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and pokes.

Including STREET
RGHTER 2!

OFFICIAL: BRITAIN'S BEST-SELLING COMMODORE 64 MAGAZINE!

COMMODORE
•The vent

; c u r  ,,,, • ;Epumrer
•

I id6

, " m g  money con buy! F O R M A T

terabit

4 smile;17
Turn to p.S.

1:1111111115P LET'S
o w /

_Exclusive: ALIEN 3 -  Virgin's fanglastic
n e w  plat former previewed!

iDE YuUR 6 4



•  T h i s  Commodore Mouse is a high resolution two  button mouse

featuring optical  counting, tef lon guides, microswitches,  rubber coated

ball and high quality interface.

•  W h e n  combined wi th  OCP Advanced Art  Studio this graphics package  is

quite simply the best  system avai lable.  T h e  features are unmatched. . .

•  C r e a t e  an image - shr ink  it. expand it. move it. rotate it. copy it. colour It. etc_ etc.

•  S p r a y  patterns or shades, make elastic lines - stretch and manipulate shapes.
•  Z o o m  in to add detail in fine mode. •  P u l i d o w n / l c o n  driven menus for ease of use.

•  M o u s e  operation, p lus joystick and keyboard control.

•  1 6  pens. 8 sprays. 16  brushes - so flexible anyone can create supe.-1) graphics easily.

•  F u l l  c o t  a n d  pas te  fac i l i t i es  p i t h  e x c e l l e n t  p r i n t e r  s u p p o r t .

°ATEA_ MIDI 64 INTERFACE PLUS
ADVANCED MUSIC SYSTEM

ONLY E39.99
AVAILABLE ON DISK ONLY

•  T h e  Advanced Music

System may be the best
MIDI;music package produced

for the 6 4 1 2 8  offering a huge

range of musical composition
features A MIDI  compatibil ity,
with the Datel  MIDI

Interlace you have

the TOTAL MIDI

SOLUTION!

010,Z-
' S A C

111

•  M a d e  possible by Dater%

unique colour pr inter driver •

rimy you can have a hardeopy

in  t i p  i n  1 6  c o l o u r s !

•  N o  M o r e  t o  b u y.

ONLY

' 3 4 . 9 9
TOTAL PACKAGE

INCLUDES MOUSE(
MOUSE MATMOLDER

AND OCP ADVANCED

ART STUDIO

PLEASE STATE IF YOU REQUIRE TAPE OR DISK

LC 200 L O U  P R I N T E R  PACKAGE

1541 NMI DISK DRIVE
The 1541 M k  I I  Is a superb

quality Disk Drive specially
designed for the Commodore
64,1 28.

TOTAL PACKAGE INCLUDES
6 GAMES

ONLY el  49-99
ADD £5 IF NEXT DAY COURIER

IS REQUIRED

UNBEATABLE MIDI PACKAGE!!

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

•  T h e  Star 1,(200 Colour Printer not tai l  p r i n t s  to Near IA-tier (.4tiality for your regular jobs b i l l  also

prints out your  pictures from Art Studio. Act ion Replay, etc,. in generous colour!
•  L .C200  is a ful l  Centronics printer so it works with other computers (Amiga, sT.  ctc.I•

PACKAGE INCLUDES S TA R  LC200 COLOUR PRINTER RRP £345 .00
SPRINT 128 PRINTER INTERFACE RRP E214.913

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP E19_99
NORMALLY E394 .98

COMPLETE PACKAGE NOW ONLY £ 2 5 9 . 0 0

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  E 1 9 . 9 9

•  I f  you already have MI LC II) or LC 200 Colour Printer we ran supply the Driver separately.
•  W o r k s  with Serial Version of  LC10. Parallel Port. Sprint 128. etc.

OTHER COMMODORE ACCESSORIES

D a n i a ,

•  3  additional cartridge slots

pnoided.
•  lArear and tear on the

original connector recluotsi.

•  S w i t c h  provided lot

selecting between game
cartridges rather thou constant

unplugging.
•  I t e m l  but ton both-in.

ONLY C16-99

H O W  T o  G E T  Y O U R  O R D E R  ! F A S T !

TELEPHONE j241-Irs] 0 7 8 2  7 4 4 7 0 7  C R E D I T  CARD ORDERS
ORDERS NORMALLY DISPAICHED WITHIN 48 Hrs ALL CHEQUES FOS, Al c t s o c r i s  MADE PAYABLE TO

D A T I L  I I L M O T R O I V I C S  =
GOVAN ROAD. FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT,

ST4 286. ENGLAND. FAX 0782 744292 TECHNICAL CUSTOMER SERVICE 0762 744324
UUM Xthi-, 4

C O M M O D O R E

MOUSE
SYSTEM

COMPLETE WITH

•  F u l l  feature Centronics

Prtnier Interface.

•  Connec t  your 64 /128  to it

range ol lu l l  size Centronics
Parallel Printers.

•  E i l S y  1 0  ILSC -  s u p p o r t s

Commodore Graphics Set.

•  onboard Microprocessor

ChM means no more programs
lo,A.

ONLY £29.99

FREE!
MOUSE MAT AND

MOUSE HOLDER
(WORTH £12 .99 )

WITH EACH PACKAGE

•  Q u a l i i y  Commtxture

compatible Dala Recorder.
•  P a u s e  control.

•  Three digit posit km counter.

•  C o u n t e r  reset

•  Con ies  complete - Wi  more

to boy'

ONLY C29-99

222. TOTTENHAM COURT RD.
LONDON. Wl .  TEL:071 5806460



[ T H E  A C T I O N  R E P L A Y  M K  V I

, W I L L .  L O A D  A  2 0 0  B L O C K

P R O G R A M  I N  U N D E R  6  S E C

THE
ULTEIMATE

1 C
I C0111117 nik?'
1 JAAL 311 go

it34i99POST
FREE

THE rmir POWERFUL, rn
PACKED UTILITY CARTF I

•  TURBO LOADER - Load 202 block program in
under 6 seconds - worlds fastest disk serial loader.

On-board RAM and ROM achieves high loading

speeds. Wo r k s  with 1541/1571 fOceanic.1581,
•  INFINITE LIVES GENERATOR - Automatic infinite

lives!! Ve r y  easy to use, works wfth many programs.

No user knowledge required.
•  PROF MACHINE CODE MONITOR - Ful l  64K

Freezer Monitor - examine ALL memory, including
stack, FO area and registers in their frozen state

Ideal for de-bugging or just for fun!
•  SPRITE CONTROL - Freeze the action and view the

sprites - watch the animation - customise your games -
kill spr i te  col l is ions.

•  FREEZER FACILITY - Now you can make your old

slow loading programs load faster. S imp l y  freeze the

action and save to tape or disk to reload at superfast

speed - no more waiting for programs to load.

•  D ISK COPY E a s y  to use disk/tile copier. M u c h

faster than conventional methods. Idea l  for backing
up data disks.

GRAPHICS SUPPORT UTILITIES DISK
SLIDE SHOW V i e w  your favourite screens in a slide show type

display

BLOW UP • U n i q u e  util ity a l lows you to take  any part  of  a picture

& ' b l o w  it  up t o  full screen size

SPRITE EDITOR • A  complete  sprite editor  helps you to c rea te  or

edit sprites

MESSAGE MAKER - A n y  screen captured wi th  Action Replay or

created with a  graphics package  can be turned into a scrolling

screen message wi th  music

ONLY E9.99

OR C

•  TAPE TURBO - Th is  feature will add Turbo

Reload to the programs that you save to tape - no

user knowledge required.
•  FAST FORMAT - Format an entire disk in about

10 seconds - no more messing about.

•  PRINTER DUMP - Pr int  out your frozen screen to

printer - MPS 801, 803, Epson, Star, etc. - very
versati le.

•  CENTRONICS INTERFACE - For  parallel printers,

Star. Epson, etc. P r i n t  out listings with graphic

characters etc. (Cable  required for parallel port
E.12.99).

•  SCREEN EDITOR - Now you can edit the entire

frozen screen with this text editor - change names on

high scores, etc. G rea t  fun!!

•  EXTENDED TOOLKIT - Many single stroke

commands for Load, Save, Dir, etc. P l u s  range of
extra commands. i.e. Auto Number, Old. Delete,

Merge, Append, Linesave, etc.

IlElectronIcs

24 HOUR MAIL
ORDER HOTLINE

0782 744707
O R D E R S  N O R M A L L Y

D I S P A T C H E D  W I T H I N  4 8  H r s .

J A I L  M O W  T O  G E T  1101.1R O R D E R  F A S T !

A L L  C H E Q U E S  P O S T A L  O R D E R S  M A D E  P A Y A B L E  T O

DATIL ILICTRONICS
GOvAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292

T E C H N I C A L C U S T O M E R  SERVICE  0782  744324L I M I T E D

A  1 .  O i n k  L  0  N O  111.- S i r d 1 V 2 - 2 2 ,  T O T T E N H A M  C O U R T  FlIO, O N D O N ,  W I .  T E L 2 0 7 1  5E10  6 4 6 0
ARVI

COI GI IIVEIM
FOR CBM 64/128

THE REVIEWERS SAID.. .

"I'm stunned, amazed and totally impressed. T h i s  is easily the
best value tor money cartridge. THE CARTRIDGE KING,*

COMMODORE D ISK USER

WARNING 1 9 8 8 G O P Y R I G H T  ACT WA R N I N G

Oalet Eectronics bct neither canclo,s,r.  atirnixi,eS the P50 01,1.'5 p‘Cglut% tor the reproducean at

copreri t  materiel
TImbacKup lecithin Of Vire product ere Cle,Pgried ro reproduce Only &oftwere e.pch e  Public Domain

matePals trei , see  owe prag,ams of software 01.11 poremsiOn to make beAut)9 hss Deer, ctes,ly

I I I  illegal to melts c o o l .  even tot your o'er i45. al copyright reatappl Nedt.c.,t I I . clear

oerriNs.pon al r heaap r i r t  awns, or the licences thereat

•
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Hutch would like to thank: Th• flexible opening hours

and pay-as-you-drink scheme at The Lott
Oita would like to thank: Bacon Dan
Clur would like to like: Kevin Rose

Lisa would like to thank: Cadburys

HUTOI

With Allen3 on the cover

scaring the willies out of
everyone we've
decided to have a
space theme on
tilts mOn1t1 s

contents page.
Hutch reckons

that there $

definitely life on
other planets.

'"you
consider how

big this
universe is,
it's a bit

unlikely that
the only form
of life is a bunch of slightly deranged
humans in the boring section of one of
the tamer spirals amts." Yes, quite.

56  GUNSHIP
n u t  XL

Microprose helicopter flight simulator gets the

CF treatment. Thrill to Hutch's references to

choppers. Gasp as he crashes continually.

58 COMPILATIONS
Zepplin

Two German compilations Games Machine and

Sport Top Ten, each stuffed full with

ten games. Are they any cop or

are they ten yawners?

60 MATCH OF
ME DAY
Zapplin

Cue nasal commentors

voice: Where do all the

footballers go at the end
of the season? Find out in

this, the latest footy game.

6 2  OR STEALTH
Khot
Quiet flitty escapades in an aeroplane.

6 3  BEE 5 2

USA KEUZIT
i ,l'ANT

Lisa's positively hoping beyond hope that
there are little creatures on other planets
rocking and rolling to their own interstellar
rhythm of life

'All the aliens you see in movies look
dead cute. Some of them even look quite
sexy. However the alien I'd realty love to
meet is that Klatu chap from The Day The
Earth Stoof Stiff. He s cpt the funkiest metal

Suit on.•
Well, we hate to break it to you like this

but that's actually his skin Lusa
"Ah well Res still laJ and

handsome though ' Oh dear.

CodeMasters
Fine flitting action with a spit-powered bee. Odi

10 CHARTS
What's up, what's down, what's stationary and

what's Sophie up to in Home and Away?

13 NEWS
All the latest news of what's breaking in

Commodore land.

14 PREVIEW

16 THE ULTIMATI
FLIGHT SIM
Simon Forestor knows lots about

squirrels, polygons, the Bosnian

crisis, Vanessa Paradis and planes.

We decided to test his knowledge of

the latter and asked him what the

ultimate flight simulator would look and

fly like/

Alien is coming and we've got this exclusive

preview of Virgin's newest original release

19 BACK IN THE
DHSS...
There comes a stage in every game

characters life when the work stops flooding

in. We sent Stuart Campbell off with a

clipboard and a Thermos" flask to track

down those out-of-luck 64 folk. This then, is

their sad story.

I .
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GAMEBUSTERS

W e r e  too good to you lot really. Lastmonths SOS Special was so well

received that we've decided to do it all over

again. Andy Roberts is our man with the sore

trigger finger and a very well used Action

Replay cartridge.

3 3 G B  I N T R O  Where to find which cheats

and how to use them.

3 4  S I M P S O N S  Part two of the solution.

3 6  C A R N A G E  Cheat to beat better!

3 7  1 0 1  P O K E S  More techy bit wibblers

for game losers everywhere.

3 8  M O R E  S O S  Moonwalker, Addams

Family and tons more groovy cheats.

4 0  L ISTO/N)KERAMA

Squillions of quick cheats for big

cheats.

41 STREET FIGHTER 2

M r  H u t c h  delivers the low down on
SF2 in four installments, this

month Chun LI, Ken and Ryu.

42. LETHAL WEAPON Secret

Rooms.

4 4  C O O L  W O R L D  Mapped -  Part One.

• 7 , - 1 , ,  DI,

CONTENTS

Two games,
two demos

and two full

utilities& Just

• C L U R  H O D G S O N
ST11,;

)  ' •  . :' i  1
• C lu r  hopes that there's life on other planets.

"Dave's managed to get me really Involved
- all the next Generation TV programs. I'd
“Dve to be able to actually come face to face
with a Clingon. They think they're the
toughest race in the universe. Well,
they havnt met me yet". We could
just picture Clur, standing On the
bridge of the Enterprise telling
Jean-Luc off for riot putting
enoup_f, sL,ga, ,, her tea.

OLLIE ALDERTON
41,•

O A l E d s  earty hoping that
there some extra-terrestnal

thingles floating through the outer
cosmos; he thinkathey'll be
squiggly tentactly blob monsters
with seven eyes, four heads.
nine feet and large overdraft,"

But how can you be so
certain?

"Well, playing in goal you get
plenty of time to muse about these
sorts of things and after much
deliberation and eight consecutive losses I

found one in my defence."

S IMON FORESTER

- tely abens out
there • - • e  kebab shaped and
they sot, n  there time hanging out
On the erICI Of Skewers 3n butchers

shops winckawa"

'Generally speaking. theyre a
peacful bunch. but if you try am
eat one they'll poison you.'

21 LETTERS
The Mighty Brain answers all your C64

related questions. And throbs a bit.

2 5  LET'S MAKE
A MONSTER
New levels, new monsters, new bounce

effects, new shoes and a smattering of large

pink poles; Mayhem in Monsterland's one

month away from completion.

2 8  SUBSCRIPTIONS
Get Commodore Format delivered post-haste.

2 9  TECHIE TIPS
All those wonderful programs and routines,

brought to you by Jason Finch.

3 2  DR FINCH
Brand new page! Jason investigates a different

technical topic every month. This month:

loaders and pointers le 4.D+10'.

4 6  INSIDE YOUR 6 4
Ever wondered just what lurks beneath your

64's fetching brown case? Hutch did. In fact he

was so intrigued that he whipped the lid off one

and rudely pointed a torch at its inner bits,

5 0  PD FORMAT
Our monthly venture into the world of the

freebie game. This month, Hex Heroes_

5 2  MAIL ORDER
The Commodore Superstore is open, all hours.

5 2  COMPO
Some Suburban Commando goodies up for

grabs.

5 4  BUY-A-RAMA
CFs equivalent of Exchange and Man.

6 6  NEXT MONTH
Have a crazy guess; it's a bit obvious.

Side One

Tape count 000

Fan of Defender? Like killing

endless numbers of aliens

while flying sideways. Try this

or size.

BREAK
THROUGH
Side Two Tape count 070

Joystick wibbling arcade

action.

SUBURBAN
COMMANDO,
Side One Tape count 060

Arcade romping and cavorting

with Hulk Hogan.

Side Two Count 000

Nutty Smash TV style game

with plenty of zapping action.

AUTORUN 8t
FLASHLOAD
Side Two Tape
count 110

Two great tape
speed-up
utilities.
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et again you're thrown

40, into the world of the

trainee spaceman. but

s time you've got your own ship. StarRay

the newly qualified space cadet through
• dangerous missions. Each mission

• fferent from the next graphically.
• have one distinct thing in

h each

ting your
hout

ting your allies.

s not too tough to

II them apart, your
emies tend to

izz around the

• ace while the things

u're protecting stay

• etty static.

There are two ways

of destroying the bad-

dies — either by

blasting them with your

laser gun or by using one of

your

vaporisers (hit space) to

dissolve everything in

sight. Some of your ene-

mies drop power-ups

when destroyed. so pick

the bonus balls up for spe-

cial weapons and other

goodies.

If you look to the bottom

left of the screen you'll see a pretty black thing

with white dots on it. This isn't some attempt at

modem art, but a radar map of the whole area,

on which the white dots are the enemy. It you

see one of them getting far to close to a power

cell (or what ever it is you're protecting) run over

there pretty dam quick and blast him to

smithereens. Destroying all the ttaddies on a

level will take you to the next level, where

there'll be a few more baddies who move a bit

faster than in level one. Destroy all these 8nL1

you'll find more and faster enemies in the next

level. And so it goes on as the difficulty

progresses Blast 'ern

cowboy. Yee herr'

QUICK START INFO
Side •  OneTaPecount •  000 J o y s t i c k

I t  UP M o v e  up

$  DOWN Move down

LEFT M o v e  left

to RIGHT Move right

•  FIRE F i r e  Laser

•  SPACE Activate

vaporisers

Each letter on the pick up's represents a differ-
ent bonus:

A - Improved acceleration.

V - Maximum speed increased.

T - You can fire more rapidly.

P Yo u r  laser gets greater penetrating power.

C - Continuous fire for 100 shots.

I - Invulnerability for 10 seconds.

B - Bonus points.

VITAL STATISTIX
It

li G A M E S

ORIGINAL RELEASE M a r c h  cr Ray h 8a B i

,,,,,i,„,_ ,  .  ,A.-,,,,• ,,,(0,, O R I G I N A L  LABEL P r i s m  Leisure i

O G R A M M E D  BY ilfr
Hidden Treasure

DIFFICULTY

September 1 9 9 3

Shootem-up

Medium

In years to come

you'll look back on

these days and say

to yourself, "Nope, it's a complete mystery,

who are you again?" To find out the answer

to this and other questions, read on.

You can reach the option screen at any point dur-

ing the game by hitting F7. The screen offers your

RESUME go back and play exactly from where youleft it.

SOUND FX ON/OFF W i t h o u t  sound Star-

Ray is both quicker and tougher. Serious speed.

LAST GAME OFF,ON W i t h  this switched

on the game will stop running once you've lost all

your lives. The only way open to play another

game is to switch off and load the whole kaboodle

again. (Good for those who are lacking in the will

power department when it comes to switching the
64 off and going to bed.)

RESTART AT LEVEL 1/2/314 This enables you to

start on any of the first four levels of the game. But

only on level one is your shield maximised.

CF

AP.



Some of

the bul l&

ings are
up to five
screens

high.
Mind the

birds

when

you're
climbing
them.

- i e .  Ilir f •  UP

QUICK START INFO
Side One •  Tapecount 060
*  U P

Jump
•  DOWN

Duck
LEFT

Move left

RIGHT M o v e  right
•  FIRE

Thump

Commodore Format bring you the huge third

level of Suburban Commando, Alternative's

great action adventure game. The demo takes

you to a point in the middle of the game roam-

ing around the streets, car parks, underground,

delis, riot battlegrounds and skyscrapers of Los F a c e  to

Angeles. l a c e  with what might be death, you canm i n a  e i t h e r  thump him or non.
In this part of the game Shep's trying to find I P  -

tools to fix his broken down space ship with.

There are a certain number of tools to find on

the level; indicated by the number displayed •next to the down arrow on the menu bar,

Simply charge around the city moving and

firing with the joystick plugged in port 2 (holding

 -

down on the joystick will make Shep duck down 7  -  u t P l i t s ,
to avoid bullets and the like). Thump the bad- . -

dies, bash the birds and collect as many coins

Caught
between a

spike and an
'ard man.

ompliments of

Alternative

Software, we at

the one and only

Strangely

enough, those wal ls  are
reminiscent of my K e n w e e d

as you can But mind the spikes and bubbles

as they'll sap your energy quicker than you can

say ''eeek I've lost all my energy".

There's secret passages to find all over this

level. Entrances to them are disguised as parts

of walls, but look carefully and you will be able

to tell the difference between a solid brick wall

and a passage to walk through.

GAME S u b u r b a n  C o m m a t i pRELEASE O u t

GENRE A r c a d e  Adventure

uSHER A l t e r n a t i v e

CT NO 0 9 7 7  797777 Ai
£9.99

Watch the con-

voYer belts t h e y
ean Push you

straight Onto a
P i k .

000100 I S

tv



S h o o t - ' e m - u p  is one of the most

descriptive names in this games.

'cos that's exactly what you do -

shoot 'eat. The great thing about

Breakthrough is that it's actually a SEUCK

but it flies horizontally. Never before

has such a feat been attempted.

and never before has a SEUCK

game looked so good.

The idea is that you just go

around and shoot everything that

_

l o w  The red stuff may look

like background, but it
Isn't. Asiod it, it'll kill  ya•

t  3 : -

Bubble wi l l  explode if

you hit  'em dead on.

Whew.  That  was

a bi t  too close

for comfort .

you can see. The only sprites

you can't destroy are the

bubbles.

This is a demo of

the game Jon Wells

has been working on

for months. Since the

preview we did last

month he's changed a few

/  th ings for the better, like the star

/  f i l led background

," a n d  some

QUICK START INFO
Side Two •  OneTapecount 070 •  Joyst ick

Move up

Move  d o w n

Move ten

Move right

Fire Guns

Sound onlott

One/two player

Start Game

*  UP 0

•  DOWN

411, LEFT

INO RIGHT

•  FIRE

Fl

F2

F3

of the

foreground bits have been

fiddled with too. There's no end of level

baddie or anything like that 'cos the

demo just loops around from the

end to the beginning of the level

It may sound like a bit of a con,

but it does mean that you can

have hour upon hour of play-

ing pleasure without having to

stop and look at the intro

screen for the umpteenth time. \ .

We should have a review

for youin next months

Commodore Format i f

all goes well And  I can

tell you I'm looking for-

ward to a good long

shooting session.

Just keep  on killing!

GAME

RELEASE

PROGRAMMED BY

GENRE

VITAL STATUS=
Breakt

Autumn 90

Jon Wells

Shoorem-up

POWERPACK

C OMMO

ALITORUN FLASHLOAD
The files AUTORUN and FLASHLOAD are part of the techie hitman. Jason

Finch's, feature on tape loaders. In fact, they are tape loader savers! If you

saved a program using AUTORUN, it will load back and run automatically. The

RUN/STOP and RESTORE keys will also be disabled so that people can't break

into your programs. FLASHLOAD does the same thing. but the screen will flash

whilst it loads the program Into memory! Cool, huh?

To work, they need to be loaded differently to the normal shift  run/stop

method. Load them by entering - T ) "  "  ,  o r

LOAD"TLASHLOAD*, ,  a n d  then install the special saver thingy by entering

and then SYS .  , T h e  ,1.1 bits on the end are vital. Now if you load up

a Basic program and type -  • • ,  t h e  program will be saved

with a special loader on i t  Make sure that you have loaded either AUTORUN or

FLASHLOAD and entered -  f i r s t  though. To load programs back once

they have been saved with these special loaders, just enter LOAD and hit the

RETURN key. FLASHLOAD won't work properly if you give an actual program

name when you reload the program.

Also on the Power Pack are the source code listings for AUTORUN and

FLASHLOAD. They are called AUTORUN SRC and FLASHLOAD.SRC funnily

enough I f  you understand machine language then LIST them or print them out

and have a look how everything works.

i i

1111111111111011111011
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SQUIBBLY vA4*
SKWO
DAY 0 T
R e e m e m b e r  we ask

programs for the

xactly what you did in your droves

(keep 'em coming I love looking at them).

Here's one of the games that took Dave's

fancy, so I put it on as a son of tribute to a sort

of missed production editor.

The game reminds me of Smash TV, the

idea is to run around a small room with nestles

coming at you from all directions, The main dif-

ference is that you can simply avoid the

baddies 'cos they will all go away eventually.

However, avoiding them is a lot easier than it

sounds when you've got hundreds of them on

screen in the later levels. You move around

with the joystick firing at everything that moves.

It's not impressive graphically but it's dam good

fun to play,

If you think you can do better than this, then

send your program along to us here at CF and

you too could have your program starring on

the Powerpack. (See the Send Us Your

Software box below.)
M O -  .

VITAL STATISTIX
GAME S q u i b b l y  Skwob's Big Day Out

GENRE S h o o r e m - u p

PROGRAMMER P a u l  c Cardno

your

that's

IS YOUR
PROGRAM

BETTER
THAN THIS?

So you think you can write better games

than this? Well go on then, and send it

to us to look at. If we think it's good

enough then you might earn your flive

munutes of fame when wre put it on the

power pack. In fact send us the uttilies

You've written too. Just fill in this form

and send it along with your programto:

rye Got The Power,

Commodore Format,

30 monmouth Street,
Bath,

Avon. BA1 2BW.

-116;

Say hello Sqwibbly.
"Hello

QUICK START INFO
Side Two.) Tapecount •  000

Move up

Move down

Move left

Move right

Fire Weapon

*  U P

DOWN

01 LEFT

RIGHT

•  FIRE

• SIGNED

ON THE
LEVEL

W e  know you hate sitting for hours in
front of the keyboard typing in the Techie

Tips listings so here's one ready and raring to go. It's a basic loader which

enables you to get more than eight sprites on the screen at one time. Turn to Techie Tips for

further details. (We made a slight boo-boo, 'cos this listing doesn't actually relate to the letter

entitled On The Level, it relates to the letter about sprites on page 30. Sony.)

NAME OF YOUR PROGRAM:

: TYPE OF PROGRAM:

: YOUR NAME:

' YOUR ADDRESS:

DAYTIME TELENHONE NUMBER:

ECLA RATION

H e  looks rather  l ike a
mel ted  blue Dalek,  and
he moves liko one too

INNienk

N-do

Squibb's seems to

hove a constant ly
worried look an his

face.  I  wonder  why?

9

Imurr

• Sorry but we can't consider your program for publication unless you sign this declare-

: tion and send it to us with your program.

The enclosed program is hereby submitted for publication by commodore format. It is

entirely my own work and as far as I know does not infringe any copyright laws. This

program has not been submitted to any other magazine or software house and I will

notify you in writing should this situation change.

RE!

POWERPACK



STREET FIGHTER 2

WWF WRESTLEMANIA

ROMANI)  A

TERMINATOR 2

THE SIMPSONS V

HIT SQUAD 13.99

MANCHESTER NEW
UNITED EUROPE

TEST MASTER V

RAINBOW ISLANDS NEW

CF30 72%

RICAN
TOP 10

AMERICAN 3 D  POOL
(Zeppelin)

ALL AMERICAN BASKET

BALL (Zeppelin)

THE JETSONS (Hi-Ted)

CALIFORNIA GAMES
(Kiss)

SPAGHETTI  WESTERN
SIMULATOR (The Hit Squad)

BEVERLY HILLS CATS

(The Edge)

CJ IN  THE USA (Codies)

L' M I A M I  CHASE (Cedias)

NORTH A N D  SOUTH

( infogrames)

KENNEDY APPROACH
(US Gold)

Shave regularly.

Own lots of completely
bobble free cardigans.

Go to Harvard Business
school and make lots of
Influential friends.

Leverage your assets.

- Sel l  lots of things.

Never insult anyone.

Learn from your failures.

Give large amounts to
one large charity.

Teamwork works.

Keep going

US GOLD 11 2 . 9 9

HIT SQUAD / 3 . 9 9

KIXX 13.99

HIT SQUAD t  3.99

HIT SQUAD / 3 . 9 9

BUZZ 13.99

ELI 1 3 . 9 9

ME HIT SQUAD f 3 • 9 9

CF33 886/0

CF34 896/0

CF24 586/0

CF17 916/0

CFI 2 586/0

NOT REVIEWED

0 1 9  926/0

•

zP111111 . 1 1 1

1111111

c.E., f r ,

when the  charts  arrived for

this month,  I  w a s  overjoyed

to see that  Streat f ighter  2

had been knocked off the top
of the charts.  But a s  I found

out from the  lovely people a t
Gallup, this w a s  due to a bar-
code cock•up.  And so folks
Ws stil l  there  a t  number  one,

wil l  i t  ever  go away? Anyway,
In this month's  C434 Top SO
software chart  there  are:

Q Games that cost morethan a CD single in IOW

0  G a m e s  ca l led  Pipemanisthat  sold more  than SF2.

O C o d e M a s t e r s  g a m e s .love that  Richard Eddie.

O G a m e  tha t  encouragesyou to t a k e  your
clothes off.

CHARTS

IN
CHARTS.VMU,Ve

'1



2rist
PRIZE

3rd
PRIZE

4 t h
PRIZE

5th
PRIZE

C64/1541 II & Software.. E174.99
154111 Disk Drive & Software E 1 3 9 . 9 5

C64 Compatible Printer E149.95
C641128 Cassette Unit 61965
CM Power Unit 619.7575

1 s t
P R I Z E

AC OUR
MONITOR

A PRINTER

A DISK DRIVE

12 MONTHS FREE
SUBSCRIPTION TO
COMMODORE
FORMAT MAGAZINE

11 M

THE

C A N

Y o u

C R A C K
ACCO
THE EPIC GRAPHIC AND TEXT ADVENTURE - BY TONY ROME

A GAME OF LATERAL THINKING TO

MELT 'YOUR MIND

X

2152 AD: A n  incriminating piece of  film had reached the Earth Space Council with
damaging effect, Valdira had cleverly impersonated you with a Halvian Simulator and

had sent your fleet to its doom. You were held responsible and left to roam the galaxy
alone. To  add to  your misery was the loss o f  your long standing companion -  L I

Anikra -  a woman o f  extraordinary talent who had assisted your escape, only to be
captured herself, 2155 A D  3  years had passed when a  faint coded message had
reached your ship from a small planet - the code you instantly recognise.. ANIKRA!!
With fresh hope you head towards Argonia!

W I N N E R S  W I L L  B E  P U B L I S H E D  I N  C O M M O D O R E  F O R M A T  M A G A Z I N E

• - l e
0 ,

C64 TAPE LOADING PROBLEMS?
Have you etrer purchased a game only to find i t  won t load ! T h e  most

common reason f o r  loading dif f icult ies i s  caused by the  tape head
being out of  alignment.

The A Z I M U T H  TAPE HEAD A L I G N M E N T  K I T  enables you to  re-align
your tape head simply and quickly. N o  technical skil ls are required.
Step bi  step picture guide. Te s t  and re-alignment may be carried out
In minutes !

The kit contatrutt- A Z I M U T H  TAPE AL IGNMENT CASSETTE. SPECIAL
AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS.

Alignment k i ts  also avai lable f o r  Amstrad CPC 444,  a n d  Spectrum
•21+2A Computers. P lease  state which computer when ordering !

JA:

Price IC9.99 Inc. p o s t a g e  & packing and VAT
All orders sent  by return, ChequeNtselAccess

TRADING POST, Vic tor ia  Road,
Shitnal, Shropshire T F 11  OAF

Tel l /Fax:  ( 0 9 5 2 )  4 6 2 1 3 5
VISA

S 'ARES & REPAIRS
REPAIRS:

C64 £ 2 5  inc
C+4, C16  E 3 0  inc
1541 DD E 4 0  inc
C128 6 4 5  inc

CM Monitor Lead IS-cart ok 3 Phono)..E6,99
C641128 Mouse & Mal 6 1 7 . 9 9

C54 Reset Cartridge  6 6 . 9 9
User Manual 164 OR 1541 II) E 5 • 9 9

Dust Cover (64 Old Shape OR 64c) E5.99
C64 Serial Lead  6 5 . 9 9

Commodore Chips P O  A.

Centronics Interlace plus Support
Software (Dish on Tape) E 2 4 . 9 9

Action Replay MK VI Cartridge E 2 9 . 9 9
• C64 Replacement Keyboard 6 1 9 6 5
2 a 801r3,1200, LC10. 1230 Ribbons..69.95

Send machine only wet  payment fault clescrthlion

and your daytime telephone number it possible •

Return Insurance included U  Normally I t  hour
turnerou ncl • 3  month warranty •  Unrepairable
machines returned with full refund In

OASIS (Dept 2A)
14 Ridgeway Rd

Salisbury
Wiltshire
SP1 3BU

Tel: (0722) 335061 OASIS
All priced include VAT and P & P •  Orders by cheoLse

or PO only •  Send an SAE for lull price net .  C O M P U T E R  S E R V I C E S  ' d

VISA COMMODORE C64 REPAIRS Just £24.00 Inc
• Commodore registered.

• Over 10 years expenence with Commodore computers.

• Up to 20 qualified technician engineers at your disposal.

• We will undertake to repair your Commodore 64

computer for lust E24.00 including parts, labour.

V.A.T. and post and packing.

• Some computers can be repaired within 24 hours.

• Prices include full service check, overhaul and soak-test.

• All repairs covered by a 90 day warranty.

• Free Commodore C64 Sound Studio with every C64 repair

• Commodore C+4 repairs £25. With every +4 repair you will

receive a free cartridge.

En •
CF

How to take advantage of this exceptional offer:

Simply send or hand deliver your machine to the workshop
address below, enclosing payment and this advert, and we
will do the rest. (Please include a daytime telephone number
and fault description).

* I f  you require 24 hour courier to your door, please add ES.
else your computer will be sent back by contract parcel post.

*  Collection Service available

WTS Electronics Ltd, Studio Master House,
Chaul End Lane, Luton, Beds LU4 8EZ

(0582) 491949 - (4 lines)
IWTS reserve the right to refuse mathones Mat in Our

Oprnion are beyond reasdnabie repair. Full chafge abdhed)

OVER 2000 GAMES
IN-STOCK TODAY • FROM E 2 . 9 9 :

PERTURID IN COMMODORE FORMAT

AVAILABLE ON

COMMODORE C64

SPECTRUM

AMSTRAD

AMIGA

ATARI gr

IBM/PC

(0

FROM

CODEMASTERS

US GOLD/K00(

DOMARK

MINDSCAPE

HIT SQUAD

ALTERNATIVE

and many more.

Phone
0782 566566
for your nearest

High Street stockist

or write to: Software On Demand Ltd, Unit One,

Rosevale Business Park, Newastle Under Lyme STS 7QT



N o v e m b e r

1 1  41
L O N D O N
O LY M P I A

Wi

,Aaddin
2 0 , 0 0 0  T I C K E T  G I V E A W A Y !f a r

E v e r y o n e  h o  b e a k s

F r i d a y  1 2  w i l w l  get a  F R E E  t i c k e t
tcb s e e  D i s n e y ' s

n e w  M i n t

G e t  y o u r  h a n d s  o n  a l l  t h e  b i g
r e l e a s e s  t h i s  C h r i s t m a s

b e f o r e  a n y o n e  e l s e !

A.MTGA®
E n t e r  t h e  m a s s i v e  W o r l d  o f  A m i g a

a n d  p l a y  t h e  A m i g a  C D 3 2 !

TheAcseco

U n t i l

O K .  h e r e ' s  t h e  d e a l
The Future Entertainment Show is the UK's biggest ever

computer games event. See, play and buy all the best

games this year. Tr y  Out all the latest incredible hard-

ware. And become a media star: GamesMaster and Radio

One are both broadcasting live from the Show!

Oh, and there's a video wall  the size of a house, com-

petitions and the National Computer Games

Championship (worth (10 ,0000  and huge arcades and

serious bargains and all the big softies and more TV fi lm

crews and -  but, hey, let's not worry about detail.

A l l  y o u  h a u e  t o  d o  i s  b e
t h e r e .

T h e n  w e ' l l  b l o w  y o u r  m i n d .

H e l l u u a  d e a l . . .

B r o a d c a s t i n g  l i v e
f r o m  t h e  S h o w .  B e  a

T V  s t a r !

(NI; griotcrod,li)
Y o u ' r e  g o i n g  t o  g o  i n t o  o v e r l o a d

w i t h  w h a t  t h e y ' r e  o f f e r i n g !

•••••••

I \ - -  -_

The only way to get tickets is to phone 051-356 5085. Price: E6.95
each or E24.95 for family groups of four (with at least one adult).

No tickets will be sold on the day.

S W



All the news that's fit to print. And some other

stuff that sneaked in anyway.

SIMON &  HUTCH
When Trent and Dave deserted the mag we got

together and decided that we really 'ought to

have an editor, so we had a whip around. We

were hoping to poach the Ed of the Sunday

Times but as it turned out, all we could afford

with the l i p  and the blob of used blu-tack we

managed to collect, was the reprobate Andy

Hutchinson. (Amiga format were asking 15p

for him but we managed to knock 'em down to

11). (You'd never guess that Clur was writing

this would you -  Ed).

Even with a new editor we were a writer

short so Clur popped next door and stole

one of Amstrad Actions star staffies. Clur

had no problem getting past their new edi-

tor, seeing as it's our ex prodie Dave, but the

staff writer Simon was a bit reluctant. Eventually

Clur managed to persuade him, in her own little

way, that it would really be a good idea to stay

(he'd like to keep the use of his legs).

WHAT A GIVEAWAY!
Hop on down to your nearest branch of John

Menzies and you might be able to pick up a

brand new C64 for less than twenty

smackeroonoes. They're slashing the price of

the 64's they have in stock. All branches are

selling their old stock off for less than £60, but

at some selected branches you'll be able to pick

up a T2 pack for only E19.99,

AND STATISTICS
In a recent national survey of 205 retail

puter outlets the C64 software market

up trumps I f s  at number seven in the be

seiling games software top ten, if you take

by revenue or by the quantity of games $ol

Basically. 64 software bongs on more mone

than Gameboy. Game Gear or Mega CD so

ware And  more C64 games are sold than th

Gameboy, Game Gear or the Speccy

What's more we're catching up on the Atari
ST: outselling it already in some cases.

So if your local retailer tens you that

there's no call for C64 games any more Don't

believe him, The format is alive and well, and

making lots of money for the shops that dostock it.

Dave and

Simon

were  get-
ting on far
to wel l  in

AA, so w e

had to spilt

them up
somehow.

NEWS

EARTH GOES
KET ONLY
ne-up for the Future EntenainMent

(Nov 11th to 14th) continues to get

and more impressive. However there's

important news that you must know

it you want to come_ The show will be

I only; you have to buy your ticket in

nce, all of which means deciding which

you want to come on. Now the obvious

s to visit would be either the Saturday or

Sunday. but we've got some news which

ht lust tempt you to come on the Thursday.

Those lovely people at the Wait DiSney

company are giving away 20.000 preview

kets to their brilliant new cartoon. Aladdin.

w. the CF. team have seen this film and its

solutely stonking. All you've got to do. to

quire one of these sought-after preview

ckets is attend the Future EntertainMent

how on the Thursday.

What with Radio One and GamesMaster

ransmitbng live from the show and acres of

idea game stands, you'd be a bit of a wally

to miss this. Get your bum down to the M e

and meet the CF crew in person. For tickets

phone this number we'll see you there

v05111 3 5 6  5 0 8 5

EARLY WARNING SCANNER
Your at-a-glance guide to upcoming releases. The nearer a game is to the

middle, the nearer it is to release. Keep an eye out for aliens.

NNE.
Altecnative

ANSEPNAL

Tpolam9o-
, - /

BATMAN A E U /  •  J I M M Y ' S  GKononn

THE CHAMP

Beyood Beliet

1400 PNIX

y on d'foll

,
C D

M a r c * "  ° T H E  D A Y •Zeppelin •
• M A Y H E M  IN. .  . • L

ALIEN 3  L E A I M I N G N S T E R  LAND

PsygnOS _  A p e ,

COMMODORE FORMAT 3t: September 1 9 9 3  It



s i t  a  ' s b o i i i I r W Y b h c k

Youi  favourite t y  the e i 1  f o o t  ant with

two mouths, the Alien. Send the face huggers

off to betty and snuggle down with a human

carcass and a copy of your favourite

Commodore mag.

ALIEN
Sigourney Weaver, John Hurt, and a few others

go along to a planet investigating a distress bea-

con. Leaving the main ship in orbit, they whizz

off down to the planet to find a huge alien ship

which has crash landed. John Hurt gets

attacked by a baby alien, known as a face hug-

ger, but after a while, they prise it off.

Whilst eating lunch, John gets an acute

attack of indigestion, and that small piece of

undigested beef (Dickens') turns out to be a

killer ant who wants his mother.

He wants her enough to

wipe out all but one of

the crew.

A g o _ , , . _  She tells her tale (in tr' t h e y  send a team of

• M e a d s  headed by

ley (SR-Journey

Weaver's charact
- .

back to slap the mute

alien ant creatures

wrists.

One by one,
.-.

1  .1-.,s,-4.

And so

crew fights

alien, alien kills

crew

member,

crew fights

alien, alien

kills

member, crew

fights alien, alien kills crew member, crew fights

alien, alien kills crew member, crew fights alien,

alien kills crew member, and remaining crew

member escapes with a cat, and her life.

Said crew member, Sigoumey Weaver, drifts in

space a lot, and gets f v e r a l  year

style), a

Get too

to an al ien and you'll k m *  your face.

The prison base that  Al len3 is set  in has
loads of hidden tunnels and walkways,

'teaming wi th  itenom011101 ent i t les.

team of meatheads die out, leaving only Ripley,

another blokey (Hicks), a child (don't ask), and

an android. Android saves the day, but another

alien pops in for tea and the film only ends when

Ripley's fought the creature inside a metal

motorized body suit and won, flushing it out into

mace.

EN 3
ots of people go back

• find the aliens, and

st about everybody

les, after lots of sus-

• the like. They

a computer

14

GRAPHICS
The graphics are, to say the least, excellently

drawn. The detail is excellent — with the firing

of the gun casting white light onto Ripley's

face, and so many other little effects that

really add that extra something to playing.

You won't get bored, either, as there're many

different backdrops and features to see.

which in the process add a new depth of

atmosphere to the game.

The animation is smooth, with sprites mov-

ing at great speeds when necessary. but still

looking impressive when they're not belting all

over the shop

DIFFICULTY
There comes a time when every writer has to

explain a theory. This time, it's difficulty

curves. Is it just me, or were games like

Chuckle Egg, Asteroids, and other earlier

creations about the only games to get the

idea of a difficulty curve perfectly? When

you're playing a game, you see, you don't

want to be thrown straight in on an incredi-

bly difficult opening level, and have to die

several hundred times before you can

grasp the mechanics of what you're sup-

posed to actually be doing. It's a much

more logical idea to have a nice easy

opening level with a gradual increase in dif-

ficulty which builds until you achieve the

desired level. This process would have

saved the shelf lives of many dud games

through history.

I'm glad to say, though, that Probe (the

team behind the game) have got it right. The

opening level lets you slowly get used to the

feel of the whole game, leaving you future

successes or failures to determine how long

you play for

September 1 9 9 3



e- PRISONERS RESCUED

ID TIME REKAINING
F PULSE RIFLE AMMO
I FLAME THRONER FUEL

et NAND GRENADES

a GRENADE LAUNCHER

DIFFICULTY

00SXSOO 6 0 0

0•12X10 1 2 0

006X010 6 0
099X0I0 9 9 0

OSOX010 S O O

030X01 0 3 0 0

ITAL S TAT I S M

OOOOOOOOOOOOOO OOOOO ••••••••••ALIIIN 3

HER . . . . . . . . . . . . .  •••••••••••••••10111110IN

CT N U M M I  0 8 1  9 6 0  2 2 5 5

E 9 . 9 9

M O V E M 5 1 1

game about it, and it gets sent into CF for a

preview. They give it the cover.

ME GAME
Like all film licenses, Alien 3 is an arcade plat-

form game The basic plot is you, playing the

part of Ripley. have to run round buildings dis-

posing of all aliens, rescuing prisoners, or a

combination of both. The game itself runs

across 15 levels, each of which can be either

Rescue (lust rescuing prisoners), Mayhem

(killing every damned thing), or Mission (a bit of

both).

Each level has a main section, and is linked

to the next by ventilation shafts, which Ripley

frequents (still with weapon) to wipe up even

more of the foul alien thingies.

There are three

main obstacles to

overcome on each

level:

•  Aliens -  loads of

Crawiln

fling, l e a p i r .

Make it through a level
on how you did.

Oh dear.

Atmospheric What more cant say? The

sound is sparse. but used to good eftect

Certain things weren't included, such as the

pinging on the proximity detector, but these

would probably get on your nerves alter a

while anyhow.

attacking... You name it really! They're all after

you, so waste 'em quick.

•  Geography -  finding your way around and

locating each prisoner is a

fairly difficult task on a

level of the kind of size

we've got here. After ,, 1

you've found all the prison-

ers, you've still got to find

the ventilation shaft to

escape, which is no

got a ,  -  • "

easy task in itself. ,  a l so  have to find your
way around the sha i n  order to get to the

next level, as they branch all over the place as
well.

•  A time limit -  and while you're trying to get to

grips with all of this, there's a clock steadily

counting down against you -  and you only get

a few minutes (if that) on each level. Not mak-

ing it to the next level within the time limit will

lose you a life -  No Fun.

•  Bad news -  Occasionally, you will also come

up against guardians. Remember Aliens?

Remember that huge mother thingy? It's a bit

like that, Only a lot more mobile, and a lot more

able to wipe the floor with you. Weapons like

flame-throwers really come in handy here, as

bullets really don't cut it with this kind of

beastie.

SO...
All that remains to be said, then, is that from

what we've seen so far, this looks like a darn

good plethora stomp-'n'-shoot'-em-up. We're

all waiting with baited breath for the

release, and the CF

review.

Another n t  a  igla i t s  ini-

tial impa s  cove e r a l  poi

•  Initial Attractiveness -  when you first start

to play a game, that first minute has got to

have one characteristic -  it's got to be fun.

Plain and simply, you have to enjoy it. If you

don't, you probably won't play past that

minute.

•  Ease -  as I've ranted on about it earlier, I

wont talk about difficulty curves too much,

suffice to say there has to be one,

•  Size -  no-one likes to feel that they're not

really getting anywhere. Giving the player
an initial success is ideal

I'm happy to be able to tell you that it

looks like Probe have covered every point

here. As far as Initial impact goes. Alien 3

grabs you by the face and shoves a tentacle

down your throat almost immediately.

PREVIEW

1
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e found Simon

sitting in a comer one

day, having been

kicked out of the

Amstrad Action

office for doing unspeakably violent

things to the pilots in flight

simulators, and started

wondering what he'd do it

he could create his own

flight sir '

PLANE AN
SIMPLE
You know, Id  really love

'o sit here and confidently

that I know all about flying panes,

what my perfect plane would

be, but my only experi-

ence of flying has been

looking out of a shielded

glass window down at Mount Vesuvius.

some French village, or the motorway

near East Midlands Airport, Never.

ever. have I had the dubious plea-

sure of being in control of that

huge lump of metal. The closest I

ever really get is a lump of pixels

r-mputer screen.

wht J  get

If you ask
me, Chuck's
looking just
a bit to old

for this sort

of thing.

bored of fly-

ing around or killing things. you can

always practice some truly death defying stunts

without fear of having to be removed from the

tarmac with a putty knife shortly after. You can

land without a landing gear. taxi

oarscary t"the

\ _ _ _

11,1

an t h .
b
t
•

_

Jodi
•  -

t  •

_ A N I L

Chuck Y
for h

—3 1 e l

into buildings, fly

into mountains -  you name

Some of the better games

even have ejector seats,

s is bri l l iant a l l o w i n g  you to fly upside

ways to die. d o w n  at ground level, and

eject the pilot into the

g r o u n d withabout3 G s o f

pressure

Even the pixel equivalents1,17;

' I "  I V t l y  r e a l  thing, and you e n d  up using the

-

V I I I P L  I 1  •  -  -  e n t i r e  keyboard to set all the variousgo • ? ,

R a l f  CI

can cause problems, though, as

- games get more and more like the

bits and bobs before you can get in the

e  a i r  -  b00000ringl What happened to all
the fun?

So what would you include in the ulti-

mate flight sim? I think I've got a pretty

good idea_

OH, FLAPS!.
You're flying along quite happily, okay. when

you try to pull back_

6g111111111WW-Di
ou in  on three

niacal tr icks

t o  master to

make people

think you're

really good with

flight aims and

planes in general. It was going to be

ten, but how big can a boxout be, for

od's sake?

Drop to about 500 feet, and flip the

ane. Then ease the plane gently into a

•Intb, so that you gradually drop lower.

-nd stop at about ten feet from the ground

(or as near m a k e

get before plummeting into the ground tel

first.

•  Get to about 500 feet again (assuming

you last that long), and set your flaps to

a high position. Bank to the right, and

keep banking until you manage to flip

about five times, climbing when you're

the right way up, and diving when you're

upside down. Then stop the engine, and

see how long it takes you to get back in

control.

•  If you've got flaps, then set them to the

up position. Then pull up on full throttle,

until your plane is vertical, and on full

just

TRICKS
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If you had a nifty programmer
arid a few

I L  w e e k s ,  what sort

I 1  o f  flight simulator
would you

create? We asked ow fly.
bog Simon Rmestes.

instead of actually climbing, you

get to a certain angle then dip straight--woo
down. Great. There's some ground

coming up really rather fast.

If it's not that. it's your aileron -  you can be

flying in a straight line, and managing to turn

corners. How? Well, there's this little flap at the

back of your plane that you completely forgot to

adjust.

When it comes to building the ultimate sim-

ulated plane, all of this technical irritating stuff

really should be automatically controlled or

missed out altogether. I mean -  why can't any-

one develop an undercarriage that

automatically pops out when you drop below

100 feet or so?

So for our plane, we'll need a computer

better than any of the Fisher Price efforts you

seem to find in the really advanced military

planes of today,

POINTS OF
VIEW
One of things its

always nice to

see in a flight sim

is your own

plane Instead of

just looking out of

the window and see-

ing the mountains you're

about to smash into, something

like the many plane view options in Stealth

would be nice, where you can see all the practi-

cal views of yourself spinning down into the

ground. mountains, rivers. etc, as well as a

number of dramatic nose and wing shots that

serve no purpose except to make your flying

look incredibly impressive.

ble planes
si•

tool another

gag about inve

coming on...

a

• •
• ••••• •  • •

_

The control tower view

really adds something



Another thing which has been included in

Stealth is a missile's eye view of the action, so

you get to see the missile thundering towards

an enemy plane and ripping it clean apart.

As well as this, we should throw in a few

more views for the sake of it -  ground observer.

for air-show type stunts, and a control tower

view for those terrifying Top Gun fly-bys.

BI-PLANES (SORT OF)
35,000ft is a very lonely place, you know, and

there's only room for one in the cockpit...

American mumlx) jumbo aside, it does get a lit-

tle lonely continually dying alone, and not being

able to heat the terrified

screaming of the

unfortunate

When I
said.- Oh
wow, I'm
getting
deja

pilot you've

just killed in a

very humorous or

sneaky way. But has there ever been a two

player flight sim? Once. Top Gun. And it was

fun. Immense fun. Addictively fun. (Do get on

wfth it Simon -  Ed).

The idea was simple. Give players half of the

screen each, and let them chase each other

around a vast landscape, with only bullets and

missiles to help them. So why was it so damned

good?

Well, there are two types of bad guy as far

as all computer games go the

There is another type of flight sim, though.

Ever played Elite? It's the kind of game you'd

expect if you crossed a f l ight s im with Star

Trek -  packed full of hyperspaces, missiles,

enemy ships, planets, galaxies, lasers,

aliens, pirates -  the list is endless.

Flying in space has several advantages

as well -  it 's hard to crash a ship when

there's no gravity to pull it down and no

ground to crash into when you get there. It

also happens to be one of the greatest epic

creations in computer gaming history -  don't
miss it.

qfflte.
c o .

smart variety, and the irritating variety. When a

smart enemy chases you in a plane and you go

into a vertical climb (always assuming you're on

a plane as well), it will follow, expecting you to

attempt to loop over and drop back down

behind it Irritating enemies aren't like that.

They simply stay in one position, and keep fir-

ing. And when you climb, they tilt back and let

you make some space, but they keep firing, and

you die. Where's the fun? What happened to

games of chicken with altitude?

That's where a two player flight sim really

comes into it's own. Think about it, then go out

and buy Top Gun

One thing I've

always hated in

flight sims was

the ability to run

completely out

of bullets at a

vital moment.

When I'm killing

something, I like to

finish the lob, and when

I'm attacking a group of

planes, I like to be damned sure that I won't run

out of bullets halfway through a brilliantly

advantageous attack position and get blown

clean to Mary and back.

So I want a ship that doesn't run out of bul-

lets Realistic, no. Simulation, it isn't_ But games

like ATF really do benefit from a complete disre-

gard for everything that's realistic. Well, hey, it

worked for Ronald Reagan_

Hey! A
shiny hot.
met gag
chance!

-----_____ -

There's nothing INte a huge amount of
weaponry to get the game to a good start.

SEEK AND DESTROY
Missiles. eh? They come to our country, and

take all our hit points._ If you can fire them,

that is. If you get lumbered with a flight

sim like F15, F16, Stealth, or any of the

other Sims based on advanced fighter

planes, you'll be doomed to spend the

r e s t o f yourdaysmessingaroundwith

weapons status screens trying to cram

all your missiles on the plane, whilst

keeping the whole affair light enough to

get more than a

foot off the

ground.

If it's not

loading prob-

lems,

though, it's

hassles with

selecting mis-

siles. It's

absolutely no fun to

spot an enemy tar- L o a d s  of missions

get, and trying to fire m e a n s  fun gamoplay.

on it, only realising at the very last minute that

you've got to repeatedly press a key to cycle

through the many different types of missile to

find the one you want by watching two letters in

a box change, by which time you've either over-

shot the target, the target has killed you, or

you've hit the ground, sealing your fate com-

pletely unaided.

So what I think h a v e  is a single type of

missile, that can be locked onto a plane/any-
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Ace Cascade Dec 85 * * *

Ace II Cascade Oct 87 * * * *

Ace Of Aces US Gold Dec 86 * * * * *

Acre/let USGold Dec 86 * * *

After Burner Hit Squad Apr 91 * * *

Airborne Ranger Kiss May 92 * * * *

ATF Digital integration May 88 * * *

8-24 Flight Sim SSI Oct 87 * * * * *

Carrier Command Rainbird Jun 90 * * * *

Chuck Yeager Electronic Arts Jan 88 * * * *

Combat Lynx Encore Dec 80 * * *

Dogfight 2187 Starlight Jul 87 * * *

Elite Firebird May 85 * * *

F-14 Tomcat Activision May 89 * * * *

F-16 Combat Pilot Digital Integration Jul 90 * * * *

Fighter Bomber Activision Mar 90 * * * *

Fighter Pilot Silverbird Dec 80 * * *

GeeBee Air Rally Activision May 88 * * *

Gunship Microprose Apr 87

Jumpiet Anirog Aug 85 * * *

Spitfire 40 Mirrorsolt Jul 85 * *

Stealth Mission Sublogic May 88

Strike Force Harrier Mirmrsolt Nov136 * * * *

Tomahawk Digital Integration May 87 * * * *

Top Gun -Hit Squad Dec 89 * * * *

Typhoon imagine Sep 88 * * * *

UN Squadron USGold Feb 91 * * * *

Wing Commander Mastertronic Sep 86 * *

X-15 Alpha Mission Activision Dec 87 * * *

Spitfire 40 ,  one of the
worst sims I ' v •  ever  had

the misfortune to have to

play long enough to wr i te
only a  f ew  words about.

1

_ r  _ J

Stealth Mission

Advanced Tactical Fighter

Gunship

Chuck Yeager's

F15 Strike Eagle

F16 Combat Pilot

Spitfire 40

Strike Force Harrier Lots of cockpits  are  full
of technical  dials and things.

Oh, for the simplicity of  ATP.

THE SKY1S

•11'
•  CHUC,

SPECIAL

THE

•

;.•k C r E E D  t

i t  0 11  W O O

I I  S I C  I  to * V  •
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thing else in your

sights, and fired -

seek and destroy style.

I suppose for ground

targets it might be nice

to have an equivalent

kind of thing for dropping

bombs, but a feature to

see downwards and

target missiles in all six

directions would really

solve all the problems of

ground sights,

Strike Force

Harrier is fun

in a  sort of 'Oh

my god, how

do I  get  this

thing off the
ground? And
what do all

these buttons

do? Why didn't
they include

the key-
presses in the

packaging?
Why is this so
game so

crap? w a y.

1111111111111i

A N I L
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FLYING HIGH
In summary then, I've got a very clear sketch of

what a flight sim should and shouldn't be, and

what it should and shouldn't have. We want a

plane that's reasonably intelligent, and doesn't

need to be reminded to pump fuel through the

engine and keep the wings on the body. It

should have either very smart computer oppo-

nent planes or a facility for two players. Bullets

should be limitless and missiles should be easy

to use. A variety of viewpoints, though not really

essential, would be nice. And lo, you've got the

meanest plane ever to hit the skies!

NEXT MUNF
We've analysed flight simulators,

we've criticised shoot-'ern-ups and

we've driven racing games round

the blocks until the petrol tanks

empty; now we're going to be look-

ing at the ultimate platform game

you've ever cursed Thing and his

spring, or bemoaned the lack of com-

plexity in Rodland then you'll have an

idea what should and shouldn't be

included in games of this genre Tune

in next month and see if

you agree with Simon's

Ultimate Platformer.

LIMIT 3 0  ARTNKTr SIM'S AWED

r m  gooey. I  real ly tr ied to do an ent i re  three pages with
more sensible captions,  but I k ind of  failed a t  the very

last minute.  Separate  the men from the boys, captions.



he sun

was blazing

down on the•

JobCentre

on

Commodona Main

Street. The air condi-

tioning was on the bung and the counter clerks

were getting more and more irritable by the

moment Barely a moment went by without an

exasperated sigh escaping from one corner or

other of the office as tempers frayed in the

sweltering afternoon heat. Suddenly, at a quar-

ter to one, it happened -  someone snapped.

'Aaarrgghl I can't take any more of this!',

screamed Betty O'Leary, one of the office's

most experienced members of staff, as she

sent the pile of forms skidding off the top of her

desk and strode urgently towards The door,

leaving a small while shape sitting bemusedly

in the facing chair. Eddie O'Malley, senior

supervisor on duty, started in alarm.

'Betty, wait!', he cried as he moved quickly

to intercept her movement. What's wrong?'

'I'm sorry. Eddie', Betty wailed, 'but I just

wasn't trained to cope with this kind of thing.

The long-term unemployed I can handle.

Retired Civil Service staff doing up to 16 hours'

voluntary work a week and seeking mortgage

tax relief -  no problem. But this new intake

we've had to deal with since the infrastructure

re-organisation -  agh! They're useless! How am

I supposed to find gainful employment for this
lot?'

'Come on, Betty, they're only a few com-

puter game characters down on their luck. You

can handle RI Look, I'll help you out. Lers take

--"lomenpsolIMP
i imm.  I See your point?, said Eddie.

'Hang on, let's call Billy over.'

Billy O'Flaherty, Careers Advice Officer,

responded quickly to Eddie's call.

'Let's see.. well, of course, there's no min-

ing industry left in the country to speak of, so

that's that avenue pretty much knocked out.

The history of alcoholism

makes him unsuit-

able for office

SPECIAL

slightly le u l a r  hots H m m •  I l l y  paused.

looking thoughtful. 'I've got iI He  can wear a

top hat, can't he? What kind of job involves top

hat-wearing and keeping irregular hours?'

'Being married to the Queen?', offered

Eddie, more in hope than expectation.

'Well, you're close', replied Billy. H e  can

be a buffed Betty, check the files. I'm sure we

can have Mr Willy fixed up with some fine

upstanding gentleman in no time! With his

speed of movement, built-in grace and ability to

slide upstairs in one go. he'll be great_ Now,
who's next?'

NAME: Willy, Minor.

' 1 1 1 1 1 1 1 1 ,

AGE: 32, but looks 50.

OCCUPATION: Miner, socialite.

LAST EMPLOYMENT: Self-employed

mining venture at a small site near

Surbilon_ Made vast sum of money.

which was subsequently squandered on

non-tax-deductible 'rave' parties at a

large mansion, since repossessed by

building society.

QUALIFICATIONS: Open University

degree in rock formations, Ph.D. in

Advanced Top Hat-Wearing.

EMPLOYMENT SOUGHT: Mining.

champagne testing, caviare proofing.

When the re • s i o n  h

heroes can fall on hard ti

tuart Campbell heads for sunny
Commodoria and investigates the

jolly worrying plight of the

unemployed games characters.

NAME: S p l i t s  Th ingOnA

September 1993

NAME: Spring. Thing On A.

AGE: Unknown, but rusting.

OCCUPATION: All-purpose bouncing.

LAST EMPLOYMENT: No history of

gainful work. Thought to have been

involved in work for an American govern-
ment agency in Korea and South
America.

QUALIFICATIONS: Extreme bounct-

ness, and some magnetic properties

Known for his ability to dance to Belgian
style techno music.

EMPLOYMENT SOUGHT: Manual work

preferred but  office work in a non-cleri-

cal capacity would be considered.
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'Now this one's a bit trickier', mused Eddie.

'Modem microchip technology has all but done

away with the need for m e c h a n i c a l  tools

such as this, Well

need someone

from the Council

Works depart-

ment in on this

one.'

Luckily, at

that very

moment.

Wendy O'Shaughnessy
from the Roads And

Highways

Department walked

through the door.

'Wendy. over here.

Billy. Wendy shook her mane

long blonde hair and strolled ov

unhurriedly.

'What seems to be the prob-

lem, kids?'

'How on Earth are we going to

find a job for this, this...thingr,

stammered Betty.

'Look, it'll be a doddle. All we

have to do is find a vacancy and twist it around

a bit so that our chap here can do it. Let me

think for a moment.;

The team watched expectantly. A few sec-

onds later. Wencty's face lit up. 'I've got it! Down

in Roads And Highways just now we've got a lot

of seemingly unnecessary random road-digging

up going on at the moment, and we need

absoloutely loads of traffic cones. With his spi-

ral-esque construction, Mr Spring would be

ideal material for having alternate coils of his

springs painted different luminous colours, and

with his mobility capabilities he could simply

bounce up and down the boundaries of each

set of roadworks. saving us the expense of hav-

ing to put ordinary static cones along the entire

length"

'That's brilliant", Eddie exclaimed. 'Another

statistic removed! We're on a roll!'

'Don't get cocky, Eddie'. said Billy. 'The

next one's going to be really tough...'

COMMODORE PAISMAT 36  :

'I see what you mean', uttered Eddie, sud-

denly deflated. 'I doubt if we're going to be able

to do any good with this pair at all.'

'Never say die, Eddie!',

Wendy enthused. 'Nothing's ever

•ossible -  you just need to find

the right man for the job. Get me

O'Schwarzeneggerr

de a quick telephone call.

Minutes later, Bobby

Schwarzenegger. Inter-

- .

partmental Head Of Really

Difficult Stuff, appeared on the

scene. 'What seems to be the

pr m ,  team?'
wok ' W e ' v e

ot two

tainbow-

'throwing

teenybop-

pers in

garees

we've

got to find

them a

fruitful job.'

said Betty,

ntly.

Bobby.

not unde

'Com e ,  now Betty',

'That's w ' r e  here for, I'm W e  can

come up with something appropriate if we just

apply ourselves for a moment.' He seemed

glance at Bub and Bob's card for barely a se

ond before looking up. his rugged face a picture

of the utmost calm and assured authority. 'Why,

I remember only this morning seeing a card

advertising a job for two healthy young men that

would suit them down to the very ground.'

'What was it?', asked Wendy, in an adoring

yet intrigued manner.

'The speaker of the House of Commons

needs someone to stun the politicians when

they get out of order, stated Bobby matter-of-

factly

'But wha t  about the rainbows and stuff?'

'Oh for goodness' sake woman, this is the

real world. Get a grip. It gets them off our

hands, doesn't it? Sometimes, you need a more

lateral approach.

Eddie noticed Betty's sudden darkening of

spirit. 'Never mind, love, only a couple to go.'

'Yeah, but these two aren't even proper

human beings. Eddie!', she wailed. 'What was

the last vacancy we had for a couple of fairies?'

'I know what you mean, but we're doing

pretty well so far. Surely we can manage some-

thing'

Suddenly, Wendy piped up. 'I don't know

about the ladders stuff, but I'm sure there's

something about those two that's not on the

form... Yes, I remember now! They've got a

couple of rods that they can wave from side to

side really quickly!'

'Oh terrific. What help is that going to be?',

spat Betty. She was beginning to grow tired of

Wendy's industrial-strength cheerfulness.

'Well, at least I'm trying', Wendy retorted,

her smile growing perceptibly thinner. Madge

O'Smith from the Home Helps Department

couldn't help but overhear the commotion.

'Actually, I could use someone with a good

ladder and the ability to wave their arms from

side to s h e  offered gingerly. *We're

always after someone to clean old folks' win-

dows for them. Bung a chamois leather on the

end of those magic rods and we might just be in

business...'

'Sorted!', roared Billy, waving his hands in

the air in a techno rave kind of way. 'Only one

left"

Dizzy. who'd

been sitting quietly at Betty's desk all this time,

put his copy of Commodore Format down on

the table and looked up chirpily.

'Ati, now even I can do this onel'. cried

MI

, ' E h ? ' ,  said Eddie, bemused 'I'm completely

Stuck myself. It's not as if we can safely employ

him anywhere; his thin shell rules him out of

most work. What good could an egg possibly

be for anything?'

'Easy', said Betty triumphantly, simultane-

f ously lifting up the small white ovoid in her
hand and bringing it down sharply on

the corner of the desk with one swift 43movement 'Lunch"

AGE: 12.

OCCUPATION: No previous occupation
(see below).

LAST EMPLOYMENT: Formerly

dinosaurs, and hence exempt from seek-

ing work, but were made extinct.

QUALIFICATIONS: GCSE Rainbow-

Throwing, and a certificate in Really Fast

Arm-Flapping from a correspondence
school.

EMPLOYMENT SOUGHT: Ideally, any

iob to be done by two people, working
alternate shifts.

NAME: Rit.  T  PM A n t

AGE: Both 7 (22 in fairy years)

OCCUPATION: Fairies

LAST EMPLOYMENT: Chief nut-collec-

tors and berry-smelters pursuivant to the

Queen of the Fairies

QUALIFICATIONS: Both claimants pos-

sess the ability to create a magical

ladder and move it telekinetically across

a limited range.

EMPLOYMENT SOUGHT: Any light

work would be suitable, as the claimants

have limited potential tor hard physical

undertakings.

miser 199

AGE: Unknown, but dangerously close

to going off.

OCCUPATION: Embryonic status. hence

no legal employment permitted before

the age at 13

LAST EMPLOYMENT: See above.

QUALIFICATIONS: Advanced intellect.

ideally suited to the solving of obscure

lateral-thinking puzzles-

EMPLOYMENT SOUGHT: Anything

involving heroic rescues of defenceless

tamales of a similar species- Advise

against tight-rope walking, quarry work

stunt work, caving or rugby.



NEVER

ENDING
STORY
Dear IMB,

I have had my Commodore 64 for one year. I

have a data sette and some blank tapes and I

do not know how to save stories that I have

written on-screen onto tape. I have tried

most things but none of them seem to work.

Please could you explain in simple terms

how to save on tape.

Tanya Degg. Nott ingham

The problem here. Tanya, is that you're

overestimating how intelligent your C64 is.

What you need to do is load a word processor

into memory first and then save your stories to

tape from within it. You see, your 64 is particu-

larly dumb unless you load a program in first, it

need explicit instructions to be capable of doing

the simplest of tasks. The reason your stories

aren't being saved is because the computer has

no program in its memory instructing it to do

this. I can recommend the word processor you

CUM NOT HOT?
Dear TMB

I  I 've started to make a database with the

statistics of the Olympic basketball team

using information for a magazine. Is this

Illegal?

2  How are games put onto the

Commodore Cartridge?

3 What, in your Opinion, is the best 64

game ever?
A How come everyone wants to marry

Clur? Would you agree with me If I

said that those people need psychi-

atric help?

5 Why aren't C64 games on the

shelves anymore? Is it because peo-

ple

Wieball's TIAB's favourite game of all

t ime. Except  for chess. \ - • • • ,  111 A p . ; : l  ID:11

He might  simply be a pulsing

mass o f  corpuscules, but  he's

one intel l igent organ. I f  you'd l ike

your questions answered,  wr i te  to TMB,

Commodore Format ,  3 0  Monmouth Street ,

Bath, Avon, B A I  2BW.
get within Mini Office 2 (see page 52 for

details). If you loaded this program into memory

and then typed your stones in, you'd be able to

save them to tape and even print them Out on a

printer.

DEVICES AND DESIRES
Dear TMB,

1 What are devices?

2  Can you make a computer talk?

3  Could you tell me if I can stil l get all the

Commodore Formats from 1 to 26? Where

can I get these from?

Martin Mitchell, N Ireland

think the Commodore Is no longer popular?

Andrew Webbe, Caerphil ly

I  You'd have to ask the magazine in question.

If it's lust statistics then I doubt that it's illegal.

If you stole the magazine you're getting the
data from then it's defi-

nitely illegal.

2  They get

blown onto

Proms

(Programmable

Read Only

Memory) chips

using a Prom

blower. The pro-

cess is very

similar to saving

data on tape or

1 Aha! Tricky this one. I reckon that in the con-

text you're referring to, devices are anything

which you can connect to your 64 such as a

printer or modem. You could of course be refer-

ring to the literary form of the far-fetched

metaphor which was used to great effect in

Metaphysical poetry. (Ref. John Donne's refer-

ence to his wife and the sun).

2  Give me some thumb screws, a large piece

of sticky tape, the collected works of Danii

Minogue and half an hour and I can make any-
one talk.

3  Unfortunately, we've sold out of the first cou-

ple of year's worth of Commodore Format.

However if you want to get hold of issues 22

disk, except of course that once the data's

saved it doesn't take any time to load.

3  Hmmm, that'd have to be Wizball. Although

Mayhem In Monsterland looks like it's going to

be a stunner.

4  Could be because she's bright, attractive

and popular. Unlike yourself.

5  Those nasty consoles have taken over the

shelf space in shops somewhat; because

these cost so much, the shopkeepers make

more money oft them and they therefore stock

them in preference to C64 games. It actually

has very little to do with the Commodore's pop-

ularity; good games still sell lots. Software

companies like US Gold and Virgin wouldn't

keep releasing games for the 64 it they didn't

sell. Besides, the budget scene is still very

healthy; if mainly through mail order all of

which is great news.
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onwards, turn to the back issues order form on

page 53.

MAKING ME UPGRADE
Dear TMB.

I have been wondering if you can upgrade a

Commodore 64 to an Amiga 500 or 600. If

you can could you tell me where you can get

it done.

Jason Fagg, Rhyl

Simple enough, this one. No, you can't. The

Arniga's a completely different machine to the

64 with different chips, a different PCB, a differ-

ent case and a different price tag. All of which

begs the question: why would you want to

upgrade? Amiga games are horrendously over-

priced and quite lacking in the gameplay

department. Take it from a mashy pulp of high

10 brain particles: the 64 is the way, the truth

and the light. Or something.

MAD !ROBBY THING
Dear TMB.

I'm writing to compliment you on your intel-

ligent. sensible answers and witty writing

stEA

READERS CHARTS
Oh, how we indulge you young humans.

Here's the bit of the magazine where you

get to praise your lave C64 games. First

up is Lee Dobbie from TranMere (I believe

they rove a lot up there).

1: Turman 2 (Rainbow Arts)

2: X-Out (Rainbow Arts)

3: Street Fighter 2 (US Gold)

4: Anarchy (Audiogenic)

5: Hudson Hawk (Ocean)

6: Cabal (Ocean)

7; Flimbo's Quest (System 3)

8: Creatures (Thalamus)

9; Heroquest (Thalamus)

10: Bounder (Gremlin)

And sliding in quickly with a very different

ten is Jams Hammond from Kidderminster

(or thereabouts).

1: Creatures 2 (Thalamus)

2: Lotus Esprit Turbo Challenge (Domarti)

3: Creatures (Thalamus)

4: ATA (PD Release)

5: Bloodwych (Gremlin)

6: Heroquest (Gremlin)

7: Microprose Soccer (Have a guess)

8: Rainbow Islands (Ocean)

9: Emlyn Hughes International Soccer

(Gremlin)

10: Lords of Chaos (US Gold)

5
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style. I'm also led to believe

that CF is the best of the best.

Now hopefully I have flattered

you into giving me some sen-

sible answers.

1 Why is your covertape not

named the PowaPakk.

2  Take up a large Photon

Mangler and force Trenty-dude

to give Inside Info a few more

pages of excellent programming

info.

3 Bring back a budget section to

CF and save the main releases for

the good reviewers like Clur and

Lisa.

4  Suggestion: kil l  Trenty-dude

Bod the omnipotent, Br istol

Flattery will get you everywhere, especially if

you're as vain as me.

1 Because that's a stupid name for anything.

least of all the best quality covertape available.

2  Not much point really as Trenty's left and

Hutch is now at the helm. His Hutchness has

indicated that he may give Inside Info more

room if you lot demand it.

3  The vast majority of releases are budget now

and so it'd be fairly pointless. The main

releases you refer to comprise maybe one

game an issue: in other words it'd be a jolly

small section of the mag. I suggested to the

girls that they should review more games, but

Clur simply stuck a safety pin in my cerebral

lobe and Lisa was far too involved in unravelling

her credit card bills to devote the necessary

time.

4  What a charming young man you aren't.

Trenty was so upset at your suggestion that he

quickly fled the magazine and asked Hutch to

take over. Violence is the last resort of the

empty-minded. Incidentally, if you're omnipo-

tent why do you live in Bristol?

DECAP ATTACK
Dear TMB.

1 What in your opinion is the best driving

game. shoot - 'em-up and beat - 'em-up on

the C64?

2  Do Kixx have any plans to release more

games on their XL label, as I have Pirates

inteniat ional  Karate  Plus is
Inturiatingly bril l iant

game which concentrates on
gerneplav rather  than
ephemera.

and I

think it 's brill.

3  Where can I get hold of Rankle  Goes to

Hollywood by Ocean?

4  Were you separated from a body or were

you born like that?

5 Here are my ten favourite songs

1. Jeremy -  Pearl Jam

2. Even Flow -  Pearl Jam

3. Rain -  An Emotional Fish

4. Cats in the Cradle -  Ugly Kid Joe

5. Neighbour -  Ugly Kid Joe

6. Al ive -  Pearl Jam

7. Deep E a s t  17

8. Busy Bee U g l y  Kid Joe

9. Are you gonna go my may -  Lenny Kravitz

10. Innocence -  An Emotional Fish

Denis Lymer, Galway -  Ireland

1 Stunt Car Racer, Sanxion, IK+.

2  Yes they do. In fact if you turn to page 56

you'll find a review of the latest XL release,

namely Gunship.

3  My tendrils sense a copy on sale at a car

boot sale in Clapham.

4  My race evolved and grew beyond the need

for a body.

Dear 'MB ,

Please could you put 0 full game of Arsenal

FC on the powerpack because I think

Arsenal are brilliant

James Lane, Bristol

Out of the question I'm afraid. If we put any

team's simulator on the tape it'd have to be

Bristol Rovers. If you had an IQ as large as

mine you'd realise that my team are far superior

to the Gunners.



1

the answer is that I was born this way. Rather

Fetching aren't I?

5 Bizarre- You're terribly into grunge-metal and

then (hoping we wouldn't notice) you go and put

East 17 in at number 7. Pearl Jam are good

though.

C64 UPROAR
Dear ItiAB,

I've recently enlisted with the C64 corps. I

bought the machine for my son who is 7

and therefore I play most of the games for

him (if you know what I mean). I have just

bought my first issue of CF and I am

impressed. Compared to what

we used to get for our

machines in the early eight-

ies; I wonder if the

youngsters of today realise

how lucky they are.

1 Why are most games so damn

difficult to play? I have spoken to

many other people and the

emphatically agree that most of

their games have never been

completed.

2 How do you use the Poke cheat

routines?

3 Which back issues would you

recommend for games that are com-

paratively easy to play?

)1,1•XL Baig. Slough

Welcome back to the 64 Corp. As to your

questions:

I  Many people would argue exactly the

opposite: that games are actually much too

easy. Programmers usually include a cheat

Function in a game so that people can see

the end of a game. Personally I've completed

every game I've ever played. It's tough being

this great.

2  The listings can be used by anyone. Simply

type the program in and follow the on-screen

instructions. To  use a reset poke or an Action

Replay poke you'll need an Action Replay car-

tridge.

DINO DILEMMA
Dear IRIS,

1 Who has got the Jurassic Park licence?

2  Is there any chance of Oh No More

Lemmings or Lemmings 2 appearing on the
C64?

3  How much is Final Victory and how can I
get it?

4  Which is the best driving game on the
C64?

5  What was the first 16-bit computer ever
made?

1 Ocean have the licence to Jurassic Park. As

far as we know this isn't going to appear on the
-

64.

2  Considering the problems that they're hav-

- . -17 ,  i n g  getting Lemmings out, it seems a bit
unlikely.

3  This isn't available at the moment. It may

appear on budget sometime though.
4  Stunt Car Racer.

5  The Atari ST_

6  Trick question, eh? There's no such thing

as a good 16-bit computer. If I was forced to

get One at gunpoint I'd have an Amiga 1200
though.

7  This one.

8  Thrust (CF32) and Carnage (CF29).

6  Which Is the best 16-bit computer?

7  Which is your all-time favourite issue of
CF?

8  What is your favourite game and demo

ever on a covertape?

Lee Debbie, Tranmere

if I  had a  stunt car  I'd
at tempt  to fly off the  Clifton

suspension bridge.

These

freeze your machine, enabling you

to subtly alter the game in memory

before starting it up again.

3  Tough question this, because I don't know

how good you are. However, check out

Alternative World Games on issue 27, John

Lowe's Darts on issue 25 and Nick Faido's Golf

on issue 28. These are games which anyone

can play.

HOLIDAY CHUMS
What can I say. Cromer was great. Those pubs

mentioned last month served up a lush feast for

me and, to be frank, I wish I was still there. Whilst

I was crashed out on the beach, I met these two

chaps who tried (rather badly I must say) to sell

me a deckchair. I didn't need the deckchair (no

bum to rest in it you see), but I liked them and so

offered to get them an ice cream each. This picture

of the lads was taken when they realised that I

really didn't have any earth money and that they'd

have to pay for the ice creams themselves. I reckon

that they could go far if they learned to lighten up a

bit.

Tint'srfavourita car racing
game is Stunt Car Racer,
coded by Geoff Crammond.

i itile14-71111b1-6 E4';

sablita, (4111,11C21

1

GERMAN HERMAN
Dear TMB,

1 I recently purchased Captain Blood. Any

chance of a translation of the instructions,

German is not one my strong points.

2  I also purchased Extreme by Digital

Integration 18 months ago and I haven't

been able to get past Sector One.

D Harfleet, Thornton Heath

1 You're right they are in German. Here's a

snippet "Diese schmutzige Geschichte begann

an einem schutziggrauen und regnerischen

Wintertag. Paris troff vor Nasse im taglichen

Hupkonzert..." This means. and I quote, "Take

two large eggs, place in a bowl, beat until

runny. Now add half a cup of flour and a large

knob of butter. Take a left at the 2nd

mini-roundabout, pass the garage and then

throw the Javelin at an ideal angle of 40

Easy.
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2  If you haven't got anywhere after 18 months

then I'd give up. Trying breeding cockroaches

instead.

LIFE, UNIVERSE ET AL
Dear TMB.

Hello. Could you, as you are the cleverest

brain in the universe, answer my questions?

I Can you use a mouse in lemmings?

2 Since Sceptre of Baghdad has now been

releases will you review it again?

3 What is your favourite

game? Mine is Subbterranea.

Michael Jones, Widnes

P.S. You simply can't be

Trenton! I am referring to

Sheer Intelligence (CF 35),

your IQ is - - I  whi le

Trenton's 10 is 23!

1 Simply put, without beating

about the bush, the answer

to your question is no.

2  We shan't be reviewing

Sceptre again. The original

review score of 73% in issue 29

stands.

3  Apart from Wizball, which is

my top favourite game. The five

I'm playing concurrently at this moment in time

are Creatures, Rodland, Liverpool, Drop Zone

and Colossus Chess. But according to my

recently updated personal files (Since when

have you been keeping stuff like that? - Ed) the

team's favourite games are:

Hutch -

011ie - Nebulus

Clur

Lisa - Bee 52 (he's sweet apparently)

Simon - Elite

P.S. And if I was Trenton I couldn't have fired

myself.

Two of my favourite

games are Rodiand
and Colossus Chess.

Funnily enough the

former is far more

challenging than the

latter.

RETURN TO SENDER
Dear TMB,

1 Why not hold another Arty Party? I'm

sure lots of Sarecen Paint p ic tures would

have been done and people are anxious to

get them printed.

2  Any game I have ordered from a mail

order company has crashed. At first I

thought it was the fact that I have an old

version 64 or it was my datasette, I got a

new datasette but still no change. I have

bought a  few

games from a

shop and

none of them

have crashed

once. I don' t

understand it

so please can

you explain it.

3  My trusty old

64 is getting old

(about 9 or 10

years) and it 's

been serviced

twice. All is fine

except the sound,

there isn't any! tt isn't the TV, s o

is l i the lead or the 64 or what?

Blair Martin, Arisaig

1 Hutch would love to look at your pictures. If

YO SYS!
Yo to the one with many neurons,

1 What in Your opinion is the fastest shoot-

'em-up on the 64?

2 Why can't you print SYS calls with Act ion

Replay pokes so us lesser mortals who only

have reset switches can use them too?

3. Why was the universe created?

May you never get your shoes full of sand,

Paul Fenney, Urmston

1 Errn, quite a difficult one this, without getting

too precise and taking to account the amount of

sprites on screen and the speed of them, as

well as considering the scrolling speed of the

background and the release rate of repeat fire.

Hummmnn... just wait a microsecond while I do

the computations... 4 to the power of 0.954

multiplied by i n t e r g r a t e  twice

divide by the numerical constant of

the universe and take away the num-

ber you first thought of...Yep. that's it.

it's a very close run thing between

Attack of The Mutant Camels and

Drop Zone.

2  When you reset your computer on a

lot of games the program will corrupt,

so it's a lot more difficult to find SYS

calls that will both work and will not cor-

rupt the games graphics or interfere with

the game play in any other way apart

from give you infinite lives. If SYS calls

One d e r.  playing Lemmings wil l  become

a capi ta l  off difICO•

we

get enough lab drawings in

we might well run another Arty Party page.

Pictures of me would be greatly appreciated.

2  Either you're a jinx, or you're a known spy

and your postie has been ordered by the FBI

to x-ray all your post just before he puts it

though your door.

3  If you're using the 64 with a TV not a moni-

tor and you have a picture then the lead's

fine, both the sound and picture are trans-

ferred as part of one message. Your first step

should be to check that your mum hasn't

snook in and turned the volume down 'cos

she can't stick another session of the

Creatures theme. If nothing's been tampered

with then take the 64 down to your local com-

puter repairer and get it looked at, it's

probably a problem with the SID chip.

do exist we will try and print them Write to Any

Roberts, care of Gamebusters if you want to

know a reset cheat for any particular game.

we'll try to help as much as we can.

3  Contrary to popular belief the universe was

not created by some huge brain like being, but

by a small, insignificant. seven legged alien

named Marlin. He was waxing his surf board

ready to hit the inter-stellar waves when he

knocked over a jar of white spirit that he kept to

clean paint brushes with. This started off a

chain reaction involving a family of woodlice

that would take three of your lifetimes to

explain, but ended up with Martin and every-

thing he owned being destroyed in a big bang.

And, as we all know, it was a very big bang

indeed that formed the universe as we know it.

IIEFIN
That's your lot for this month, however if

you'd like to see your name in print then

drop me a line; even extraterrestrial brains

like receiving mail I t  you'd like to contact

me write to The Mighty Brain, Commodore

Format, 30 Monmouth Street, Bath, Avon,

BA1 2BW, Please don't send any flip—flops

or SAEs though as TMB can't reply in per-

son (no limbs y'see).
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John and Steve Rowlands, tw chaps  whoo g o

by the name of the Aphex Twins wrote a gamecalled Creatures 2. it was

 wn e v e r y  r e v e r e d  and adored

by C64 o e r s  w h e r e  and so the Twins

decided t L  The game's called

Mayhemo  write a SeqUe in Monsterland and it's all about a

dinosaur who Wants to bring peace to the

world and the McRib back to McDOrtaids- Or

something, This month, the cucumber monster

his debut and Bushland gels a haircut...

aytem in Monstedand is get-

ting to the stage where we

spend most of our time play-

ing it, instead of working on

dt This has happened more

with this game than any other we've written.

The production rate may be down, but at

least we're having fun: it's a tough job,

but somebody's got to do h.

Over the next four weeks we aim

to get all the levels as finished as

possible, leaving us the last task of

populating them with monsters. To

do this we need a monster editor,

which must be written specifically for

MIM We also need a cast of monsters

which must be sketched and convened

to the C64. This will give us the power to

fill Monsterland with monsters, with sad ones

on the sad levels and happy chappies on the

happy versions of each level

The status screen has been updated now; it

flashes when  you got bonuses, hidden or
otherwise. Bit rude real ly.

They're smart, dead smart, smarter than a

particularly bright Dolphin with a PILD and

some coloured biros. They haven't been

letting their smarts go to waste

though; the Aphex Twins have +
ELtp.,

Jurassic June they move, * 1 1 1 0 )i r y

been writing a blockbuster

game. This is its story.

W E E K  1  b o u n c i n g  off their
heads until they

JOHN The monsters of Monsterland don't all
explode. Until now that is.

die as soon as Mayhem lumps on their heads;
He now has strength which varies, depending

that would be too easy. Some have higher hit- on how far he has fallen. The further and faster
counts whereby they require two or three

he falls, the greater the force of impact on the
jumps This means that Mayhem has to keep

poor monster's head.
above them as

The rest of the week was spent coding all of

Mayhem's underwater routines that Steve's

mentioned before_ These include the colour

411'

-

S C O R

istoutoon,.. .

Welcome to Spottyland whore

Mayhem's Just about to  do batt le  w
snake monster.  Lunwrie.

oms tInse lei the future.
al/ programer*  w M  come
equipped with built- In
RS-422  port*.

SPECIAL 2 5

change as Mayhem becomes submerged.

which meant I had to add a raster inter-

rupt to split the sprite colours. His

smoke (which appears when he

charges and skids) has been

swapped for some bubbles,

which go well with the bubble

sound effects that Sieve has

already created The final

adjustment was the slowing

down of Mayhem's movement, as

he's now running against the resr-

tance of water and not air.

C.00  0 0  1
000

Beneath jellyland, l ie some secret  Cav•

ems,  passages,  n e l  1110111011111, fossils and
e v e n  S e l M i l l n

_ • • '
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SPECIAL

STEVE This month kicks off with monster

designs, mainly for the underwater section of

Spottyland. Starling with a paddler monster that

has a fat, round body, a big bill and two lithe

webbed feet kicking away. Then there's the

leaper fish that leaps (surprised or what?) out of

the water and then falls back down to obstruct

your progression through the water section.

Then came another alien (for use out of water).

I had previously designed a baby dinosaur

called Dino, and I now have a similar monster

which has big spiky armour over his back and

head. This can only be killed by charging into

his front, but he'll only appear on later levels.

WEEK 2

JOHN Most of this week was spent designing

and coding the restart-point system the game

will use. After a lengthy dis-

cussion we decided to use

ones which Mayhem can

activate rather than fixed

points in the level that he

returns to. These points will

probably be a series of

closed doors which will

open when Mayhem iv

over them. He can only

open one at a time

though, and the prev

one is closed automati-

cally when a new one's

opened. When Mayhem •
a g

appears after losing a

life, it looks like he appears from within the

door, with Monsteriand zooming out from

behind him. It looks rather spiffy actually.

With more and more of our time being

spent running around Monsterland, we're get-

ting a better idea of how the game will play

once it's finished. Although it will play extremely

well, we felt that each level was missing a time

limit_ This not only adds a bit of tension to the

gameplay, but stops the player just standing

around admiring the view (although we couldn't

blame them). This meant a redesign of the sta-

tus area to allow for the remaining time to be

displayed during play. We also stopped the sta-

tus flashing because:

a) it didn't look too hot on screen-shots and

b) we wanted flash various parts of the status at

specific times to inform the player, for example

when time is running low.

Jo'Viand's IMAM"
looked better. Here Ma
quick trot to charge down a bet

As night
fells, ail the
creatures in
Spottyland
Stop what

they're doing
and head off
to the

STEVE During the

play of the game

you will, amongst

other things, be able

to pick up bonuses

Some of these will be

hidden, although the

vast majority will be

quite easy to find. A

problem soon arises

when you pick up a

hidden bonus -  how

will you know what

you've picked up if

you can't see it? So

we came up with

extremely well in

practice.

When you're

in the sad part

this solution; whenever you pick up a bonus,

hidden or not, the corresponding pad of the sta-

tus will flash black and white rapidly. This

attracts your a

new goodies j u s t

if you picked up an ext

part of the status flashes. Ibis happens

whether the bonus is hidden or not, and works

know what

For example,

the 1 UP'

left by some aliens. When you've

collected a sufficient amount, the 'MAGIC' part

of the status screen starts flashing to let you

know that you can now leave the level and give

all the magic dust bags to Theo Saurus, 'Who's

• say, that
large
spikey
monster's
looking at
you. Do
you think
it was
something
you said?
Best

it. ebt'

We've spent more time in the

her you ask, Well, Theo is

Mayhem's friend and its his

job to sprinkle the magic dust

across Monsterland to make

it happy. Mayhem cannot

spread this dust about him-

self because he's unable to

fly (a bit like that stupid

green duck... allegedly).

WEEK 3

JOHN Yet another major

part of the game was modi-

fied this week. At the stet

of this month I mentioned

the monsters hitcounts -

these have now been expanded to incorporate

some new ideas. As well as simply having mon-

sters that take a certain number of jumps to kill,

we've added ones which affect Mayhem's

I

movement_ These include invincible ones which .

Mayhem bounces off, 'springboard' monsters .  1
that inflate their chests, spiked monsters that kill

Mayhem if he lands on them and ones which do

nothing to him (which can be used for back-

ground effects). We also have added an

'imposter Mayhem' monster which steals

Mayhem's stars upon contact.

Now that we can cope with spikes on their

heads, we've designed some with spikes on

their backs. This means that Mayhem will die if

he charges into the back of these monsters, but l i i

will kill them if he charges into the front of them.

This created the need for 'direction hitcounts -

hitcounts that check the monster's direction in

relation to the position of Mayhem. This enables

 us to create a monster with spikes on his head -

and a shell on his back. If Mayhem jumps on

this monsters head he'll die. If he charges into

the monsters back, he'll bounce off his shell.

The only way he can

kill this honible

beasty is by

last few weeks actually playing charging into the
of the game at thef r o n t  of him. All

start of the level, t h e  g a m e  t h a n  d r i n k i n g  o u r -   this not only gives
you're required toM o n s t e d a n d

collect a quota of magic dust bags s e l v e s  s i l l y  adrenaline-pumping gameplay, but •

gives the monsters a little personality

(and we don't mean Ronnie Corbett).

STEVE Last month I mentioned a sketch of a

big spikey cucumber monster. Well, I've now

converted this to pixels and animated it. It con-

sists of three vertically expanded sprites, and is

a frighteningly big monster to come up against.

As it has spikes nearly all over its body, it will

almost certainly kill you if you jump on or

charge into him. Basically you to stay well clear

of this menacingly mean marauding monster.

The maps for Spottyland are virtually com-

plete (a few screens were shown a couple of

months ago) so the next task is to get this level

to a totally finished stage -  and to do that, I

need to do the sprite bank. This entails scrolling

through the level a screen at a time deciding

what and where we should put monsters, Now I

2 6
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have a list of desired monsters, I load them

from my library of monsters to form a continu-

ous chunk of data. I then document what I've

done and give the whole lot to John for him to

deal with the movement patterns. This takes

quite a while so I'm getting on with something
else in the meantime.

WEEK 4

JOHN As impossible as it may

seem, I added another type of

hitcount to the game today.

'Animation hitcounts' mod-

ify a monsters hitcount

from, as the name sug-

gests. its animation.

This lets us create

Inflator monsters

(which are effectively

springboard mon-

sters) which have

spikes on their heads.

'How can Mayhem

bounce off spikes?"' I

hear you cry. The

answer is he can't, but as

his chest inflates his spikes

tip back, So now Mayhem

must time his jumps carefully -

if he lands on a big chest (!)

hell get flung up into the sky.

Now that I've virtually fin-

Eve

wh

Aph

pop

r wondered what  programmers do
en they ' r •  not vector  pointing? The

ex Twins  enjoy a bott le of  fizzy
and old reruns of  Hawai i  5 -0 .

I t s  the world famous Monster

Editor. Here  some baby
dinosaurs are  born.

ALTERED PERSONAL!

[shed all my monster-related

routines, the time has come

' t o  start the monster editor

(fanfare). This is effectively

the last stage before

Steve maps the monsters

onto Monsterland, and I

progress onto the

game's presentation (the

bit I love best). This edi-

tor must cover every

aspect of a monster's

characteristics, but still be

simple enough for a fool to

use (after all, Steve's got to

use it). So most of this week

was spent designing and

coding the basic struc-

ture, in particular writing

This sprite

editor enables you to  tweak

individual monster's attr ibutes,  sort of l ike giving each  sprite a  personality.  Al l  of the
standard spritey things can be tweaked ,  but the most important  is the Hitetiont.  This
counter determines exact ly  how long it t akes  to kill  the  monster  in oustion. The  number

next to it refering to the bounces you'll need to complete  before despatching it  to binary
heaven. Obviously, the tougher the monster  is, the more points you get.  The  animation
and explosion options eanble you to define how the monster  lives and dies.

SPECIAL

PPG!'
0 0 1

Lumme, that  monster's a bit  on the,

erm, large side. Best  ignore him, eh. He
might just go away.

the input/output routines (for the keyboard and

screen). With this complete, the next step was

to swiftly insert the various monster modifica-

tions. It's all going so well at the moment that I

reckon I'll have it finished within a week.

STEVE The backgrounds for Bushland are

now going to be redesigned. This is because

the big green bushes in the background are just

too bland (and bland bushes in this game just

won't do). Bushland was the first level ever cre-

ated for MIM and it got its name because it had

bushes in it. But no more, as it now has large

pink poles with dark shading down one side

scattered amongst jellylike objects that are ultra

Shiny. Bearing all this in mind I decided to

change the level name to Jellyland (after much

persuasion from Andy Intro/Outro Roberts).

Also in this level are big 'open air sections

where Mayhem goes jumping through clouds

on screens that are teeming with stars. The

more this game progresses the better it gets.

We've spent more time in the last few weeks

actually playing the game than drinking our-

selves silly (which we do quite a lot, believe us).

So move over Sonic, stand aside

Mario M a y h e m  is comingi

These little mon.
star sprites wil l

me- m e .  b e  sprinkled
throughout

- t h e  new

A"',  l e v e l s .
Borte !

mee t  the
creature

- features!

As the levels edge ever closer to comple-

tion, monster-mapping rapidly

approaches With presentation being the

final area of the game to be coded.

Mayhem can see the light at the end of

the tunnel. So tune in next issue, as we

attempt to complete one of the fastest,

most coloudul, most playable games ever
seen on the Ceol.

A : S P R W E  M O  0
8 : Y  P O S I T I O M  4 5
C:COLOUR
D:MOVEMEMT

ANIMATION
f  TYPE711
6: M I T C O U N T: 0 0
M:EXPLOSION

i t i S C O R E : 1S TAY O F F : N
ULLET7N
MARS T O :  N E X T: 8 8
P E C TA t - P P D F :
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TEENAGE MUTAN

HERO TURTLES -  T
COIN-OP
Imagenvite (Cassette)
10 levels of top-notch beat-iem-up May-
hem with the heroes In two shells (four half
shells).We gave it a mighty 89 per cent
when we reviewed HI RRP E10.99

(Cassette)
Ws nasty, it's bloody, it's

and your mother

t demands

npower as
well as

razor-sharp
reflexes.

10.99

• weird an weirdly won-
derful, B u g  is a revolutionary
joystick that's taken the computer
world by storm! (And Clur likes it a lot,
as well Ed) .  Those in the know whit-
ter on about ergonomics and It'll
change the way you play your games
forever. Get your computer bugged
N O W !  RAP E11.991

FIRST
SAMURAI
LIEll Soft (Disk or cas-
sette -  please
specify)
If you like beat-
em-ups
love this.

Heck, if you
hate beat-

em-ups
youiHoveThis.
First Samurai

looks great and
plays even

better. That's why we
gave it a massive
per cent - twice!
RAP £9.99

1

•

-

AND GE
2 SUPERBF

Au neREE GIFTS,
w subscribers to the mutt/verse's greatest

Commodore magazine will get a copy Of Turtles -
The Coln-Op plus a choice of one of the other spitto

gifts on this page. And

 • An exciu c h e c k  out the
•  o t h e r  benefits:•  12 Issues deilvered to your door!sive sub

•  l i  for s  letter full of news snippets!
increases in cover

the same price won't affect you!
A p r i c e  you would pay etthe newsagent-just

C29.95!

PLEASE ENTEn

12 ISSUES

To amour, you rooNve

ION for 12 issues of COMMODORE FORMAT TiCK AS APPP TE TOTAL PAYMENT E

UK £29.95 E U R O P E  £43.95 R E S T  OF THE WORLD £55.95

your rnaoatino lend taps oulokty and undamaged, all overseas subscriptions ors soot AN Moll

MY CHOICE  OF G I F T  IS: BUG JOYSTICK C R E A T U R E S  2 F I R S T  SAMURAI (Disk) ( C a s s e t t e )
you a s  already a auboorlbor Moose quota your subaorlydlon retaronoo nuenbor hors -  you will find thla on your addrosa label

METHOD OF PAYMENT (PLEASE CIRCI El ACCESS V I S A  C  HE OLI E. o c :  c R E N T  CARD NUMBER

Please tick here It you do not wish lo receive direct mail from other companies

NAME

ADDRESS

POST CODE
SIGNATURE

SEND THIS COUPON (TOGETHER WITH YOUR CHEQUE IF APPLICABLE) IN AN ENVELOPE TO:
COMMODORE FORMAT, FREEPOST, SOMERTON, SOMERSET TAll TOR

The coupon is valid until 31st September 1993 C F / M A G I 0 9 9 3

1
I E X P I R Y DATE

Please make all cheques payable

to Future Publishing Limited

0.•



LETTER

M A P P I N G
Dear Techie  Tips,

1 H o w  do I check in a

program to see i f

RESTORE is  pressed?

2  How do I pr in t  text on a bi tmapped

screen? Al l  I get  is coloured blobs.

3 In bitmap mode, is  there any way I can

draw circles, squares,  rectangles and so

on without POKEing each individual loca-
tion?

Tony Vibtiby Say

1 T h e

RESTORE key
is abou t  the

on ly  key  on the

keyboard  tha t

c a n "  be  de tec ted  by  a

qu ick  POKE and PEEK.  There  i s  a

th ingy  ca l led  a Non-Maskab le  I n te r rup t

(NMI) wh i ch  o c c u r s  wheneve r  RESTORE

is p ressed ,  so  al l  y o u  have to  d o  is

check  fo r  that .  A  ' v e c t o r  a t  l o ca t i ons

$0318 and S0319 d i rec t  the  c o m p u t e r  to

a r ou t i ne  at  SFE47 in the  m e m o r y  w h i c h
is the  rou t i ne

Post modernist, transcendental,
collectivist and agitprop. Jason
Finch knows what  all these

words mean, but he's not

telling. He'l l  answer
your techie

queries though,
so write to him

at  Techie Tips,
Commodore

Format, 30
Monmouth

Street, Bath,
Avon, BA1 2BIM.

Unless you're a
secular

extemporizer.

that  is  ca l led  when  you  h i t ,  say,

RUN/STOP and  RESTORE toge the r.

What you  have  to  do  i s  change  the  vec-

tor to  p o i n t  to y o u r  own l i t t l e  rou t ine .

one tha t  j us t  changes  s o m e t h i n g  in

memory  w h i c h  you  can  t hen  read in

order  to  f i nd  o u t  whe the r  an NMI  has

occur red.  Tr y  t h i s  ra the r  dazz l ing  l i t t l e

p roggy  - i f  you p r e s s  RESTORE, the

machine code  e f fec t i ve l y

ON THE
LEVEL
Dear Techie Tips,

1 First of all I'd like

to say how good your

IW sect ion of CF is, but

why don't you put in

some more stuff about

machine code as I've had it with Basic?!

2 How do you have different multicolours

for each byte because a lot of games do?

3  In a plattormer, how does the com-

puter detect the difference between a

platform and a background?
4  Is it best to use sprites or change the

actual background for lots of doors,

springs and other things like that in a

platform game?

Wing Hutch
will write lots of letters te

how much they'd love to be able to do

it themselves.

2  Without using raster interrupts, you

can have the background colour, two

fixed colours - the multicolours stored

in 53282 and 53283 - and eight other

colours which can change with every

different character on the screen.

These are obtained by pressing the

Commodore key (the key to the left Of

the left SHIFT key) and tapping one of

the number keys which normally give

the colours from orange to light grey.

Trouble is, if you are in multicolour

mode, they come out as the colours

obtained by pressing the CTRI_ key

and tapping that number - black to yel-

low. But what does it matter what

Tom Bishop, Glasgow.

colour they are, they are different!!

Even more variety can be achieved

1 A large percentage of the stuff I put u s i n g  'raster colour splits', the things

in is In machine code! Not everyone Is t h e  Apex 8011Z talked about way back

as confident with Basic as you are and i n  CF29. I suggest you re—read that for

so I can't really fiddle with the light so a  lull explanation.

that it points entirely on machine lan- 3  You use a cunning piece of maths to

guage and not at all on Basic. w o r k  out which cursor position on the
Hopefully, though, people can see how s c r e e n  the sprite position corresponds

wonderful machine language is and so t o .  The vertical one is calculated using

YCz54YS-50)18. If the sprite is som

where on the screen, this will give a

value between 0 and 24 for YC. Do

similar for the horizontal position and

then take a look at your background

map for what character appears at that

location.

How does the computer  know what 's  a

sprite ond what 's  the background?

4  Using characters will give you more

scope for 'enemies' and will actually

work out easier to program in the

long-run. With the character method,

think about whether it would be easier

to change the characters that are

shown, or leave the characters as they

are and just change their definitions.

Remember to wash your hands

thoroughly afterwards though.

COMMODOT FORMAT 3 6  September 1 9 9 3  7,-



does a POKE 679,1 a n d  i t  i s  th i s  tha t

you look tor.

FESTORE DETECT B Y J . F I N C R

LOR X . 6 7 9  T O  7 0 0  :READ Y: C = C + Y:  POKE.

:NEXT X

LE C-..>1882 THEN P R I N T  D A T A

ERROR': END

4 SYS 6 8 0  : PRINT ' O K  T R Y  I T V

5 :

6 I F  PEEK ( 679) . 0  THEN 6

7 P R I N T  "RESTORE PRESSED"

8 POKE 679  , 0 :GOrM 6 9  :  10 DATA

000 ,120 ,169 ,181 ,141 ,024 ,003 ,16911  DATA

002,14:  0 0 3 , 0 8 8 ,  096, 072, 1.6912 DATA

001, ;  • , 7 , 1 1 0 2 . 1 C 4 , 0 4

2  To  ge t  tex t  on to  a

b i tmapped sc reen

you have to  POKE

the actua l  c h a r a c t e r

HIGH AS A
SPRITE
Dear Techie Tips,

11 I have managed to put a

Saracen Paint  picture at

40960 in memory with screen

data at  address 35840, which

leaves 32768 to 35788 free for

sprite data. Flow do I use and display

sprites that are stored that high up in
memory though?

2  Could you produce a Basic loader to

show me how to get more than eight

sprites On the screen at the same t ime?

3  Is there any chance of  gett ing an

assembler put on a Power Pack in the

near future, or  is there any chance of  you
writing one for CF?

J.Carey, Kent.

1 To  use sprites up there you do

exactly the same as you would do if

they were lower down in memory -

check out the spiffy Do The Sprite

Thing articles in CF33 and CF34.

However, something that does change
Is the location of  the sprite pointers

(the things that are normally at 2040-

2047 in memory).  These will move to

locations 36856-36863 with your setup
because they always l ie 1016 bytes fur-

ther on than the start of the screen

memory (1024+1016=2040 you see). To

see the sprite stored at 32768, you

would do all the normal stuff and

then POKE 36856,0. Sprite zero will
be at 32758,2.

2  Disassemble the code pro-

duced by the Basic loader below.

What you must do is create a

•  COMMODORE FORMAT 3 6
September 1 9 9 3

definitions to  the bitmap. By just

POKEing the character value, you are

actually changing the colour of the

bitmap at the position where you put

the character; that's why you get the

coloured blobs. Lines 1000 to 1110 of

this demonstration write text to a

bitmap that starts at location 8192,

assuming the text is in AS and the posi-

tion is given in the variables X and Y.

1 REM RITMAP T E X T B Y  J . F I N C H

10 POKE 5 3 2 7 2 , 2 4 ; P O K E  5 3 2 6 5 , 5 9

20 FOR X = 0  T O  9 9 9 : P O K E

1 0 2 4 . X , 2 2 N E X T  X

FOR x - n  T O

'raster Interrupt' - I

explained it  loosely
In CF33 under

"THERE'S NO

LIMIT". As  that title

suggested, the only

limit is that no more

than eight can be displayed on the

same horizontal line. Make sure that

none of  the sprites from the top 'zone'

cross over into the bottom 'zone'

because the eight that are already down

there may get a bi t  miffed. The location

of the interrupt is shown by a mark in

the border. To  change its position,

change the value that is stored at $0012

each time (the first D ATA value in line

19 for  those without monitors).

0 REM 16  s p h I r E s  BY J .PINCH

1 FOR X=49152 TO 49374:READ Y:C=CA-Y;P(jKEX,Y:NEXT X

2 I F  C<>26472 THEN PRINT ' D ATA
FStROR":END

3 POKE 53271,0:POKE 53277 ,0

4 POKE 53264,0•POKE 53269,255

5 SYS 49152:PRINT cliR$ (147)6 FOR N=0 TO

191 :POKE 832+N, RND 0 )  *2561NEXT N10 DATA

120,169,036,141,020,003,169,19211 DATA

142,021,003,169,027,141,017,20812 DATA

"Ho no, no no no no... there's no
limit.- Actually 2 Unlimited are mas-

ters of the raster interrupt. As their
top tune's lyrics prove.

3

3

3

3

3

4

41

42

43

44

3

th

on

ver

Ree

if h

How many sprites can you have on-screen
at once? See High as a Sprite.

j 99 :POKE 81924-X,O:NEXT X 3 9

40 A$="COMMODORE FORMAT'

SO X=10:Y=10:GOSOR 1 0 0 0

60 A $ = " T E C H I E  T I P S  EXAMPLE'

70 X=14 :Y=13 ;GOSUB 1 0 0 0

80 P R I N T  C H R $ ( 1 9 ) : E N D

89

1000 REM PLOT T E X T T N  A $  A T  ( X , Y )

1010 POKE 5 6 3 3 4 ,  PEEK(56334)  AND254

1020 POKE 1 , P E E K ( 1 ) A N D 2 5 1

1030 FOR N = I  T O  L E N ( A $ )

1040 A = A $ C ( M I D $ ( A S , N , 1 ) )

1050 I F  A > 6 4  A N D

lt,J,u0U,141,018,208,173,025,20813

DATA 169,001,141,025,208,/41,026,20814

DATA 141,013.220,096,162,000,160,00015

DATA 189,159,192,153,000,208,189,17516

DATA 192,153,001,208,189,191,192,15717

DATA 039,208,189,207,192,157,248,00718

DATA 200,200,232,224,008,208,225,16919

DATA 160,141,018,208,169,092,141,02020

DATA 003,169,192,141,021,003,238,02521

DATA 208,076,049,234,206,032,208,16222

DATA 032,202,208,253,238,032,208,16223

DATA 000,160,000,189,167,192,153,00024

DATA 2013,189,183,192,153,001,208,18925

DATA 199,192,157,039,208,189,215,19226

DATA 157,248,007,200,200,232,224,00827

DATA 208,225,169,000,141,018,208,16928

DATA 036,141,020,003,169,192,141,02129
DATA 003,238,025,208,076,129,23430

31 REM X-POSITICINS P O K E  493114N,X

32 DATA 0 3 2 , 0 8 2 , 1 3 2 , 1 8 2 , 0 5 6 , 1 0 6 , 1 5 6 , 2 0 6

33 DATA 0 8 0 , 1 3 0 , 1 8 0 , 2 3 0 , 1 0 4 , 1 5 4 , 2 0 4 , 2 5 434

5 REM Y-POSITIONS P O K E  49327+NoY

6 DATA 0 9 8 , 0 9 4 , 0 9 0 , 0 8 6 , 1 4 0 , 1 3 6 0 1 3 2 , 1 2 8

7 DATA 1 8 2 , 1 7 8 , 1 7 4 , 1 7 0 , 2 2 4 , 2 2 0 , 2 1 6 , 2 1 28

9 REM COLORS
U P O K E  49343,,N,C

0 DATA 000,001,002,003,004,005,000,007

DATA 008,009,010,011,012,013,014,015

REM POINTERS POKE 493594N, P

DATA 013,014,015,013,014,015,0/3,0/4
DATA P25 ,

013,014 015, 013,014, 015, 013

If the great Hutch Was to ask me,

en there's every chance w o u l d  write

e for CF. But then he's been acting

y peculiarly lately, leaping about in

bok Step trainers, that  I don't  know

e'd listen. (Wal ls  have ears -  Ed).



SIGHT FOR
SORE EYES?
Dear Techie Tips,

I have written a  useful machine language

routine. It works by changing the IRO

interrupt to another routine and makes

the writing on the screen glow all die

time, even when programming!

Jamie Sampson, Boston.

If you have this routine going while

you are programming, I don't accept

responsibility for what it will do to

your eyes! Be warned, low flying air-
craft have been known to come in for

landing on C64 owners roofs thinking

1111 IMAM 0,111 UN(
that the runway was actually part of

the ILS system. Life, eh?

0 REM FLASHING TEXT BY ,  .SAMPSON

1 FOR X=49152 TO 49197:READ

Y:C=C-1-Y:POKE X,Y:NEXT X

2 I F  C ‹ ›6240  THEN PRINT D ATA

ERROR" :END

3 POKE 53280,0:POKE 53281,04 SYS

49152,10

DATA 120,169,013,141,020,003,169,19211

DATA 141,021,003,0138,096,169,133,16212

DATA 000,157,000,216,157,255,216,15713

DATA 200,217,157,000,218,157,233,21814

DATA 232,224,255,240,003,076,017,19215

DATA 238,014,192,076,049,234

• I  THEN A=A-64

1060 IF" A>192 AND A<21

1070 FOR L . 0  TO 7

1080 POKE 81924-Y*320+1:.

1P.8-fL,PEEX(532484A.8.:

1090 NEXI' 1,,N1100 POKE 1,PEEKU)0R4

• Y,4,PE1. ; “ ) R 1

3 Not with the standard C64 Basic. You

have to write routines that calculate the

X and Y posit ions of each point in the

circle or whatever,  and then GOSUB to

a few lines that bung a dot at that posi-
tion.

Dear Techie Tips.

Firstly I would like to

compliment CF on being

the best C64 mag around, with the best

and most informative technical section

around! I have

enclosed a program

that emulates a virus

program from a  Unix

network which makes

all the characters on

the screen fall down

into a pile at the bot-

tom.

Richard Hands,

Lichfield.

This is one of

those programs

that you load up

On a computer in

T,N A = A - 1 2 ; •

I was one of the lucky

ones to be a member of

ClubLIGHT and you told us

how AR could be used to speed

up the loading of the LIGHT disks. Is it possi-

ble to enable Action Replay's FastLoad from

within SEUCK so that LOADs and SAVEs can

be done faster'?

Steve Gillman, London.

The lump to the computer's

LOAD routine is at SO4E8 tri

SELICK. However, simply

changing the address to

which the computer jumps

does not provide the same
results as It did with LIGHT -

Instead the computer crashes.

So I'm afraid you will just have

di '  t o  sit back and wait what does

'IT seem an eternity each time you

load and save anything in

SELICK;000000o

I thought that a 5,25" disk could only

• have 664 blocks free;I've got a disk

that thinks it has over 3000 blocks

free. I have enclosed a directory

printout of the disk concerned and wondered if

you could advise me.

S.Diamond, Durrington.

The best thing to do would be to reformat
It. The little bits of information on the disk

have become very confused. From the

state of the directory it looks as though it

would be best to give them a quiet send-off

as opposed to making a vain attempt to

revitatise them. Besdies if it's gone wrong

once it may well do so again.

We recently 'inherited' a rather fetching C128

and related hardware gubbins. Could you

advise us as to the availability of software

compatible with this-equipment; and for the

CP/M operating system? Would software for

the Amiga range of computers be compatible

with the C128?

Mrs M•E.Sanclers. Peterborough.

Software for the C128 in its true C128

mode is scarce. The computer was not a
success for some reason. Lots of CP/M

software was also promised but never

appeared. and Amiga software would defi-

nitely not be compatible; they are vastly
different machines.

VIRAL

INFECTION

Unfortunately, nei ther  the C64 or the

C128 are compatible w i th  their  big
brother, the  Amiga-

Dixon s

or something. Type POKE 808.254 first

so they can't  restore the screen!

1-EXT FA R V  R.:I-JANOS

1 FOR X-49152 TO 493752READ Y:C=C-1-Y:POKE

X,Y:NEXT X

2 I F  C<>29170 THEN PKINTP 'DATA

ERROR": END

3 PRIM' CHRS(147):SYS 49152:LIST 0-44

REM SIT AND WAIT!!

10 DATA 1 2 0 , 1 6 9 , 0 7 8 , 1 3 3 , 0 8 2 , 1 6 9 , 0 5 4 , 1 - ; 1

11 DATA 0 2 0 , 0 0 3 , 1 6 9 , 1 9 2 , 1 4 1 , 0 2 1 , 0 0 3 , 1 6 9

12 DATA 2 3 1 , 1 3 3 , 2 5 3 , 1 6 9 , 0 0 7 , 1 3 1 , 2 5 4 , 1 6 9

13 DATA 1 9 1 , 1 3 3 , 2 5 1 , 1 6 9 , 0 0 7 , 1 3 3 , 2 5 2 , 1 6 9

14 DATA 0 0 0 , 1 6 0 , 0 0 0 , 0 3 2 , 1 4 5 , 1 7 9 , 0 3 2 , 1 5 1

15 DATA 2 2 4 , 0 3 2 , 1 9 1 , 1 7 7 , 1 6 5 , 1 0 0 , 1 3 3 , 0 8 0

16 DATA 169 ,001 ,133 ,081 ,088 ,096 ,19E1 ,080

17 DATA 2 0 8 , 0 1 4 , 1 9 8 , 0 8 1 , 2 0 8 , 0 1 0 , 1 6 9 , 0 7 6

18 DATA 1 4 1 , 0 2 0 , 0 0 3 , 1 6 9 , 1 9 2 , 1 4 1 , 0 2 1 , 0 0 3

19 DATA 0 7 6 , 0 4 9 , 2 3 4 , 1 6 0 , 0 0 0 , 1 7 7 , 2 5 3 , 2 0 1

20 DATA 0 1 2 , 2 0 8 , 0 1 6 , 1 7 7 , 2 5 1 , 2 0 1 , 0 3 2 , 2 4 0

21 DATA 0 1 0 , 1 4 5 , 2 5 3 , 1 6 9 , 0 3 2 , 1 4 5 , 2 5 1 , 1 6 9

22 DATA 0 8 9 , 1 3 3 , 0 8 2 , 0 5 6 , 1 6 5 , 2 5 3 , 2 3 3 , 0 0 1

23 DATA 133 ,253 ,176 ,002 ,1913 ,254 ,056 ,165

24 DATA 2 5 1 , 2 1 3 , 0 0 1 , 1 3 3 , 2 5 1 , 1 7 6 , 0 0 2 , 2 9 8

25 DATA 253 ,165 ,252 ,201 ,003 ,2013 ,035 ,165

26 DATA 2 5 1 , 2 0 1 , 2 5 5 , 2 0 8 , 0 2 9 , 1 6 5 , 0 8 2 , 2 0 1

27 DATA 0 7 8 , 2 4 0 , 0 2 6 , 1 6 9 , 2 3 1 , 1 3 3 , 2 5 3 , 1 6 9

28 DATA 0 0 7 , 1 3 3 , 2 5 4 , 1 6 9 , 1 9 1 , 1 3 3 , 2 5 1 , 1 6 9

29 DATA 0 0 7 , 1 3 3 , 2 5 2 , 1 6 9 , 0 7 8 , 1 3 3 , 0 8 2 , 0 7 6

30 DATA 0 4 9 , 2 3 4 , 0 7 6 , 0 7 6 , 1 9 2 , 1 6 9 , 0 7 8 , 1 3 3

31 DATA 0132 ,169 ,054 ,141 ,020 ,003 ,169 ,192

37 DATA 1 4 1 , 0 2 1 , 0 0 3 , 1 6 9 , 2 3 1 , 1 3 3 , 2 5 3 , 1 6 9

33 DATA 0 0 7 , 1 3 3 , 2 5 4 , 1 6 9 , 1 9 1 , 1 3 3 , 2 5 1 , 1 6 9

34 DATA 0 0 7 , 1 3 3 , 2 5 2 , 1 6 9 , 0 0 0 , 1 6 0 , 0 0 0 , 0 3 2

35 DATA 1 4 5 , 1 7 9 , 0 3 2 , 1 5 1 , 2 2 4 , 0 3 2 , 1 9 1 , 1 7 7

36 DATA 1 6 5 , 1 0 0 , 1 3 3 , 0 8 0 , 1 6 9 , 0 0 1 , 111 , 0 8 1

37 DATA 0 7 6 , 0 4 9 , ,  ,  ,  •  1.-.10

(Right, that's your lot. Take care entering those

data lines and try not to spill coffee on

you keyboard when you turn the

page. It gets all gooey -  Ed),
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L o a d e r s  are the little programs that

your C64 has to cope with before it

tries to load the main wodge of a

game. These range from something

that just makes the border flash, to

something like a whole game that you can play

WHILST the main game is loading. Cor. excit-

ing thought, isn't i t /  And guess what, you're

going to be able to have such things on your

own programs from now on. Cor, you'd better

read on, eh?

WHOSE ROUND IS
IT ANYWAY?
To have any hope of understanding how

loaders work, you need to know what

a vector is. In maths they may tell

you it is something like a straight

fine, but just ignore them; vectors are really

things which point to other things. Like you

could say that Trent represents a vector when

someone asks him who is buying the next

round of drinks, because he always points at

someone else, If he was pointing at Dave, then

Dave would be the equivalent of the address to

which the vector points and Dave would have to

buy the drinks w e  obey Trent, you see).

whereas if Trent was made to point at Clur

instead, she'd have to get them. Simple

really.

SAVING LOADERS
Loaders work with the help of vectors

and special savers (machine code routines, not

the things your granny gets for cheap bus

fares). They write a small machine code pro-

gram onto the tape which consists of a header.

containing the filename and some of the

loader's code and the main part of the loader.

The main program is then written to the tape.

usually without the header that a normal pro-

gram would have; for more detailed informatior

1

TEST STOP

R UN )

GO4r

READY

WARM START 1

Or pinch9ets a
sign. s trange

•  CLUED-UP FORMAT 3 6  September 1 9 9 3

on headers, take a look at "Datassette and

Maths" in CF23-25.

Basic programs load into memory at loca-

tion 2049 onwards but loaders load into

memory much lower. Because a lot of the

loader's code is stored in the file's header, all

that the main part has to do is change the

WARM START vector so that it points at the

code in the header, though in practice it nor-

mally does more.

SIGN OF THE

TIMES
Picture this, you are driv-

ing to Bath when you

come to a fork in the

road. There is a sign

pointing to the left

that says 'This way

to Bath'. So you go

down that road, through

a few other towns, and

eventually arrive in Bath.

You do the same thing a

year later but this time

the sign points to the right

instead. You go right,

through a few different

towns, and eventually

arrive in Bath. The sign

marking the fork in the

road is the equivalent of the

WARM START vector. You

look at it when you get to the

Fork in the road, and the computer looks at it

when it has finished loading the loader. The

sign can point to different roads that take you

through different towns before arriving in Bath;

the computer equivalent is that the vector can

point to different machine code routines that do

different things before printing up the 'READY'

message. You have to change that sign. so that

In a torrid tale of  lust,

passion, vectors,  memory

al location and  warm starts,
Jason Finch a t taches  a

huge great  magnifying

glass to his one good eye

and opens his casebook

for the first t ime.

the computer takes your road and not the origi-

nal one; so that it runs your loading routine and

not the normal one.

RUN!
To automatically RUN a program once it has

loaded, your loader simply has to carry out a

RUN statement before it returns to Basic. This

can be done in several ways but the simplest is

lust to store some values in the keyboard buffer

to make the computer think the person who

loaded the program also typed in RUN.

FLASHERS
To rnAe the screen hash whilst the main pro-

gram is loading, the loader has to change yet

another vector, the TEST STOP vector. This is

more of a diversion than an alternate route. You

make the vector point to a piece of code that

makes the border flash, before returning to

what the computer would have done normally

had you not changed that vector.

DON'T INTERRUPT!
The creme de la creme of loaders is the

interrupt loader. This loads the main program in

the 'background' while the computer is doing

something else. For instance, you could have a

countdown ticking away or music playing. The

equivalent to this would be when you are in

school doing some maths when you are really

thinking about the film you watched on televi-

sion last night, We'll have a look at these next

month when I'll also give you more details on

programming loaders

DO-IT-YOURSELF
If that all sounded a but like the plot to a horror

movie then never tear for the Power Pack is

here, check out AUTORUN and

FLASHLOAD - instructions for using

them are on the Tape Pages.



CARNAGE
Power Pack 33

Jack Turner has discov

a handy little feature to

little more fun to your racing

antics Simply pull down on

the joystick and press fire to

drop a mine on the track -

then sit back and watch your

opponents explode!

$1,000,000 GIVEA

Uncle Fester's looking a bit per.
ust be that carrot's toult.

.r•preoermrsioNlie

tu

A T A  Power  Pack 33

As you might have predicted, here's Richard

Beckett again with a veritable banquet of tips

for this delightful puzzler (and I didn't even

mention Tetris_. damn, that's blown it)

•  When the game becomes too fast for your

reactions, use the pause mode to work out

where to put the next piece.

•  If you're trying to complete four lines at

once, then leave a gap at the sides for The long

block (as opposed to the middle), as no other

shapes can fit in gaps that are 1 block wide

and more than 3 blocks deep,

•  Try not to complete a line if the shape you

use creates a gap surrounded by blocks

Instead try to use shapes that fit in the gap ' , "

perfectly.

•  When positioning a block, try to leave a gap

that can be filled by more than one shape,

unless the display at the top-left shows that the
next block will lit.

•  If your row of blocks becomes too high.

freeze the game with an Action Replay car-

tridge. press •T t o  edit the screen, then fill in

the gaps using any letter key. Restart the

game, and when the next block hits the top col-

umn the incomplete rows will vanish,

ACTION REPLAY POKES
here's a bumper portion of Action Replay

POKES for some of those classic Zeppelin

games courtesy of Warren 'WAZ' Pilkington.

To use the POKEs, freeze the game, press 'E'

to enter the pokes, and then restart the game

using •F3

010 TANKBUSTER

POKE 35307,165 - Infinite lives

WIN! wit"
%NAV. But not int

magazine. However, there is a
taShl Software voucher up for t
ing each and every month. Simply
bundle your best cheats, POKEs,
maps. tips, and solutions into an enve-
lope and post the whole lot to: Andy
Roberts' Gamebusters, Commodore
Format. 30 Monmouth Street, Bath, A
BAl2BW —

11091110PW 01011/1P1

l l
iirForommwspooppoir t

*-VuutAsqtrei

:

FRANKENSTEIN

802,165 POKE

65 - Infinite lives

TITANIC BLINKY

POKE 3201,173 - Infinite lives

BLUE BARON

POKE 6899,173 - Infinite lives

POKE 9243,173 - Infinite fuel

POKE 10893,0 -  Infinite hits

KICK BOX VIGILANTE

POKE 42995,0 - Infinite energy

BOO SQUAD

POKE 20530,173 - Infinite lives

POKE 28841,173 - Infinite time

1 3 , 1

KE 33921.165 - Infinite

time

POKE 34741,165 - Infinite

fear

THE ADDAMS FAMILY

Fiddlesticks! There were a couple of mistakes

in the solution in CF31, which Richard Beckett

has kindly pointed out, Cheers, Rich. Level 1!

After rescuing Pugsley, follow the solution until

it says R.  RESCUE LURCH'. This should read

•R, R, R, IN DOOR, R. RESCUE LURCH

Level 2: After rescuing Morticia, go A, R. IN

DOOR, D as instructed, then go IN DOOR, R,

A. A, A, U, R, IN DOOR. IN BOTTOM DOOR,

IN LEFT DOOR, and then continue from where

you were in the solution Level 3- Near The start

of the solution, when instructed to go left four

times, instead go left five times The point

where ii says •Ft, RESCUE THING should

actually read • R, DOOR, RESCUE THING

Richard also has a cunning cheat for this

freaky platformer. On the title screen, press

RESTORE instead of fire to load the first level.

When you start the game everything will be

twice as big. which makes jumping onto the

cauldrons much easie

Street at
five o'clock

a';" i n  the af ter.
' •  n o o n .  N o w  that 's

tough!

GAMES TIPS

1
Angry? Frustrate J?
Balding? In need of

some handy hints,
cheats and solutions?

Look no further, oh
troubled soul; Andy
Robert's got some
good news for you..

REGULARS
TIP OFF
The very best hints, cheats and solutions

sent in by you lot.

101 POKES
pokes, pokes and more pokes. Did we

nention the pokes?

3 3

3 7

SOS 3 8
The section of the magazine where we man-

age to look incredibly smarmy and you get

four specific gaming problems answered.

usroNuttiut 8t
POKERMAMA 4 0
istings, pokes and some creative spelling.

MAPS AND SOLIMONS
M E  SIMPSONS .. . .34
CARNAGE 3 6
11REET ROMER 2  4 1
LETHAL WEAPON  4 2
4X1POL WORLD 4 4

THE OTHER GAMES
BUSTED MIS ISSUE...
Features

Golden Axe

Licence to Kill

Midnight Resistance . .  39

M'oonwalker  3 8

Anghtbreed

NY SPY •   3 8

The Addams Family

Umpteen Zillion Pokes 3 7

Funnily enough I vms ..... .....

Saying to Maureen Just   3 7

The other day about how.- ......

Late our youngest, Julia, was 3 7

Staying Out since she met  3 9

at boy Terry. Nasty piece or work_ 3 8

.38

39

39

RMAT 36 September 1 9 9 3  •



S P 4 C t
LEVEL 2  T H E

SHOPPING MALL
Hats, hats, and more hats. Yep. the aim of

this level is to collect as many hats as pos-

sible to achieve your goal (some can be

collected, others have to be knocked from

girls. l i m i t
people's heads). Be sure to use the X-RAY

spectacles before jumping on anyone's

head — if they aren't a mutant Bart will
lose half a life.

FIRST FLOOR: As you progress through

this section, jump up on any litter bins to

re's

i y
e-.oberts

• w i t h  the  second

part  o f  his com-

ple te  solut ion.
This month Bar t 's

exploring the

many del ights o f

Springfield Shopping
Mall .  You  can

almost

hear

the

a Li seating sales

ing you already".

11141114111i'

•

reveal extra coins (which are only

useful on the next level). Walk under-

neath the bouncing hoops, past the

mutants, then under another set of hoops

until you reach a vast pit. To cross it the

easy way, stand on the second platform

and jump up three times to be carried

GAMES TIPS

1 41, •  •



ILA

across Continue under another set of

hoops, past the barber's poles (which

require meticulous jumping precision), and

quickly past another bunch of mutants. At

the end of the level you'll come face to

lace with Clyde. Stand on the litter bin to

avoid his bullets, knock the hat off his

intoonintosannittinownnewonsnoransillitmorx tem
1111111111I111111111,1111111111111111111111111111111R1111111111111111W151111,111
1111111111111/111.111111111111111111111111111111111111•1111111111111111111111111111111111t111
111111111111111111111t111111111111111111111111.111111111111,1W111111111W11.1111111,
1111I111111111161121111111111111111,111111111111,11111111,1rr triBRIIIII R I R  Ke l l

111111111111111111•011111/111PRICIFIESSIIIIIIIIIIIt 111111111111•1111111
1111111111111111111111,ry r  o ro tonanorar  r 11111111111•11 , •111
111/11-1111§8111111tairs s F I V I I I I I M I P O

, Irdr
•

411

..autoommos Jcir A t i m s o m i r m a i l i s o t a t a r  Atoolimm-—

head, the c k  onto the litter bin.

He'll chan t i o n  every time he fires a

bullet — when he does, move to the oppo-

site side of the screen. Then simply jump

on his head five times to progress to the

escalator (collect the hat on the way).

SECOND FLOOR: As before, don't forget

to jump up on litter bins to gain extra

coins. Jump over the two sets of walking

shoes (when they're still), past the next

two sets of yellow boots, then wait for a

couple of blokes to come out of the shop

— get their hats. Go right past another set

of walking shoes, then walk under the

next three shoes and collect the hat. Run

past the stomping shoe, then underneath

next three stomping boots. Now move

ever or under the springy shoes

it outside the shop for a few

hat-be c i t i z e n s  to come out. Now

move right past some more yellow shoes

and springy shoes. At the end of this sec-

tion comes the big shoe, and it's important

am the movement pattern before

emoting to dispose of it. Using a combi-

nation of short and long jumps, it moves

?to the centre of the screen, back to the

!right, then to the far-left and back to the

right again (it's quite easy to run under-

neath it). Knock the hat off the guy's

head, then jump on his head a further len

times to get rid of him for good.

THIRD FLOOR: Run right and wait by the
first mutant — a whole stream of hat-

wearers and mutants will appear. Go right

under the mutants, then jump over any

walking luggage (duck under the bouncing

luggage). The rabbits which pop out of the

hats are rather tricky to get past, so just

take a large leap over them when they

drop down into the hat. After another

stomping mutant comes another set of

rabbits — deal with them in the same way.

Once you've made your way past some

more luggage, you'll have to negotiate a

pit using only the magic wands to stand

on. Go right past more luggage, under the

bouncing wands, then continue right to the

end of the section. The magician lurks at

the end of this section, and is possibly the

trickiest. He'll appear from nowhere, and

the first stage is to knock the hat from his

head. Then, dodging his bullet, run to the

left/right of the screen and wait for him to

disappear. When tie re-appears, rush

quickly towards him and jump on his head

(then prepare to avoid his bullet again),

repeating this until he's dead.

FOURTH FLOOR: There aren't any

mutants to kill or avoid on this section —

simply run right to meet with the infamous

Mrs. Botz. This final opponent isn't that

difficult to dispose of. Mrs. Botz will follow

Bart and drop luggage down on him M o v e

aside to avoid the luggage, then jump on

top of it to send it hurtling back towards

her. You'll need to hit her ten times to fin-

ish the level, which is easier said

g i b

than done (er, if you know what I

mean).

NEXT MONTNIllok
It's showitimel Join us in CF37 w h e a l

Bart attempts to make his way

through the Krustyland Amusement

Park in one piece. It's an experience

not to be missed (probably).



3 6 GAMES TIPS

, ion, terrt•

Roberts has got

T R A C K  2  T I M E :  3.00 LAPS: 5

No real problems here

either. although the straights can get a lit-

tle cluttered with the other drrvers The 1/-

bend at the left of the screen can be a

problem when the cars are close together.
,, -

*-#:0,

•••

TIME: 3.00 LAPS: 7

The 'U bend is the maior prob-

lem here, especially when you increase

your top speed again (which is essential).

Dropping a mine or two is the only way to

keep the other cars away-

TIME: 3.00 LAPS: 7

This is the hardest of the

tracks: it's tricky to navigate. the oppo-

nents are even faster than before, and

there's no sale place to use a nitro boost.
Guess you'll just have to pray

TIME: 3.00 LAPS: 6

Similar to track 3, the

crossover points Offer great scope for

some spectacular crashes (usually

between the blue and red cars). These are

usually the best places to drop your mines.

4 • F T

TRACK 5

TIME: 3.00 LAPS: 7

The bend at the left is a night-

mare to negotiate, doe to the high speeds

of the other drivers. Increased turn speed is

a must. as well as a couple of mines. As

before, take care at the crossover.

TRACK 8

TRACK 6

T R A C K  1 T I M E - .  3.00 LAPS: 4
A nice. simple introduction to

the game. with only a handful Of fairly pain-

less bends I t  your car is damaged. you

can drive through the PITS with ease (use

the nitro at this point)

T R A C K  4  E :  3.00 LAPS: 7

track calls for a higher top

speed, plus a cool head to negotiate

the bends at the bottom. The straight at thetop can be

control at a  straight fine - lose
and you're

TRACK 7

El

"re

T R A C K  3  T I M E :  3.00 LAPS: 6

i l l , A  rather interesting track, asmore often than not there are frequent

crashes at the CroSSOVer point' II you

have a mine handy, drop it directly on ttv3
s to ronder the other cars.

USEFUL UPG
TURN SPEED - Not that useful on the first

Jew tracks, but must be upgraded in parall

with your cars top speed

HIGHER TOP SPEED - Essential if you're

going to complete the later tracks, turn speed

is vital if your reactions aren't up to much.

ACCELERATION - Again, not very useful on

the earlier tracks, but vital on the later ones

to get that all-important head start.

N r r R o s  - Only useful on the tracks that

dont have masses of tortuous bends to

avoid (check out the screenshots).

MINES - You can never buy too many of

these - they are simply invaluable, and

should be used to blow up the opposition at

every opportunity



How to use them...
To use these splendi forous pokes, s imply load

the game, f reeze 11 with the cartridge, press •E'

to enter the POKEs and then restart the game

using •F3',

ORION

POKE 3713.165 -  Lives

POKE 4600.165 S m a r t  Bombs

ItARNOV

POKE 32991,165 -  Lives

POKE 50103,165 -  Bombs

COUNT DUCKULA 2

POKE 11005,173 -  Ketchup

DOUBLE DRAGON

POKE 25299.173 -  Time

TUREOCHARGE (TAPE)
POKE 27504,0 -  Time

POKE 29751.96 -  Damage
POKE 29051,173

POKE 29170.173 -  Fuel

TURBOCHAGE (DISK)
POKE 26960,0 -  Time

POKE 29207,173 -  Damage
POKE 28507,173

POKE 28626.173 -  Fuel

BOMBER

POKE 5537.173 - l i v e s

NEIGHBOURS

POKE 11923,189

POKE 32856,173

POKE 12346,189 -  Freeze opponents

RENEGADE

POKE 38674,165

POKE 41114,165 -  Time

DEAD ZONE

POKE 6776.173 L i v e s

ROUND THE BEND

POKE 45443_165 -  Time

POKE 39517.255 -  Easy Psycho level

THE SIMPSONS

Infinite time

POKE 6352,0 -  Level 1

POKE 9257,0 -  Level 2

POKE 9425,0 -  Level 3

POKE 9465,0 -  Level 4

Infinite lives...

POKE 3270,173 -  Level 1

Simpson
Struts his stuff.

rye always said th
You don't have 4 1
enough lives in
Smash
TV.

POKE 3120,173 -  Level 2

POKE 3119,173 -  Level 3

POKE 3137,173 -  Level 4

PRINCE CLUMSY

POKE 13428.173 -  Lives

IMPOSSAMOLE

POKE 5948,173 - Energy

POKE 22281.173 -  Super

Weapons

PACLAND

POKE 5711,165 -  Mega jump

DRAGON BREED

Infinite lives...

POKE 28351,173 -  Level 1

POKE 28021_173 -  Level 2

POKE 28091,173 -  Level 3

POKE 28060.173 -  Level 4

POKE 27931,173 -  Level 5

POKE 27980,173 -  Level 6

ALTERED BEAST

POKE 19660,0 L i v e s

TIME MACHINE

POKE 31616,173 -  Lives

OLLJ &  LISSA 3

POKE :39562,165

POKE 43396,165 -  Lives

POKE 39367,165 -  Time

POKE 42186.165 -  Potions

BOIADERDASN 4

POKE 27716173 L i v e s

COMBAT SCHOOL

POKE 236,224 -  Stop timer

POKE 236,0 -  Restart timer

COBRA

POKE 13514,173 -  Lives

SMASH TV

POKE 41987.165 -  Lives

POKE 44755.165 -  Weapons
POKE 4196i ,165 -

ROLLIN'

'JOKE 12365 173 -  Jumps

BATMAN THE MOVIE

You've got an

Action Replay

cartridge,

you've got  a

s tack  of  games

and as i f  by

magic,  we 've

got a stonking
great  bunch of

POKEs for

them.

Double trouble for
Double Dragon.

CREATURES

Infinite lives

POKE 33734,173 -  Torture screen 1

POKE 33952.173 -  Torture screen 2

POKE 33505.173 To r t u r e  screen 3

Infinite
credits for
James Pond 2.

r

• -a, anw

J J

POKE 4739,173 -  Lives

POKE 4933,173 -  Time

POKE 4679_173

POKE 63757,96 -  Invincibility

RENEGADE 3

POKE 50821,173 -  Energy

HARD DRIVIN'

POKE 45712,173 -  Ofiraod time

POKE 43810,173 -  Onroad time

POKE 45385,173 -  Slop lap time

JAMES POND ROBOCOD

POKE 2930,173 -  Credits

TUSKER

Infinite lives

POKE 35016.173 -  Level 1

POKE 36875.173 -  Level 2

POKE 64670.173 -  Level 3

POKE 40687,165 -  Water

CREATURES 2

POKE 35424,255 -  Stop fillies

ADDAMS FAMILY

POKE 11603.1;3 -  Credits

POKE 12545,173 -  Lives

10

POKE 25117,173 -  Lives

POKE 27018,169 -

SPELLBOUND

POKE 5145,173 -  Strength

UNTOUCHABLES

Infinite time_..

POKE 43056,173 -  Level 1

POKE 40145,173 -  Level 2

POKE 38440.173 -  Level 3

POKE 38180,173 -  Level 6

Infinite bullets...

POKE 38028,173 -  Level 3

POKE 37954,173 -  Level 6

HEROES OF THE LANCE

POKE 6833,185 -  Energy

BLUES BROTHERS

POKE 11350 189 -  Lives

POKE 48270.189

POKE 11341,189 -Energy

CONTINENTAL CIRCUS

POKE 32893.173 -  Continues

BEYOND THE ICE PALACE

POKE 5918.173

POKE 19123,173 -  Lives

POKE 16250,173 -  Spirits

ROILING THUNDER

POKE 41666.173 -  Bullets

POKE 41603,173 -  MG Bullets

OVERLANDER

POKE 6337.173 - Fuel

SABOTEUR 2

POKE 50024.165 -  Energy

POKE 21821.189 -  Freeze baddies

WONDERBOY

POKE 11760.165

POKE 62379.165

POKE 62401,165

POKE 62728.165 -  Vitality

ROAD BLASTERS

POKE 10966.165 F u e l

Stop time in
Renegade wi th

this tab AR poke.

r'n a n

iortarnecit.;:itbh ttl_less 2.o
owl c r e a t t u
poha

Got Gomez
stuck in a rut?

Try giving him a
poke.

C H I E R S I

Many thanks to Richard

Beckett, Martin Pugh,

and Warren Pilkington for

their simply beautiful

contributions.
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SLY S P Y
Ocean/Hi t  Squad

Whole stacks of people are struggl ing with

this one, and, as luck would

have it, here are the l ist ings for both cas-

sette and disk users. Type  them in ( in the

usual manner) for infinite credits.  Help and

chocolates buns requested by: Daniel

Sheikan & Andrew Willmott, S te  Rees.

Peter Spurgern, Gary McCready.  Russel l

Grey. M. Ghafoor,  Gavin Gunn, Stuart

McDonald. Michael Glynn, Clark Wilson,

Stuart Glassenbury,  J. Scarlett .  Andrew

Mason, Y.  Ahmed,  Michael  Walsh.  Mart in

McMahon, Hanif  Mayat, David Fol lows,

Kevin Davies, Anne Watson, David Farmer.

Allan Price, David Proudock, and Gareth

Williams.

0 REM SLY SPY CHEAT BY WAZ

1 FOR X=384 TO  420:READ Y:C=C4-Y:POKE

X,Y:NEXT

2 I F  C<>3651 THEN PRINT *DATA ERROR E N D

3 POKE 157,128:SYS 384

4 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 1 4 4 , 1 4 1 , 2 4 9 , 0 0 3

5 DATA 1 6 9 , 0 0 1 , 1 4 1 , 2 5 0 , 0 5 3 , 0 7 6 , 1 6 7 , 0 0 2

6 DATA 1 6 9 , 1 5 7 , 1 4 1 , 1 2 8 , 0 0 4 , 1 6 9 , 0 0 1 , 1 4 1

7 DATA 1 2 9 , 0 0 4 , 0 7 6 , 0 0 7 , 0 0 4 , 1 6 9 , 0 2 5 , 1 4 1

8 DATA 1 7 5 , 0 0 8 , 0 1 6 , 0 4 1 , 0 0 8

0 REM SLY SPY DISK CHEAT BY WAZ

1 FOR X=52992 TO 53081:READ Y:C=C4Y:POKE

X,Y:NEXT

2 : F  C<>10058 THEN PRINT 'DATA

ERROR":END

3 PRINT CHRS:147 ; " INSERT DISK E. PRESS A

4 POKE 198 ,0 :WAIT I 9 8 , 1 : 5 7 5  52992

:0 DATA 1 6 9 , 0 0 0 , 0 3 2 , 1 4 4 , 2 5 5 , 1 6 9 , 1 4 7 , 0 3 2

11 DATA 2 1 0 , 2 5 5 , 1 6 9 , 0 0 1 , 1 6 8 , 1 6 2 , 0 0 8 , 0 3 2

12 DATA 1 8 6 , 2 5 5 , 1 6 9 , 0 0 6 4 6 2 , 0 8 . 4 , 1 6 0 , 2 0 7

13 DATA 0 3 2 , 1 8 9 , 2 5 5 , 1 6 9 , 0 0 0 , 0 3 2 , 2 1 3 , 2 5 5

14 DATA 1 6 9 , 0 4 5 , 1 4 1 , 0 2 0 , 0 6 4 , 1 6 9 , 2 0 7 , 1 4 1

15 DATA 0 2 1 , 0 6 4 , 0 7 6 , 0 0 0 , 0 6 4 , 1 6 9 , 0 3 2 , 1 4 1

16 DATA 0 6 8 , 0 0 7 , 1 6 9 , 0 6 3 , 1 4 1 , 0 6 9 , 0 0 7 , 1 6 9

17 DATA 207 ,141 ,070 ,001 ,076 ,007 ,004 ,07 :7 !

18 DATA 1 7 3 , 1 7 5 , 0 0 8 , 2 0 1 , 0 0 2 , 2 0 8 , 0 0 5 , 1 6 9

19 DATA 0 2 5 , 1 4 1 , 1 7 5 , 0 0 8 , 1 0 4 , 2 3 8 , 0 3 2 , 2 0 8

20 DATA 2 3 8 , 0 3 2 , 2 0 8 , 0 9 6 , 0 8 9 , 0 7 9 , 0 8 3 , 0 8 3

21 DATA 0 6 9 , 0 8 2

•  COMMODORE MOONWALK 3 6  September

GOLDEN A X E
i r g in /Tron ix

Hack, s lash, sl ice, and carve your way

through the game with ease by using this

infinite l ives l isting. And  if  you'd l ike to skip

the current level, press RUN/STOP fol-

lowed by the '; '  or  ' : '  keys. Help requested

by: Michael  M a s h .  C. Matthews, Alan &

Paul, Bi l ly Davies, S. L.  Matthews, Kieran

Rigney, P.  Drummond, Jamie Dodge, Ros

McNally, Ian Conway,  Alan Beach, and

John James Bedrock.

"I say, your rep-
•. t i l e ' s  just puked
• a l l  over my new

winkleplckers.
W O . "

0 REM GOLDEN AXE CHEA_ M  PUGH

567:READ Y:CC4Y:POKE1 FOR X=525 TO

X,Y:NEXT

2 I F  C<>4344 THEN PRINT D ATA  ERROR":END

3 POKE 157,128:SYS 5 2 5

4 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 2 4 , 1 4 1 , 0 8 6 , 0 0 9

5 DATA 1 6 9 , 0 7 8 , 1 4 1 , 0 8 8 , 0 0 9 , 0 7 6 , 0 1 6 , 0 0 8

6 DATA 0 7 2 , 0 7 7 , 0 8 0 , 1 6 9 , 0 3 2 , 1 4 1 , 0 4 5 4 2 9

7 DATA 1 6 9 , 0 4 7 4 4 1 , 0 4 6 , 1 2 9 , 1 6 9 , 0 0 2 4 4 1

8 DATA 0 4 7 , 1 2 9 , 2 3 8 , 0 3 2 , 2 0 8 , 1 6 9 , 1 7 3 , 1 4 1

9 DA1A 0 9 4 , 0 5 : , 0 9 6

Say hello to
the cactus
brothers,
stars of
screen, stage
and scrub-
land.

1 9 9 3

We've had such a good

response to last
month's SOS Special
that we've decided to

give you some more,

more, more. Get cheatin'...

You'd Jump
pretty high
too if you
sat on a

spike that
big.

1 , 1 4 , w o m o s o o : , : m a a m o s l o o t i l k . 4 4 1 0 0 - ,

d . 4 ,  ,

TICE AlL10110040LARS FAMILY
Ocean/Hi t  Squad

I've been warned not to ment ion anything

creepy, ooky,  spooky or otherwise.

Instead, j u s t  mention that Matthew

Castie, Lee Eyre, Joel  Malone, Ang ie

Churm, Simon Burnley,  Mart in McMahon,

S. Canis, Abigai l  Cubit t ,  Claire Wil l iams,

Nick Barrett, David Ingham, D. Dunn,

Andrew Downes, and Wil l iam Spence

wrote in for  a cheat - so here's one that

offers infinite l ives and credits.

0 REM ADDAMS FAMILY CHEAT BY WAI

1 FOR X=271 TO 327:READ Y:C..C4-Y:POKE

X,Y:NEXT

2 I F  C<>5919 THEN PRINT *DATA ERROR" TEND

3 INPUT ' I N F I N I T E  LIVES Y /14 " ;AS : IF

AS="N" THEN POKE 3 1 4 , 2 0 6

4 INPUT " I N F I N I T E  CREDITS Y / N " ; B $ : I F

B8="N" THEN POKE 3 1 9 , 2 0 6

5 POKE 157,128:SYS 271

10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 3 2 , 1 4 1 , 0 8 4 , 0 0 3

11 DATA 1 6 9 , 0 0 1 , 1 4 1 , 0 8 6 , 0 0 3 , 0 9 6 , 0 8 7 , 0 6 5

12 DATA 0 9 0 , 0 7 2 , 1 6 9 , 0 3 2 , 1 4 1 , 1 2 1 , 0 0 5 , 1 6 3

13 DATA 0 5 3 , 1 4 1 , 1 2 2 , 0 0 5 , 1 6 9 , 0 0 1 , 1 4 1 , 1 2 3

14 DATA 0 0 5 , 1 0 4 , 1 7 3 , 0 3 2 , 2 0 8 , 0 9 6 , 0 7 2 , 2 3 8

15 DATA 0 3 2 , 2 0 8 , 1 6 9 4 7 3 , 1 4 1 , 0 0 1 , 0 4 9 , 1 6 9

16 DATA 1 7 3 , 1 4 1 , 0 8 3 , 0 4 5 4 0 4 4 7 3 , 0 3 2 , 2 0 8

17 DATA 096

M O O N  WALKER
US GOLD/K ixx

Here's a rather nifty l isting POKE

which al lows you to skip any (or

all) of the f irst three levels,

requested by David Clothieo,

Jonathan Rennie, Chr is F. ,  Adam

Davis, Barry Paterson, Michael

Jones, Nei l  Hotel, Jonathan

Monks, and Wayne Fanteuzzi.

0 REM MOONWALKER CHEAT BY WA?

1 FOR X-384  TO 438:READ

- C * Y: P O K E  X,Y:NEXT

,HR X . 2 7 2  TO 214:READ



Y:C.C4-Y:POKE X,Y:NEXT

3 I F  C<>12091 THEN PRINT D ATA

ERROR":END

4 INPUT " S K I P  LEVEL 1  Y / N " ; A S

5 I F  AS="N T H E N  POKE 414,32:POKE

419,0;POKE 424 ,128

6 INPUT ' S K I P  LEVEL 2  Y i N " ; 8 $

7 I F  BS="N" THEN POKE 273,32:POKE

278,0:POKE 2 8 3 , 1 2 8

8 INPUT " S K I P  LEVEL 3  W W ; C S

9 I F  CS="14" THEN POKE 288,32:POKE

293,172:POKE 2 9 8 , 9

10 POKE 157,128:SYS 384

10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 1 6 8 , 1 4 1 , 2 0 8 , 0 0 8

11 DATA 1 6 9 , 0 5 7 , 1 4 1 , 2 0 9 , 0 0 8 , 0 7 6 , 0 1 6 , 0 0 8

12 DATA 1 6 9 , / 5 7 , 1 4 1 , 0 1 6 , 2 0 7 , 1 6 9 , 0 0 1 , 1 4 1

13 DATA 0 1 7 , 2 0 7 , 0 7 6 , 0 0 0 , 2 0 7 , 1 6 9 , 0 7 6 , 1 4 1

14 DATA 0 5 2 , 1 9 8 , 1 6 9 , 0 6 3 , 1 4 1 , 0 5 3 , 1 9 8 , 1 6 9

15 DATA 1 9 8 , 1 4 1 , 0 5 4 , 1 9 8 , 0 7 6 , 0 1 6 , 0 0 1 , 1 6 9

16 DATA 0 9 9 , 1 4 1 , 0 0 0 , 1 9 2 , 0 7 6 , 0 0 0 , 1 2 8 , 1 t

17 DATA 0 7 6 , 1 4 1 , 0 6 8 , 1 9 8 , 1 6 9 , 0 7 9 , 1 4 1 , 0 6 9

18 DATA 1 9 8 , 1 6 9 , 1 9 8 , 1 4 1 , 0 7 0 , 1 9 8 , 1 6 9 , 0 7 6

19 DATA 1 4 1 , 0 8 4 , 1 9 8 , 1 6 9 , 0 9 5 , 1 4 1 , 0 8 5 , 1 9 8

20 DATA 1 6 9 , 1 9 8 , 1 4 1 , 0 8 6 , 1 9 8 , 1 6 9 , 1 7 5 , 1 4 1

21 DATA 1 0 1 , 1 9 8 , 1 6 9 , 0 0 1 , 1 4 1 , 1 0 2 , 1 9 8 , 0 7 6

22 DATA 0 2 3 , 1 9 8

NIGHTBREED
Ocean/Hit Squad

To tackle the inhabitants of Midian without

tear of death, type in the fol lowing l isting,

SAVE it  for any future use, then RUN i t  for

infinite l ives. Help requested by: Adam

Duffy, Kane McNaughton, Andrew

Hughes, Russel l  Gray,  !an Davis,  Brad

Langford, James Denuir,  Gary  McCready,

John Brooks, Gavin Gunn, Neil

Woodhouse. Matthew Sampson, Chris

Jones, Stephen Garrett, Gary Belcher,

Ged Ayres, Luke Fowler,  J. Scar lett,

Russell Greig, Kevin Davies, and David
Farmer.

0 REM N1GHTBREED CHEAT BY M PUGH

1 FOR X=272 TO 351:READ Y:Cre+Y:POKE

X,Y:NEXT

2 I F  C<>8584 THEN PRINT D ATA

ERROR ' END

3 POKE 1 5 7 , 1 2 8 : 5 1 5  272

10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 3 3 , 1 4 1 , 2 1 7 , 0 0 2

11 DATA 1 6 9 , 0 0 1 , 1 4 1 , 2 1 8 , 0 0 2 , 0 9 6 , 0 7 2 , 0 7 7

12 DATA 0 8 0 , 1 6 9 , 0 3 2 , 1 4 1 , 0 1 9 , 0 0 9 , 1 6 9 , 0 5 1

13 DATA 1 4 1 , 0 2 0 , 0 0 9 , 1 6 9 , 0 0 1 , 1 4 1 , 0 2 1 , 0 0 9

14 DATA 0 7 6 , 0 0 0 , 0 0 8 , 1 4 1 , 0 3 2 , 2 0 8 , 1 6 2 , 1 7 3

15 DATA 1 7 3 , 1 4 4 , 0 6 5 , 2 0 1 , 2 0 6 , 2 0 8 , 0 0 6 , 1 4 2

16 DATA 1 3 0 , 0 6 5 , 1 4 2 , 1 4 4 , 0 6 5 , 1 7 3 , 1 0 0 , 0 6 6

17 DATA 2 0 1 , 2 0 6 , 2 0 8 , 0 0 6 , 1 4 2 , 0 8 6 , 0 6 6 , 1 4 2

18 DATA 1 0 0 , 0 6 6 , 1 7 3 , 0 1 0 , 0 6 8 , 2 0 1 , 2 0 6 , 2 0 8

10 DATA 0 0 6 , 1 4 2 , 2 5 7 , 1 4 2 , 0 1 0 , 0 6 8 , 0 9 6

CREATURES -  D I S K
Thalamus

Yikes! This ENORMOUS list ing offers a

whole host of goodies for the disk version

of this classic, including inf inite l ives, inf i -

nite sheilds, invincibi l i ty,  p lus tree

information and weapons. And  the poor

suckers who have to type in this monster

are Roland Hyatt, Murray Nutlet!, Darren

Hutcheson, S. Smith, and Peter Weir.  Er.

good luck chaps.

The wate r  in that  cave doesn't  look as it i t

would p a s s  the EEC's blue flag tes t .

0 REM CREATURES DISK CHEAT BY WAZ

1 FOR X=50432 TO 50655:READ

Y:C-C*Y:POKE X,Y:NEXT

2 I F  C<>27492 THEN PRINT "DATA

ERROR":END

3 INPUT " I N F I N I T E  SHIELDS Y i N " ; A $ : I F

AS...."N" THEN POKE 50520 ,206

4 INPUT " I N V I N C I B I L I T Y  Y i N " : A S : I F

AS="N" THEN POKE 50525 ,173

5 INPUT 'FREE WEAPONS Y/14":AS

6 I F  AS="N" THEN FOR X=50588 TO

50599:POKE X,234:NEXT

7 PRINT CHRS(147) " INSERT DISK E. PRESS

A KEY'

8 POKE 198 ,0 :WAIT 1 9 8 , I : S Y S  50432

10 DATA 1 6 9 , 0 0 1 , 1 6 8 , 1 6 2 , 0 0 8 , 0 3 2 , 1 8 6 , 2 5 5

11 DATA 1 6 9 , 0 0 1 , 1 6 2 , 2 2 3 , 1 6 0 , 1 9 7 , 0 3 2 , 1 8 9

12 DATA 2 5 5 , 1 6 9 , 0 0 0 , 1 3 3 , 0 1 0 , 0 3 2 , 2 1 3 , 2 5 5

13 DATA 1 6 9 , 0 4 0 , 1 4 1 , 0 4 3 , 1 9 5 , 1 6 9 , 1 9 7 , 1 4 1

14 DATA 044,195,076,064,194,087,065,090

DATA 1 6 9 , 0 5 3 , 1 4 1 , 2 5 3 , 0 4 4 , 1 6 9 , 1 9 7 , 1 4 1

16 DATA 2 5 4 , 0 4 4 , 0 7 6 , 1 9 0 , 1 9 7 , 1 6 9 , 0 7 6 , 1 4 1

17 DATA 1 9 1 , 0 2 0 , 1 4 1 , 0 3 1 , 1 2 9 , 1 6 9 , 1 9 8 , 1 4 1

18 DATA 1 9 2 , 0 2 0 , 1 6 9 , 0 2 0 , 1 4 1 , 1 9 3 , 0 2 0 , 1 6 9

29 DATA 064,141,093,118,169,001.141,094

20 DATA 11 8 , 1 4 1 , 0 9 7 , 11 8 , 1 4 1 , 0 3 5 , 1 2 9 , 1 6 9

21 DATA 1 7 3 , 1 4 1 , 1 5 1 , 1 0 0 , 1 6 9 , 0 9 6 , 1 4 1 , 2 3 6

22 DATA 060,169,097,141,096,118,169,117

23 DATA 1 4 1 , 0 3 4 , 1 2 9 , 1 6 2 , 0 0 0 , 1 8 9 , 1 2 3 , 1 9 7

24 DATA 1 5 7 , 0 6 4 , 0 0 1 , 2 3 2 , 2 2 4 , 0 6 7 , 2 0 8 , 2 4 5

25 DATA 0 7 6 , 1 4 4 , 0 0 1 , 1 7 1 , 1 6 2 , 0 1 8 , 2 0 1 , 0 0 3

26 DATA 208,005,169,173,141,198,131,201

27 DATA 006,208,005,169,173,141,160,132

28 DATA 201,009,208,005,169,173,141,225

29 DATA 130,076,081,128,262,000,169,000

30 DATA :57,097,234,232,224,027,208,248

31 DATA 1 6 9 , 1 7 3 , 1 4 1 , 1 6 0 , 0 2 8 , 0 7 6 , 0 0 0 , 2 2 9

32 DATA 1 4 1 , 0 8 1 , 2 0 1 , 1 6 9 , 1 7 3 , 1 4 1 , 1 6 0 , 0 2 8

33 DATA 1 4 1 , 11 0 , 2 3 1 , 0 7 6 , 0 3 6 , 2 0 1 , 1 6 2 , 0 0 0

34 DATA 189,206,197,157,094,153,232,224

35 DATA 0 1 8 , 2 0 8 , 2 4 5 , 0 7 6 , 2 3 7 , 0 4 2 , 0 0 8 , 0 0 1

36 DATA 0 0 3 , 0 11 , 0 0 5 , 0 0 4 , 0 3 2 , 0 0 2 , 0 2 5 , 0 3 2

37 DATA 0 2 3 , 0 0 1 , 0 2 6 , 0 3 2 , 0 4 9 , 0 5 7 , 0 5 7 , 0 5 0

GAMES TIPS 3 9

M I D N I G H T

RESISTANCE
Yet another game causing more than i ts

fair share of anguish and hair  plucking

incidents. I f  the cheat mode (typing

SIAMESE on the high score table) isn' t

enough to satisfy you, we've provided this

cassette l ist ing for infinite l ives, keys, and

weapons. Help requested by: Mark

Whelan, M. Davies,  Mart in Smith, Nei l

Mullis, Simon Brown, Daniel  & Ruair i

Drayne. Robert  Hickley, David Farmer,

David Smith, Gary  Belcher, R. Whitworth,
Robert Christie. Helen

Williams, Padraig Dowds, Michael  Walsh,

Christopher Hughes, Andrew Mason.

Martin McMahon, Kevin Davies, Cohn

PurseII, Anne  Watson. J. Button, A l lan

Price, and David Proudock,

0 REM MIDNIGHT CHEAT BY WAZ

1 FOR X=380 TO 446:READ Y:C=C-1-Y:POKE

X,Y:NEXT

2 I F  C<>7656 THEN PRINT "DATA

ERROR":END

3 POKE 157 ,128 :PRINT CHRS(147):51S380

10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 3 2 , 1 4 1 , 0 8 4 , 0 0 3

11 DATA 1 6 9 , 1 4 8 , 1 4 1 , 0 8 5 , 0 0 3 , 1 6 9 , 0 0 1 , 1 4 1

12 DATA 0 8 6 , 0 0 3 , 0 9 6 , 0 2 3 , 0 0 1 , 0 2 6 , 0 7 2 , 1 6 9

13 DATA 0 0 0 , 1 4 1 , 2 5 3 , 0 1 9 , 1 4 1 , 2 1 5 , 0 1 9 , 1 6 9

14 DATA 2 3 4 , 1 4 1 , 2 2 8 , 1 8 1 , 1 4 1 , 2 2 9 , 1 8 1 , 1 4 1

15 DATA 2 3 0 , 1 8 1 , 1 6 9 , 1 7 3 , 1 4 1 , 0 6 0 , 0 4 0 , 1 6 9

16 DATA 0 8 7 , 1 4 1 , 0 9 6 , 0 1 0 , 1 6 9 , 0 6 5 , 1 4 1 , 0 9 7

17 DATA010, 169,090,141,098,

010,104,173 1 8  DATA

032,208,096

COMMODORE REFORMAT 3 6  September 1 9 9 3

Tw o  ramralders develop a n e w  ladder and

tank approach to increased shop securi ty.—  — _

SIX  STEPS T o
UNRIVALLED

PLEASURE
1, Get hold of a postcard or sealed

envelope.

2. Jot down the game(s) you're stuck on

:including the publisher).

3  Specify the type of cheat you'd prefer.

4 .  Include your name & address.

5.  Stick a stamp on the front and post it

to; SOS, Commodore Format, 30

Monmouth Street, Bath, Avon, BA1 2BW.

6  H a v e  a party (with lots of jelly).

•



4 0  G A M E S  TIPS

I t  was  those poptast ic  rockers Queen who

sang, "Who wants  to live forever?" Those poor

souls stuck on Shel lshock might  just have an

answer  for Brian May  and Co. Read  on, oh

inadequate garners...

PUNCH &  JUDY Alternative
Not a bad little jaunt (as the Gamesmaster

might say), so if you bought the game and

would like to stop the tide, try this listing POKE

pronto.

0 REM PUNCH & JUDY CHEAT BY WAZ

1 FOR X=269 TO 304:READ Y:C=C+Y:POKE

X,Y:NEXT

2 IF C<>4342 THEN PRINT D ATA

ERROR":END

3 POKE 157,128:SYS 269

4 DATA 032.086245,169,032.141,240,003

5 DATA 169.001.141,242,003,076,174,002

6 DATA 087,065,090,238,032.208,238,032

7 DATA 208.169.000.141236.008,169,173

8 DATA 141,247,008.96

DANGERMOUSE IN
DOUBLE TROUBLE Alternative
Undoubtedly the finest cartoon duo since...

erm... Pugwash and Cut-throat Jake (probably).

If you fancy a little more time to defeat Baron

Greenback, here's a listing that does precisely

that.

0 REM DANGERMOUSE CHEAT BY WAZ

1 FOR X=268 TO 293:READ Y:C=C+YPOKE

X,Y:NEXT

2 IF C<>2369 THEN PRINT "DATA

ERROIT.END

3 POKE 157,128:SYS 268

4 DATA 032,044,247,056,169,032,141,224

5 DATA 003,169,001,141,226.003.076.081

6 DATA 003,087,065,090,169,000,141,048

7 DATA 025.096

GAME OVER 2 -
P A R T  1  Al ternat ive

Here s a rather smart listing POKE for the first

part of this mammoth game. Simply enter it in

the usual manner for nothing shorter than a

googleplex of lives (I think he means a lot E d ) .

0 REM GAME OVER 2 1 CHEAT BY WAZ

1 FOR X=268 TO 299:READ Y:C=C-4-Y:POKE

X,Y:NEXT

2 IF C<>3662 THEN PRINT "DATA

ERROR": END

3 POKE 157,128:SYS 268

•  COMPENDIOUS FORMAT September 1 9 9 3

dittlittElyt
SNACKMAPI
How about infinite lives for this rather playable

Pacman variant? No problem, just type in the

following listing carefully, then RUN it.
0 REM SNACKMAN CHEAT BY M PUGH

1 FOR X=516 TO 551 :READ Y:C=C-1-YROKE

X,Y:NEXT

2 IF C<>3544 THEN PRINT "DATA

ERROR":END

3 POKE 157,128:SYS 516

4 DATA 032,086,245,169,019,141,207,003

5 DATA 206,208,003,096,072,077,080,169

6 DATA 032,141,013,010,169,002,141,014

7 DATA 010,076,230,003,169,234,141,218

8 DATA 020,076,024,008

SHELLSMICK
Prepare for complete carnage with this mighty

fine listing for infinite lives, ammunition,

grenades, bombs and invincibility.
0 REM SHELLSHOCK CHEAT BY M PUGH

1 FOR X=516 TO 560:READ Y:C=O+Y;POKE

X,Y:NEXT

2 IF C<>4774 THEN PRINT 'DATA

ERROR".END

3 INPUT“INFINITE LIVES YiN";AS:IF AS.--"Y"

THEN POKE 541,141

4 INPUrINFINITE AMMO YiN":BS:IFEIS="Y"

THEN POKE 550,206

5 INPUTINFINITE GRENADES Y/N";CS:IF

CS="Y" THEN POKE 544,141

6 INPUTINFINITE BOMBS Y/14";13:IF DS="Y"

THEN POKE 547,141

7 INPUTINVINCIBILITY Y/N*;ES:IF ES="Y"

THEN POKE 555,141

8 POKE 157,128:SYS 516

10 DATA 032,086,245,169,019,141,207,003

11 DATA 206,208,003,096,072,077,080,169

12 DATA 002,141,014,010,076,230,003,169

13 DATA 173,174,044,052,174,004,067,174

14 DATA 194,055,173,156,046,169,096,173

15 DATA 230,051,076,027,008

M A C
I always thought " 4 : 1 1 1 1 1 1 4 , - ,

iot M a k
Arac was some- W i t  ,

en 1 Ara,.
thing to hang your era/3 ex,

ties on, but M a k e s  7 1 7 :  i t t y l
M i l l  find w

rumours suggest — S e t a  i t 4 4 , 9 r a ,

It's a tricky little I

arcade adventure - which is why

you'd better use this listing for infinite energy
and infinite time,

0 REM ARAC CHEAT BY MARTIN PUGH

1 FOR X=516 TO 561:READ Y:O=C+Y:POKE

X,Y:NEXT

2 IF C<>5298 THEN PRINT "DATA

ERROR": END

3 POKE 157,128:SYS 516

4 DATA 032,086,245,169,019,141,207,003

5 DATA 206,208,003,096,072,077,080,169

6 DATA 032,141,025,010,169,002,141,026

7 DATA 010,076,230,003,169,057,141,222

8 DATA 149,169,133,141,223,149,169,252

9 DATA 141.224.149,076,048,008

4 DATA 032,044,247,056.169,032,141.219

5 DATA 003,169,001,141,221,003,076.081

6 DATA 003.087.065,090.072,169,173.141

7 DATA 199,116,104,234,238,032,208,096

GAME OVER 2  -
P A R T  2  Alternative

And for part two we have this intricately crafted

listing for, as you might have succesfully

predicted. infinite lives.

0 REM GAME OVER 2.2 CHEAT BY WAZ

1 FOR X=268 TO 299:READ Y:C=C+Y:POKE

X,Y:NEXT

2 IF C<>3657 THEN PRINT "DATA

ERROR":END

3 POKE 157,128:SYS 268

4 DATA 032.044,247,056,169,032,141,219

5 DATA 003,169.001.141.221,003,076.081

6 DATA 003.087.065,090.072,169,173,141

7 DATA 183,127,104234238,032,208,096

F R I G H T M I L R E  Alternative

To say goodbye to ghouls, ghosts, and things

that go 'bump' in the night, simply type in this

listing. SAVE it, then RUN it for infinite lives.

0 REM FRIGHTMARE CHEAT BY WAZ

1 FOR X=272 TO 311:READ Y:C=C+Y:POKE

X,Y:NEXT

2 IF C<>3461 THEN PRINT "DATA

ERROR":END

3 POKE 157,128:SYS 272

4 DATA 032,086,245,169,032,141,184,002

5 DATA 169,001,141,185,002,076,167,002

6 DATA 169,048,141,005.009,169.001,141

7 DATA 006,009.076,016.008,087,065,090

8 DATA 169,173,141,079.085,076.000,064



Welcome to the Dojo o

shonourable fight-fans.
We're here to learn more

about Street Fighter 2. This

month Ken, Ryu and Chun-Li hit

the crash mats and look a bit bewik

It's the game that took the world by storm and

then gave it a good kicking, Street Fighter 2's

been responsible for more fights both on and off

the screen than any other game since the

Generation Game and now were going to tell

you how to play it better. This month the first

three characters: Ken, Ryu and Chun—Li

KEN at RV,/
As these two were old drinking
buddies back in their

training days, they've

both got the same L A Y E R  1
ZANGIEF

set of moves. Ken *

is more liable to

rage than Ryu

though, so while
he'll tend to

wade in and kick

bottoms, Ryu will

wait for the right
moment to attack.

Unlike some of the other

characters, the best method

of fighting with these two

pajama—clad warriors is with a special move

combination combined with a couple of other

techniques.

Obviously these fighter's best move is the

fireball, a move which is well worth mastering.

The secret to getting this move right is precision

timing. Move the joystick in as fluid a motion as

you can; pause too long between directions and

they'll just jump in the air rather than dispatch-

ing a missile_ Once you've mastered the

technique, try letting a fireball loose and then

doing a flying kick into the opponent just before
it makes contact.

Don't use the fireball when you're ck)se to

your opponent: i t  takes a while to do the move

4 3  your enemy can quickly walk in and
REET FIGHTER whack you one. Instead, ck) aI ,

backward somersault, do

Dhalsim pulls a funky
, m e s e  on

Shame
about the hasten..

1 1 1 1 1

PLAYER
ANAL S Ill

the fireball and

then jump back

into the fray.

Timing when to

use your fireball is

crucial because few

ves sap energy as

Ken and Ryu's other main

move is the Hurricane kick which is

invoked by saying

"Tatsu—Maki—Sen—Pu—Kyaku"
The hurricane which this cre-

ates can easily stun any of
opponents. The controls for th

one are the exact opposite of

the fireball so once you've mas-

tered that you should get the gist._

1-7777777-
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The perfect moment to use the move is when

you've just fireballed your opponent and they're
stuck in the comer.

The dragon punch is one of the most pow-

erful moves in SF2. Ken and Ryu do this move

by crouching down and then pushing quickly up
with the fire button_ You have to make sure that

you opponent is close before trying this one

though, as it makes you vulnerable to attack on

the way down

Some of the best combinations work by
using seemingly weak moves in combination

with special moves. Try doing a flying kick, fol-

lowed by a small kick and then straight into a

dragon punch. If your opponent goes into a

special move, take the opportunity to quickly nip
over and do a low leg kick.

1

STREET FIGHTER
1(0

Chun-LI
seems

ha
become

affixed to

that t ; t 5 • S i n i laeroplane
by her

Bummer.

STAY FROSTY
That's your lot, stay frosty, practice your

throws and remember to chuck a good solid

tantrum everytime you lose. Next month we

discuss Guile, Blanka and king tattle,

Edmond Honda. Sayonara
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Here 's  A n d y  Rober ts  w i t h  t h e  f ina l  p a r t  o f
our m a m m o t h  so lut ion  fo r  th is  r a t h e r

tas ty  cuff-- lem-up, exp lo r ing  a l l  those  hid-
den rooms f rom t h e  d isk  vers ion.

LEVEL 1 . 1

Just above the start screen you'll

find the first secret room -  simply

push up in front of the door to enter

it. Once inside, hop across the

gaps to collect the extra life and

three magnifying glasses Ex i t

using the door you came in

through.

GAMES TIPS E l  p1

The door to the third

and final secret room

on this level is to

be found at the

far right — just

before the bost

villain. Once.

inside, drop

down and collect

the magnifying

glass, three lots of

extra firepower, then

exit to the far right.

You'll re-appear at the

very top of the warehouse,

which is exciting but not particu-

larly useful.

LEVEL
1.1 —  ;ECRET

2
Once over the first stretch of water, situ-

ated on the middle warehouse. you'll find

two entrances to the second secret room

Don't bother going through the top one —

it's too much hassle, and takes you

through the same door as the lower one

Once inside, collect the firepower then exit

again. Crossing the moving platforms is

pointless.., there's nothing at the other

side.

September 1 9 9 3

LEVEL 3 . 1
SECRET R O O M  1
The first secret room can be found directly

above the start screen, albeit at the top of

the level. Make your way clockwise

through the secret room, across the con-

veyor belts. across the gap and up the

ladder. Continue right, then drop down to

the exit where a lovely extra life awaits.

rough the door to exit the room.

u'll arrive back on the 'proper'

vet a  couple of screens to the

right (and you can keep going

back into the secret room to

collect those extra loves!).

LEVEL 2 . 1
m  111

There's only one secret room (Sounds

like a  football song — Ed) on this

level, and can be found at the left of

the right-hand section (i.e. a  couple

of screens to the left of the exit lad-

der). Inside lurk such goodies as

ammunition, a sparkling extra Me.

and three magnifying glasses. Don't

drop down, as you'll end up swim-

ming in sewerage (yeeuurght).

Simply exit via the door you came in

through.



The entrance to the second

secret room, is  near the top-

right of  the level, just

before the final se t  of

conveyor belts. Onc

inside, don' t  bother

going left — there

isn't anything of int

est there. Head

drop down, then

lect the goodies

the top-right of the room

(energy and f i repower)

before heading left  towardS

the exit. You  CAN take the

exit at the top-right, but  the

other exit offers more goodies.

When you re-emerge into the proper

level, you' l l  be near  the bottom, so retracing

your steps is necessary to reach the exit

LEVEL 3 . 1

LEVEL 5.11
Si E T  ROG
The first secret  room can be found a

screen or two above the start screen, and

is a l i t t le smal ler than it looks (it isn' t

possible to walk

past the

green

columns).

Go r ight  and col lect the

ammunition and energy, go

up the ladder and col lect

the evidence, then up the

final ladder  for  some

ammo, a  magnifying

glass, and some
1

energy. Exi t  via the 1

door to your right.

BLAST THE BOSS
So, how about the end of level

guardians? They can be a bit of a

pain to get rid of, so try this neat
little trick for size:

131i1 1 hi Touching the bosses won't
actually harm you, i ts  the

bullets that do the dam-

? age.  So run to the far

right of the screen

dodging anything he
rows at you. The

ardians only ever

row bullets to the

, so all that you

have to do is shoot him

the back 'till he's dead.

t exactly Clueensbery

Rules but nobody said this

game was fair.

LEVEL 5.11
The i  secret room in the game can be found to the left  of the exit

(across the l ift shaft  and, erm, up a bit). Simply rush

right and collect two

1/1111/11111/1/111 I  m a g n i f y i n glasses, three

of f irepower,

d two lovely

mmunition cl ips.

en simply go

through the door

on the  r ight to

exit. You ' l l  re-

emerge just above

the exi t  door, mak-

ing i t  very easy to
reach.

September 1 9 9 3
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i f  i t 's  m a p s  a n d  t ips  you ' re  a f te r,  w e ' v e  T H E

got  a  b u c k e t i o a d  r ight  here .  A n d y  Rober ts  HOUSE

grabs h is  t r u s t y  biro a n d  dives in .  -  LEVEL 'I
This is the ideal place

1  t o  practice the various

skills that are essential

for staying alive (what,

like breathing, sleeping

and eating? - Ed) and ulti-

mately finishing the game
,

These include jumping gaps,

I  „  a l  shoo t i ng  the Doodles and
sucking the ink that drew

them in the first place into

your fountain pen, as well

as collecting the

GAMES TIPS
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Nickel Baiters. The objects get deposited

in Cool World fairly well spaced out, so

stay there, as opposed to the real world,

and send the objects back.

THE HOUSE •  LEVEL 2
Things start to speed up a little here, and

its important to regularly switch between

the two worlds (use the scanner just after

you've teleported to find your bearings).

As soon as you get there you'll find three

or more doodles in the real world, you

need to teleport there and track them

down - then nip back to the cool world and

return any objects.

THE SCHOOL - LEVEL 3
From this level onwards, the negotiation of

the cool worlds becomes a little easier, but

the five minute time limit seems to go on

forever. The real world is littered with

holes, and while they aren't particularly

hazardous, you might lose valuable energy
b landin o n  a  doodle_ Constant switch-
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4184' 811 411' 4148 IPP" , I 4 4 4  4 1 ,  4PP P P  •  t  • •

. . . , A 1 , 4 4 6  4 1 ,  4S• S  S . 1 4  1 , -  S  S  S v i s t u A t  ,

. : 5 7 7 ; c 4 1  1 . 1 1c.7.70:16.
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F m e r o r  7 114 445 IC  I V  414 wor iAr lpg ;s . r i r l t . . -q
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ing between the two worlds is

essential -  eliminate as many

doodles as possible in the real

world before teleporting.

THE SCHOOL •
LEVEL 4
Hectic is the key word here,

and a  cool head (no pun

intended) is needed to com-

plete the level without losing

too many lives_ Stay in the

real world, killing doodles as

you encounter them. When

the action dies down a little,

nip back to the cool world

and send back a few

objects. Don't be tempted to

wait in the real world too

long, though - keep an eye

on the danger meter and

judge for yourself when

teleporting is necessary_
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CHILL OUT,  M A N !

it all that pen-pushing is gett ing you down, here's a br i l l iar

listing cheat to make l i fe easier. Yo u  can opt for  infinite
limit.
lives, inf inite energy,  and  the Option o f  a one-minute t ime

0 PER COOL WORLD CHEAT By WAZ

1 FOR X=271 TO 335:READ Y:C=C-FY:PORE X,Y:NEXT
2 I F  C‹7077  THEN PRINT *DATA ERROR ':END

314,206
3 INPUT ' INFINITE LIVES Y/N*;AS:IF M E N  PoKE

319,1
4 INPUT ' INFINITE ENERGY Y/N*,:8S:IF B$=1/* THEN POKE

324,5
5 INPUT "1  MIN PER LEVEL Y/N*;CS:/F C$=•N* THEN POKE

6 POKE 157,128:SYS 271

10 DATA 032,086,245,169,032,141,084,003

11 DATA 169,001,141,086,003,096,087,065

12 DATA 090,072,169,032,14/,203,005,169

13 DATA 053,141,204,005,169,001,141,205

14 DATA 005,104,173,032,208,096,072,238

15 DATA 032,208,169,173,141,073,155,169

26 DATA 0001141,046,155,169,001,141,070

17 DATA 0741241,068,170,104,173,032,20818 DATA 096
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BARED:
User Port

The 64's pdmary means
of communication with

the outside world. This

is directly connected to
one of the 6526 CIA

chips beneath it.

•

Keyboard
Controller
Reads data from the

keyboard and trans-

fers it directly to the

first complex Inter-

face chip.

All of the Commodore

1 Basic is stored on this

I  Read Only Memory chip. Character  set is;:
stored on hem.• %t

e g  -  4 0 .  w i r y

LuI

All 64K of RAM is stored on

these six chips.

Char
acter
ROM

Kernal ROM - The 64's
core operating systems on this ROM.

-
Quad
Data ‘ r,

Selector..
Points data in

the appropriate •
, direction from -

the RAM control-

ling chips.

,

Cassette
Socket

Your trusty cassette

player speaks to

your 64 via here.
This is connected to

the CPU and the

serial bus.

l i p  •  —

C" Ji BASIC ROM

Cartridge Port Controller
Any irrIcamation from a cartridge (such as Action

Replay) is received and distributed here.

These two chips con-

trol the Input and

output of data to the
RAM bank.

Addressable L a t c h
Receives serial data, outputs 8-bit paral-

lel data. Simple latch chip. Allegedly.

w..-"iTs;QZ

Pviontimnimansininitia mor----Tomm
Elm

P



B I

cxstro

This i

ly I

and

All your 64's graphics are

created in this rather

fetching bronzed

semi-conductor.

Detect
Works in conjunction with

the VIC's colour chip to

synchronise the graphics.

Fuse
If it all goes horribly

wrong, this little fuse

could save your 64

from digital death.

Joystick
Ports

These are read by the

two complex inter-

face (CIA) chips

which supply the

data to the CPU.

PCBs get hot. This bit of

metal absorbs some of the

heat from the main board.

Capacitors -
1 T h e s e  large grey

Icomponents do noth-
ing but store

electricity. They look

very technical

though.

loc.ri 1

Power Input
Your 64's juk:e gets fed in

here. 240volts get knocked

down to 2.7 so as not to

blow everything up.

LED
Those three prongs feed

power to that little red LED

on top of the case.

••
or

on •

hers. :

f e d '

VIC

D.

•

Clock
Counters

Works in conjunction

with the VIC's clock

chip to synchronise - -

the graphics and the

clock speed.

imulempi

1

•
Modulator 1 : 7 7 ,  C a r t r i d g e  6c91Poort

Usually the home of a large red Action Replay 3

1111111111111MAVIERWIENE

=fr idge.  This feeds the 6526 CIA and the CPU.

1)
.3StYcl

01•,

1 t h e  audio and corn- ;

1
Fed directly from

posite video lines.

PO WERTESTED 4 7

In which Hutch

frowns, lifts the lid on
the 64 and then

looses all the bits.
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on ' j o b o f

Yincl t x t  have yeti

t h a t h  that grey

case? Nestling undem r t  grey lid are a

:wonderful array of cif 'semiconductors ,

capacitors, resistors and-..ses' • This Is their

- story,
; T h e  Commodore 64 was one of the first

'home computers to use generic computer chips
, in combination with custom-built semiconduc-

tors. That is, it used oft-the-shelf chippery from

companies like Motorola alongside Commodore

.! designed chips like VIC (video interface chip)
and SID.

Everything on the 64's circuit board is laid —

out in an efficient order, designed to make the
movement of data as proficient as possible.

Once you know what you're hooking at it's

amazing how much sense the placement of

these chips becomes. For instance, it's easy

enough to work out that the chip right

next to the keyboard connector worodol'.-'
is likely to be the

ei 0

0101* r

switches and latches te make sure that when

you ask the computer to do something, it gets

done. That's the theory anyway.

All of the sound is taken care of by the

world-renowned 6581 SID, which can play

three modulated voices simultaneously.

You may not be quite so familiar with chips

like the 5526 which deals with input/output.

There are two of these in a 64, one dealing with

the user pod and one with the keyboard. These

are the chips charged with the task of under-

standing information from the outside world, be

It typed on the keyboard or fed in through a

peripheral connected to the user port_

GRAPHIC EXPOSURE
All of the 64's graphics are controlled by the

VIC-II chip. This is a 6567 video interface chip

which can display graphics up to a resolution

of 320 by 200 and manipulate a bank of

sprites_

In all there are three main modes of opera-

tion for this chip: character display mode, bit

map mode and spdte mode_ The character

• m o d e  enables standard, multi-colour and

extended background characters to be

displayed. High resolution screens are

displayed in either the standard or the

multi-colour bit map modes. Lastly all

• t h o s e  funky sprites are displayed by

using Vic's standard or multi-colour

sprite modes.

The screen memory con-

sists of 1000 possible locations,

each relating to a position on the
screen. In addition there are 1000

locations for colour memory which
are four bits wide and contain the

individual pixel colour informa-
tion. In turn there are 47 control

registers which determine

which graphics mode is
selected.

Oddly enough the 64 can

only see 16K of memory at once and so

frequencies of sound waves

see. Once the appropriate sounit

defined it can be refined by using the • •

generator and SID's filters

HAI. 6 5 1 0
Of course, all the really tricky mathematical stuff

is taken care of by your 64's CPU. This is where

the sums are processed, which determines how

quickly everything works

The 64' s CPU is a 6510 processor, a close

relative to the 6502 chip used in many 8-bit

machines. This is made up of four registers (the

accumulator, the X index, the Y index and the

status), two counters (the program and the

stack) and the input/output port.

Of all the 6510s register's the most impor-

tant is the accumulator as it is the only register

capable of doing maths. Digital bits can be

moved to and from the accumulator, copied to

other locations and have sums performed upon

them without affecting any of the 64's memory,

The most interesting register is status. This indi-

cates whether or not something has happened

by using eight flags. For instance, if the joystick

button is pressed, the 64 could be instructed to

flag one of the status registers to on. This could

then be checked regularly to read any user

input.

TALK TO ME
Computer's wouldn't be a lot of use if they
couldn't talk to the outside world. Your 64

speaks to the real world via the television or

monitor screen, the loud speaker and the vari-

ous ports on the back of the machine.

There are two visual outputs on the 64. the
monitor and the modulator sockets. These are

located next to each other, although the modu-

lator is much larger than the video socket. This
is because the modulator has to combine the

ROB (red, green, blue) information which the

computer is used to dealing with and converting

it into one radio frequency signal which a televi-

sion is more used to receiving.

If you're thinking of having a look inside your

own 64, do be careful. You see, all those semi-

conductors are very susceptible to static

electricity; touch one when you haven't earthed

yourself and you can frazz the chip.

WA RATS

i SID,

basic ROW', the

er RONt, the colour Abm.

the three pod controllers. These

'1•,„, conjunction with an array of

4 8  P O W E R T E S T E D



BUILD MUSCLES
FAST!

You can build a fantastic power
packed body in only 12 weeks

NEW! Fastest and best way to build

muscles and strength without weights

EVER' Just 20 minutes daily in the privacy

of your home will develop an amazing
physique.

MUSCLE DYNAMICS is a  new body
bui lding s y s t e m  b a s e d  o n  p r i nc i p l es
developed a f t e r  y e a r s  o f  e x h a u s t i v e

research. It is a total exercise programme
involving t h e  v e r y  l a t e s t  s c i e n t i f i c
breakthroughs in  the f ie ld o f  muscu lar

development.  I t  i s  t h e  fas tes t ,  m o s t

effective way to bui ld muscles in existence

Not i ceab le  r esu l t s  in 28  days  gua ran teed .

Send for FREE Information Pack.

MUSCLE DYNAMICS.P.O. BOX 70, DOUGLAS, IM99 E

Tel' 0624 801023 (24 hrS)

MUSCLE DYNAMICS.P.O BOX 70. DOUGLAS, IM99 lEH

Ves! I want to build muscles last. Please rush me a FREE Information pack!

Name
BLOCK

A d d r e s s  C A P I T A L S

P t E A S E

P o s t c o d e

(A stamp for reply appreciated)

3 7 % 9 2 5 0 8  D I R E C T  AincliPrivloTo

P&P Fres
hi U K

SOFTWARE
IltdItinds

Cyberball
Dragon Splint
Driller

Gemini Wing
Kim(

A n y  F i v e  f o r
A n y  T e n  t e r

Nightbreed
Paralax

Pary's Saga
Puzznic

Robot Monsters
Salamander
Skate Wars

7 -
•

A t
c r i e d i b l e

p r i c e s U l l
Spy Who Loved Me

Stun Runner

Teenage Mutant Turtles 2
Vindicators

The Vindicator

)(pots

6 . 4 . 9 9  ( w h i l s t  s t o c k s  t o w n

1 E 6 - 9 9  ( w h i l s t  s t o c k s  l e s t )

e V a D I C

Bobocop 3  o n l y  E 8 . 9 9  l a r l b -  p r i c e s - - • gag
Told o n l y  E 8 . 9 9

Battle Command o a k  E 8 . 9 9

Navy Seals o n l y  E 8 . 9 9

Shadow of the Beast o n l y  1 8 . 9 9

Chase HO 2 o n l y  1 8 . 9 9

B u y  A n y  T w o ,  a n d  C h o o s e  O n e  F r e e m t

rNANIE

I ADDRESS

POSTCODE

ITEM

ITEM

ITEM

ITEM

A. 1 PRICES INC VAT

TOTAL

(CFI)

T E L E P H O N E

CREDIT CARD NO:

CARD EXPIRY DATE

SIGNATURE

TEL: 0908 379550 M A K E  CHEQUES

PAYABLE TO: DIRECT SOFTWARE LTD,
I UNIT 3 C R O S S  KEYS SHOPPING MALL, S T  NEOTS, CAMBRIDGESHIRE PE19 2AL1 IL--- ' _

I E

;121.1111A 10P.t !ALI; I
andAcceskialltde T E L :  0 8 8 9  5 7 4 7 4 0

4 Most 3 . 9 $

Advisors Family 3 . 9 9

Aliens [LIS Version]
American 3D Pteul
Ar(ode Creel Midas
kbasold I n  of D o h - - - - - 3 . 7 S

Deurte S. Mesh
Sort Slays. V Spice Notosts.--1.95
Samoa Coped Crum& .----- .3.75

Ilismerk • 1 9 5

looklec Dinh
Bubble Sobb le . - - - - - - - - - 3 ,15

luily's Spoiling hots

Comer
Cooly hhosear-----__.----3.95
Championship Wreak, - - - 1 9 5

Chuckle Ism 1 or 2
C11111 Arfadlo
Clink Odours.

Celossos Chess 4 S l y . t y  UM( Agoire-------175
Crecidatte . . . . .  S o c c e r
Cr worm S o c c e r  Double I, 2. .

Daley litaopotio's Superitel_175 Spooling Monies

Ditty Down Mt Imieh b o g  ilea
Dint Mato TollefA 3  95 Stunt Fighter
Dirty Spetomml ....... S h i l l s  2 . . . .  -3.95
Diuy Tromso bind S i m i  Car Nor

Double Dragoo_______-----3.7S
Isid the Duch

Ealm Hughes hit, Soest------3-95
Ione less  - 2 . 9 9
1 r toroloolor 9 9

115 Slott fogis - - - - - - - - - - 1 , 9 5
Thal 3 - 9 5
Neon Soo

football irionagor Wwid

Football tatimagor.----_---.2.01
Football Manager 2 1/11111t91011
(to go with

•F tire Your 7
tot iSecol 2 Under 6, 44 es 14_3.95
Gazto's Soso Sous - 1  75

Gisilhosiers

Graham Soonest lot &KW

Groben, Semen Sous illianogor -I.95

I two Amos/Iasi Owsodo ---195
Intornothwal T N I I I I - - - , - - . . . 3 3 5

latormilsool Dori Driving - - - - U S
Italy 1090 - 3 . 9 S

May Misses Compoodluo of

homy Dolglish Storm thoore --2.99
itestmclie Rode' . . . . .  2.99

Linos es AI
Magic Rohm - 3 1 5

Menace
Aiwa

hiktoprow
Mini Dills

1,1111911i1 4

honey Moue Soplevap------3.75

s

_ x
Olymplod Choleh; IC ivorts.--319
Operation - 1 9 5
Outrun room 0
Pod of AAt.,(Behlardesh atc)---3.75

B U D G E T S

PlthgAiir - 1 - 7 5
Itistop

Popov* 2

Pothook Poi
Potions Pro . . .
Pawsdrift
Pro Tennis Iota

hoodoeur
Rondos
iledriate
h I

lick tempera's

Robin Howilefond
Robarod limos Prod 71 ------_3_95

3.95
Sergeant Smoot toboicap.----315
Sesame Goes h Heinnet
&mow Stortovo---------3,95
%Mow

Shoot C. Up Coostrocolos kir
Sik•I Stir*,
Sholl & Crossbeam

Sops Moose OP _ _ _ -  - .-3 .95
Sups OK the Rood tocor..-----.3.95
Super 51911699

Super Spam hinds; 3  15
S t r o m *  2000

Sorer
Tolle hook
Tao loco Wrest log- - - - - .3 .75
toromator
tete Moto , _ 3 . 7 5
Teeldrim
TS Swoon - - - - - - _ _ - - . 2 . 9 9
Thomas the Took hobo
Trevor Molitor Wmid Cop Ghry 3.95

Purseit_ 3 . 9 5

Turbo Isprie

helm So Tereolse--,--,-..--.3-95,

Mime o Got

WWI Mooting
Wild Woo homer
Winter Serposports 02.-__.---3.95

Wield _ 1 9 5

hold Champioaship &posh ----VS
World Meshy
Wrest* Supersign

COMMODORE
30 Coostroctim Kit
lwair hoor video) 5 9 9

Arc*Endi Mochim (Dish) --__3.91

Gystol kingdom Dizzy
DMA

TM Ties Dock . . . . .

Haat Sontur (WIN)
liast Salm.. (Cosi) - - _ 4 . 1 9
fon S111114 UMW SS (DWI) - _ . 4 . 9 9

5deao4 4 7.1 1 Kaosi-------5,99

Last Moth
Work or Me Dog - - - - - 4 - 9 9
Pittighter
Popov. ULM*  1,2 I  3 - - _ 4 1 0
Post...,, Pal Couch.,2  & 3...4.99
Poprie & Pest... Pe

Collectiom (11•41..-,•71----$14
Rugby lie World Cop (Din)
soperhairr (Database) (Diehl -___5.9a

wot

•Oot

CMCARTRIDGE
ode Ceormol

Close SO 2

Porno h o h o o p  3_ - - - . . - . - . 9 . 9 9

_9•.99

COMPILATIONS
GADO l i i i ,  Volume 2

P3per,X,0 BOIni:KKk 2 loos',
GOtlins. BILIISEhO

SUM Speo,Lolo
herhillompn hi, le) ) • • • • , .

1104 17ommA,

* K M .  ‘.•spel 4p,frin Ci i .  E41.91

M O  Wa n t  tivaolawal
Nttly hook Ent Soot, Atm Nave Nat.

11..lok SpoteaaltAttp, ElhEy Pato
EN TAMA Cos U . .

%mats
ilnems.2E2.0 SASS Medd loom

Swere lor Sam how Mi.latemohen
A., P A  WM

Chore Attack
ChM lOnalorls. S9anrO. GiBVISW

Gime- Loh Ciollenge, Impeewook
Com 0$.99

rol
,Ana %AA ( . 1 m ,  kiwis Sao

INN. LOU louss. Etol 15 SO

C.rton Cahoon

Derr  Slibtly Vow.  S e l l . . .  Win k

SPI4 keeselera
C I &peer (mei C7.99

Ergo Whi le
belie Snap.

Woo Kiwi E.as r&ti

avoid houses 2

Natal ideamasno. Snow ..ha

tiftwoms oftweof EtawNa E had APT rick
toaa 2419

Otta,Colontio.

Mart Fter hmal, funny %Mt%
Mani Dee! lopabod 01,0

( M S  O M

Saeremo Owilog•
Soofel Sas Gar El. In 2, ittis

Oils £5.58

Thy 1119

( In tur  teI-t000de matitsult90991.
(291 tik11

theitiolu 1
Oolorhord hairiest Memo& wwil

imemberel
Cos El l !

Man Ripen rap
Dan Etre tx,i O n t o  • a l

t w i d . 2  o , ;  loN19910 I

Ftuonotati

tav. FS 91

Atop Somale
i.e. x  5parim. Fowl Cost 0,119

tbamons Pod

I.  Arrow Erma Nom. iodW.1IM1 teal

tuflo Nem. 2na Nom= Ma Snub.. (*.or

ht. Sm. NAN,. [waft, I. APIE,

Ikart. to Jai Mum km... Ea. k. ( * O a r

Nave .kodia itt. NadiI  bila boot.  Nole.

kat& ea. LW tow Net I A  k m  SNP.

b e  (olam reas EPP,

INFORMATION

SAIDIEDIATE DISPATCH
ON ALL ORDERS

S U B J E C T TO AVAILABIL ITY.

UK POSTAGE:
PLEASE ADO 504' PAP ON

ORDERS UNDER E5.00

CHEQUES/PO MADE ',AMBLE

TO A M U A SOFTWARE

2 1  S p r i n g h i l l ,
R u g e l e y ,

S t a f f o r d s h i r e
W S 1 5  1  BT. ,

EEC COUNTRIES ADD Cl •01:1 PEP

ITEM; REST OF WORLD U S D

PER ITEM.

ONLY EURO CHtOUES

(IN STERLING) OR CREDIT

CARDS ACCEPTED ON

ALL OVERSEAS ORDERS

INCLUDING EIRE.



ter the virtual data c a s t  off

your bo c h e c k  out this t  software.

V1E041110E5
This is the fourth in our series where we give

C64 PD companies a chance to blow their own

trumpet, an opportunity to explain why you

should give them your business This is the

page where they tell you why they're so fab.

This month it's the chance of Cheshire com-

pany. Hex Heroes, to shout from the tree tops,

and boy can they shout loud...

HEX HEROES
Library's full name: Hex Heroes Public
Domain

Address: 22 Woodend Lane, Staleybridge,

Cheshire, SKIS 2SR

Software available on: Disk only (sorry!)

Price per disk_ El 20 for a single sided disk,

- r i b

El 50 for a double sided (that's the cheapest 64 s e n d  a blank 5_25 disk to

library anywhere as far as we know). -  t h e  above address.

What are Hex

I C I P  R Y E  G A M E S  1 C P 0  I R V I  U M W  w w R Y E G a m s

-19
1  GAME BOY

TETRIS

Need we explain fur-

ther? Alright. here's a

clue, it involves blocks

falling down the

screen.

2 CLYSTRONBrilliant

shoot-'ern-up_

a l l  VORIS
%IP Stonking two player Tetris. Much like

no.1, but far less solitary.

Fast, frantic,
fattening. I t  could

only be Twirls.

A_BLOCKIE
m i l  Columns clone.

Lots of blocks fall

rL „lawn the screen.

PARANOMIA

/NO Puzznic

off. Blocks trundle

towards you on a

conveyor belt.

Horrible looking
lump of plastic
isn't it?

COMMODORE FORMAT 3 6  September 1 9 9 3

Her.

PDl i .  N o t  only are we the only

library a  disk based catalogue.

but we help people with their computing

problems, you could see us as the Claire w h o  don't want any money for their programs so

Rayner of PD libraries (Okay. I've got this t h e y  give It away for free_

problem, you see I can't seem to get girls •  Because there's no copyright restrictions you

to like me - Ed). All our disks are full to the c a n  copy it as many times as you like and give it

brim with the software that you want. Our t o  your friends, who in turn can copy it and give it

92 disks are equivalent to 200 from t o  their friends, all without the risk of getting

some libraries! We do not stock all the a r r e s t e d  for piracy.

new demos, only the classics, so that •  PD libraries do this, but on a grander scale,

when you order you know you are i n s t e a d  of copying a game for their ten mates at

getting quality_ s c h o o l ,  they'll copy it for their hundreds of customers

We also have exclusive disks T h e y  will make a small charge for the service which

and the biggest collection of i n c l u d e s  the price of the disk, the duplication costs and the

Compunet demos anywhere p o s t  and packaging of the disks_

Try us, you won't be clisap- •  They don't make any money out of this, all they charge is

pointed_ For a catalogue w h a t  it costs them to keep the library owning_

Trigonometry was

never  one of my
strong points

at  school.

I  ICE
1  CREAM

CASTLE

(CREST)The per-

fect recipe for a perfect

summer_

2 DUTCH BREEZE (BLACK-MAIL)Not the sort of thing your

Great Aunt would aprcive of.

3 GRAFIXMANIA 2 (MDA)More vectors than an 'A' level

maths degree.

4 LEGACY PART 2 (FLASH) Theseries is slowly becoming a

legacy itself.

0  -TOP -  -E
a r  PRIORITY I S S ) )

(CONTEX)

Not quite top in 1 i
our list, but well

worth a look a l

Oh look, a  demo

with scroll,/ text .  What  a surprise. Hot.

JARGON N O

•  The concept of Public Domain soft-

ware has been with us since the

computer first invaded ordinary

people's back rooms_

•  PD software is produced by

enthusiasts, amateur programmers

1 LiTiLS D O I  1 / 1 1 . I PAssorted utilities for your C64.

2 ROCK MONITOrMusic program for samples.

3 DEMO DEMONBrilliant demo creator.

4 6510# ASSEMBLERA very good assembler.

AM PADUA TOOL DISK G r e a t
selection.

6C TICT 88 '  SHAPE

i m m i u m m i t i o *

ACTUAL CHAR e

282 CHAR MODE

DRAW MODE

It only it was possible to alter people's

character's as easily as your Se's.



Why just Play Games? Make your computer WORK for you!
Got a Commodore 64 with Disk-drive? Thor BAN KMAN
eFlaI you've peen waiting For sonware lo let you manage your persunalho,/sehold finances

C64 . . . . . . . . . . .E19_99 C64 Power Pack ..,„E19.75
1541 /C128 Repair ..E40.00 C2N Datasette E29.99
64 Slimitne Case .E7.99 Parallel Converter .
64 Mouse E14.99 Printer + Converter E149.99
Mini Office 2

Sound Expander
Chips

E.17,75
E9.99
P.O.A.

C64 Manual
Sound Studio
1541 11 Drive

E4_99
E4.99

E129,99
Reset Cartridge £6 99 100x5 "  Disks E35.00

*  your MONEY

*  your HOME'

instant accurate picture o0 all your spending: up-to-dale

balance o r  bank account and Credit cards.

Gas and Electricity costs analysed (with new meinc units1 • bills

forecast running-costs of your car: even Wain Of lOrthCOrning

h i r t hC iay3 '

B A N K M A N  is a powerful and easy-to-use Information System: designeo to commercral

Standards: tested over many years Of  is no a  ' spr eadsheet' and requires no

programmingraccounkng knowledge. i Package includes free 2nd disk !earl sample-system

All this - lOr the price of a game!

Please send checlue..P.O. (payable to Atomq,ove Lid) for E  I  6 . 9 5  with Order to

ATOMOROVE LTD. 62 Stirling Road_ Bedford MK42 Ore

rPrice . r 0 0 0 s i a g e i

Commodore  64 Power  Suppl ies  E . 1 8 _ 9 9
Commodore  6 4 / 1 2 8  Compat ib le  Da ta  Recorders .X18 .99
Commodore  Tape  Head A l i g n m e n t  K i t  E 9 . 9 9
Commodore  Da ta  Casset le Head Demagnet ize r   E . 9 . 9 9
Commodore  6 4 / 1 2 8  L ight  G u n s  and  Gaines E 2 9 . 9 9
Commodore  6 4 / 1 2 8  L ight  Pen and  Sof tware E
Connnodore 64 I n s t r u c t i o n  M a n u a l s  s : 2 9 4 : 9 999
Commodore  64C M o d u l a t o r s

Commodore  R E .  Leads  . E L 9 3 : 9 9 9 9
Commodore Replacement Data Recorder Plug & Lead E 5 . 9 9
Commodore  P r i n t e r / D i s k  Dr ive Lead 1 , 5 _ 9 9
Commodore  Co lou r  Mon i t o r  Leads E . 6 . 9 9

Prices include VAT. postage and packing.

All orders sent by return: Cheque/Visa/Access
T r a d i n g  P o s t ,  Victoria Road,

Shilnal, Shropshire TFI I SAF 1 9 1Tel/Fax (0952) 462135
VISA

*  UTOPIA P D
For all your C64 Public Domain needs

(disk only) send an SAE to:

Utopia PD
10 Cwmaman Road, Godreaman,

Aberdare, Mid Glamorgan CF44 6DG

C64 SOFTWARE HIRE CLUB
3 Briarbank Avenue,

Nottingham NG3 6JU
Send SAE for details

*  C H E E TA H  *
C H E A T S  E t i k  W  1 . 2 ( 1

C O M M E R C I A L  G A M E S  O N  C 6 4

O N L Y  .1:4_00 P L U S  P & P

R I N C  O I L Y  O N :  0 5 3 2  6 6 4 3 5 3

lira II 112°°11:110
C 6 4  P U B L I C  D O M A I N  S O F T W A R E

S E N D  S A E  F O R  D E TA I L S  T O :

b A K P D ,  1  W E S T M O O R  C L O S E ,

N O R T H A M ,
D E V O N  E X 3 9

REPAIRS AND SPARES

For  a  speedy  r e p a i r  s e n d  c o m p u t e r  a n d  c o v e r i n g  le t te r.
3 month warranty included. To  order any of the above

send a cheque/P.O. or phone credit card number.

Omnidale Supplies (Dept. C.F.)
23 Curzon Street, Derby D E 1  2ES

Tel: 0 3 3 2  2 9 1 2 1 9
VISA Access

1E12.9')

Post Free r \

PD G a m e s .  I n c l u a e s  a r c a d e

g a m e s ,  s p o r t s  Sims, a d v e n t u r e s ,

pinball etc.  etc.

C u r r e n t l y  a v a i l a b l e  f o r  d isk  users  o n l y.

P D  C ATA L O G U E
A c a t a l o g u e  is a v a i l a b l e  g i v i n g  d e t a i l s  o f  1 0 0 0 s  o f  PD

p r o g r a m s  fo r  y o u r  C 6 4 / 1 2 8 ,  f r o m  ser ious a p p l i c a t i o n s  t o

d e m o s  &  g a m e s .  C u r r e n t l y  a v a i l a b l e  f o r  d isk  use rs  o n l y.
To o b t a i n  yours ,  s e n d  a n  SAE- o r  2 First C lass  S l a m  s_

A  c o m p i l a t i o n  o f  5 0  o f  t h e  b e s t

Make cheques payabl • to, K INGSWAY C O M P U T E R S
7 2  G L E N C O E  R D ,  S H E F F I E L D  S 2  2 5 R

TEL: ( 0 7 4 2 )  7 5 0 6 2 3
r i

5 0  G A M E S

only i f  ordered with above computer)

MICRODRIVE -

INTRODUCTORY OFFER JUST * * * *  E  1 4 . 9 9  * * * *

Commodore 64 nucrodrive system, superb value add on stonige

device specially made for the C64. Gives you access to your

programs and data. 30 times faster than cassette, 3 times faster

than disc! Extra cartridges (0 L3.0) each. Functions include format,

load, verify, directory etc. Supplied complete with lead, software,

instruction manual and one data cartridge.

COMMODORE 64 COMPUTER

BARGAIN AT ONLY * * * *  E 4 2 . 9 9

Telephone orders 0273 203500
AccessNisa/Switch/ChequetP0
Please send £3.00 P&P

Established 40 years.

* * * *

Commodore 64 home computer excellent low cost computer for all

your business, household and leisure computerised activities. Ful l  64K

memory, lots of colours (16), sound, musical and other effects are

possible. You can even learn to program in BASIC with this neat little

number!! Package includes C64 and PSIE

C64 DATA RECORDER

BARGAIN JUST * * * *  E l  4 . 9 9  * * * *

BULL ELECTRICAL

250 Portland Road

Hove, East Sussex

BN3 5QT



FUN SCHOOL 3 & 4

First Samurai (disk) E16.99 E1399 CFSAMD

Europress

Forget blackboards

1 1  _ dog-eared

books. The

. • a n d  hap-
' pening way to

get educated is

Fun School. Designed in
line with the National

Curriculum, Fun School comes

in three age ranges to suit children of all

ages (er, well up to about 11 anyway)

Descnotion

Fun Schaaf 3 Under 5 (Cassette)

Fun School 3 5-7 (Cassette'

Fun School 3 Over lits (Cassette)

Fun Sono& 4 Under 5 (Cassette)

Fun School 4 Under 5 (Disk)

Fun School 4 5-7 (Cassette)

Fun School 4 5-7 (Disk)
Fun School 4 over se (cassette)
Fun School 4 Over Se (Cassette)

Fun School 3 And 4 Under 5 (Cass)

Fun Schaaf 3 And 4 5-7 (Cass)

Fun School 3 And 4 Ctver tits (Cast))

CF Price O r d e r  No

E9 99 C F I  94A

E9.99 C P 1 9 4 1 3

E9 99 C F 1 9 4 C

E9 99 C F 1 9 5 A

E12 99 C P 1 5 9 A

E9.99 C P 1 9 5 8

E12 99 C F 1 8 9 8

E9.99 C F 1 9 5 C

E9.99 C F 1 9 4 C

El 2 00 C F 1 9 6 A

€12 00 C F 1 9 8 8

E1290 C F 1 9 6 C

MINI OFFICE 2
Europress

An integrated word pro-
cessor, database,

spreadsheet, label printer,

graphic util ity and comma

program all in one package.

Mini Office can turn your C64

into a versatile business machine (and it 's

great to do your homework on, as well).
Descnotion R A P  C F P r i c e  Order  No
Mr* Office case E 1 3  99 E 1 0  C M 2 0 1

?Arm Office cask E I S  99 E 1 2  99 C M 2 0 2

_

HOTLINE
0458 74011

FORMAT BINDER
What's orange and white. metal and

plastic and hold 12

issues of Commodore

Format? The Commodore

Format binder. How can you
live without it?

DecripUc, C F  PK'S Orde r

CP bindel E 5  99 C M 1 0 3

Two CF binders LIT 00 C M 1 0 4

MCDO
Virgin
A different kind of platform game

altogether (a different kind of plat-

form game -  the whole CF crew).
Mario-esque fun with relish and no

gherkins. Have a nice game.

Desalpktn

McDorraand (Casa)
A4cDortakkand (Doak)

RAP

E11.99

E15.99

CF Price

£9.99

E1399

us

n't got this game -  WHY
a Corker of awesome

s. Gorier than a whole series

and more fun than watch-

ing a t  up Dave, this has to be

one of the greatest games ever on

ANY format! Platform puzzling

at its very best with some •  e l k

superbly bizarre graphics I S T 4 . 1

and the best music ever writ- - w e t
ten for the C64. There is no

excuse for not having a copy.

Description A R P  C F  Price

Creatures 2 (catia) E10.99 E999

Creatures 2(disk) E15.99 E1299  C P C

MAIL ORDER

0  FOR THE PRICE
OF ONE (ER, AND A BIT)
Buy both Fun School 3 MO 4 in any one ot the
age ranges and you can can get 'env both for

lust E121 That's a saving Of nearly CBI (This
otter Is ordy available for the cassette

version, ratio-)

1111M WO% 11101t Satre PRefialal

NOBBY THE AARDVARK
Thalamus

Seven levels of pure bliss

and each one like a game in

itself, from a manic ballooning
section to a Indiana Jones and the

Temple of Doom-style rail car ride.

Description R A P

Natty the Aalchark (Cam E11.99

e,•tobby le Awchert (Disk) E1590

CF Price

E9.99

E1399

FIRST SAMURAI

Order No

CFNAC

M A D

L e i  Soft

An arcade adventure hack-'em-up

with a distinctly oriental flavour, F i rs t

Samurai received one of the highest

scores CF has ever awarded a game --

96 per cent, and it deserved it. This

game's got the lot -  great graphics, great

sound, great gameplay, great whatever else

there is left to be great. Be warned -  this game is

dangerously addictive!

Description

Fink Samurai (cam)

RAP

E l l  99

CP Price

E999

Order No

CFSAMC
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0 '22 :  Cover tape -  full games: Hover Bovver,
Agent Orange.
Demo: Robocod.
Gamebusters; Murray Mouse, Rainbow Islands.
Reviews: James Pond: Robocod, fluff, Dylan
Dog, Jimmy's Soccer Manager, DJ Puff's
Volcanic Adventure, Light, Bug Bomber.

CF 23: Cover tape -  Full games: Defenders Of
The Earth, Johnny Rob Z
Demos: itiff, Bug Bomber, Hobby The Aardvark.
Gamebusters: Maze Mania, Rainbow islands.
Super Seymour Saves The Planet.

Reviews: Cool Croc Twins, Turbo The Tortoise,
Xenonsorph, Milionnitan Warriors.

CIF24; cover tape -  Full game. Famous Five.
Demos: Fuzzbati„ Match Of The Day, Ugh!, Cool
Croc Twins.
Gamabusters S p a c e  Crusade.
Reviews: Mega Sports, Ugh!, Eivira 2, Hagar
The Horrible, Hobby The Aardvark.
Specials. Getting the most out of your dates-
sette.

CIF25: Extra Cover taps - Saracen Paint.
Cover tape -  Full game: John Lowe's Ultimate

r-

COMMODORE FORMAT Ilk*.EC ISSUES ORDERING SERVICE
Darts. Demos: Slicks, Hagar.
Gamebusters: Space Crusade, DJ Puff,
Vendetta.

Reviews: Hook, Match Of The Day, Bangers And
Mesh, Count Duckula 2, Frankenstein. Slicks.

CF26: Cover tape - Full games: Twin  Tiger,
C " n l k  C a u s e w a y ,  B o m b e r .

Demos: Stuntman Seymour, Doc Croc.
Gamebuster, S p a c e  Crusade, DJ Puff.

Reviews: Stuntman Seymour, Super All-Stars,
Boxing Manager 2, Po,oeye 3
Specials' First installment at the epic Let's
Make A Monster series.

CF27: Cover tape -  Full games: De f 'rektor,
Alternative Workt Games, The Muncher.
Demo: Sceptre Of Baghdad.
Gamebuslersi i3 .page Creatures 2  special.
Reviews: Crystal Kingdom Dizzy, Butry's
Sporting Darts, Crazy Cars, Locomotion.

CF28: Cover tape -  Full games: First Strike,
Fifth Gear, Locomotion, Reckless Rufus, Nick
Faido's Champ Golf.
Camel:ousters Spellbound Dizzy, Famous Five.
Reviews' international Tennis, Graeme Seuness
international Soccer, Cool World, Nick
Faido's Championship Golf, Paint And Create.

CIF 29: Cover tape -  Full games. Herobotix,
Battle- ships, Highway Encounter.
Demo: Carnage.
Gamebusters: Spellbound Dizzy. Batman.
Reviews: WNW European Rampage, Sceptre Of
Baghdad, Magic Rufus, Dalett Attack, Street
Fighter 2, Superstar Seymour, Lethal Weapon.

CF30: Cover tape -  Full games: Stayer,
Rebounder, Daedalus, Blackjack 21.
Gamebusters: Creatures, Reckless Rufus,

NEM0

cb 53

Winter Camp.

Reviews: Jimmy's Super League, Carnage,
Gladiators, Football Manager 3, Spelling Fair,
The Big Box.

CF 3 1: Cover tape -  Full games: Cauldron 2,
Snare, Subterraima.
D e m o ;  A n t i *  2 .

Gamebusters: Stuntman Seymour, Dalek
Attack, Crystal Kingdom Dizzy.
Reviews: McDonaldiand, Table Tennis, Snare.
Specials: SELICK.

0 3 2 : C o v e r  tape - Full games' Thrust, Steel,
Cory& Full Utility: FROST (sprite design utility).
Gamebusters: Stuntman Seymour, Lethal
Weapon, Dal t *  Attack, WWI West Seymour.
Reviews: ARNiE 2, Fist Fighter, International
Truck Racing, Trolls, Stone Age, World
Championship Squash.

C F 3 3 :  Cover  t a p e  -  Ful l  games:  S n a c k m a n ,
ATA, Water Polo, Cory& Part 2.
Gamebusters- Le tha l  Weapon, Thrust
Reviews: Sleepwalker, Robin Hood, WWF,
RobeCod, Darkman, 4  Most World Sports.

CF34: Cover tape F u l l  games: Arac, Coyra
Part 3, Sholishock.

Garnebusters; Lethal Weapon, The Simpson.
Reviews: Argon Factor, Addams Family,
LhrerpooL

24-page special: The best 64 games that you
can still buy.

CIF35: Cover tap .  -  Full games: Space
Academy,
Gamebusters: Last Ninia, Future Wars.
Reviews: Suburban Commando, Pirates, Metes.

COMMODORE FORMAT MAIL ORDER AND BACK ISSUES ORDER FORM
•  SEND THIS FORM TO: Commodore Format. Future Publishing Ltd, Freepost, Somerton. Somerset TM1 78R
•  Please make all cheques payabte to Future Publishing Limited
•  For overseas orders call the Hotline number for prices on 0458 74011.
•  No stamp required if posted in the UK, Channel Islands or the Isle of Man.

Description

Credit Card Number:

Expiry date:

Signature:

ItitT

EEC customers registered
for VAT, please quote your
registration number:

Price

Method of payment (please circle): Access V i s a  Cheque Postal  Order

Order Number

Name

Address

Post Code

Phone number

Please send m e  the  fo l lowing C F  back

i s s u e s :  'PLEASE CIRCLE)

22 23 24 26 28 29 30 31 3 2  3 3  3 4  3 5  E 2 . 5 0

each 2 5  2 7  . E 3 . 2 5  each

Plus Cl  PA P  per order (C2 R O W . )



SUBURBAN
COMMANDO
BURN A MAD
MOON'S CUB

The great guys at Alternative

Software are so pleased with the

way that their game Suburban

Commando is selling, that they.ve

got together with CF to bring you

this great compo They want us to

give away ten. I said ten, copies of

the game But  we haven't only got

games. the first five winners pulled

out of Clues baseball cap will also

win a copy of the video, staring t

hero of heroes Hulk Hogan. The

Hulkster-m plays an earth—bound mega power-

ful alien who gets into some nasty scrapes with

a bunch of despicable invading aliens_ It's a bit

of giggle.

To stand a chance of winning one of these

tab prizes we just want you to answer a few

Simple questions. If you can answer them cor-

rectly than move on to the

second part of two, the

tie-breaker. (Anyone

seen the 64.000

Dollar Question?

What a ridiculous

way to number

things). Right you*

find the questions

that or way, no cheat-

ing now. You may

begin.

CO!Jille

What's the name of the charact

that Hulk plays in Suburban

Commando?

a) Madge Ramsey.

b) Shep Ramsey.

c) George Formby.

smallelMINF'em'

What's Hulk's favourite colour?

a) Yellow.

b) Sky blue pink.

c) Dove white.

In which city's suburbs is the film

Suburban Commando based?

a) Birmingham.

b) Brussels.

c) Los Angeles.

Shep Ramsey meets  P  * N U
01 people as he wanders  around the  atroots

of the Los Angeles suburbs. He's looking for
the tools to fix his space ship wi th.

•

COMPETITION

TIE-BREAKER
Damn. now Dave's gone I'll have to do the

drum rolls myself) d ,,,,,, riimuurrt.., take

the letters SUBURBANCOMMANDO and

come up with a dead funny or interesting

anagram. That's all, we don't want you to

draw pictures, send us your granny or

send us your toenail clippings, just an ana-

gram.

Write all your answers down On the

,.•'ack of a postcard or a sealed down enve-

lope (we won't bother to look at answers

that are all sealed up in the inside of an

envelope) and send it to us at:

'Hulk Hogan wears yellow pants'.

Commodore Foallat, 30 Monmouth Street.

Bath, Avon. BA1 28L. To get here no later

than T . •sday 30+,1- e m b e r  1993,

Employees of

Future Publishing,

Alternative Software,

Clues Mum, anyone in

the final 16 of the Miss

Bristol contest or foreign

school children with

day-glo rucksacks that

hold up the traffic in

Bath are not allowed to

enter.

ptember 1 9 9 3



Whatever you want, or whatever you want to get rid of,
this is the place to be - Commodore Format's funky new
free small ads service. Let the selling commence.

•  1541 II disk drive. Lots of software, ready to
use, superb condition. just E75. Also Action
Replay 6 E15. Both wit boxes and manuals. Call
Glen on 051 722 4115

C64, 275 games arid utilities, 3joysticks. 37
commodore magazines, 1 datasette, 3 user
manuals. Price E200, but negotiable. Call
Jonathan on 0761 472 875.

Toki cartridge, Altered Beast, Lotus, Total
Recall and Last Battle, all on cassette, E20. Or

will swap the lot for Creatures 2 on cassette.
Call Joe on 010 353 7441698.

064, datasette, 1641 disk drive. MPS

801 printer. Sanyo green screen monitor,

some games and books, buyer collects.
E199 Call 041 952 8124.

Operation Wolf. Frostbyte, DJ Puff,
Volcanic Capers and Spy Vs Spy.
Telephone Christopher on 0705 875922.

•  Five games including Dizzy Treasure Island
and Top Gun. Also 4 Quattro Power and three

game pack American Dreams. All in original
packs. E15. Call Alex on 081 347 9414.

Sega Master System, controller and seven

games. V.9 c E90 o.n.o. Call John on 0453
886885.

•  C64 Mini Office II. good condition. Will sell for
E7. Call Andrew on 0823 433810

'  C64 for sale. vgc, 200 games, approx 40+
mags, boxed, 2 joysticks. Phone in afternoon
between 4pm and 6pm. Tel 0873 831172.

Commodore Format issues One to 34. Phone
Andreas on 071 2724391

TIB drive for sale. Vgc with original games
and utilities plus some basic progs. E70 or
offers. Call 0492 548985.

An early display of
b r e a k - d a n c i n g .

174111 Commodore

64 games + ten
demos. The whole lot

for just E150 ono.
Games include 3 car-

tridges + Barbarian

2. Golden Axe, Viz, MagiclarK1 and Fantasy
World Dizzy. Double Dragon 2 and Shinobi. Call
071 2310674

064, datacorder, 2 joysticks, over E300 worth

of games. All immaculate condition, a bargain at
E99 the lot. Call 0375 677082.

CF Mags, tapes 15-34, not got 26. All for E25

ono. Tel John on 0636 640535. between 6-8pm.

i t  Commodore C64, boxed, new shape. 125

games including Rainbow Islands and the Dizzy
Collection, joystick. lightgun, magazines, manu-
als and books. E135 ono Te l  0746 780480

WTI \TU41
To complete my collection of CF, does any-

body have 1-2-3? Will pay cover price and
postage. Contact Matthew on 0952 583240

Wanted, disk versions C64 Silent Service and
F-16 Combat Pilot Contact
Tom, 21 Quadermass Rd.

Hemel Hempstead. Harts, HP1
30T.

Red storm Rising from
Microprose wanted desper-

ately_ Must be complete three

cassette set for C64. Will pay
reasonable price. Tel 0733
261251

Wanted: working copy of
GAC and booklet if possible.

Very urgent, please phone
0454 616828.

•  Karnov by Electric Dreams.

will give up to five pounds.
Contact Geoff Crow, 27 Main

Street. North Frodingham,
Driffield. E Yorks. Y025 8SX.

Street Fighter 2 and

other original games for
sale. Contact Rupert on
0993 898313

Got SFR lying around
Collecting dust?
Phone Rupert above.

1541 II disk drive, Action Replay Mk V or VI.
Bionic Commando original tape only. Phone
Mark after 7pm 0282 816531.

Wanted Emlyn Hughes International Soccer
on C64 disk Phone Paul on 0603 811422.

to C64 Dragons Lair by Elite. Original box, tape

or disk. Willing to pay El 0 for faultless copy. Call
Philip on 021 7479838

Wanted: BVattle simulation Rourke s Dilft for

C64. Can anyone help? Please contact Alan

Hewitt, 17 Sandringham Road, Kings Lynn.
Norfolk. PE30 4DB

Paul's Computer Club. Quarterly magazine
plus more. For more information send an S.A.E.

to: Paul's Computer Club, 61 Inverary Road.
Wroughton, Swindon. SN4 9DL.

Colt 64. a revelution in the C64 world. For an

into pack send an sae to Richard Jordan. 4 Tarn

Road, Formby, Merseyside. L37 2S1

PC N. 1YR141
Pen Pals wanted. Especially Gerd Byus from

Belgium (CF23), Write to Lawrence at 12

Claremont Road, Grimsby, S Humberside. ON32
8NU.

14 year old boy wants female pen pal. I like
rock music. Possibly send photo. Write to John

Logan. 892 Cranagh Road, Coleraine. Northern
Ireland, 8T51 3NX.

1 i  •  11,....11.1 I
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EXCHANGERS 5 5

If you've got something to Sell, or if you're

in desperate need of that special some-

thing. If you want to advertise your user

group, get in touch with new friends or send

messages to your mates, then this is the

page for you_ We won't print any ads that

appear to support piracy, and we can't

advertise PD libraries or mail order compa-

nies 'cos this page is strictly for you, our

beloved readership. If you want to see your

me in print send this coupon to Uncle

ve's Buy-A-Rama, Commodore Format

30 Monmouth Street, Bath. BA1 2BW.

We reserve the right to refuse to run any ad.

BUY-A-RAMA ORDER FORM
NAME

ADDRESS

TELEPHONE

Classification: Tick box; 1..3 For sale L I  Wanted Ul Samos l a  User grups L I  Pon pals



nee d  someone to - - - -vor -1" - -

wipe out huge numbers of enemy

units in a helicopter bristling w

firepower. Cheggers was too bu

playing pop, so we sent
Hutch. He wears the

ridiculous mirrored shades

to this day.

I t  had to happen one day I suppose. As

war machines become increasingly

sophisticated, so the gap narrows

between the games that programmers

create and the tanks, boats and heli-

copters that our soldier boys and women

actually toodle about in These days the

only real difference

between flying a

computerised ver-

sion of a helicopter

and piloting the real

thing is that if you

screw up on the C64

version you still get to I t t o t ,

wear underpants on your W i e t
head on New Years Eve; mess " I ' v • I

up on the real thing and you get a very bad
headache and a bill for E2 million.

Gunship was originally released in 1987 to

loud hurrah& from rotor technology fans every-

where. It was released on budget in
1988

)tottlidi bea b
4 helicoP

diet*

Kit your chopper
out wi th the very latest

s ta te -of - the-ar t  death-deal ing destructors.

1111211111

..7S"

i .  r IR  yr 7••

,rOttri NOS 121KI  ( K -  I 1%1: (NJ' writ;
atitur • fKiati

F L AW S :  OliKir0 r11111-31,_ : tii•
ClIRREN T l o f t  T
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and it has

remained in cold stor-

age ever since. So three cheers,

then, for Kin and their XL label for arranging its

re-release this year. But does if still out the
mustard?

Gunship's a typical Micmprose game: chock

full of detail, crammed to

S A I r p t i s p i l  l i t  the gills with mis--0 JJ-14 sons, heaving with

U n t i t e d  I l k
weaponary and

2 c o p y  protected with

loksAlz a n d  o n e  of those guess
the war machine

routines. That is if

Y O U )  y o u ' v e  got the disk version,
if you've only got a ciatacorder

then don't bother with this game because

there's such a humungous difference between

the two formats as to make the tape version

unplayable.

Alter you've trawled through the vehicle

identifica t h e  pot  roster you can pick
tion and

• of your mission. All

are In f r o m  wild pig bar-

e! America to stopping the red

menace from spreading all over Western

Europe. I told you the game was a bit old; the

Berlin wall was standing proud when Gunship

was released. Funnily enough there are a lot of

people who wish It still was. Standing that is.

Actually flying your chopper is a somewhat

tricky affair. You see, instead of the usually

aeroplane stylee ailerons and rudders, you've

got to contend with s •. c a l l e d  the colter,-
five. This alters t •  . •

angle of the bla

as they chop the

Your
rn

cotes

y o u  a
not

the n

fitcDon

s r •-
1111,N C A E

•AL.E.P.T
•5 . u N

c r i t t e r  H I S A O  ,  _  _

• - - A p t E L  I C O I r t
1.1111.„ al.R..ww.

ICTIF • - s
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Make sure you read your
mission orders carefully. If
you want to survive that is.

air and therefore alters

height To  go forward y

the nose forward, a pr

which drops your heigh

meaning that you have

the collective a bit more

sounds tricky then you'

right. Fortunately, there

easy flight option which

can tweak the coil

ut altering your fo

Speed.

What with the Gunship

being an army helicopter you'd expect there k

be some state-of-the-art firepower on-boarc

Your 'oopter is fitted with Sidewinders. 2.75-

Hellfire and a 30mm cannon. The

rs are guided missiles which you

a target and then let loose, the

Are unguided missile,-

, ground installs-

FFAFts are

missiles with a

er range Your

, cannon can lock and

?Id targets too, all of
makes simulta-

flying and

ng a damn

easier

On each of

' ins you h

the on

n you g

ondary.

, there

• ack cr

locate y

rge

'you've

your b

t what of

Yes you

ully it look

0 .

I N S .

my ground

ou dam-

rget you  can call

detail listed on it

ur mission you can

all it home

and sound I hear

back. Well,

d today as it

rs shooed

to the soft-

With all those missiles

in your arsenal it's easy

to neglect your cannon.

This is actually one of your most

flexible and powerful weapons. It can lock

onto targets and track them and it only takes

a couple of shots to wipe out even the tough-

est of enemy vehicles.

(3Ivi t h e  an

ear i t  the Ira

i l l s  rin lo'v

especially the detail

appearing in your w

bit on the minimal si

surprised if a helicoi.

Water Music and nc•

you?

Does it all still hold true though? I mean it's

though this game's a spring chicken over

even an autumn one

for that matter.

Fortunately the

answers a resoundi

yes. Gunship's an

awesome giggle.

chock full of carefully

honed gameplay_ With

all the missions, the

realistic flight patterns

the slick wireframe graphics, the never-ending

action and some dirty great missiles, this is onc.

game you can't afford to miss. Gunships a wild

whirlwind of whirtybird wonderfulness

And no mistake. missuS

'aft ' . 1  ref rame.

pa. l i c e  and

e bitt...Aoped

,ckpit looks great

iropriato target

vv. Sounds a

you'd be a bit

•)unded like Handers

road drill Wouldn't

:

s i r .

• e ke it
home in

one piece and
ou get a medal and

e of the canteen's
St trifles.

• • • • • • • • •
• • •  1 1 . •

Those foreign swine
can say goodbye to one

, of  their tanks. Eat NM-

I nium slugs scum.

POWERTESTED 5 7

•  •

, • ,', Led

You can check out

your damage situation from this screen.
You're in perfect shape.

VITAL S T A W (
CAME G U N S H I P

PUBLISHER 1 1 1 1 3 1 . 1 1

CONTACT NUMBER 0 2 1  6 2 1  3 3 8 1

PRICE  1 7 - 9 9

AVAILABLE O U T  NOW

OTHER 11110.CONNIDER THE DISK ONLY

NIMI

,

OPS ORDER 2 8 7 4 S 4
ATk NEL O N ,  C D A A ,  8 2  ABM D I V
OPS PASSWORD: I V O R Y

11-1(01/1 1 2 8 8

MISSION:  G r o u n d  S u p p o r t

OBJECTIVE:
Yoti a r e  t o  s u p p o r t  f r i e n d l y  t r o o p s

in  t h e  v i c i n i t y  o f  r i d  C O B - 1 3 1  •
l lmoever,  a s  a  s e c o n d a r  9 o b J e c t i  9 t o r
mail b e  o r d e r e d  t o  S e a r c h  D e s t r O V
the  v i c i n i t y  o f  g r i d  a l l - 0 7 1 .

T h i s  a s  a  d a y  m i s s i o n .  T h e  w i n d  i s
b l  owing a t  9  k t s  t o m  S o u t h s o u t h w e s t
( I R S ' ' ,  a n d  t h e  t e m p e r a t u r e  i s  9 4 •

1 2  3  4  5  6  7  8  9  1 0

L'J

Slick front end combines with

smooth wiretrame in-game graphics.

Plingy, thudery sounds. But then, it's
a 'copier. What do expect? SWw?

Large game, well produced with
tons of gameplay to check out.

Loads of missions, with plenty of
variety. A stayer and no mistake.

RA%

cr l
September 1 9 9



Oh, no. Not the Sohy
w h i t .  teddy!
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So that 's why.  -  •
the Titanic
sunk, it  wasn' t

the i c e b e r g ' )it was

B l i t t t _ _ o 4 ; 1  e l
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Wanzin, zehn spiele Fur wengler als zehn

phund! Can't go wrong can you? Clur takes a

trip to the land of beer and sausages to bring

you a review of these lab compilations from
Zeppelin.

116

M a  J  ad id ka
Not one of these games (if they were

reviewed in CF) scored less than 60%. That

certainly sounds like an above average box to

me. The only problem is that the instructions

are in German. This, you see, is a compilation

originally scheduled for release in Deutschland.

but thanks to me badgering them, Zeppelin

have agreed to sell it in this country too. I mean,

why should they get all the good stuff?

Both these compilations are packed full of

Zeppelin's best but this is definitely the star

of the two_ "One can't go wrong when one

places Arnie and Arnie 2 in the same recep-

tacle", as my posh uncle often muses. I'll

admit the Blinky games aren't that good, but

they are playable. There's nothing duff in this

one folks. So as long as you have a mate who's

willing to lend you their German/English

dictionary you're laughing. Gott in

heimel. Or sumsink.

ARTOON CHARACTER FORMAT 36 September 1993

Made& t

1114V1 __r

SUMS
own MI WAKE
Arnie 0 0 0 0 0

A classic shoot-'em-down that took the world

by storm way back in June of '92.

Arnie 2 0 0 0 0

And then came the funky sequel. which is

even better than the original_

Blinky's Scary School 0 0 0

An arcade adventure with a ghost for a star,

a school for the location and no surprises.

Sod Squad 0 0 0 0 0

The Blob with a conscience, Bod the alien

saves the day in this bnll arcade platformer.

Doc Croc's Excellent Adventures 0 0 0

The TV show was great but this mediocre

platformer just doesn't come up to scratch.

Edd The Duck 0 0 0 0

Personally I'd prefer him with orange sauce

and a couple of new potatoes.

Fist Fighter 0 0 0 0

Street Fighter clone with a sense of humour

and some rather fetching nunchukas

Neighbours 0 0 0 0

Peculiar skate boarding antics with the

Ramsey Street lads arid lasses from down

under.

Sleepwalker 0 0 0

Not the Comic relief game (which is a pity,

because that's quite good).

Titanic Blinky 0 0 0 0

tqlo elk
I  t%
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SAME S P O R T  Top TO
PUBLISHER Z E P P E L I N

CONTACT NUMBER. . . . .091  3 5 5  1 7 5 5

PRICE E  9 .99

AVAILABLE — O U T  NOW

OTHER INFO O N L Y ,  MULTILOAD

TAà.. I S I J

Sport Top
Ten

•-•141VE

Cricket's a pretty
dull gam* anyway.

et : 18

: _ _ _ _ _  - - • • • • •  481•

rest -  -Vet
Yers e

° I  Pia " .  Gigolo i t s . - 1 ! "
• V r e S t l i n g .  p i t  " 9  T e a  111

Y they , ,1
4s same.

SUNDERLAND
AT TA C K I N G

• need a lot
• t i e s .

Sport Top 10, like its

counterpart, Games

Machine, also has its

instructions in that certain

European language that

I've mentioned far too much

already.

011111TVIMI

-

Unfortunately where this one falls down is

the inclusion of International Truck

Racing. Just the mention of the name

sends a shiver down my spine.

Everything else is fair mind you,

in fact some of them are

actually really good. Take

International Tennis (no

not mine, get your

own). This is a stonker

of a tennis game. And

Carnage, it's not any-

thing to write home about

but it's darn enjoyable for

such a tiny overhead racer_

Getting down and dirty in the scrimmage in

World Rugby can give you a good time too.

But why oh why continue to associate these

quite happy little games with International

Truck Racing? I'll never under-

stand marketing people.

c ,  d r a w —
I  0 •

MP"-

orgoor 4.14.0159

Mi l  ta t
to4.01/111 1110P 111.11
TIE W O E S
American Tag Team Wrestling 0 0 0

There's been so many wrestling games that

a game needs to be great to make the mark.

This one doesn't come close.

Carnage 0 0 0 0

A nippy over head racer, but so, so small.

Graeme &purloin Soccer Manager 0 0 0 0

One of the better soccer management games
around for the 64.

International ice Hockey 0 0 0

You just don't get the feel of the violence

inherent in a game of Ice Hockey.

International Tennis 0 0 0 0

Wimbeldon may be long gone but

International Tennis lives on.

International Truck Racing 0

Just don't ask, don't ask.

Kenny Daiglish's Soccer Manager 0 0 0

An average footle management game.

World Rugby 0 0 0

Rugby management without the group

bathing sessions. Thankfully.

World Soccer 0 0 0

There's little to distinguish this average footle

managment sim from KDSM.

World Cricket 0 0

There's nothing like the sound of willow.

..tiliLTON- FORMAT 36 September 1993



Sim n o t  exactly the most sp4t ing
of chappies, is he? Then again, i t

doesn't look as i f  he'll be getting Much

exercise with Match Of The Day!

S u r e .  Match Of The Day is the

ultimate football challenge.

Deal with everything that a

real manager has to face -

spotting a

player's poten-

tial, making an

offer his club

can't ref usidhh,
deciding on his

best position,

training him

up, getting him

fit, and winning

games. And other

teams will be trying

to poach your best

players, your staff,

maybe even you. What
on Earth will Des and

Jimmy say? Translation:

Footle Management Sim.

Abeldy abeldy flah flah flail. It

doesn't matter what I

-------- w r i t e ,  you see.

Work out

' what is more fun

before you start -

watching Jimmy

Greaves telling you

how badly you've

• done, or putting your
in a blender.

That Is
never a

you'll have stopped r
anyway by mak I suppo

better keep Hutch happy and

talk about the game,

though (Shrewd idea. Simon -

Ed.) I'll have to leave the

answers to all those important

questions (like

'Where exactly do
"He's played a

bolter Saint. s p i d e r s  go in the winter?')

Smashing." f o r  another time. (My
bathroom window sill

well...

Manage

Simulator, Do I really

have to? (Yep -  Hutch)

Right. Off we go.

On loading, you're mer-

cilessly dumped into a

harsh world of icons and

things, with only your cunning,

reflexes, and attention span to protect

you. All is quiet. Something flickers in your

peripheral vision -  it's the game features.

•  The Supporters Club -  These are the

poor suckers who want to follow their

heroes' careers, and pour loads and loads

of liquid cash into both the club and your

pocket. The only downside is that this ties

e thing about this kind of
• I s  that you keep going
• ice. I suppose Football

uidater doesn't cut i t -
•

So you can fill up your diary with pictures.
Great. Can this get any better? Yes, lots.
For a start, they could write a fun game!

s c r e e n .

today.

you to respecting the wishes of the sup-

porters club, as they're paying for the beer.

•  The Physiotherapist -  This is the sadist

that twists the footballer's legs back round

the right way, or removes football boot

studs that get buried deep in the groin.

•  Dealing -  This is the bit for buying play-

ers, transferring players, or selecting
trainers and the like.

•  Team Selection -  No, hold on, it's on the

tip of my tongue. No really, I'll get it in a
minute.

•  Trainer -  Organise your people to run

round a field aimlessly, get really worked

up over friendly matches, and start fouling
each other to 'even the odds a little bit'.

•  Team Talk -  Letting you mess around

with the Free Transfers List, and get your

players laughed at because you couldn't

even give them away.

Yeah, so there's loads of features

and things to do, but can w e

please just play a game? I  & n i l
ask for  much in life -  honest.

COMMODORE FORMAT 3
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Being a fai lure is one thing, but

being told it by an irr i tat ing old

fogey is something else ent irely.

•  Scout -  The really sneaky bit where

your scouts wander around other football

games, and try to recruit players from

other teams, luring them away with

money, women, and packets of Scampi
Fries.

As well as these main playing options,

and of course the all important game -

which we'll get onto in a minute), there

are a few other bits, such as viewing fix-
ture tables, etc,

but as you can

see, there's a

comprehensive
It f 4

range of things

to do in your

capacity of 'man-

ager in sheepskin'

The game part of the whole shebang

relatively disappointing, as you really only

get loads of mid-game wibble from two

irritating presenters with very little life out-

side of their cardigans. Why no-one's ever

thought of combin-

ing fast football

gaming action with

tediously slow

football manage-

ment I don't know,

and I really am

sorry about not

appreciating fully

the thrills and

spills of football

management, but

this concept really

is getting more

than a little tired,

Sit and watch  lots

of mutated foot-

ballers run round a

hockey goal. Hold
on a  me—

N C L E t  't'•••

As you can see,  the graphics aren't  ram

all that  bad -  i t s  al l  lust so flippin'd u l L

All in all, I 'd have to say yes, you

would like MOTD if you happen to be into

footle management sums, but the odds are

you're not a (Censored H u t c h ) ,  and so

would much rather do the washing up or
clean the drains instead.

Okay, so maybe it was

a mistake giving this
review to someoe

who hates football with as

If?' much vigour as me.

1 •  b u t  I mean honest00---

it really is about ti

at we r t e d  the public to to the terro

of a game concept that, though it spawn

many titles (be they good or bad),

has not changed or seen any

new features since the whole

hideous idea began.

COMMODORE FORMAT 36,:

GAME M A T C H  OF 11111DAY

PUBLISNIR Z I P P I L I N

CONTACT NUMBER 0 9 1  3115 7 7 5 5

PRICE 1 3 . 9 9

AVAILABLE O U T  NOW

OTHER INFO. M O S T  CARS ARE RED

•

atext
ittlitflatt

1 2  3  4  5  6  7  8  9  1 0

D22:1.1.1

How good do the graphics need to

be? Would you not ice anyhow?

e

I couldn't find any;  that 's  probably a
good thing, though.

•f;•1:10
The packaging looked quite nice,
but it's a  sim so I  lost  interest .

You might leave it  on accidental ly
for the weekend  while on holiday.

ettat RATRO
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Simon Forrester thinks he's

a Stealth bombers but then

they did have a very odd

careers officer in his village.

S t e a l t h  planes - the ultimate in

sneaky. The beauty of a stealth

plane is that it's undetectable by

radar, even the pilot doesn't even

know whether he's in the damned

thing or not, and air traffic control are com-

pletely clueless (but if you've ever flown out of

Greece. that won't be much of a new concept).

So when Hutch told me I was going to fly one. I

kept an extra special eye out for several tonnes

of nothing landing in the car park.

First things first. I'm not going to sit here

and tell you what a flight sim is, because we

haven't got much space.

Suffice to say that

this particular flight

sim is a very straight-

forward f ly round and

destroy lots of stuff'

kind of thang So

r•,uch for the plot.

Stealth bombers.

as well as not being

this at

there, have one other property. They are laden

down with huge amounts of weaponry.

Therefore, this is a military flight s i n  as

opposed to Airbus. which is a dull you-don't-

get-to-shoot-anybody affair.

Anyway -  I'd better get on with

the game. really, and

attempt to get on with a

notoriously difficult control

system. Stealth, as it happe

is one of the easier games

in the 'my God, it's full of

keys' stakes, but you won't

find a flight sim which is

wonderfully easy to control.

What more can be sal

about a flight stm? It

Just that little rudder cost
Americans $2,000.

The American economy's
screwed up thanks mainly
to hug. while elephants
I lk,  stealth planes.

simulates

you flying -

I'm sure you

can imagine

the rest for

yourself. You

fly around c .
shooting

things that still

manage to find

you even

though

they've no

idea you're there in the first place. Sony, but

after the main feature. I'm getting a sick of flight

sims. It's a good game, but I'm not sure

I want to talk about flight sims any

more for at least a couple of months.

If you look closely
N y o u  can make out
2 t h e  pilot.

GAME P R O J E C T  STEALTH

1 PUBLISHER  M I C R O P R O S I

CONTACT N U M M  0 6 6 6  5 0 4 3 2 6

PRICE £ 3 9 9

AVAILABLE O U T  NOW

OTHER INFO ...TAPE ONLY, MULITILOAD

AIM

1
•

VITAL STATISM

C
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PO WERTESTED

_ - - Thank you for travelling
Stealth Airways. We do
hope we've successfully
destroyed your homes.

111401
1 2  3  4  5  6  7  8  9  1 0

It moves wel l  enough, and you can
tell what 's  going on quite clearly.

n ) i  1 1 - i  r  I  1 1 - 1 ' J - 1

Loads of grunty, groany, growly
effects and tolerable music,  too.

Li•J12.;..554.0

The on-screen joystick prompts
make swif t  gaming easy.

0 L_i'Ll.i111:1

Start  playing though and you'll keep
going for a wh i l e -  flight Sims are fun!

WA

713)



at  all the
OilM M .

L o s .  off your
lives and you're

thrown out of the hive to

sell .  Reminds me of leaving
first t ime.

1
Hold on to your hat honey,
Clur's going to take you
for a buzz around the

block to see what's

new in the realm of the

bumble bee. Watch

out, you might get
stung!

T a l k  about environmentally

unfriendly! This game is more

damaging to our natural wildlife

than a nuclear power station! More

insects hit the dust in one minute

than in two hours of Reservoir Dogs, it's a mas-

sacre of the most

macabre pro-

portions!

(We get it

Clur,

Bee 52

has an

awful

lot of

While you're col lect ing pollen you're safe

from any enemies.  Remember  to pack
plenty of Mack ie  bags though.

killing in it - Ed). -  •

Yep... an awful lot of killing.

And although it Sounds as if it should be a flight

aim, Bee 52 is actually a horizontally scrolling

shoot-'em-and-collect-'em-up about a bee with
a serious attitude.

The bees run their Own honey making busi-

ness from the security of their hive: a line of

work that keeps them quite nicely thank you.

The problem is that nearly all of the honey bees

have been incapacitated and the Only one

around to keep the pollen coming in is Bee 52;

so our hero has to face the terrors of the

Outside world on his tod. Luckily he has the

power of killer spit to blast baddies out of the

sky. Unfortunately most of the evil gits that are

shooting at him have evolved a slight immunity

to bee spit so it takes a good many shots to

knock 'em out of the sky. But I

- d i g r e s s ;  killing the ene-

mies isn't the point at all;

collecting pollen to

make the honey is and

don't you forget it. But

hey, i f  a rogue insect

gets in your way, what's

a bee supposed to do

apart from shoot at it?

ONCE BITTEN
You'll find pollen tucked away in

the depths of the open flowers that

are liberally festooned all over the landscape.

Each flower only yields a third of a teaspoonful

of pollen (that's 1.666ml recurnng to all the

mathematicians out there), and once it's given

that up it closes its petals round its stamen to

stop you from getting any more. All of which

means that you need to visit

another flower to get

more pollen.

Then, when

you've vis-

ited three

flowers

you'll

have to

head

back to

the hive

to empty

your spoon.

Every spoon-

ful of pollen you

I N V

Fin the

pot,

plonk a
bit of bees

wax in it,
S C M I N  o n

the top and
charge a
fortune for
It. The

Harrods
SUCCeta l l i

story in
full.

If you spend too long out in the field, leaving your hive unprotected the Swamplings wi l l

come.  Swampfings a r e  out to  get  the honey, they don't care  who  they steal  it  off,  they
will rape and pil lage to get  the treasured el ixir  of life. I f  they do manage to get  in to  the
hive, the  only way  to get them out is to rush in and throw them out forcibly.

W.TAIlikkt

4.1410

9—

I  4 g _  4 4 ,  0 0 3 , 4 2 ? 5
41-

41

ot..•1111

r,
-111c4--11'

•

• 0 0 4 2 7 5

• I t •
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Put On a  french

accent  and the frogs t e
wilt never bother

-  you again.

One thing 11108 needs

4

....... •

r  * J .

If  the f lower's open then

there's some pollen to be

had. Get  s tuck  In!
_

PO R U S T E D

take

back to the

hive is turned into honey to fill the jar at the bot-

tom right of the screen. When the honey jar is

full, the level is finished; i ts as

simple as that.

Well it

would be sim-

ple if it wasn't

befort kat

for all the little

buzzin' critters that have made it their mission

to get in your way, in fact all the insects that you

come across will try to debug you. Some of the

insects though, as well as killing you with one

touch are bonus bugs: shoot these and all sorts

of goodies

appear. Look out for smart bombs that act as

an enormous squirt of insecticide,

destroying all the baddies in sight

and keep your eyes peeled for a

rapid fire pick—up that gives

your trigger finger a rest for

a while. But the best goodie

of all to find is the

super—stinger; never before has

a bee's bottom been listed as a deadly

weapon.

The first of the five levels starts off

simply enough, with big arrows telling you

where to go and with very few baddies shooting

at you. But the second level starts with a

vengeance, as soon as you come out of your

hive there's a big blue nasty waiting for you in

the first flower. You need to blast him to get in

for the nectar. Beware, though. because

another will be back before long to take his

place so you'd

"es Hated Its beets bottom better get
alt deadly

out of there

W e a l l e a  qu i ck .While

you're loading up with pollen and for a few

seconds afterwards you're invincible, watch out

though because in common with those cheapo

bin-liner coats that you buy at Alton Towers

when it's raining, it won't last you very long.

Wasps st ick to your tai l  l ike

glue, slow down for a second

and they'll  have you wishing

you'd not w a s t e d  your
bombs on the blue f lashes.

The best w a y  to  dispose of
a wasp Is to drop a bomb.

Mut if you haven't  got any
bombs the best  way  to  deal
with them is to  fly l ike the

wind until you've got a t  least

half a screen be tween  you and it
en turn around and hie l i t t l e  git
kingdom come.

r " A T N I I V V 1 1 1 ( 1 .  i .  •  .1i,•*!•1 - t  v e

ts•C.-

1 1 1 1 1 0 1 1 1

••• • • •  •••• • •  • • •  e t -  0  *." 4 - ' • • 1  ••  •

IN

0,••••

14-2-&,04060-'
441. -1••

LAURA ASHLEY
The thing about bees and flowers is that they're

naturally very bright and colourful, so it's not too

hard to get a good looking game from the flora

and fauna concept. The only problem I had with

the graphics was that I couldn't work Out what

some of the baddies were supposed to be, the

brown blobs that zoom up and down the

I promised Dave I  wouldn't  do the "that's y "  thing ever  again. Ooops too late,
what  a pity Dave isn't here any more. See that  bee,  that 's  you that  is!

Bonus Bug - Blast

the bugs wi th  the

flashing ta i ls  and
they drop bonus
bubbles.

Lives - The number

of bees represents
the number  of

lives.

Timer  - Run out of

t ime on a level and

you lose a  life.

S c o r e .  Get  a big enough
score and you'll get  your

name ion the high score
table.

Bombs - Act ivate  a bomb by
hitting •  on the keyboard,
it'll destroy al l  the baddies
on screen.

G
Flower -

Although it 's
closed, blue
meanies can

still shoot a t  you
from it.

Honey Jar  -The
her starts half

full, fill i t  w i th

honey and
you've com-

pleted the level.

Teaspoon - Once you've vis-

ited three f lowers you have

to e m p t y  your spoorefull of

pollen back  ,  •

•  CHRYSANTHEMUM FORMAT 3 6  September 1 9 9 3

Buzz, buzz,
buzz. Buzz

off flies.
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Okay, so the world isn't exactly short of good horizontally scrolling shoot-'em-up,

but how does Bee 52 compare with the classic shoot-'em-downs of all time?

Personally I think i fs darn tough to come close to the brilliance of St Dragon, that

killer game from Storm: it's a serious wrist weakener. Like Bee 52 you take the

pail of an animal with an attitude, but this time it's a rock-hard lizard thong with an

armour plated tail. Remember Batfink? ("My wings are like a shield of steel"); St

Dragon protects himself with an extra tough body part too. You can get St Dragon from
Kixx software or Amma mail order house.

Another classic horizontal blast 'em out of the skies game is Silkworm from Mastertronic

(available from Wizard or on the EDOS system). This one has the edge for its two player

option. One of you trundles along the ground in an all-terrain jeep style thing with a huge

cannon sitting in the boot, and the other flies a chopper through the skies ready to attack any
airborne enemies.

Of course I have to mention Armalyte. Without it where would shoot-'em-ups be?

Unfortunately we can't find anywhere that stocks Andy Braybrook's masterpiece for sale. So if

you find it in a car boot sale snap it up before anyone else can; i ts  truly tab.

Will Bee 52 be able to stand up to the competition then? Well, I think it might, simply because

of the arcade adventure aspect that it throws in too It 's sort of a cross between the Dizzy

adventures and a violent shoot-'em-up. Good luck to the Oodles for daring to bee different.

(Geddit bee? Auugh never mind.)

' . •  ' s  •  *. • $ - •  •_ • •  •

Blithey, when they said

(rags could jump, they
really meant  i l l

screen occasionally had me completely

stumped. But eventually I came to the decision

that it was much more fun to blast their brains

out without worrying about what genus of insect

they were, Shooting them out of the skies is a

much more satisfying pursuit. (We're going to

get tons of mail from hives of irate insect fans

now. That'll certainly keep us buzzy, Thanks

Our! -  Ed)

Not so satisfying is getting through a level,

these look so alike that you don't get a feeling

of progression. You just meet more baddies on

your way through the garden, it might have

The end of the line. Nowhere  to  run to,
nowhere to hide. T ime  to use that  smart
bomb mothinx.

itio•Writitt

They'll
never find

me in here.

been better if you could have found yourself in

a different scenario. A pantry, buzzing around a

country kitchen, or inside the hive?

There are some great intro screens and an

adorable animation between levels that would

make even the toughest of hard nuts go uahhh,

isn't that sweeeett" (I'll bet you twenty quid that

I would not do anything of the sort -  Ed). Huh,

ignore him. Anyway, there just isn't enough to

give Bee 52 the edge, a bit more gameplay is

what's needed. Come on lads just a little bit

more effort and you could have had

a real flower-power corker.

I hate  summer,  al l  the blasted gnats get  In
your hairdo, wa lk  all over your ice c ream
and get  stuck in your eye. Bah!

I'm gonna
get you
honey!

PO WERTESTED

g  VITAL STATLST1X

GAME M E A T H

PUBLISHER—. ; W M  XL

CONTACT NUMBIR. . . . . .021  6 2 5  3 3 8 4

PRICE S 4 . 9 9 / 1 7 . 9 9
AVAILABLE O U T  NOW

OTHER INFO TAPE AND DISK VERSIONS

1 2  3  4  5  6  7  8  9  1 0

You can't  help but be bright wi th  a
bee as a star.

No music and an annoying buzzing
noise interspersed wi th  bleeps.

1 1 0

It looks great  and the first levels a
piece of cake.

"

There's nothing there to keep you
coming back.

110*
Ot ) • 1 :XL
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6 6 NEXT MONTH

I f  you're anything like the aver-

age C64 user then you

probably use your 64 primarily

for playing games on. Now, if

this much is true about you

then its also a fair guess to say that

you were going to use it for tons of

'serious tasks when you bought it.

What happens is that you convince

yourself to type your address book into

a database, your household bills into ai.

spreadsheet and your letters into a

word processor, but get as far as load-

ing the program and giving up. Next

mini we aim to show you just how

easy it all really is, when we start a

series based around the excellent Mini

Office 2 suite of programs. Get those

typing fingers ready.

On the game front we've got the full

and utterly exclusive review of Virgin's

ace platform shoot--'em--up. Alien3.

Check out Clues humungous three page

review of the hottest licence to hit the 64 s

George Lucas made good movies

CF SHARES OFFER!
Forget 8T3 here's a limited edition otter

that you can't afford to miss. CF36 will be

on sale on 24th August 1993, but you can

get a special 'Mag-Save' option on this

limited edition'. Just fill out this form and

hand it to your newsagent and they'll

stash a copy away for you. And won't

to suffer any dreadfully unfunny

or Morse pastiches ever again.

LOST IN FRANCE IN LOVE
Dear Commodore Format

The cruise ended and I decided it was time to see a blt atk7rince again.

Instead of flying though, I've bought a knackered old CktreOn TCY, complete

with authentic French dents. i ts only got 150,000 miles oil the clock and goes

like a beauty. If only at 20mph.

Now I'm not a great lover of motorways (or autoroutes if you must) and so I decided to hit

the back roads i t  was great, I rolled back the roof, eased back into the seat and chugged

along. Then I hit the haystack. It wasn't my fault; It came out of nowhere and rammed the

front of my car.

Fortunately, the farmer who owned the runaway haystack towed me to the nearest garage

The proplettor, a Monselur Garramond, wandered around the car, kicked the tyres, lit a

Galloise, scratched his head a bit and then Intimated that it'd set back at least ( in  Chevetux'

which I took to mean 50  francs.

Deciding that the I'd best leave Garramond to it. I strolled down to the village's Inn and

booked a room for the night. It led to one of the most extraordinary events of my life.

Ike,

good) M t  (Commodore Formats) man.

CF36 (the September issue) is happening

(goes on sale) real soon (on the 24th of

August). Excellent (Thank you very much).

MY NAME_

MY ADDRESS

er

El

a

STARS IN THEIR MINDS
We couldn't get Patric Walker, Justin Toper

was unavailable and Russell Grant's a bit too

sad for our taste, but we did manage to get

Mane Madeline, to be the Commodore Format

astrologer. Here are her opinions on the CF

posse:

HUTCH (181W o c r o s E R )  LIBRA

Having analysed Hutch's chart I can tell

you that he's a tremendously up and

down sort of guy: taking ages

to make up his mind.

He's ruled by the planet

Venus (that's turve in case you

didn't know) which means he's a bit

of a flirt Looking into the future I

can see a group of German

tourists getting very annoyed

with him for his John Cleese

(don't mention the war)

impression.

OLLIE (21040 DECEMBER) SAGITARIUS

011ie's got some interesting juxtapositions in his

chart. He seems to have been hugely influ-

enced by music, particularly that occunng in

the late '70s and he seems to be fond of apply-

ing soap to his hair. In his future I can see an

embarrassing incident in a bread shop when

he mistakes a cob for a split tin loaf.

S I M O N  (3RD DECEMBER) SAGITARIUS

The occurence of Olhe's and Simon's birthdays

so dose is an interesting cosmic connundrum.

It leads me to believe that they have the same

taste in savoury crisps, Prawn Cocktail unless

I'm most mistaken In Simon's future I can see

a stranger passing him in the street and mis-

taking him for Vanilla Ice.

CLUR 11ST JANUARY) CAPRICORN

Must be something of

drag only getting one set

of presents. But I digress

Neptune is a major influence on

this sign which means you have a

weakness for all things cute and fluffy.

especially cats. In the future I see a

French fisherman called Barry

choosing a tasteful bracelet for you

at a French country market.

LISA ( 2 3 R D  SEPTEMBER) LIBRA

Like Hutch. Lisa is a bit of a flirt, being ruled by

Venus. She has a passion for shopping which

is odd as she doesn't have a lot of dosh. She

enjoys fine clothes, fine beer and fine twine. In

her future I see a handsome man joining her

for drinks on the veranda of the Madame

Bovary Tanning Salon and then rushing oft to

meet his doting wife at the local Waitrose



I NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE Y012 7EY. I F  YOU'RE IN THE SCARBOROUGH AREA,
COME IN AND SEE US. OPEN 9.00AM - 5.30PM 6  DAYS A WEEK, SUN 10.00AM - 4.00PM. TEL: 0723 376586

*  C .  6 4  C A S S E T T E S  *
5TH GEAR  7 9 9
3D (OBSTRUCTION KIT INSTRUCTIONAL
'TIDED (BUILD YOUR OWN
MEDIAE REALITY) 4 . 9 9

0412111G SPIDERMAN + CAPE AMERICA
III DR DOOMS REVENGE . . „  3  SO

ARTANOID REVENGE OF DOH. ..... ____2.99
AUGIE DOGGIE + DOGGIE DADDY _ 3.99

BALLOON BATHES . 3  5D

BONANZA BROTHERS 2 1 9
BOUNCING HEADS_ ..... _•________ 7.50
BUBBLE BOBBIE • . .. ...... ____  3.75
Burieti Dun' 3 • 7  5
BUM'S SPORTING DARTS  3 7 5
BUMP SET SPIKE.

(MCKIE EGG 3 . 7 5

CLASSIC ARCADIA
DIVALEAS/MUNCHEN/AMENS _ 2 5 0

COONT DUCXOTA .....
CILEMIMIES ...
DOI DARE IN 2  99

%JOAN 3  75

EDD THE DUCK .  ...... . . . . . - - - -2.99
IAD (ARCADE)  _ 3 1 9
EMPIRE STRIKES 11.0% ............2 . 9 9
EJKOPEAN SIMENILAGUE 2 •
BOARD GAME.

F15E11110 EAGLE IMICNOPROSE1----3.99

FANTASY MILD DIZZY 1 1 5
FIRSI SAMURAI
FOOTBALL MANAGER 3_______ ........ 99
MN SCHOOL 26 I YEAIS  3 . 1 5
FUN SCHOOL 2 OVER B__________3•75
RJR 501001 2 UNDER 6
%IMAM GOOCH MATCH CRICKET _____1.99

hAALPSTEAD ROLE
10BOTIX . 1  99

ICE HOCKEY ..... ...... . . . . . . . . . . . . .  _219
INDIANA JONES A FATE OF MIANTIS___7•99
.0.1AY S SUPER LEAGUE . . .  --2 50
,011% WILSON DARTS
CHALLENGE 2  50

101 BOX 1  50
MICK SNAK DIZZY 1 7 5
MAGI(LA/10 DIZZY_  3 . 7 5
MAGIC RUFUS  2 1 9
MEEKS  2 . 9 9
MIG 29 2  99
MINI OFFICE .  219

PG FIG11111 ... ,  .2.99
PLODAYS AGM Y E M _ _ _ _ 1 9 9
POD   . 1 . 9 9
POPEYE

POSTAIAN PM 3 3  75
9110 GOLF 2 1 9
PUB GANES. 1 5 0

1.141BOW ISLANDS__
RENEGADE ,  ...... . . . . . . . . ...2.50

SHAMANS. . 2 , 9 9
SOCCER BOSS . . . . . 1.99
SOCCER DOUBLE 3 • • •__ .  1 . 9 9
SOOTY'S HIM

WITH NUMBERS (AGE UP TO 7). ...... __ISO
SPACE (RUSAK ..............
SPACE GUN _ 2 _ 9 9

4 99

SPEEDZONE ......... _ ... ..... . . . . .  .2 99
STEEL. 2 9 9
SOBEL _ _ 2 . 9 9
SUPER KICK OFF 2- 4 . 9 9
SUPER STOCK . . . . .  ...... 2.50
SUPERTED . . . .... _ ......... 2.511
SWITCHBLADE - 2 . 9 9
SYNTAX . .  _
TAG TEAM WRESTUNG ....
TAI CHI TOEIDISE  - - - -  3 . 5 0
TARGET RENEGADE _________ ..... _2.50
HltmiNATOR 2 . 3 . 7 5
THE MARES 2 . 5 0
THOMAS THE TANK ENGINE.. . . . .  330
1110,1103 ME TANK ENGINE

WITH WORITSTAGE UP TO 11 B  SO
TREASURE ISLAND 01/21( .......................375
TREBLE FOOTBALL CHAMP104IS ........ .,..2 50
TURTLES COIN OP 7  99
WEE LE MANS__ . . . . . . . . . 2.99
WEILTRIS 00 Truos ..
WILD STREETS 1 3 9
WINTER CAMP .. . . . . .  .......... 199
WINTER SUPER SPORES
(8 SPORES EVENTS) . 4 . 9 9

WORLD CRICKET 2 . 9 9
WORLD SOCCER.  2 9 9

X TERM1NATOlt. . . . .  _ _ _ _
• 2 . 9 9ARCADE FRUIT MACHINE 2 . 5 0

BANK01( KNIGHTS
INVASION _______ _ 1 . 9 9
ROGUE
HARD Of INMAN F _ 2 . 9 9

I 99

RUB IK'S MUSIK_____ ........ .............2.513
SHAO-LINS ROAD •• __________ ..... 2,50
MATCH OF THE . . .  ___3•99
LASER SQUAD _ . .  . . . . . . . --_ ........ 4.99
WORLD CHAMP SOCCER 3 1 9
ENGLAND 3  99
CHFASSIPT  4 . 9 9
RIDGY2 4  99
ism (Legit nom s o
YES Pviot Noosiot  1 . 9 9
MUIR<  . 1 . 9 9
BLUE BARON
HCII HOLM  _ 7 . 9 9
DOC ROES  2 . 9 9
SLIFER SCRAM
DENSOJE   . . . . . 1.99P PE ___130
111   2 . 1 9
HIAVIETE
w41)C• DAMS   1 9 97 . 9 9
Neff BREED 1 1 1
IIIIJAH Of REHM   2 9 9
VENOMS% 114 (ARM_ _
TENON . .

sw HIGH SIUNI . . . . . . .  2-72'999999
ARNIM

SUPER HMG     . 7 1 9
KAVY *OWES ......  _  _ . . . 2 . 9 9
GEMINI IMAG
HUM TOR SOOTHER  1 . 9 9
MEM)  1 9 9
(MEDICO 2  1  S9
Atlith POINT •  / 9 9
DOWEL IIMBOK    ( 9 9
TRACI SUIT MAGEE 1 . 9 9
WCILID BOKIN6 MAW   I  99
LAWS   ( . 9 9
SIEICA    1  99
GORED% 83INA31  7  SO
2C BMW 2 3 1 9

SCUM
SHADOW WARRIORS ._____ ..... _ .......... 2 99
SNAKED _ I  99
SHERLOCK 1 9 9
SIOEIVINDE1 2 . . . . . . . . . . . 199
SIMPSONS 3  75
SNOWBALL IN HE . . . . . . . . . . . . . . . . . 2.99
SNOOKER . L .  2  99

C O M P I L A T I O N S  -  D I S K * - -
THE PDWER HOUSE 3  99

SECRET Of KANOWIERMINATOR
TRIPLE DECKER ......................................4.99

INVADERS/MUNCHER/AMENS
SIX APPEAL ,  5  99

IWIN WORLD/PICK 'N' PILE/RIOT
DANGEROUS

SATIN 1+2/P41/111IFY'S SAGA
SUPREME OIALIENGE „5 .99

STARGLIDEI/TETRIVELITE/Aa 2/111I
SENTINEL

//EGA PACK 4  99

EYE DE HOROS/TIME FIGHTER/STAR
RAY/MATAD11

?VOIDS SOCCER . . . . . . . . . 5.99

Pr _ 1-7)[ (4167'1,101v1F-
\ I  k'

FIGHTING SOCCER/KICK OFT 2/WORLD
CHAMPIONSHIP SOCCER/MANCHESTER UNITED
CLUBHOUSE SPORTS 5  99

3D PINBALL/SHOOTING GALLERY
BILLIARDS/SKEEBALL/FOOTIAIL/CRAR POOL
BALL GAMES PACK ..... ............ 4.99
GOLF./FOOTBALL MANAGER/HEAD COACH/

KICK OFF
CHART ATTACK DISK  7 9 9

SHADOW OF THE BEAST, SUPER CARS, LOTUS
ESPRIT IMPOSSAMOLE GHOULS IC GHOSTS

COIN OPS ........ . . . . . . . .   4.99

THUNDER BLADE, OUTRUN, SPTHUNItt,
ROAD BLASTER. BIONIC COMMANDO

C.. 6 4
Tim %NASH 4 4  99
BAI
BLACK HORNEI . . .  4  91
BLOOD BROTHERS _  . . . . .  3  99
BLUE THUNDER _  _  . . . . . .  .3 99
BOOK or THE DEAD  1 9 9
(HO HIAT
UDEN MASTER OFIECTIVE. ....

DATEK ATM% . 9 . 9 9
DUI DARE
oito et GLORY  4 . 9 , 9
DEFENDERS DE ME EANDI
DEFLECTOR . . . . . . . . . . . . . . . . . .

DIG DUG. 4 . 9 9
DISCOVERY
EDO THE %KIT 1 9 9
EiviRA [ARCADE).
EUROPEAN CHAMPIONS . 4 . 9 9
ET TORNADO 3  99
FEDERAITON .  . . . .  4  99
Frei-POWER (TANK ARCADE) 9 9
to ORME mANAGER 3  _________ )0.99

GAllA
GLIDER PILOT 4 . 9 9
KE 00(1EY 3 1 9
JAHANGIR DIAN'S SWAM  4 . 9 9

IA51 BATTLE 3 . 9 9
LOTUS ESPRIT 4  99
MONOPOLY DELUXE
MOONSIMI)OW_____ ........ ...,
NATO ASSAULT (OUSE __________ ..... 4.99
NEIGIMOURS

Oil ROAD RACINO-....______ 5 . 9 9

PIT EMMEN •. 4 . 9 9

RHYTHM KING (DRUM PROGRAM) ......4.99
ROAD RUNNER. _ 4 1 9
ROADWARS
RoGui TROOPER
RUGBY (THE WORLD CUP).--_______419
SCPAELE BE LUXE__

3 . 9 9
SPACE CRUSADE . . 999

* C O M P I L A T I O N
POSTMAN W courcrioN  499

POSTMAN PAT 1, 243
?PETE COLLECTION 4 1 1

POPEYE I. 744
OIATI ATTACK 4 9 9

(LOUD KNEGOOMS/SEIPEIT (05/GIODIS 'W
GHOSTS/IPAPOSSAMMEILOILIS

LOCH COLLECTION . . . . .  . . . . . .  3.99
&AIM HUGHES ARCADE 001Z/MIDIOGEITC/

HEUER SKELTER
JAMES BOND COLLECTION    3 • 9 9

THE srill140 muoaNa TO KILL,
LIVE K LET DIE

SUPER HEROES 4  99
LAST NILIA 7/111DIAN A JONES ME LAST

CRUSADE/STRIDER 7/JAMES IDNDINE SPY WHO
LOAD*

HERO GUEST RETINA OF DIE NITCH1010  519
POWER PACE   2 1 9

KiottnusT2/INAGMAM311/P200614 99LINEKER COLLECTION
SUPERSAILLS/110151I9I/ItaY19911/

SUPER SUE SOCCER
HIT PACK    3 , 9 9

CAMENNIA CAMES/BARAMMA 2/0111111%
SOCCER SPECTACULAR 4 . 9 9

WORLD CHAMPIONSIPITER %IMES HANDBALL
MAMBO/MONO& PAINAGER/PETER MANDILETS

INTERNATIONAL FIXIIIALL,SOCCER SUPREMO
RIDS PACK I  E S P E C I A L  mai 599

POSTMAN MI/POPPI2.1101)11
SWEEPPOOMIXES/SUPERIED/(OLINT DUCIVIA

RIDS PACK 7 I S P E C I A I  PRICE) 699
NIEMAN SAJWCOINIT DIXIMA 2/POPEPE/POSTMAN

2/6u)LET PIE/BANGERS • MASH
sunom CHALLENGE     4 , 9 9

SENIIHEVSIMIGLIDER/ELEIVACE IVIETRIS

PSYCASTRIA
AFTERMATH
LITHAU.

CONEUSION

NUMAJ :IMF
PUNCH & JUDY

WAR

Mr.q PI-FEICINk

D I S K S  *
srui . . . . .  ..... S . 9 9
SPY VS SPY 1

SIEVE DAVIS SNOOKER 3  99
TOP CAT  . . . . . . 499
lor 511011 KICK OM 3  99
TRACK MJII MANAGER 4 . 9 9
HAM RACES   . . . . . . . .  4 1 9
WINTER SUPERSPORTS 4  99
WORLD CHAMPIONSHIP BOXING MMIAGEN..3.99
WORLDS GREATEST SAIL GAMES 3 . 9 9

DO( %DC _  .  _ 3 1 9

BLACK HORNET CHINILT Sm.)
BOULDERDASN
BIG IGO GAMES ......... _ _ _ _ _ _ _ _ 9  99
DEFENDERS OF THE EARTH _______ ... ..3 91
HEAT SEEKER ............. ...•   _ _ _ _ _ . 3 . 9 9
INSECIOR HECTII .... . 3  99
HoNG.KONG PHOOEY 3  99
RUM ROWE ....
TOPCAT _ • • • _ - _ . . . . -  ... 3 . 9 9
MACK SUM . . . .  9 9
ROAD RUNNER  3 . 9 9
PosttooN PLANET . 3  99
YOGIS GREAT ESCAPE 9 9

TERMINATOR 2  4 • 9 9
KRAKOUT   3 9 9
I M O  THE TOMO&

CHEVY CHASE
SPACE RIDER ....... . ........ 399
QUICK DRAW *GNAW. . . . . . . . . . . . . . 3.99

.2.99
30 TENNIS

HEATSEEKEI .  3.99
JUDGE MEAD . . . . .

limn OUT RUN _ 3  99
STIFF LIP& CO . 3 . 9 9
KENNY DALGTISII E MANAGER ..... .............3.99
WINTER 0110APIAD___ ................... . . 2  99

S  -  C A S S E T T E  *

V I I  MGM 4 . 9 9
FINAL E4IE1,19/1 PIT Mint

11AX   . . . . . . . . . .
SWN, NIGHTSIDEE ST RADON EIRRICAN 2

2 PIOT 7 HANDLE  5 . 9 9
SHADOW HARBORS. GOLDEN AXE. MEM MOLL

SUPER OFT ROAD
MEGA HOT    5 . 9 9

AO PINBALL, DMA TENDIS MACRE. AUG 29, Ettill
11401INE GPS

1HE IN CROWD 5 9 9
COINIM SCHOOL, BAUM? GM% BARLIAIN

NIIIJA PREDATOR TARO RENEGADE
POWER LIP  . . . . . .  $99

AIMED BEAST. WIDOW ISLAND, CHASE NO,
TURRICAN, TOUT

5 9 9
30 POOL S ASINS0(01.10(KY WILSON DARTS, IHT.

ICE HOCKEY, FMIIASTIC SOCCER
TOLKEN IMLOGE 5 5 0

THE HOBBIT LORD DE PIE RINGS. SHADOWS Of
TAINIDOR

30 RED HOI ITS  1 . 1 1
SRN DIZZY FOMEIMA 1 SIMULATON DM IN ME
111E1.001AG FISTSPACE PILOT. D aui, OMIRPNEUS.

PLUS 24 MOM GAMES

1.10 ARROWS/AIME MOVES/GRID ION 2/PRO
MOUNTAIN MIESINUIATOILIMI NIHJAIRLIGBY

IOSS/PERYONES A IMILY/SOCCER CHIALLENGEMIE
MAL STUNT EXPERIVONEM 7011E/SOCCER
DOSS/I1111 FOR GRO/DEAD DI 11111/1114110

BIKE/AUSTIALLIN RULES MIOTAILL/GLIN BOAT/PUNCH
4 MDT/GANL OVER/1AOT DRATER/STRITO FORTE

COBRE

*  S P E C I A L  O F F E R  -  A N Y  2  F O R  E 5 . 0 0
N I T  PA C K  I  -  K E N N Y  D A L G L I S H ,  M O U N T A I N  B I K E ,  P A R A  A S S A U LT,  R A L LY  S I M U L AT O R

H I T  PA C K  2  •  L A B  V E G A S  C A S I N O .  G O  K A R T  B I N ,  J O C K Y  W I L S O N ,  S A B O T A G E

C O M B A T  3  -  S PA G H E T T I  W E S T E R N ,  B I O N I C  N I N J A ,  N I C K  B O X  V I G I L A N T E ,  N I N J A  C O M M A N D O

G A M E  PA C K  4  - L E A G U E  C H A L L E N G E ,  B AT T L E F I E L D ,  S U P E R  K I D  I N  S PA C E .  S U R V I V O R S

G A M E S  S U B J E C T  T O  A V A I L A B I L I T Y

P L E A S E  N O T E  A  P H O N E  C A L L  R E S E R V E S  Y O U R  O R D E R .  O R D E R S  U N D E R  E 5 . 0 0  A D D  S o p
P O S T A G E ,  P A C K I N G .  C H E Q U E S .  P O S T A L  O R D E R S  M A D E  P AYA B L E  T O  W I Z A R D  G A M E S .

P L E A S E  A L L O W  7  D AY S  F O R  D E L I V E R Y

* A N Y  6  O F  T H E  F O L L O W I N G  T I T L E S  F O R  £ 5 . 0 0  *
ELIOTBAtt FRENZY SOEKiSS
VS BASKET MASTER kISSE RUES F1301.4.1

OLIMPICII51F BASIEZRAII RUGBY BOSS
GAME OVER

1. POTIGNIER + SHADOW WARRIOR
3.99

2. SPACE GUN + JAHANGIR KHAN
SQUASH
4.99

3. BONANZA BRO'S *SHADOW
WARRIORS

4_99
4, THE BOXER + LEAGUE FOOTBALL

3.99
5. SPITFIRE 40 + STRIKE HARRIER

1.99
6, BISMARK SPITFIRE 40

2.99
7. GLM)IATORS BISMARK

3.99
O. RIMBO S QUEST + EDD THE DUCK

4.99
9_ INTERNATIONAL FOOTBALL +

RUGBY COACH
2.99

10. 30 STOCK CARS * SOCCER DOUBLE 3
2.99

H. FINAL WHISTLE + SOCCER DOUBLE
2.99

12 CRICKET MASTER 4 SOCCER DOUBLE 7
2.99

13. CRICKET MASTER + EURO BOSS
2.99

4  M O S T . . . 1 1 c
S P E C I A L . . a l w

WORLD SPORTS

BASEBALL, JUDO, BASKETBALL
GRIDIRON 2

AIR POWER

ACE, MEGANOVA. HELLFIRE ATTACK,
IMPLOSION
ACTION

STRIKE FORCE COBRA. COMBAT ZONE,
GUN BOAT„ DEAD OR ALIVE

THRILLERS

FURY, SPLAT, VIXEN. MEGA, APOCALYPSE
TOPPERS

SPIN DIZZY, CONFUZION, OINK, TARZAN
HITS

SCHOOLDAZE, YETI, MAD FLUNKY,
HYSTERIA

£1.99 EACH ANY 4 FOR
£5.00

64dAE Uhl? 2

THE IASI NEVA

TP.F. %NT:UPS

FALLEN ANGEL

SWEEP

15

- I  J U S T  A A L L  SELECTION OF OUR STOCK. PL. S E  SEND FOR OL. _ ISTS ON AMSTRAD/E. 1 3  C64 CASSE E  OR DISK.
ORDERS LINDEA £5 ADO 50p POSTAGE & PACKING. PRICES INCLUSIVE OF POSTAGE + PACKING FOR ORDERS OVER ES. GAMES

SUBJECT TO AVAILABILITY. PLEASE NOTE - A PHONE CALL RESERVES YOUR ORDER. CHEQUES + POSTAL ORDERS MADE PAYABLE TO
WIZARD GAMES. PLEASE ALLOW 7 DAYS FOR DELIVERY. OVERSEAS CUSTOMER •



NEW LOW PRICES!

E1945
62-,120 E2099
61105.214 E21 99

2. 5'_ £2299
8!-.819-f2399
64.„ 5411, f2699,

FROM SILICA SYSTEMS -  THE UK's Nol AMIGA SPECIALISTS
SAVE E100 ON THE Al200 -  PLUS NEW HD OPTIONS!

AMIGA 600H0
EPIC + HARD DRIVE

E  F I T O  0 RIVE

' ' 'scu
• E3g

I E F A L

t YIAN Cei STE A" HONE WARRANTY
m  AIL c r . t .  . i t t •  • re,

NKR INCLUDes

•  . 4 6 0 A E • 9 9  99

•  t , , , IA••  OMF IMOAAICA

•  NA MOONS, t I t e t e

•  2.2 S C A  MALWIIPE 2 9 9 9

• 's.ei • FaXE.,AYM ADWAIJI O S  55
• S ' E P  "4•:•EsOCOEYA t r a  9a

•  -,AJL..Rati" ,EAAM OP t 2 9

sAET ARCOSIKA Sit lat I 2 E  9 2

PACK VALUE. E72212
PACK SAVAti  L423 92

SILICA MIKE 129990

2nes
• £30

1
20 f 2691
3° £299

1• 6 4  f u g
1. 85 E399

Affk

AMIGA 1200
COMIC RELIEF

YEAR ON srE.AT Kai SARUM

•  68020i: Pretest)!
•  14 Stitu Dock Sceed
• 32-br Am/Neck:re
• 2SeiCtie 0AM
•  Mtge DOS r3.0
• aA ONg M r  Enhim•
• 16 0 Mike tams
• 256009 Colnws on 5t•t...
•  Betty. Mot iacv
• 32-On CPU-RAMExpartsw' Sigt
• PCPACA SmanC,Ird S011akas

512( lidt P S  Cats

•  96 ker MANN wain IMagral
PlAneK Ktipati

•  2 ,  Imerral IDE Hard Pro
00/OrtS • sei Mx.

•  Yea' 01-site Warranty
•  M U  GIFIS FROM SILICA

P H I A I N W

£2992RMILADAI

ANN
AA

P SI1

41114-

SAVE C1001

! , . • t •  • •

j 1 4 1 1 0 "

CLOCK
4

4,4

FREE.

. . . - -419& •
O D ,  I R ,  P t ,  •

•

<it>

£199
Mt C2P 29

ogiFREE'
FNOTON
PART II

FREFI

AMIGA 500PLUS
CARTOON CLASSICS

' 0  RUCA eAl ia01-1

PACK INCLUDES:
•  t w,  MAGA s  E 2 9 9  29

•  I  At N I A

•  M X  TV MOCULATOR

• Tait StaaPSOKS f . 2 a LIV
• f;APIAN PJAET E 2 6 .  99

•  LENPAPAGS E 2 9  99

•  DEL v tE  PANT III E I S  W

M E  MOO OLCA E M I  97

IDEAL PACK VALUE: £124.52
,LESS PALA SAVAt i  is.,2t

siLicA pluct: El 99,00

AMIGA 600 AMIGA 600
STANDALONE LEMMINGS PACK

?rnti

• 4  A  •  •

, •

11 Tull OK srteiel IØ m o w e rrap All7 . - A F  ( 1 . A I  O D

ewe1 m t a t  A t m  606 ate
Redir R i f f "  a l  •  . 0  Om SRN

O R  S PA  V I M  1 5 . 11 9 5 5 4  p R i o •

P A C K  I N C L U D E S ,

•  I .  M C A  tee  E 1 9 9 1 9 9

•191,111T•IN o e m e a

•  151,11J.N TY KOtAATOR

PiOS, FREE FROM SILICA,

•  PeOICM PANT a E t •

W V .  PACK VALUE- t2Patal
LESS PArA SA 1,,,A3 .

CAPRICE tip) pc

P9teEmSa, r o g o W t

£199
lct iyvt ! i i i t i t (

%E229
AMIGA 1200

COMIC RELIEF

+ HARD DISK
co. OFFICIAL UPOTAD-EI

1 YEAR ON are,. AT How • ARRANTI
taLOr••adflarONS

iriDa '200 sat a au,. ,•
a . • •  , r a • a •  h i  4 9 id 2 1  A t e  4144.6

• tr I I  orcort, S c ,  r •  freia,

N  AO.

Sint COI I L ,  ft, •
44,11 Om S  -

•, Loos aa, Im ewe)
emswe laa

.•291 s  2
••tol D e t e r m A t e

• at,
.• REH;NEI O U  l e T

lIE
AA

L1PSE1

2 3 0 -  E 3 9 9

2 64 €449
2 8 5 -  €499

2 1 2 7 5 2 9

2- 209- E599

AMIGA 1500
HOME ACCOUNTS

FREE
Sc

BRID0E
B O A R D

MOO

•11111-----tew

SAVE £300!

•  RCAF ACEDIPHS

•••••••••••„,1

• •••/•il

PACK INCLUDES

• se• MAMA , K e

•  r.,-2 • BeetVe 9.3M,NWES -

•  MAIMAINEWstarS

•  m.; Mom atm . . .  -
•  AC-0 SCOT

i441riemige.441

•  P C , '  ODE0NK0B(941,14W M U D )

•  D I A M L U K O I S S O r • N E  t  1 6 5 11
S A i n t s u t a a .  iesam.

•  PUZZNIC
•  T O

£2490

£24
E29

•  uatuaE PAN1 E 7 9
•  MAGA YDNIU E l l t  93

,cfE 19SSLCA -  • C 2 6 1  e7

TOTAL PACK MAME D5$-99
F9.6 PAN SA MG F -OS 00

SILICA PeiCe- £01169

1MbRAM

RRpt. ,
E399

eat VA! 1 , , k •

AMIGA 4000
SPECIFICATIONS

11 etak w e a t u a r r r lCasecaLMAr OAS

' -•
• ,  F o r  "ewe

a

017 "

WO A I M  aegU)a.  -

A4009 ems s o  la al Werm•
sore0. II, MOD

GRAPHICS
•  1,1 mu,)4 aoMli
•  Nscurrod lea)

verys.cmisx•sc•
OPEN ARCHITECTURE
Ise Aware eta cec, /tut;pto/ try
u t . . e  p . r i i  4 0  4 , 4 , ,
11.1. 6 argrent Gam.",
•  A•612•NIZIOARDWILIIS

•  laAt•AT SaOTS

•  •eteMACFC•913T

POWER
•  • -•:„ 2 r a h E

NEW,
AA

CHIPSET

2 ,LAR SI. VE IT  HOME RAMAT?, 1I.

PACK INCLuogE

•  u ,  MAGA 900. E I P H R

•  VOLT F. 1 ,  DRIVE

•  FILMI I V  MOOLLAIOR

•  OELUtE ot leT I,E n  S9

•  LEPAMesGS E 2 9  99

FREE F S c t S L C A . r . r U I e I ,  r 2 5 7

TOTAL PACK VALVE. e17344
tESS . / 1 4 t A l l  PARR L4

SILICA PRICE • C 2 2 6 0 0

,,,,,,,,,, vat

RAM
E229

r•C eA• e v o 2  otte

Alat RaIN,

m'PA E259
AMIGA 4000
CONFIGURATIONS

Ott_ US. FREE FROM SILICA
•  •  - , • • • ,  •

25tou 60030.,

2' 8O .  E9791
4 Po' E1099

E1199
E12991

4-?....,3219"--f1399
11'.- 5_51 £1699

25omei• 68040

RAM UPGRADES
RAM uPORADEO TO

4,• m r i e
(100 niC• O X  N M  m e

- S O  E 2 X c S S O c Y c l l

- -  C l i 0  OCO 1'450

AMIGA 600
WILD, WEIRD & WICKED

A d a k
O TEAR N MEAT WOE %IMPART,

•LLL rrm r

PACK INCLuOES:

•  A m G A  6.)0 c r ,

•  R C A  ‘ •  ENK I  B O A A I O I

•  DELUXE PA M  al E 7 9  - 99

•  WIITE)PROSE ORM]  PRLA r a t  cre

•  S ILT MAIN' E P S  99

RIFF FROM 5LKA I A  estt f 2 9 7  RI

To m  PACK VALUE.. CCU*
LESS PACX • ! t t e S

s t c A  PRICE, E226.00

Ga YEAWL, W a t t

E229
▪ • a t t  • Am/. •

ria2r

£259

MTV ADD•ON
FOR A500 or A500Pws

FREE
setTekt•E
Fa, R A M

7 . 3 , 1•

FREE FRom SILICA -

• •  A•org W.% Ity•
•  4.01ireri ErAteeta CD F r f  N . ;
. 5 . . c o  P . a h 0 0

•X I 'D  • 0./ RAC P0/140.0.

WORM NEARLY £00

ENNA wat Poup SECA) CD, 00014*
Pitta MAIM axle CO aest

S O W  Ut:taC*1 a r  600 t tat,  a l e
Image Late 19.11Q0MONI

Car•••• •r• CO • let CC, WE, firma
Comatet toth ISOM dards•
Salt  T W O  net  t rutc/ to/  •  t. •••••

0  APPROVED
Seca Stel tem are a ivey autivticell
Am sa daafei W a  can upglarin
Amis coo •  w i t .  •ire, ria•0
Cm., foe o t  eaming
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CALL FOR A PRICE U S

274:154;01..„
SOFTWARE PACK - FROM SILICA

ZOOL is the software pack of the year. It includes:
Zool.  Tran5wri1e. Pinbal l  Dreams and St r iker  - Value £12792.

All Amigos from Silica (excluding A600 Standalone and Amiga 40001
include a FREE ZOOL pack as well as GFA Basic and Photon Paint

ZOOL  C 2 5 • 9 9
New.. to eine we- ur. Amu ore • Na, 92
I  BANSWRITE  E 4 9 • 9 5
'Avti Prams. a,st Ssel Cracks.

PINBALL DREAMS  E 2 5 . 9 9
.411•1 Sadaion A L A  • Sest 52

RIK E R   E 2 5 . 9 9
:occet SmAtim -941,Ce i r e  V

ZOOL PACK, £127.92

PLUS! Aso"

A G r A  BASIC •"3.5   C 5 0 • 0 0
Reme4a Baba era,pitmoa Lar9.00e

.-1)TON PAINT II   C 8 9 . 9 5
TP P 3 t i t 9 P A I M x •

TOTAL VALUE: E267.87

44531-;,4'

ALL PRICES INCLUDE VAT -  DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND
teic /t0 • Z13

'SILICA SYSTEMS -  THE AMIGA SPECIALISTS
t i t t tyc •••oc de•clie I ther  t c  - t e w  A m p  Lompute, o re

50Ri C•a,elato aixia1 ,AuiERE ! !  C•C!,,rtda,
utal •10  00 ha a 'ow recethsalIaIc burng put Amiga wive Am
may retwe additaxm pen•Perals or salt...al, n e l e  and attoco
witn yest et9e P.Ateate And. Al l  dea °Nevem, yoL bey Man carte=

wth d•taas of ne• meutda, At SADA Sysleens we metre Itaat
yOd ,UWA norrag 10 wenn, aboul Wo Ne. bawl ostatlishad
ai•rosi 14 years Sc ate Amiga 50ecu5sts arrd ate a Comm.:bre
414”0,.1 Nate Aim cur i,IOIMIR,6 eaper•eve ang eaperuse we
can nee  d a r r  Fe Meet  c v,  CoitereeM le tp .e t ree l i  9911 a ,

,0490160do5 a4101 •  &Komi iC 6643 Nol Ow, I LOI then nut word
•cr t  CaTckae mad Tarr I I ,  cmcoo roe lor our kate• FREE
',Vale and b•ge In m a a  -Sica SVAOMS

•  COMMODORE APPROVED UPGRADES:

CMKO Ha'd DIVE LegrideS W40 WANG cc-site narrarty.
•  FREE OVERNIGHT DELIVERY,

cars Moped in me LA mariam.
IL SUPPORT HELPUNE:

•••,r,si rectrice menusoIlbe at your serece
PRICE MATCH:
IVP I r u i r  IXCIptillOrs an a 'Same eroded Same once' bass

•  ESTABLISHED I I  YEARS:

We keg a Plow track IDA IF velessxnal ceexxeer &ales
1'12 MILLION TURNOVER 6 0  sMt1),
We if t spiv, relade and preirale

•  BUSINESS EDUCATION 4 GOVFRNMENT
chicoams. are Polito Tel: 011-308 0831.

•  SHOWROOMS

We have derroesuaeco aid !raring bullies it al. our 5sign
•  THE FULL STOCK RANGE:

kl 01 Our ArKia recuiremexis are r•alaDe Iron Eirie supper
•  FREE CATALOGUES:

MI be miled to you. eirth scoria, reckced vice Amiga oilers
ss ksell aS Oetaos on all Arnica software and ter ere ra I s

•  PA YMENT:

We xcept mos! maim Medd cards. Cask chrtrie ei rIkedhly
terms N e I •  wtfirttpleurI lml.

SILICA
SYSTEMS

'ulITE 081-309 1111

MAIL ORDER: 1 - 4  The Mews. Hatherlejt Pil, Sidcup, Kent. 0A14 40X Tel;  801-31119 1111
Gm. , . .  O w  k t e  Sal 501:I4eC0C40I1 N o  Lite War oKenma I - .  r k  : • , •KG  M P

LONDON SHOP: 5 2  %totem Court Road, London, HIP OSA IN: 171•00 4000
• o t , n ;  f ix .   1 0 . 9 4 0  •  Wern404.  I S  Iwo mg. Om. )  F a .  Ne 001•20-•1 4137

LONDON SHOP: & g r u d g e s  libureekeul Oxford Stet lundon. WIA 1A13 TN: 111-029 1234
O f . ,  4 ij 414,1 6 6 . 5 1 1  4,31:00•79Ce0 L . .  ' d r  M . , W e e  A M  E D W . ,  2 9 1 .

SIDON, SHOP: 1 - 4  the Mews Hatiterley Rd Sidcap, tent 0A14 40X Tel; 1101-302 0311
, ,i..,,, k u , S t a  9M.330pu L a m  NT; Fnaay 72.1-L F .  Ak ••••At D• .•.•:-'

ESSEX SHOP: Middies lau Nod. High Street Southend-on-Sea Essen, $51 ILA Tel: 0702 40E139
own.0 m,', l k - , , ,  'RI M."-, $0,.$0, 9 a)..-6 Xt.i  L .  Ur i  ItuatUy • lye F .  No .20912 tialae .

7  s o c a  svatems c k i t  DR-0903-104 1 - 4  I n c  Mews Hatnerley Rh S , d o l o  K1-1. CIA14 4 M K - s 1

PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE

mr..MrwMissikes S u r n a m e .

Company Name I  11 apokable:,

Address

lesoine)

1•Nhict i  ocr  nOideri S 10  a l ly,  d o  you  (Jean, .

POSIC:0015

Tel Mork)

ESOP * ) sO ISe i f r 6 f l 5 r62  a re t t tS tes  we, te90et mease .e/o-tee towact e t  ire a r e s i • N r, m . ,

1  DAL,


