rest of the world £3

_____Expiry date

| would like the following back issues...

Cost of back issues

| would like a Commodore Format binder”

Please add price postage and packaging®

—I Total cost

Please make all chegues payable in pounds sterling to Future Publishing

Limited, and send the whole lot off to Commodore Format Back Issues, Future

Publishing, FREEPOST, Somerton, Somarsat TAT1 TBAR.
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¥ C. 64 CASSETTES ¥*

ARCADE TRIVIA QUIT |
BISMARK,/FEGASIE BR

EDD THE DUCK. . .
EHELARD IHJ'DTHLI]
FLINTSTORES

FOOTRALL MANAGER 2 + EXP KIT
FOOTBALL MANAGER 3 ...
FOOTBALL MANAGER WORLD [l.ll

FUN SCHOOL 2 6-8 YEARS ...
TR i |
FUN SCHOOL 2 EMDER & .. _......
.. 150

FUN SCHOOL 2 OVER 8

GEMINI WING
HERQ QUEST ..
HOBGOBRLMN ... _.........
JACK MICKLALPS GREATEST W
LOTUS ESPRIT s

LOTUS ESPRITTURBD . .

LIVERPOOL ...
MANI BFFICE. .
MAVY MOVES

NEW ZEALAMD STORY ..........
NBCK FALDO CHAMP GOLF
NORTH AND SOUTH ...,
PLAYDAYS AGE 3-8 YEARS
PREDATOR .. :
RENEGADE ..................
RAINBOW ISLANDS
SCRABBLE(NOBOX) ._......
SCRAMBLED SPIRITS

SHEWORM

R
S A
st 1) )

AL
i 209

2w

A TS

- f L
19
bR L
59
m
315

75

3.50

199

175

299

9
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e
NEGHROURS .. ..............

.
T3

1099

2.9
.3.99
2.99
2w
3715
.50

.1
v

“Choese any 2 Bizzy's for £5

[ . 299
SHOWRALL IN HELL  ............ 2%
SOOTYS FUN WITH
MUWKBERS LhP 7O 7 YEARS. ... 499
SPIKE [N TRARSYLVAMIA ... ..., 375
ST DRERON .. im
STEG THE SLUG . ... .... v TS
STRIKE FORCE HARRIER .........1.9%
SUBURBAN COMMANDD L
SWITCHBLADE . RIS |
TEREY'S BIG ADV/TERRAMEX 299
THOMAS THE TANK ENGINE ......1.99
TH{MAS THE TENK FUN
WITH WORDS UP 70 7 YEARS . 490
TRACK SUNT MANAGER . . . L
TREVIA o L, |
*DITZY DOWN THE RAPIDS ars
“SPELLIOAUMD DUITY .. 375

*DIZTY PRINCE OF THE YOLK FOLK 375

TRIVIAL FURSHITS .. 175
TURBD THE TORTOISE ..3.75
LPLTRMATE Gl 3150
Wiz ki L]
WELLTRYS .5
WWF | bl 3]
WWF 7 FURDPEAN RAMPAGE AT5
KERON 50
. =
| GOOFY'S RAIWAY -
| COLOURS & SHAPES 2.5 YRS
MICEEY'S RUMNAWAY 700 .
MUMBERS 2-5 YRS

I £3.99 EACH OR £6 FOR BOTH

 LEMMINGS

CASS 10.99 DISK 12.99

1 NORTH MARINE ROAD,
MNORTH YORKSHIRE Y012 7EY. IF YOU'RE IN THE
SCARBOROUGH AREA, COME IN AND SEE US. OPEN
9.00AM - 5.30PM 6 DAYS A WEEK. TEL: 0723 376586

* CASSETTE »

ree

#* DISK COMPILATIONS ¥

T 3 COMPILATIONS
HMH 1 Lo - mr:IlI: I -
Sholow Vortr/Gakln e ol calUSmes O WionTl PACK (PO A POPECOLEION,.______ )
Hmmmmm £99  WOWIE PREMIER . mm-!itlrd
.............................. { R R e
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Simgsar, W, Tarmiaates 1 D Corrmar ecmaie Spacd s oy paen G 0% 7 [ON CSSETIEOR D) B9y
JL_ OUR CHOICE CASSETTES - 10 GAMES FOR £6.00 | ikt Fmoed Visiony Bl
NEW DISK TITLES CHOOSE ANY 3OF THE | gamiBimeedl
FOSTIAN AT COLLECTION 19 FOLLOWING SPORTS mwmmmmmw
POPEYE COWECTION ... 1599 TITLES FOR i!.ﬂﬂ It Spenday
XIS PAEX | 99 THE REZEER, X SEALASH, LEAGLIE FOTRALL SMSH 4., i
Pty & S, Doy oy 2,/ | | T FLGY A GOUAANOLCH 061 | v kS 4568 Sy Sep G
The /Sioer o ‘blIIlil_JjP.t'._:\l.:!_'ﬂBlE 7, CRNET MSTER. R0 W6 79, Guardien .
FES PCK 1 morsoneny 599 | [ 5 OO SDNCIRLIMMYS SOUTRMAL | o Py s g
rm;m_ 'fr'l'l'l";-.'ml Dnckis ‘?01! Pt .?"T? 1. THEE COUBLE, WORLD UGEY, EFNNY DMEGLIH, TE COLLETION L9
e B s 8 M T/ OSTRERLEL | | CHAWYONSHRP SPRN, SOCTER BOSS, FOTRAL YEAR 2, UM | Ao Foutoell/Agu OromgeChuy e S
Ty /Sy il BACEALL RAEIE SOUNESS NARAGER, SUPER STRWBLE |- Geweveia/Scrammbled Sairs  marmy mars (30 games in ol
-39

100 DYMAMITE...

5* disk bood cleoning kit......3.50 30 Ex-Selfrwen 5 disks.........E5.50 o ﬂrqm-"l'hrlwflmrlllp LANEL Ls Mare
SUFER FIGHTER... et 1N
. = a=msc=# Finel Fight, Wreslemaricy P Fghier
= Coal Warld St eel T et Gen 499 POWER LIP_.. 550
Celowsus ridge 19 Smah T 3 299 Wiersd boost/ Oui/Meisborw hlareh/ Chme Hu..-‘ru-mm
f:}““”‘ L‘:h“j 33 Widk Fakdo Champ Gulf 1399 CHAWAORS . sl
T T Hesth and Sauth 499 5 bon Squmh/Men B/ Workl Boming Menager
Fral Badk 199 Dike Hod 7 590 CLASSCARCADM..... . 1%
How Bnoboned Siory ... ........ 4,94 Faatholl Massger 7 + Exp Kit 450 bvscs hiens Murchae (Paomeae] Miile
Lvmrpoo] e, 1099 Yagi Buar 199 {rwary Erbert, Tirehit
Srasby [oo & Scroppy Deo 189 Tom fara A9 10 Grost Games..... .. 1w
* 5 FLATE, Sidworen I]nn Flum.,"lmd Fumie
e . Se. .1::- .;1.‘;,:_' -nld-n-n-- " Fouthelbe o th Yo, Spe Sl St Fght/
Tok 5 — 599 (immkc {mneswnry, Linsker s Hot Shat
| ey Moy Seak S99 THE DREAM TEAM.. 19

Rabsop 3 i
| . Simgiom, WWF "Tlmmlw'!

louble Dregan 599 Shadow of the Beast ...

GAMES SUBJECT TO AVAIEABILITY. PLEASE NOTE - A PHONE CALL RESERVES YOUR ORDER. ORDERS £5.00 AND UNDER ADD S0P P + P

CHEQUES + P

ol T
SCREE

N -

OSTAL ORDERS MADE PAYABLE TO WIZARD GAMES. OVERSEAS CUSTOMERS ADD £1.00 PER ITEM P+P. PLEASE ALLOW 7 DAYS FOR DELIVERY

SEND SAE FOR FULL LISTS

From the makers of Creatures and Creatures 2 comes
probably the greatest platform game ever created for the

C64; Mayhem in Monsterland is an intriguing blend of fast,

frenetic platform action, with five wickedly cute levels to
explore. Featuring the cutest dinosaur ever to emerge

from the Jurassic period, you'll soon forget all about Italian

plumbers and spikey blue hedgehogs.

* First video game to receive 100% %
. % Super-fast full screen scrolling *
\ W, * Fully interactive' seundtrack & SFX *
.ﬂ.*";',’ * Amazingly detailed graphics *
* New non-standard colours
* Not available in ANY shops *

PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)

-1 CASSETTE £8.99 - DISK £9.99 PRICES INCLUDE P&P

Send to: Apex Computer Productions Ltd., PO BOX 100, South Ockendon.
Essex, RM15 5HD. Please enclose a cheque/postal order made payable to
APEX COMPUTER PRODUCTIONS LTD. Allow up to 28 days for delivery.




34 FEATURE (o )
IN THE
BEGINNING

A FAMILY AFFAIR (4%

Or, where have I see that game before? Tony Mott traces it VG o ik S
examination you'll be able to spot

the roots of console shoot-’em-ups back to the C64 and s s e
wonders if things have changed much... family tree shouid help as a guide.

SPACE INVADERS
ARCADE » TRITD

ick a ganre. Any which introduced moving effects, but is the game itsalf Defander ‘tibutes’ yet seen, and Er, do we really have to spall
genre, Go on backgrounds and starfields really that different to Slapfighr? it was on the 84 in the early 80s. anything out about this game.
Done that? Il bet along with power-ups and the O course it isn't Archer Maclean refinad tha
most of you like. Games like Lightforcs weare concept shortly afterwards with EAGLE EMPIRE - ALLIGATA = C64
s ]
plumped for the true forefathars to many a DEFENSIVE his superb bloke-with-a-jetpack- :‘I“'“' z“.':'*“_r':'"::m’::'“
good old shoot-'em-up didn't congole game, Yeah, so games The arcade movemant which based Dropzone. And whal's the il great.
youT Mo Ah. Okay, let's like Super Ateste on the SNES followed Invaders was the latest shoot-'am-up which has
pretand you did, because use preposterously enormous left/right 5.::r‘n|i-,'-:-ihr_'f(|1y SNII'—.S--:n-mErE Clrﬂrﬂilrlg with GALAXIBIRDS - FIREBIRD *
otherwise I'm stuffed from the explosions and seamingly experience. Guardian was, and desire and chomping at the bit in Sensible’s ‘joke’ tributs 1o the
outsel. | picked the shoot-"em-up obligatory screen warping still is, one of the closast anticipation? Super Droprong, gonre. Silly, but playable with it.

because it's the mast popular
and well-known type of
computer game. Lel's face it, up
until the Mario/Sonic boam (f
you'll pardon the pun) there
were shill many thousands of
uninitiated folk referring o any
video game as Space [nvaders,
right? So shoot-'em-ups, it is.

FIREPOWER

But before we attempt any cross-
comparisons or anything wa'll
have to lay down what actually
constitutes a shoot-'em-up. It's a
game where prograss is dictated
primarily by the player's ability to
ramave opposing bodies from
the gameplaying area by the
employment of some farm of
firepower (source: Tony's Titanic
Tome of Videogame Tarms, now
sadly out of print). Most of the
games under scruting hara are
straight blasters - ali-out
gunfests with little or no piffling
plot detalls to wonmy about — but
there are instances where tharna
is a degree of crossover. |
recognisa this, 0 dont all write
inand complain that the acton In
Starguake or whatever s
platform-led. | know, but fesl that
wa nead to broaden our outlook
if we really are 1o appreciate the
plaglarism {or perhaps
otherwise) which exists within
maodern day console
videogames, So, um, there

WARHAWK + FIREBIRD + C64
EBimilar to the arcade gama
Gaplus and a good early
budget title.

DELTA * THALAMUS « C64
Fairly well-received horizontal
shooter that's a stunner in the

speod department.

ATTACK OF THE MUTANT
CAMELS * LLAMASOFT » C64
Early proof that the Yak know
his stulf. Camels, though?

THRUST = FIREBIRD - C&4
Video game inertia never
feit this good. Fantastic
little space shooter. £1.99.

LMEHNTFORCE + FTL - CB4
Great, but probably

remembered most for ils
superb Hubbard soundtrack.

SLAPFIGHT »
IMAGINE » Ch4
You want power-
ups? You got "am.
Oh, and everything
sisa? Yop, that too.

1o - FIREBIRD - CB4
[Sir) Bob Stevenson lent his
arly hand to this short but

sweot eflorl.

GUARDIAN * ALLIGATA * C64
Another Steve Evans classic. |
waonder what he's doing now.
Hmm...

CHOPLIFTER » Broderbund « Cod
The original heli-based game,
It becams an arcade gama
later, surprisingly.

DROPZIONE « US GOLD « TG4
Archar now collecis
expansive cars. That may
be proof of this game's
auality.

AIRWOLF = ELITE + C&4

Jan Michasl Vincent didn't
make it; but perhaps that's no
bad thing.

Lat’s bagin at the star, than, SUPER ALESTE
and Space Invaders itself. There .:n"zl. SMES
i pec
wera acn..mll-,- l:ua.sﬂe:s around effects laden,
before this (Exidy's weapon-
crummy Star Fire crazy, blast

bonanza. But

baing a
L]
~thankfully what's new?
fitthe-known
axampla), but
Invaders
reprasanted
tha tumin SUB TERRAMIA - SUPER DROPIONE = CHOPLIFTER 3 PARODIUS + SNES + Konami
he tuming SEGA * MEGADRIVE PSYGMOSIS » SNES OCEAN - SHES ‘Humorous' blaster - it's a
point when Bo similar Lo Thrust The jury's still sul on whether Pul the two above games in & parody, y'ses, geddit ‘Parc’-dy -

blender and you'll make a
mess. Or this game,

which pulls ideas from just
about everywhers.,

videogames arrived
and began 1o rob the
nation of ite 10 pance pleces
MNext came the wave of games

you'll swear they stole its
algorithms. Around C45.

this justifies its ‘Super’ tag, but
wa're sceptical.




that’s what. ‘Hey, let's stick in
e spacial weapons and, um,
some bossas, that'll do...' Riight.
An isolated case, thaugh,
surely? Actually, no. Chopiifter
appaarad on the C&4 in ‘B2 and
was followed by the TV license-
led Alrwalf, And now SNES
oWners can enjoy the delights of
Choplifter 3, no less. The classic
enario ramaing and it
IﬂC|Uljl'-"Ih many elements which
made Airwvolfl popular all those
years ago. Not even Jaguar
owners are safe from accusations
of pilfering; the 64 had a great
version of Tempest, called Axis
Assassin (and what a great nama
ck n 18985, And
another
G4 release from

WHO DARES WINS 2 «
ALLIGATA + CG4

The first Commando variant. &
superlalive, viewed-from.
above aftair.

DRUID - FIREBIRD - CE&4
Topmost one- or two-player
fantasy romp with Gauntlel
overtones.

ROCKET ROGER
ALLIGATA « Cé4
Another Steve Evans special.

EXILE » AUDIOGEMIC » CB4
Big. BeautHul.
Buuwrilliant. With an

Etmosphers you can
almost touch.

way back —was the prequel to
Super Probote on the SNES.
Is the picture becoming clear yet?

IN COMMAND

But if those abservations are
obvious, there ara many more
whare the inspiration isn't nearly
as apparent. Let's go back to
Cammanda, and the magnificent
mayhem demonstrated in Who
Daras Wins 2. It was arguably
the: game which introduced this
concaptual iInterpretation of
overhead shootin
home. It influenced a wha

ame design thame, ona
example of which being the
fabulous two
was of ¢
consol

BUBBLE BUS - C&4
Huge for its day [512 soreens,
no less), and squally huge fun

opporiunity of similar :

through games like

Roacky and The Gh

Druid, too, was a far more
Involved gama, with bags more
things to see and do than in
gither of those proc of the
20s. Proof indeed that even f
game Idea: directly lifted, the
resllts are often much shallower
than tha onginal.

How about othar areas,
though, the mora spacialised
stuff? The gam
supposadly push b
boundaries; games like .':".‘rq-n.-.-l'nq
thie supar-cha
powered, 30

AXIS ASSASSIN + ARIOLASOFT - C64
Nippy Tampest clons from 1985
with - gasp - more depth than
the original.

FEATURE 35

forget the game which foraran
them all, Marcenary. Thera's still
nothing on console to touch it for
depth and atmosphere and that
situation looks unlikel

S0 the next time your SNES

-owWning pals start

spouting off reams of praise for
their ‘latest’, fitla, be
prapared to stifle
those guffaws again,
' ke nidla Anl in

auf (the game'
ammers) ware doing befo
they happened upon Nintendo's
nrnrng baby? That's

8 WAS a mora II1h'LI|'.'E{.|
undertaking. The player was
given total freedom to move

ut the game warld
the action in Stanwing is
from an ‘on-the-rails’

P

MERCEMARY * HOVAGEN - C64
Tha original and still the bast
planet-based 30 axplore-athon
thare is.

STARGLIDER + Ralnbird « C64
The very next plansi-based 3D
explore-athon with clever
vector graphics.

STARFOX » ARIOLASOFT = CB4
Enjoyable, solid 3D effort.
Later to cause Hintendo no
aend of problams.

GHOSTS ‘N' GOBLINS

Elite = CBa4

Atmospheric platformy shooter
which caused a bit of a siir in

its day.

GRYZOR + IMAGINE » CB4
Okay, it's another coin-op
conversion bul we had it first,

d'ya haar?

TEMFEST

2000 « ATARI » JAGUAR
Jeff Minter makes a
comaback with a game no
maore playable than Axis.

THE CHADS ENGINE -
MINDSCAPE - SNES
Middlemost one- or two-player
‘steampunk' romp with definite
Druid overtones.

SUPER

METROID » NINTENDO + SNES
Look very closely and you'll
soe aloments of all the above
games in this.

WILD GUNS + MATSUME + SNES
Cabal + Wild Wast-themead
graphics = this game. "Nufi
said; | reckon (but there's a
Hine in this bax to Al - Dave).

PROBOTECTOR - KOMAMI + SNES
Onie of the SHES's finest.
Based on a game the C64 had
yoars ago - what a surprisa.

STARWING = HINTENDO + SHES
Super FX-boosted titlhe with the
usual Mintendo trimmings that
showcases the FX chip, but
littlo aise new.
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HURRY - LIMITED
STOCKS!

SPECIAL OFFER!

THE MAGNUM PHAZER GUN
(FOR THE COMMODORE 64/128)

Enter a new phase of computer entertainment with the Magnum
Lightphazer. Unleash your imagination and take up the challenge
| of the six action packed games included in the pack.

*
*

Games as follows:- Operation Wolf, Gunslinger, Cosmic Storm,
Ghost Town, Baby Blues and Goose Busters. (Different games
available for Amiga, Atari ST/STE, Spectrum and Amstrad
computers).

RRP £29.99 OUR PRICE £12 99+ £2.50 P.P

PHAZER GUNS ALSO AVAILABLE FOR THE ATARI ST/STE RRP

£30.99 OUR PRICE £12.99, THE COMMODORE AMIGA (ALI

MODELS) RRP £39.99 OUR PRICE £14.99, THE SPECTRUM 2A/3A

RRP £29.99 OUR PRICE £12.99, AND THE AMSTRAD 464/6128

RRP £29.99 OUR PRICE £12.9%

LIGHT PENS ALSO AVAILABLE FOR THE COMMODORE 64/128

RRP £20.99 OUR PRICE £16.99 AND FOR THE COMMODORE

AMIGA ( ALL MODELS) RRP £39.99 OUR PRICE £16.99
PLEASE ADD £2.50 FOR POSTAGE AND PACKING FOR

THE ABOVE ITEMS,

e 7 7 7k T Fe 7k T e e e e e ke i ke e e ek o ke <
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In the beginning there was “Druid”, hailed as a milestone game at the time of its release Then
came “Enlightenment” and now there's Warlock the Avenger, the third game in a classac
SETIES

Designed by Dene Carter, Warlock the Avenger takes the player yet deeper into the dangerous
world of Belom, where the evil lord Acamantor has returned to hold the land in his grasp.
Strive to reawaken your ancient spells and find your way through cight trap-strewn dungeons,
overcoming unknown obstacles, locating secret passage ways and keeping Acamantor’s
monstrous minions a1 bay, Your task is 1o find and destroy the evil power. Only by unleashing

the arcane power of Chaos can final victory be yours

* use elemental forces to cast the most effective spells PRICE £5.99 INC.P/P

* create Golems and work tozether in the two player game

* avoid gigantic fire-spiming skulls and Acamantor’s teeming amy of monsters

C64/C128 PRINTER INTERFACE e e e e 3 e e e ek e e e ke e ek ok ok ek ok <
The C64/C128 printer interface is designed so that you can
connect almost any parallel/centronics (IBM compatible) printer

to your C64/C 128 computer.

COMMODORE SUPPLIE

: : 2 : . ' Commodore 64 power SEPPLIES ... i HERL 1 F
ymplete interface with lead:- £29.99 inc P/P ; :

Comple oo . k2 Commodore 64/128 compatible cassetie TeCOrders ... nseein £19.99

Commodore casseite head demagnetiBers. e s £9.90

" Commaodore 64/128 light guns & pames cassetie........ £29.99

C64IC 1 2 S COMPA:] IBLE DATA Replacement cassette recorder plug and lead ..o £5.99

RECDRDER Commodore 64 USer MAMUAES. .........occimiimmmim st sttt s s £4.99

Commodore B_F. Leads {computer 10 TV) o e R L N

m.rmr“ UNIT Commodore 6dc MOBUIATOS. ... oo s s s s £9.99

. & . T T - i Taadd 6 & )
£19.99 inc P/P Commodore printer/disk drive lead (6 pin din) ..o . e &

roR - el Commodore colour monitor keads (din /3 phono)....... .o Ef B

Commaodore light pens & software CCBEIIEKY ....cioosntemmmnsnn e biinncieia s ansianssmnss £29.99

Commodore Co4/C 128 parallel printer interfaoe ..o £29.99

i

DO YOU SUFFER WITH C64 TAPE
LOADING PROBLEMS?

Have you ever purchased a game only 10 find that it won’t load! The most comman

Commodore C64/C128 compatible Data Recorders
with tape counter, fast forward, rewind, stop/eject,
play and record facilities. Supplied complete with

lead and ready to plug straight into your computer

be puil on ow regular mailing

#i—****ﬂ-ﬂ-ﬂ**#*i!}**#****i****#****###**t**#*##***

w special oflers ete, please write and advise

reason for loading difficulties is caused by the tape head being out of alignment w ith
the cassetie tape. The asimuth tape head alignment kit enables you to re-align your
tape simply and quickly. No technical skills are required, Step-by-step picture guicde.
Test and re-alignment carried out in minutes! The kit comprises:- Tape alignment
cassette, special asimuth screwdriver plus full instructions. Only £9.99

Alignment kits also availuble for Amstrad CPC 464 and for the Spectrum compulers.
Please state which computer when ordening

s Statimg w hich compuler madel you have. We a

CAmstrad, Atari, Amiga and PC Computers.

|

ALL ORDERS SENT BY RETURN: CHEQUES/VISA/ACCESS/PO’s

TRADING POST

L

VICTORIA ROAD, SHIFNAL, SHROPSHIRE TF11 SAF TELEPHONE /FAX (0952) 462135




