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COMMODORE FORMAT TAPE 4

Bursting at the seams with
loadable goodies. What a stonker!

FULL GAMES
BEYOND THE

FORBIDDEN FOREST
BOUNDER

DEMOS
ROBOCOP 2

LOTUS ESPRIT TURBO
CHALLENGE

Uh-oh -  me PowerPack tape
(and box) has gone walkies.
Better ask the newsagent
where they've gone...
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The game of the film!

For further information on M i n u c e  products and your local dealer, contact:
The Coach House, Hooklands Estate, Scaynes Hill, West Sussex 11F11 7 7NG. Tel. (044 486) 761

.••••••••.0

0•0101"-..•
007011"--,w
000,010%-.,.•
M I N D S C A P E

I N T E R N AT I O N A L

(

1•



SHADOW OF
THE BEAST
OCEAN

9  TAmiga he s t ugnanmi negfinally scrolls
onto the C64 but
is it another case
of nice visuals,
shame about
the gameplay?

The only reviews worth reading are in CF...
..a And it ain't been reviewed, until it's been

N I L
DOMARK

1 8 0 0 7  returns in
Domark's latest
Bond game. You

may not remember the
movie but the 64 version is here now!

NAVY
SEALS
OCEAN31Real-life toughguys. They're

mean, they're on
cart, and they're all set
to kick ass on your 64!

VIRGIN
Your chanon to rule the world by
destruction, deceit and diplomacy in
this version of the mega board game

DIOGENIC
more bouncing ball larks and

i l i a  al the mouth trying

Commodore'

GRANDSLAM
Join Captain Marko Ramius as he
struggles to evade Russian and US
naval forces in a bid for freedom!

ROBOCOP
O C E A N  The film didn't set

the world on fire,
so just how does
Ocean's latest

10

10cart-only
conversion
fare?

to Wet all the beasties in a bid for
freedom! But remember, there has
to be a method to your madness

MINDSCAPE
CF goes NASCAR racing in

the game of the film, but
(movers a baby driver instead of a

boy racer

1 6  OCEAN
Looks are deceptive In this coin-op
brain-strainer -  It might look like a

THALAMUS

What do camp 9 0
Wotadump, a

missing flag and a
mouse called Maximus have in

common? Ali is revealed within

bunch of old bricks,
but Its not lust
a load of old hod's-walicip (groan).

1 8  DOMARK
American Football meets 112-132 In
this weird Tongen coin-op

8 5  KINGS OFT
If I ts  a surreal puzzle game you're
after, look no further

9 5  OCEAN
Simultaneous two-player Bubble-Bash!

C o m m o d o r e  F o r m a t  is w r o u g h t  in  the  fu rnace  o f  Fu tu re  Pub l i sh ing ,
the same  c o m p a n y  tha t  b r i n g s  you  A m i g a  Format ,  ST Format ,  Yo u r

Sinclair, Amstrad Action, Sega Power, New Computer Express, PC Plus, 8000 Plus, Mac
Publishing, Classic CD and something else-. soon! t _  FUTURE PUBLISHING 1991
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MoviMANIA
Throughout this, our special MovieTie-In issue, you'll find
reviews of the latest games that are based on smash-hit films
but there is even more to come. Darkman, the story of the
mad scientist and his artificial skin problems is being 54-ed
by none other than Ocean who are also working on Wings of
the Apache, the game of the film of the helicopter gunship
squadron that takes on the might of mercenaries fighting for

South American drug barons. (Well, let's
hope the game is less complicated than
the plot.) Not to be left out are Disney,
whose new software division is already
developing the game version of the next
Spielberg monster, Arachniphobia
Grandslam will be releasing Die
Hard 2 in March (hopefully) and
since we reported Predator 2 in
CF2, we've learned that
Mirrorsoft should have the fin-
ished game ready for March.
OK, square eyes?

6,11 h i tunexpected box office  -
Dark-mail -  corning to a 64 soon

ge I
lb*

Mindscape are set to release Ultima VI, the running series
latest instalment in the longest
of computer games in history. Origin Systems'
greatest claim to fame is their remarkable
series of computer roleplaying games. LlitiMa I,
released in 19130, is the grandaddy of swords
and sorcery computer gam c o m

es and it caused such

a stir that the b i g g e r  and more time world now sequels have never stopped -ing. The games have got b
complex ever since (the t  1 anta

Ul

has something like six d i f f e r e n s y
languages in it and each game in the
series normally spans several disks).
Ultima VI can be played on its own,
whether or not you've ever played any ofin the series before.

the games

1

"I 'm pleased to  c o  a  o n  b o f  ? ,

the Subscription and Mal l  o e r s  who couldn't  be wi th  1us today (Subs is spending t ime on page 53 ,  whi le  M
Order is hard at  work on 88).  They're very special  to all
of us and rrn sure you look forward to seeing them!"

COMMODORE FORMAT 4, January 1 9 9 1  -  lights, sound,

I f  it ain't here it  simply ain't happen in'

The Godfather -
the film tha t  set

the ball rolling
19 years ago -  a

game soon!

ETWO K 64

I I I

t9 NUOML3N

IVIAFIA GAMES
To COMilk

US Gold have acquired the licenc
movies. The licence covers the d f a t h
sequel and the latest film in ,  itss, a t h e r
Which continues the story l e
life in the Mafia begun in 197 U S  I  e  said mily and
that they want to produce a series of a m e s .  not
only based on the different films but designed for

players of different kinds of games. All we know for
certain at the moment is that two games are currently

under development. One is going to be an arcade
action game while the other will be an adventure

game, possibly in the same style as Mean Streets
(see CFI) .  The first game in the series is likelyto appear sometime around June.

r
gin

The



biNAmic
btVEL0PMENv

Dinamic will warm the cockles of every C64 and GS owner's heart
with the announcement that, from now on, they will only be produc-
ing C64 games on cartridge. Not only that but they will be converting
•  the i r  back catalogue of games to cartridge format as well! This

should mean that among others, Satan (reviewed in CF1)
Should be re-released in this format soon. The first of  their
new games to appear on cartridge format will be the action

arcade adventure. Narco Police. Fingers crossed, we should beable to bring you a full review next issue.

Narco Police features a combination of arcade and strategy gam-
ing in a 3D world drawn In high res graphics. The setting is a tropical
island fortress defended by sophisticated computerised weapons
systems where drug barons are manufacturing narcotics. You control
three groups of futuristic anti-drug police squads who must mount a
successful assault on the drug barons base. Action scenes con-
trolled via a joystick are followed by tactical decision making
sections where direct computer commands have to be quickly issued
in the seconds before the action starts up again. It all looks and
sounds completely over the top. Come back next month to find out  if
it really is.

GI
ERRITORY

Dinamic's idealog-
ically sound Marco
Police will be
their first re lease
on cartr idge

The Law Himself is
going to settle the
score on your Ced by
February -  but will
Dredd be arresting?

games will be coming thick and fast from Virgin
astertronic in the new year. Their biggest game, -Judge

Dredd, has been delayed for some time but it's now expected
hat the title will be released sometime in late January. That
should coincide with Viz, the company's 'adult' game of the
vulgar but funny comic of the same name. Speaking of which,
Check out CF5 for an exclusive playable demo on the

owerPack tape. Meanwhile, check out
Roger Frames for details of someImminent Virgin

Mastertronic bud-
get releases.
Finally, a compila-

tion due from the
company in February will consist

Shinobi, Ninla Warriors, Double Drage:WI 2
nd Dynamite Dux. No price is available for
is yet.

D O W N  T H EThe next game in SSI's series of
ADM) games is due from US Gold. Death
Knights of Krynn is the direct sequel to
Champions of Krynn. Adventurers should be pre-
pared to take on the Draconian menace again
towards the end of February. A conventional
wargame called Medieval Lord is also currently
under development. The game should be out
next May or June so keep your eyes peeled for
developments. One more game being devel-
oped by US Gold at the moment is Magic
Sword, which is being converted from the
Capcom original by Probe software, the
team who programmed Golden Axe. But
don't hold yer breath, Magic Sword is
unlikely to appear before next September!
Hack 'n' slay is here to stay -  another
AD&D game is on its way

COMMODORE FORMAT 4 ,  January  1 9 9 1  -  the N e w  Ye a r  Resolution
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erry Christmas
and Happy New
Year, you joystick
junkies. How
then, it's time to

discuss the best laid plans of edi-
tors again. Last month we told you
that demos of Warlock and Tote/
Recall would be on this month's
tape, along with the complete ver-
sion of inner Space. Well, we
decided to hold onto Warlock until
next month, for reasons best
known to ourselves and when we
got to see Robocop 2, we thought
it was so brilliant that we swapped
Total Recall for it. As for Inner
Space, well, we never realised how
packed this tape was going to be.
There just wasn't room. The mega
CF4 PowerPack is brimming over
with enough sexy stuff to keep you
frothing throughout the festive
season. From Demoland we bring
you Lotus Esprit Turbo Challenge,
courtesy of Gremlin and, of course,
Ocean's Robocop 2,

After your dextral digits have
been well and truly flexed, take a
look at our first full game -
Bounder -  one of the scrummies
games ever to appear on the 64
you haven't tried it, take a look
and see for yourself). The same
can be said for Beyond the
Forbidden Forest, our second full
game, this month. All in all the CF
PowerPack is more of a sack
burster than a stocking filler!

bars sticking out of each side of
dicate the eleva y o u r
thorn takes

ALL these games and demos are loaded using the norm

COSMII
The evil demogorgon lives in a cavern

protected by hordes of terrible
creatures. As the greatest archer
of them all, it is your mission to
hunt her down and destroy her.
To do this you must first make

your way through the Forbidden
Forest and then beyond — to her lair. On
your way, the demogorgon's grotesque pets
will do their utmost to try and stop you (and
get something fresh for their dinner into the
bargain). So the game takes place in two
locations. The first of these is the forest. The
second is the underworld. You can only ven-

COMMODORE FORMAT 4, January 1 9 9 1  •• complete with Chrisheas wrapping rape

Lie

GAME

Sit back and enloy t n k i n g  demo from
Gremlin's latest licensed racing game.

The final version is almost ready as we
write this, but the lads at Gremlin have given
us a special taster of the split-screen action to
come and we, of course, have passed it on to
you. Look forward to a full review next issue.

The final version of Lotus Esprit Turbo Challenge
will have a split screen like this, so two players will
be able to compete simultaneously 1



ture into the underworld once you have
defeated all the monsters in the forest.

As bow and arrow are your only means
of defence it 's time to explain how they
work. Move the joystick up, down, left and
right to move your character into and out of
the forest or left and right on the screen.
Press the fire button until the bow is at the
correct elevation (markers in the screnn bor-
der indicate the bows  elevation). Hold both
the fire button down and move the joystick
to aim at a creature. Let go of the fire button
to shoot. Beware: it is possible for a care-
less archer to shoot himself.

The function keys are also used In the
game. Ft gives you a count of your remain-
ing arrows and pauses the game. F7
continues the game from the message "The
game is lost" and the resurrection scenes
(you're allowed a number of resurrections
during the game).

For every creature you kill, you will be
rewarded with golden arrows. You receive
one golden arrow for each creature killed in
the forest. When you move to the under-
world, you will be rewarded with double the
golden arrows you collected in the forest.
However, every time you're resurrected, you
lose half your remaining arrows. You lose a
golden arrow for each shot fired in the
underworld. You lose two arrows for being
knocked out by a bat and you lose two

al bold down SHIFT and press RUN/STOP' method. Got that?

golden arrows if the demogorgon kills you. I t
you lose all your golden arrows, you turn to
stone and must start a new game. You save
all your golden arrows for fighting the mon-
sters in the second part of the game, in the
underworld,

THE GIANT SCORPION You'll have to
gel five successful hits on the scorpion
before it dies. Unfortunately, if you remain
planted to the spot and try to fire five quick
shots at it, you'll be scorpion snack. The
scorpion is a last beast (it's got lots of legs)
but it isn't very good at turning corners (a bit
like Andy really). Put some distance between
you and it and then lire. Whether you score
a hit or not, the scorpion will then charge
after you. When it gets close (but please, not
too close) turn and run to one side. You
should then have an opportunity to shoot at
It again. Repeat this process live limes and
the scorpion will disintegrate. You will then
receive your first golden arrow.

THE W O R M  A giant worm burrows a net-
work of tunnels beneath the forest floor,
occasionally bursting through the under-
growth to catch dinner in its enormous

mouth. Again, it should take five shots to kill
this beast but you have to be fast. It bursts
through the ground quickly and then disap-
pears. If you take too long to get all five
shots on target, it will eventually find you
and eat you.

THE DRAGONFLY-This looks like a
mosquito that's been eating too many shred-
ded wheat. It moves fast and if it catches
you in its legs, you're a gonner. I t s  very
agile and can easily dodge shots. However,
it only takes one shot on target to destroy
the monster in a puff of smoke.

THE C H I M E R A This terrifying mythologi-
cal beast is the most deadly creature you
will encounter in the forest. You will have to
hit it many times to kill it and yet it is faster
than the scorpion and more agile than the
dragonfly. Expect to see the game over mes-
sage the first time you fight it. Good luck.

TAPE PAGES
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OCEAN
Yep, slam that
joystick into

port 2
again

Wo r k  you r
way
through
the drug

baron's fac-
tory, collecting phials of
Nuke as you go. Shoot
the bad guys but keep
an eye out for the
hostages — shooting
them won't do anything
for the police force pub-
lic image. Use elevators
and platforms to get to
the other side of the fac-
tory but watch out for
Robcop In
cyber-duck
mode

in this see
nark) you've
got plenty of
ammunition
but you have
to remember
atm to use i t

hostageS•.
( n a g .
NIPPY-
Robocops
use points

F i
-  7•11

!Tk12i Fitxtx1f4I-4)iiN 11411 4 ' - '
N 1 4 . 1 ;

'7:7= : 1 i 7 - 1 ( 0 1 1 . - t  -
r-

•1 -1 ,  •
----"rf13...14L! 1114i 41 4 , tT1-1'1%Tttllirl-171 ,  e  i

lhe ,inutinous Ohm pil lar  4t, the  *eft i s a  pile-driver of
the Rubs-quash ing  , iariety. in  this ..;ase, it 's just
missed. A host .gt ,  (tot. : ight j  says p r a y e r  of thanks

the pile drivers and
machinery, both of
which are powerful
enough to turn you into
Robopuip. That's all
there is to it!

By the way, remem-
ber to wind past the
second part of Beyond
the Forbidden Forest
when you want to load
this wonderful demo.

Nuke; this is what  it's all about

These rotating cogs are deadly to anybody wear-
ing blue fibreglass ( that 's  you). Land on them and

you'll be hurled out of the screen

The factory
is fitted
with a
number of
elevator
strips l ike
these. As
this shot
shows,
most of
them are
guarded by
baddies

KEEP COMING
Don't make the mistake of thinking there is
only one of each creature for there are many
more. In fact, the further you venture Into the
forest, the tougher the beasts you face, even
If you've fought and killed one of them
before. Only the most bloodthirsty creatures
live beyond the edge of the forest and you
face at least four waves of monsters.

THE UNDERWORLD
Eventually, you will be transported to the
underworld by the demogorgon, presumably
because she doesn't like what you've been
up to with her pets. When the second part of
the game loads, you find yourself  in an enor-
mous cavern and it is through this you must
must travel to reach your final destination,
The underworld is populated by more crea-
tures controlled by the demogorgon and you
will have to defeat these too.

Magnificent magnetic media in COMMODORE FORMAT 4, January 1 9 9 1



12 TAPE PAGESTo load 'hold down SHIFT and press RUN/STOP'

BOUNDER

You get smal ler  the further you v
the screen. You  can scroll the screen
right no mat ter  how far  in you are

E R AT S  The first cavern to wh ch you're
ansported is infested with bats who will

attack you several at a time. A single hit
from a bat will not kill you but a few hits will.
There is an opening in the back wall of the
cavern to which you can run. Bats will not
attack you while you are there. Watch them
closely and you will see that one of the bats
is golden coloured. If you hit the golden bat
(one shot will kill it), all the others will van-
ish. You don't get golden arrows for killing
bats. However, you lose two arrows if they
kill you and you have to be resurrected.

THE H Y D R A In another cavern, beyond
the one in which you fought the bats
(which is now a sate place), there lives a
four-headed, fire breathing horror -  the
hydra. Each of the hydra's heads breathes
fire and the beast can only be destroying
once you've scored a direct hit on each of
them (so there's no point in running behind
the monster and attacking it from there). In
fact, though the hydra is the toughest adver-

ary you save vet faced, there is a small gap
tween each of its heads in which you will

of be harmed by the flames (though they'll
burst past you so closely you'll be able to
feel your eyebrows singeing). When you
have wounded all of the hydra's heads, the
foul abomination will turn to stone.

THE D E M O G O R G O N  Nobody told you
you'd need an extra pair of trousers on this
quest but you'll wish you'd bought them
with you when you meet this baby. The
demogorgon rises out of an enormous pit
looking like somebody just mixed up a load
of monster limbs and stuck them together
with their eyes shut: the head of a dragon,
shoulders of an ape, reptilian arms and the
torso of a giant preying mantis. Yukt No
wonder she's so miserable. She looks worse
than Sean. The beast's heart is in its throat,
which is about par for the course with a
monster this gruesome. It's the heart you
have to sink an arrow into in order to kill it.
There are only two problems. First of all,
something looking not a little unlike foliage
acts as a kind of armour plate around the
heart, so you'd better be a good shot. The
other problem is that the demogorgon's
eyes launch bolts of plasma (probably a
habit she picked up by looking in the mirror)
and these beams fry people like you.

Your best chance is to draw her fire to
one side (having already made a guess at
the elevation you're going to need o r  your
shot) and then run diagonally across, in
front of her, to the other side. Fire just as
her head turns towards you again. With one
direct hit, the demogorgon will explode and
the world will be rid of a major eyesore. You
will find yourself back on the surface of the
world, a hero.

It MU
Whack yo
shaft into

port 2
0 2 0

One of the best games to
come from Gremlin has finally
bounced your way via us. What you
have to do is control Bounder (he's
the little tennis ball shaped dude) on
his bouncy journey through life. Lite,

for Bounder, is a long
and lonely road marked out
with hexagons. But just as
you'd expect, the road is full
of pitfalls and other hazards.
So if you'd like bounder to
have a long and happy life,
remember this: IF IT ISN'T
GREY THEN AVOID IT!

There's only one excep-
tion to this rule. You can
bounce on grass. But guess
what? You don't come
a y  g

* e v e n .  If you miss the slabs, you fall to yourdeath. Keep your eyes open for walls and
mountains because these are impassable,
you have to go around them_ If you collide
with them, you lose a life.

Land on
those arrow
squares for
twice  the
bounce cross an ; a s s  until level

t i t b i t
3'1119

lews-ek 0- or
31111Pez ro 7 1 - t 1

This shot catches the fearsome benoculoids in mid
spin, yel low lenses lacing up. To avoid them as they
spin back and forth, t iming is crucial

COMMODORE FORMAT 4, January 1 9 9 7  -  serving the public trust

U r  1
SC
ge whether  you've got the bourece to

UESTION
KS

Slabs with arrows on give you twice the
amount of time in the air when you jump.
They give you time to make longer jumps
and, if you're feeling suicidal, a few fancy
aerobatics. Whippeeel BOINGI

Bounder !set atone in his world. Nah, he's
got aliens to keep him company. Some are
friendly -  some are otherwise. The bad guys
include Binoculoids Stickits, Moscita Birds,
Chomper Domes, Pterries, Coins and
Exocets. Yuk. don't go near 'em. You can get
friendly with Bonus Bags, Copyright Cans,
Teleports, Moving Platforms and Jump
Bonuses. They're all really worth visiting if
you want Bounder to get

!GAME

lan
marks give you
mystery bonuses:
some good, some
fair but most of

hem bad. Planning and mapping will
help (use the pause key to help you
map the screens). By the way,
there's a rather useful bonus stage
after the end of each level. Bounce
on as many question marks as pos-
sible -  clearing all of them
will earn you a bonus. Each
jump unused adds to your
bonus score.

Christmas m e d  cos
me tape won't load!
hat you'll be thinking if this cover tape doesn't do the biz when you

Into your cassette deck -  but it isn't true. What happens when we print
these tapes is that a few bad'uns get through but we keep a few good'uns to

'one side just to deal with this problem. So, if your tape gives you grief, send •
the rebellious recording and an SAE to: CF Tape 4 (Bounder) Returns, Able
Audio Video Ltd, Harcou f i e l d  1 4 .  Telford, Shro h i r e  TF7 40D

, we'll send a replacement a s  we possibly can!



Amiga screen shots shown
Features taken from Atari ST

and Commodore Amiga versions
Features may vary

depending on format

Brilliant control, the air of excitement and
fantastic playability transport you into the
atmosphere of World Class Soccer.

WIRE SOFTWARE, 4 THE 5TANI4MS, LANDON NORTH TRADE CENTRE, BASILDON, ESSEX 5515 6DJ• TEL: 0968 541212.

'".1111111M.: '

•  Featuring the
40 Top Teams in Europe!

•  Play Sunday League up to
International!

•  Pick your Team from the squad!
•  Decide your Formation!
•  Each Player with unique
Charactenstics!
•  Man to Man marking!
•  Corners, Free•Kicks, Taddins
Penalties, Throw-ins & Goal Kicks!
•  Swerve, Chip, Drive & Cross!
•  Multi-directional scrolling!

• •  Injuries and &oolongs!
•  Variable Pitch Surfaces!

•  Variable Wind Speeds!
•  Full management section for up

• t o  16 players!
•  Versatile tactics editor adds a

whole new dimension be the

-10111N player, manager and coach!

4 . 0

a.



obtaining t t f o r m u l a y c s
for developi  u l t i m a t e  w e

thirsty terrorist gang has k idnapped his d
same terrorist  syndicate you had dispersed'

some years previously. •
Your  work n o w  seemed inc,irriplete y o u  have to

souash them once and for all
T H E • P R E S S  5

'Quite simply an amazing pri..4
Nr• 04 -

The g r a p h i c s  a r e  atr, r • lut i t i ly  p e r f
%OrliCs a r e  superb .  t h r  Oundte  i s  l i n k e d  w i l l ,
gloss t h a t  he lps  o v e r  a n y  small inadeg
V E N D E T TA '  h e  b e s t  a rcade  o i l y *

ever. m e a n i n g  for the t e r m
C o M O O -

i i agged through t h e  v o r t e x  o f  t ime  a  s p a c e .
Ninja is brought to Tibet . . . To t h *  Palace of Myster ies
The Shogun Kunitoki.. the  al l -powerful  master  o f  the
gwace. has brought  you. the last of  the  Ninias to  the

very heart of his corruption and evil
Nothing has resisted the  Shoguns onslaught against
the Vikirict Only you stand b e t w e e n  t h e  old World o f

Order and the new Realm of Cnaos_
R E A L • H A T R E D  I S • T I M E L E S 5
Exciting a n d  clernarKleve gamepiay  o v e r  6  d i f fe rent

Incredibly detailed '3D• background graphiriC
Dramatic •  real•lifse an imat ion  o f  t h e  N i n a  a n d  h i s

opponents,
Innovative puzzles to so ive and many obiects to collect-

Atmospheric music on every  level

4  i•xpolosive cartridges typical o f  System
3's remarkable reputation for  producing
outstanding original *computer games,

Eacticontains4 MEG of dynamic arcade
action designed t o  make even the  most

AN AMAZING



ha rdened  g a m e s  p l a y e r  v e r y  h o t  u n d e r
the  c a  I ar.

Take  u p  t h e  c h a l l e n g e  a n d  e x p e r i e n c e
the  u l t i m a t e  f a n t a s y  w o r l d  in y o u r  h o m e
w i t h  these  h i gh i y  r e c o m m e n d e d  t i t l e s
t h a t  t h r e a t e n  t o  m e l t  y o u r  joyst ick_

•  G r e a t l y  e n h a n c e d  g a m e p l a y.
•  T h e s e  a r e  t h e  o n l y  g a m e s  w i t h

an a m a z i n g  4 M E G  o f  m e m o r y.

F M E M O RY

You are taken far, far  back in t ime to c •  e v i l
Qoid Darnerom who hat, taken control and IS i n L )
good Gods to bad  He is upsetting our past_ t i r e

and ult imately Our destiny. -  •
Myths  are no longer a theory, myth is reality.

M y t h  H I S T O R Y  IN THE MAKING.
T E  •  P  R  E  S S • S  A
This almost looks likean Amigagarrie that someone has
managed to get running on the C64. Superb animation.
t remendous  sound, and bags of atmosphere make this -
a m u s t  buy. If you want  another reason for parting wi
Yucli o i . 0 1 0 t o r g e  arid t h e r e . ,  to t ,  o f  variety is,. •,e.

there.  I was  Impressed -  you will be ton
ACE

I don't think is wri  ,i,s1 be exaggerat ing when i say that
M Y T H  is one o f  the best games on the C64 I t  hasjust

about everyth ing necessary to make it a olaalitiS
IlStre

NINJA REMI  X is based on the  successful Last Nirva I/.
REMIX  re ta ins  all t h e  f e a t u r e s  tha t  m a d e  Nirsa U an
award  w i n n i n g  p r o d u c t  PLUS,  i t  h a s  t h e  f o l l o w n g

erichancernentsr-
Remixed music on all seven levels.

E x citing 'film-like' an imated introduction seguerice.
Great ly enhanced player status area.

T H E • U L T I M A T E • N I N J A
NINJ A REMIX is a t rue  value-for-money product that

provides:•
Exciting arcade style combat  action.
Thought  provoking pruzties to solve

Dramatic 'real-life animat ion of both Ninia and '
opponents

State  of the art programming

Facsimile: 081-866 8584

•  • •  •111.-__ -

r r o g  THE CIH. CO•OMITEPP
V C ,  CTAG5 EORRICILE

411Prtu

T i n  T I O n a l  N i c t  • l e k . t V I •  C  • A l d e t l  S .

3
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WE'VE GOT
THE POWER!

We thought we'd keep up with CFs
movie tie-in theme by asking our
reviewers what their favourite
films are. Surprisingly, we even got
some sensible answers...

Steve
elatratt
CF's esteemed (or
should that just be
steamed?) Editor is
a real movie fan.
Anything with spe-
cial effects in and
he just goes all
wibbly at the legs.
Faye raves are
Aliens, The

Abyss, Close Encounters (not the 12-inch
re-mix, though), the Star Wars movies, the
Indy movies, Bladerunner. Aliens again, and
the one about Swedish Schoolgirls. Er...
thanks SJ, that's enough f i lms for now.

Sean Masterson
Sean's a real science
fiction buffer as well.
This is the man who
saw Star Wars every
week for a year while it
was on at the pic-
cies(!). Nivea? "It has
to be Honey I Shrunk
the Kids. Er... and
Aliens." Hmmm, these
just happen to be the
last two films he's
seen. We don't call him Mister Goldfish
Memory for nothing, you know...

Wo w ! !  CFI's crazy new ratings
system explained in full!! (colour)

Who reviews the games in
COMMODORE FORMAT?
What are all those
strange little pictures

for? And just what is a
Corker? Confused? Read on

and all will become clear...

Andy Dyer
CF's answer to Tom
Cruise, staffer Dyer is
about as weird as you
can get: -E r_  The name
Of The Rose was bril-
liant," he says. "I like the
Indiana Jones films, er...

what else. Hello Dolly," he says giggling
stupidly. Yes, fine. Now push off and do some
work — and do it faster.

Gordon Houghton
Granite man doesn't watch movies,
'cos they're for puffs. However, if he
did (and were not saying he does,
mind), if he did, his favourites just

might be: "Alien.
The Thing.
Robocop, The Fly,
The Name Of the
Rose (oy. have you
and Andy been
swapping film
titles?)... and I can't
think of any more."
Thanks Gordo. You
can let go of my
throat now_

Kati Hamza
Kati has a rather wide spread of film
favourites, ranging from The Sound Of Music
(singing nuns) to The Last Temptation of
Christ (slightly dubious religious film), via
The Big Blue (Rosanna
Arquette underwater),
and ending up with Star
Wars. This either
means that she has an
incredibly varied range
of intellectual interests
and cinematic themes —
or she just can't make
up her mind. We favour
the latter.

L I T  the game is compatible

I I N P 4 '

C64GS console!
with the C64 AND the

••

Whenever you see this
logo you can be sure

c o m m o d o r e  Format's review sys-

tem is sublime in its simplicity:
not for us half-baked ratings
which no-one understands.
Listen, it's really simple. Each

review is mainly made up of a beautifully
detailed explanation of the game. Reviewers
express their opinions when writing this bit
but they summarize the main points (good
and bad) at the end.

CF RATINGS
When you get to the end of
a review you see on of these
(eyes left). This is a

Q P o w e r m e t e r  and in it are allthose summarized good and
bad points about a game.
Think of it as a well which is
filled up by good points and
emptied by bad ones. The
better the game, the more

good things a reviewer has to say, so up goes
the red bit. Bad points push it down again.
Where the two parts meet, we put the rating.

The highest rating would be 100% (if
we had nothing bad whatsoever to

say about a game) and the lowest
would be 0% (if we had

nothing good to say
about a game). You can

good game and it gets
over 90% it's a corker!

tell how good a game
Is at a glance_

If it's a really, really

And if you don't go out and
buy it, you're plain stoopid. Okay?

ICONS
To make things nice and easy, we've knocked
up some 'tell-at-a-glance' icon thingies so you
can tell at a glance what standard features
each game contains. They are:

FA C E -  Number of players: the
more heads, the more players

there can be.
KEYBOARD/JOYSTICK —
Control: keyboard, joystick or

both.
MOUNTAINS -
Tell you that
you can
choose differ-
ent difficulty levels
OCTOPUS —

Multiload: if the octopus is here the
game's in bits.

GOALIE'S
SHIRT- Save
option: if there
Is one, it gets the goalie's

shirt (bit dubious, that one).
BLOCKS -  This means you get

the chance to gloat by putting
your name in a high score

table.
PAWS —
Yep,
there's a

pause mode (groan).

Playing with power: COMMODORE FORMAT 4, January 1 9 9 7



1

ollowing on from the chart-busting
original. Robocop 2 places you
once more in the tin wellies of
Alex 'metal Murphy. This time he's
on the trail of a vicious Detroit

drug ring which is pushing 'Nuke' to the
kids of the city.

The game initially follows Murphy's
efforts to track down the villains through dif-
ferent sections of their Nuke plant on the
Rouge River, while destroying Nuke canis-
ters and rescuing hostages. Robocop has to
stomp across horizontally scrolling scenes,
making his way across platforms and avoiding
booby traps and hazardous machinery. Huge
metal crushers plummet from the roof and
threaten to flatten the stainless one, rolling oil
drums have to be jumped over, death-bring-
ing electric sparks leap between electrodes.
rotating cogs

F
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f the Nuke plant.  The com-
The chemical  p t o
puler behind Robo is where he gains accessthe memory puzzle sub-game

1.41,1 011 i-11 2

B a c k  ° u t s j d e  t h e  p l a n t ,  R o b o c o p  g o e s  u p  i n
the world as he continues villain blasting anddrug busting

Practice makes prefect,
Eros.. perfect

To complete each level you have to destroy more than 60% of the
Nuke canisters. If you don't, rather than simply end the game, you
get sent to the firing range for practice and to have your weapons
recalibrated.

You have to blast the 'villain' cut-outs which appear from behind
buildings and at openings, while
leaving innocent bystanders in one
piece. Extra time, extra ammo an
bonus-point Nuke canisters can be
shot but if you fail to reach the set
number of targets before the timer
hits zero, you have to attempt the.
firing range again. Fail a second
time, and you return to the last I
level to try again.

ti

LkI 1 1 1 ,20111111111 ,ILfl

The city is suffering from Nuke -  a
deadly drug being pushed by psychotic
criminals. You'd think that with
Robocop on the streets, that

wouldn't be a problem.
But the drug baron
behind the illicit
enterprise, Cain, under-
goes a surprising career change.
He joins the police force -  as

trip up the unwary and con- c o n t i n u e s  in
veyor belts carry our hero t h i s  vein
towards certain doom. t h r o u g h  another

Robocop's jumping abili- f a c t o r y  complex,
ties have to be employed to u n t i l  Robocop

avoid most of these hazards m e e t s  the drug

4 1 t w h i l e  his gun takes care of the l o r d  Cain in a sin-

more humanoid-shaped prob. g l e  screen shoot
'ems_ As befits a three-ton o u t  to the death,
copper. Robo is slightly tricky A f t e r  a head-to-head bat-

to control with poor acceleration t l e  with Cain. Robocop must
and some horrible inertia — it t h e n  advance to the Civic centre where
really feels like this guy has a R o b o c o p  2 (controlled by the recently
weight problem! d e m i s e d  Cain) is being unveiled to the popu-

There are collectibles to... e r. „  l a c e .  Then it's on to the final showdown with

collect, and these include c  t h e  maniacal machine...weapon powe(-ups

Dead or alive, you're roading COMMODORE FORMAT 4, January 1 9 9 1

onveyor belts Ocean's efforts are cartoon

(autofire, three-way fire. f i k e :  v i s u a l s  are bold, very brightly
s a n d  heat-seek- c a r r y  o u r  h e r o  coloured (bordering on gaudy) andcatterfire

ers), temporary o w a r d s  c e r t a i n  d o o m t h e  characters all have a

time and cans of baby food to replace Robo's T h e  game's console heritage (it w a s  °rig-
lost energy. Everything you'd expect from a f l a t l y  des igned for the Nintendo System)
first class platform game is there The trail s h o w s  through in the presentation and game-

invincibility, extra v e r y  cadoony feel.

In Cain's Nuke plant things are looking pretty hairy for Robocop. That
spark spells certain doom for our meta l  chum and those cogs and
conveyor belts are  equally deadly



We can rebuild him

•  Different arcade and puzzle
sub-games break up the act ion
and keep boredom at  bay

O M

•  Hidden levels provide extra

Ocean

reasons to go exploring! ISM

•  inert ia-heavy control real ly
adds to the feeling of playing
the part of 'ffobocop'

M O

III 12  challenging levels to get
to grips wi th
ill Backdrops are  heavily
detai led and feature lots of
nicely animated hazards

EOM

Addictive mixture  of tr icky
platform act ion and head-to•
head shooting scenes

M O

I I  Thumping series of sound-
tracks beef up the  action

Game Robocop 2
Maker Ocean
Cartridge £19.9595

rea
do it

After Robocop has been captured, dismantled,
rebuilt and reprogrammed, you have to correct his
malfunctioning instincts. This is accomplished by
accessing a computer terminal and completing
a sliding tile puzzle sub-game where Murphy's
jumbled portrait has to be reconstructed.

By moving the spinning arrow (nice effect) to
the chosen tile and pressing the fire button, t h e ,
tile moves into the adjacent, empty square. - -
Repeat this in the right order and it's possible to

tiles so that the face is complete once more. You only have 30 seconds to
'Success is rewarded with bonus points.

play. There
are loads of

secret levels
which you'll

just have to
find by trial and

error, and the game-
play is tricky, entertaining and very addictive_

With 12 different levels, sub-games arid
shoot-outs (check Out our panel pieces on
these), Robocop 2 looks all set
to carry on the phenome-
nal success of the
original!

STEVE

ZONE I M P O R T

WIty N  TO
O E

R X L

After each level an inter-mission screen such
as this one provides the detai ls of Rohocop's
next mission
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Ah-ha. A hidden Nuke store. Cop all those Nuke
canisters for a hefty points bonus (not to men-
tion feeling pretty darned clever  to boot)

Read this
If you're having difficulty loading the
Robocop 2 demo from the CF4
PowerPack, check out Inside Info. The
tape demo has a sensitive loader and
Inside Info tells you how to get sensi-
tive loaders working when it seems
they rather wouldn't.

THE DOWNERS...
•Gaudy graphics lack aimosphote

POWER RATING

...AND THE UPPERS

100

ROBOCOP 2  MEETS COMMODORE FORMAT 4,  January 7 9 9 7

This tale follows Robocop on the trail of
drug lord Cain and his cronies. The vil-
lains manufacture the evil narcotic
'Nuke' and push it to the youngsters of
Detroit. After a disastrous Nuke raid,
Robocop is captured and dismantled.
OCP doctor Juliette Faxx wants to bring
In her own, nastier version of Robo. She
reprograms Robocop with irrelevant
directives so that he becomes useless.

Robocop plugs himself into the
police mainframe and restore his emo-
tions and mind back to the way it was.
He busts Cain and puts him in hospital.
Faxx pulls the plug on Cain and slams
his grey matter in Robocop 2 -  a mon-
ster so mean that Ed-209 would dribble
oil at the merest sight of him.

Unfortunately, Cain -  or what's left of
him -  is still addicted to Nuke. One whiff
of the stuff sends Robocop 2 on the ram-
page. Cue final conflict -  a big punch up
and a swift de-braining. Excessively vio-
lent and lacking the humour of the
original, Robocop 2 didn't fare so well
at the flicks. In that case, it
looks like at least us CBS
owners got the bet-
ter of the
deal!



and flash suits more important than guns and
soldiers. The object of the game is to gain a
bunch of territories as quickly as possible
whist thwarting your opponents' attempts to
do so_

Set up options allow you to specify the
number of players (between two and seven),

Start here at  the Table  of Silly Hats.  The minimum number of
players you can have is two (one of which can be the computer) .
Alternatively,  up to eight players can take  part.  seven of whom
can be computer  controlled

Diplomacy is the
art of saying, "Nice
Doggie," until you
can find a rock to
club it with

any nu h i '  ho. whom can be
human or computer controlled. The best
option for beginners is to opt for one human
and six computer players, since if you have a
two-player game of any sort, you're forced to
control more than one country -  and that can
get confusing.

The action is played in two phases; diplo-

D i p l o m a c y  is the art of saying.

'Nice doggie,' until you can find
a rock to club with it. It's an atti-
tude you need to bear in mind •
when tackling this game of inter-

national relations. conquest and silly hats. A
true diplomat is the only person who can park
on double yellow lines without getting a ticket,
who can be disarming even when his country m a c y ,  and the issuing of orders. The
isn't. and who can hold a knife in one hand d i p l o m a c y  phase basically involves either

the other. I t  c a n  b e  h a s s l e  t r y i n g  being nice or nasty
to an opponent. If

and shake hands with

So, now we've got the y o u ' r e  conciliatory.
terms clear, what's the t o  r e m e m b e r  j u s t  he's more likely to agree
game all about'? Well.
it's set before the First - w h e r e  S e r b i a ,  S m y r n a  to any request for

assistance, if you're

S i l e s s  h o s t i l e ,  he's likely to snubi a  World War in a time when gen- andn. . . , , ,e  y o u  at social functions andia areerals still considered chivalry
pour beer down your shirt. Whatever you do,
it's always worthwhile conducting talks with
other countries, since they can provide valu-
able information about imminent attacks or
give military support. You can also issue
treaties to your opponents which allow you to
do anything from forming a military alliance

Ultimately,  you win by
controlling supply cen-
tres. I t 's early days for
Germany but she's not

doing badly. As she's
allied to Austria'

Hungary and Turkey,
keeping Britain and

France at  bay should
be easy. Gett ing to

Moscow is going to be
much harder.. .

COMMODORE FORMAT 4, January 1 9 9 1  -  the dominating factor
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to declaring war.
You get to invade

other countries. If the ter
ritory is unoccupied, your
opponents ignore you I f
the territory has an oppo-
nent's troops in it
however, you have to
slug it out. This is where
your diplomatic relations
are vital: if you have
arranged for an ally to support invasion, it's
free gherkins and happy songs all round. If
you didn't, you get your wrists slapped and
run away blubbing.

Apart from winning the game, gaining ter -
ritory is important for the control of supply
centres: these allow you to generate more
troops, either in the form of armies or fleets.
The more supply centres you control, the
greater the number of troop units you can
generate. The aims vary according to the

This is screen con-
tains several  maps.

Clicking over the
quill in the top left

calls up a menu
from which different

kinds of maps can
be selected.  Moving

the helmet  over a
region and pressing

fire then provides
the into

Because we've se lected a two-player game,
each player controls more than one country.
Unless you're an experienced diplomat,  how-
ever, it 's bet ter  to have more players. Controlling
the fate  of halt  a dozen states can be confusing
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Game Diplomacy
Maker Virginiktastertronic
Cassette £9.99
Disk £12.99
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There's a little bit of a powermonger
in everyone and this game proves it.

Since it came out as a boardgame, mil-
lions of people have become addicted -
some even play campaigns by post. Now

Virgin Mastertronic have made a frontal
assault on the micro market. The question is -

who will  get their asses kicked?

game you play, but basically if you manage to
occupy about a dozen supply centres, you
win and the whole of Europe is obliged to
wear silly hats like yours.

Diplomacy is a conversion of the board
game and, like most of
these games translated
onto computer, it lacks
true interaction. You
have to keep switching
between map display
and text before commit-
ting yourself to
decisions, This is the
game's worst draw-
back: a map display in
full view all of the time,

with all the options all on screen at once
would have captured the feel of the board
game more successfully — it can be a hassle
trying to remember just where Serbia,
Smyrna and Silesia are. The original also
contains an element of cheating on deals and
treaties with opponents — a feature which this
version sorely misses.

The action is otherwise compelling:
there's a wide variety of parameters and
complexity of opponents actions over three
difficulty levels, It's also a lot of fun to see if

Back to the
Table  of Silly
Hats. From here,
a player controls
everything his
country can do
In a  single turn.
F L I n C t i O n S  a r e
selected by mov-
ing the sword up
and down the
list of options
and pressing the
tire button

When players
complete their
diplomatic and
military dealings
for that  turn, a
summary screen
can reveal how
successful the
last move was.
Since Russia is
being boring
here, i t s  com-
pletely
successful

you can outwit your
enemy. In the end
though, the only
advantage is that you
can have any number
of computer oppo-
nents — and,
considering the
drawbacks, that
might not be
good enough .

GORDON

Having se lec ted  Kiel,  in Germany,  from the
standard map, an information window
opens up to reveal  that  the city is also a
port, a  supply centre  'which makes it very
valuable l and that  it's owned and guarded
by Germany.  We'l l  soon change that

POWER RATING
THE DOWNERS...

•  Contusing command routine
•  No cheating allowed!
•  Apart from the computer player
option, there's nothing to recommend
it over the boardgame

y v a r i e s•  C o m p l e x
wi th  every
•  T h r e e  di l e v e l s
ensure  t h a t  h a r d e n e d
d ip lomats  a  l o n g e d
•  A n y  c a m  h u m
and c o m p u t
•  Cont ro l  r o e  coun-
t r ies  a t  o n c e
•  U p  to  4 6  g a m e s  c a n  be
saved
•  Q u i c k  to  c a l c u l a t e  orders
•  T h e  in -game a c t i o n  is
to ta l ly  Joystick cont ro l led

• ...AND THE UPPERS'

100

M I N

MEE
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S T E P  I  -  contact a company such as
Patrick Sinfield, Movie Media Marketing
or Copyright Promotions Ltd or employ
someone. like Mirrorsoft do. to
'acquire' (that's American for 'buy')
licences for you

M P  2  -  For a really good Batman
type licence, have around E200•000
available. Remember this buys you
rights to use what's in the script and
the film poster and associated Images
-  nothing else

M P  3  -  Keep another large amount
of cash to one side so you can get the music rights

S T E P  4  -  Ask politely if you can use the actual 'likeness' of the

I l k

• f i l m ' s  main character(s). Keep some money spare for this, too

i  ,  S T E P  5  -  Make sure you get continued access to the script as it

develops and preferably that you get some access to the
filming itself

How does a sof tware company
go about gett ing a film
licence? Why doesn't the cover
of The Spy Who Loved Me look
like anyone a t  all? And is i t  true
that spending vast amounts of  money on a
film l icence leaves about ten pence for

creating a ga

s far as anyone
round here can
remember, the
very very first

ver film tie-in for
the 64 was Blue Thunder,
based on the helicopter movie.
Written by Richard Wilcox this
is the game that launched soft-
ware house Elite -  but did little
else, The first big name
licence to capture the public's
imagination was Activision's
Ghostbusters, of 'Who you
gonna call' fame -  a series still
going strong, of course_

This groundbreaker from
as long ago as 1984 (blimey!)
featured an appearance by The Marshmallow
Man and was actually something of a corker.
It put you down in a New York suffering from
a bad attack of the ghoulies (oo-flippin'-er!),
and your job was to trap slimers and up the
old bank balance in the process. Stonking

music and excel-
lent speech

tr.z-

- IkcIMOcie4
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Activision's G h o s t b u s t — G i v e  M y  R e g a r d s  T o

Broad Street, generally
regarded as oneof the duffest
films of all time

everybody's eyes -

,

The l icence that  opened

synthesis made it a
deserved success for
Activision and programmer
David Crane.

Another ancient film
licence was Give My Regards
To Broad Street, generally
regarded as one of the duffest
films ever. Released back in
1739 the film starred 'loveable
moptop' Paul Mcartney long
before having a stupid haircut
was considered fashionable
again (thanks very much you
Charlatans).

COMMODORE FORMAT 4, January 1 9 9 1  -  this year's blockbuster!
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In
the 64
game the idea was to
shoot around London
looking for your
friends, who each
remember differ-
ent bits of that
wretched Macca
song "No More Holy Tights"
(Er I think you'll find it was 'No More Lonely
Nights"-Ed). Even worse was the terrible
droning on in the background of 'Bland On
The Run" (Er, I  think you'll find that one was

"Band On The Run"
actually -  Ed), one of
those songs that you

just can't forget (it went
sort of 'Band on the run,

ooh-oh, band on
the run" and
was nearly as
bad as "No
More Holy
Tights").

It was actu-
ally a pretty
good. solid, well
playable game
with a terrific
map of London
that could really
come in handy if
you found your-
self without one
but just hap-
pened to be
carrying your 64
and were near a

Holy Hype Machine! The
film's publicity can't  do the
game any harm, can i t
Batman? No, Robin

power socket no-one minded you using.
Probably the best bit about it was when

you're waiting for a friend outside the tube
station. If you didn't get things sorted out
quick enough a traffic warden (boo! hiss!)
came along and clamped your car_

Then there was CRL's Rocky Horror
Picture Show, a 64 game based on the
musical mickey-taking horror film of the



1111111111111plek
Top Gun came close to not being released at  all and Tota l  Recal l  is
already late.  Ocean don't a lways have everything their  own way.  But
when they do, i t  really works,  as  Robocop proved
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play of the
book of the idea someone
had in the bath.
Unfortunately for all con-
cerned the game should
have stayed in the bath_ for
to be frank it was a desper-
ately poor game whose
shortcomings were only par-
tially covered over with
some slick packaging.

BAD
PUBLICITY
One early effort which made
a good deal of money, but
for all the wrong reasons,
was The Evil Dead, written

by Palace's Richard
Leinfeliner. It suc-
ceeded not because

It
was

a good
game, but

because it cashed in on
the controversy angle -
you know the kind of
thing, some wrinkly

• decides it's not the kind of
thing they'd like 'Young
People" playing, says so
and gets quoted. "Young
People" think, "Crikey! I'm
having some of that!" rush
out and buy the game.
Stupid behaviour from
everybody concerned.

Still, it's good to know
that the controversy angle
doesn't always pay off.
You might have thought
that a game based on the
dice-and-a-slice epic that
was Friday the 13th would
lead to Evil Dead-scale
disapproval and conse-
quent commercial
success. Not a bit of it.
DoMark's effort one of the
worst games ever to get
released. Dominic
Wheatley, the Do- half of
DoMark. recalls his horror
as he realised that the
game -  only the com-

pany's second or third release w a s
a dog of St Bernard proportions_

We went to see how the
thing was coming along, and
we screamed, 'Oh my God '  I t
wasn't what the Doms were

hoping to see. "And when you get back
you're saying 'Oh no, oh no!' and you've

got all this money invested and the bank on
the phone. What do you do? You launch the
bloody thing, don't you?"

COMMODORE FORMAT 5, February 7997  -  the sequel
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Grandslam's brand new Hunt  For
Red October is probably the most
accurate  computer  conversion of
a fi lm to  date

Find a Strong Silent
Bloke with Lumpy

Arms who's
very good

at punching
people

love 'em
or loath•
'em?

ANDREW HUGHES (16) from
•egow playr_ , a t m a n ,
bocep, Allef ,  nd Backlo the
ture. He say t h e y ' r e  basi-
iy crap gani, , v i t h  a big name

on them

DAVID BRIGHT (14) from West
isex's experience of licences
ludes Batman and Short

• cult. W h e n  the designers tried
opy t h e  gamepley

tied

,SCOTT LEACH (16) of Hull
thougi, i n  and Robacopand
were good, oespite Batman being
a bit easy. "Most licences are
quickly turned out craoPy games
there to make software houses
quick, easy money on the strength

film. Most of the advertising
for the game has already been
done with the film."

STEPHEN BURKE (13) from
Be ,  e n t  argues that when
you see a film, I t  makes you

,int to bathers  and with a C64
ins you can be."

, lie games collection of MICHAEL
JONES (25) from Birmingham
includes several licences. Says

"A to ta l  people like to imitate
dole and heroes. With C64

they can actually become
characters... These games

.e usually brought out by big
name software houses and there-
*ore you know you will get good

lue for money."

WHAT DO
YOU THINK?

t mean that because a
.;cimes from a big name

•ire house that yoo will get
or money? Do licenced

, sell even though they're
cr, W h a t  f i lms would you like
to see as games? And if you're
',nder voting age is there any

'Ant in buying something like
ribecop II, when both of those
e 18 certificate f i lms? Write to -
le Game of the Film,

• 'immodore Format, Future
,Iblishing, 30 Monmouth St.,
ath BA1 2BW. We're offering a
lpy of Oceen'S Hollywood

compHation for the best letter on
the subject.



From silver screen to silicon

Navy SEALs. The  characters in the film are
all agi le supermen

Much of the g a m e s  action comes from
their acrobatics rather than the plot

Dr Jack  Ryan of the CIA stalks his KGB
adversary in the film Hunt  For Red October

And In the game of the same, the reactor
room scene hardly changes

Dr Emmet  Brown and the famous DeLorean
in B a c k  to the Future i t

e— i r e  •
•••••••111,-

But it was  Michael  Fox's skateboarding
antics which made i t  to the game

Making the best of a
bad job, Wheatley now
looks back and thinks i ts  a
good learning experience.
-Every software publisher
goes through that at least
once. I don't think any
publishers any good
unless they've been
through that experience."

It does seem a bit
much to expect us, the
C64 game-buying public,
to finance the learning
experiences of software
houses. But the truth is, of
course, no software house
ever sets out to make a
crap game. It just some-
times turns out that way.

MACHO AND
SON
OF MACHO

rotten taste you have!
 More recently the tradition of

Strong Silent Blokes has been

maintained by Robocop,
brought to the C M b y
Ocean. One of the best-
selling games of all time, it
highlights a peculiar tact
about film licences. Based
on an 18 certificate film,
which in theory at least
many C64 owners are too
young to have seen, it still
sold enough to keep it at
the top of the charts longer
than any other game.

Another recent success
was, of course, Batman.
No-one who lived through
the summer of 1989 (and
that means you, dear
reader) is likely to
forget the
hype that
surrounded

You can pay through the nose for
a l icence l ike The Spy Who Loved
Me but that  doesn't  mean you can t h e  film,
use the l ikenesses of the film
stars -  that  costs even more w h i c h  starred

Michael Keaton, Kim Basinger
It soon dawned on the people shelling out the a n d  an incredible over the top per-
cash that the most obvious target for a f o r m a n c e  from Jack Nicholson
licence is to find a Strong Silent Bloke with a s  The Joker.
Lumpy Arms who's very good at Punching T h e  game followed the
People in the Face. t i m e - h o n o u r e d  tradition of

The first venture in this category was s e l e c t i n g  a number of
Ocean's Rambo, a shoot-em-up which s c e n e s  from the film -  in this
appeared around Christmas 1985. It wasn't c a s e ,  tour -  and building
earth-shattering and is probably best
forgotten. Another Strong Silent Bloke A  p o p s t a r  o n  a
(etc) was Conan, converted into a real
platform stinker in mid--85. If you were one of m o t o r b i k e

those few people who bought d •  •that one, it just shows what tsguised as a rabbiti(or was t  the othe
way round?)
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Mirrorsoft, who have made

Back to the Future It and aim to release B M
thin 1991, are based in London. Yet all the
really big f i l m  these days are made in the
States. So they pay a man called Dick
Lehrberg to do the lob of "acquiring" (that's
American tor buying) film licences.

Dick's iob is to look for coin-op, book
and movie properties which would be appro-
priate for conversion into 64 games. How
does Dick do his lob? Does he drive around
Beverly Hills stopping people and saying,
"Got any films you want to sell?"

"Not quite," he says. "You see, I get to
read a lots of scripts, I get sent them when-
ever films are in development, I ts fascinating
to see scripts as films go on, because I get to

- 4 0  s e e  how they are changed as work onthe film progresses. In fact i ts very
hard to predict how a film is going to
look lust from a script."

Given that you need to have been
working on a game for seven or eight

I months II you intend to release it
when the film comes out, how on

tit e a r t h  can you make a game look like
film that hasn't been made yet?

"Once you have a contract with a
studio, they are typically very, very

open with you. They'll allow you to
visit the set and supply you with pic-

tures, video footage and so on.
Every studio I've dealt with for



Despite the film being rated I S '
the game rocketed to the top of
the charts and stayed there for
ages. The only question which

remains is will  Robe it  do better?

games around each of them. Load One
featured Batman alter the Joker in the
chemicals factory -  a gift, since the
scene from the film was just on its
knees crying and begging: "Please,
please make a platform game out of
me." So they did.

Load Two was a car chase
sequence. Section Three involved the
Batwing, this time attempting to cut the
ropes on the evil Joker's lethal laughing-gas
balloons (not a bad
way to go, now I come •
to think of it), And so i n v e s t m e n t  i nonto the

final show- Robocop is probablydown.

the film lift- the most spectacularwhich had

ing from an old success of them all
Allred
Hitchcock flick (Vertigo -  See it if you get the
chance) and once again begging to be turned
into a platform outing.

As a game, Batman was not unlike the
film. Already the memory of that incredible
hype for the film (which would make a good
subject for a book in itself) is beginning to
fade, leaving us not much more than an ill-
fitting collection of scenes cobbled together as

best as the hassled
director could manage.
And that's not a bad
description of the game.
The overriding concern
becomes simply to make
sure that the software

house -  in this case Ocean, though it applies
to anyone attempting a film tie-in -  gets some
return for its massive investment,

BIG BUCKS
I mean, do you have any idea of what kind of
money is involved? Just doing the adding up
would be enough to give anyone a headache,

when you consider that
something in excess of a
quarter of a  million pounds
(let me run that one by you
again: E250,000. That's

one heck of a lot of
Raspberry Ripples) can be

spent on major. first division
licences like Batman or Mutant

Hero Thingie Wotsits. We are
talking big bucks here.
US Gold's licence of Michael

Jackson's Moonwather emerged around
Christmas 1989, to a deafening crescendo of
critical "ho-hum-ness. Even though he is
incredibly famous and popular, especially with
younger fans. Jackson's shortcomings in the
Punching People in the Face department. or
even Being Strong, was always going to make
it difficult to create a classic C64 game,
though he does well at Being Silent,

Looking back, it was a very unpromising
subject for a game. After all, take away young
Michael's weird nose job and bizarre habit of
hiccuping in the middle of songs -  neither of
which comes across well on the C64 (I) -  and
you're left with a big zilch on the personality
front, a shortcoming for which a popstar on a
motorbike disguised as a rabbit (or was it the
other way round?) doesn't really compensate.

Mirtorsoft, and that
includes 20th Century Fox and r e a l ,
has been extremely co-operative. They really
want it to be a win-win situation. You are
helping them popularise their movie and
they're making money off It."

And now, the big and obvious question:
how much? I take it it's a bit more than you'd
pay for a Mars Bar and a packet of crisps?
"Well, the range can be anywhere from
E50,000 to E250,000, and every one is differ-
ent." As I thought. Dick is hardly likely to tell
the whole world how much Mirrorsoft pay,
because he has to compete against other
companies. It's believed, though, that
Mirrorsoft's bid for the rights to the Teenage
Mutant Etceteras was well over £200,000 -
though it wasn't actually a licence of a film,
but of the American Konami game. Still, that
does indicate that we're talking big bucks.

But Mirrorsoft don't lust think of Britain,
Of indeed even Yurp (that's American for
"Europe"), but of the whole world. So it's
going to appear in one form or another in
America and Japan and, well, all over the
shop. That's how they can afford to spend

of dosh? "Every deal is different. For exam-
ple with Back to the Future II and III, the
rights to publish a game in North America
had already been acquired by Nintendo, so

•50,000v110 SPIPIP
we
weren't able to buy those.

"Typically what you get is the storyline
and the representation of
poster, but if you want
the use of the music you
have to negotiate for
separately. Sometimes
the people are reason-
able, and sometimes
they'll want a lot of
money for it."

One thing that had
never occurred to me
was, even if you've
spent hundreds of thou-
sands on a licence, you
can't lust make the
sprite in the game, or
even the chap on the
packaging, look like the
bloke in the film unless
you have bought the
rights to do so. With big,
expensive actors like
Michael J Fox (actually

more money than you or I will ever see on h e ' s  a little, expensive
lust a single licence, a c t o r ,  but you know what

And what exactly do you get for that kind I  mean) you actually need to have his per-

The Sequel Strikes Back: one of
the best things about a  movie tie-
in is that  if it's good it keeps going

mission which isn't always easy. "Some
actors are very open about it," says Dick,
"and some aren't."

But even if you own the rights to the film,

the

people making it demand control over what
you do with the game, It's a valuable intellec-
tual property, so they want to protect it

carefully. "Everybody we've
dealt with demands control
over the storyboard, the
graphics, the game design,
the packaging -  everything,"
says Dick. "With Back to the
Future it's Bob Gale who
looks after what we do with
the game." (There are three
people who form the cre-
ative team at Steven
Spielberg's Amblin
Entertainments Studio.
Apart from Spielberg himself
there's Katherine Sullivan
and Bob Gale. So even
though you haven't heard of
him, he's quite important.)
"Bob's the gamer, and we
got a tremendous amount of
feedback from him. We went
back and forth a number of
times and we got quality
comments from Bob."

Finally I asked Dick what was in the pipeline,
and he revealed that Mirrorsoft have
acquired -  sorry, bought - the rights to
Predator II, the game of which should be
appearing some time in 1991.

COMMODORE FORMAT 4, January 1 9 9 1  -  the main feature



And all that guff about it being 'anti-vio-
lence'' was a bit rich, given the hero's habit of
running over the bad guys, not to mention the
final bit where Whack° Jack° gets to revolve
on a stage blowing them to bits. US Gold
obviously struggled very hard to rescue the
project, but since they had to follow whatever
Wacko Jacko did with the film, there was
always a high element of risk.

There always is, of course, as poor
Tynesoft know to their cost. Despite doing not
a bad old job on Beverly Hills Cop (February
1990) the Geordie brigade finally went down
with all hands on deck this summer, due in no
small measure to massive investment in
Elvira: Mistress of the Dark, a game which
has since been taken over by Accolade. This
financial disaster illustrates the high stakes of
film tying-in, which involves putting a lot up
front r a t h e r  like Elvira herself now I come to
think about it i n  the hope of reaping the
benefits of the associated hype.

RECIPE FOR SUCCESS
So how can you be sure of making a good
C64 game and therefore getting back the
couple of hundred thousands pounds you
invest in that licence? Well, the obvious
answer to that, of course, is that you can't. If
there was a formula, everyone would follow it.

Still, there are one or two clues. One is
that picking on a Strong Silent Bloke who's
very good at Punching People in the Face
always seems to be a good bet. Another is
that it helps if you can buirtld up a good rela-
tionship with a group of film-makers, as

BACK TO THE
FUTURE

BACK TO M E
FUTURE II

BASIL THE GREAT
MOUSE D a w n

• BATMAN:
M E  MOVIE

, BLUE THUNDER

• DAYS OF
HOER

CRUSADE

l o r t I D A Y 1 1 1  3TH J A W S
LABY

GHOSTBUSTERS II L E T ' S  GO
KARTING

GIVE MY
REGARDS To
BROAD STREET

JONES
MPLA

PREDATOR

ENDING

ED

YRE

RAMBO II I

RED HEAT

RETURN OF THE

ROBOCOP

ROBOCOP 2

ROCKY HORROR

Grandslam

SPY WHO LOVED

ME 411114,
STAR WARS

WHO FRAMED
ROCKOBABBIT

The first f i lm l icence -  Blue Thunder.
Software house Elite set the ball rolling but
haven't invested In a film deal  for years

Activision

lin
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How to burn
*your fingers
a n d  how not to)

T GUT ,'EELING
DoMark's Dominic Wheatley did this when he went to see
an agent about Biggles. Remember Biggles? Exactly.
Dominic remembers, -We were hassled into Biggles by an
agent and he really tried to force us into it. In the end I
went and met the producer of the movie and I just got the
feeling... I just looked at this guy and I looked at the agent
and I just looked around the office and I thought, 'This is slightly flakey.' I just didn't feel
good about it so I pulled out. They went mad and threatened to sue me and all sorts of
things — crazy because I hadn't signed anything. They were very angry indeed."

WHAT HAPPENS IF Iffitti D01411
Mirrorsoft grabbed the opportunity that DoMark threw away and ended up with a licence
for which they presumably paid handsomely and which was practically worthless.

Domark have
done with Star Wars and James Bond, and
US Gold have done with Indiana Jones and
hope to do with the Godfather trilogy, the
rights to which they've recently bought.

Ocean's investment in Robocop is proba-
bly the most spectacular success of them all,
and no doubt there was very little shedding of
tears in Manchester when the film sequel
started filming. I t s  a pity it turned Out to be
such a turkey, but funnily enough that needn't
work against Ocean. The makers of

Adventure
International

US Gold

Ocean

Pfrahna
-1

The deal  that  proved how
much of a gamble  the
l icence game real ly is

Robocop II
lost their nerve and went for a massively vio-
lent film that copied just about everything the
original did. And while that may make for a
crap film, it promises well for the second
game. Because that's the third and final clue
to doing film licences.

Make it as violent as you can, and then,
when you've done that, take Out the bits that
aren't violent and put in some more
violent bits.



1I-16 Combat Pilot pulls out all the stops'
- game of the month The Games Machine
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WILL BE MOMENTS WHEN YOU'LL WISH
YOU HADN'T ItAKEN

mix between actkm and realism is tenths'
- ACE rated 952 - Advanced Computes Entertarnment

146 Combat Pilot wins hands dome
- 5 star game - Mew Computer Express.

It primed for action as my F•16 leaves the runway. Inis time
MiSSiOf iS ta destroy a battalion of tanks. Suddenly, threat

warning- interceptors closing fast! quickly select dogfight
Me and arm a Sidewir der 'We both fire at the same time -

_ chaff and a high.g turn out manoeuvres his missile. A loud
exolosiori tells me he's not so lucky,
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Hying fast and low, I turn my F-16 - -,.js my target. Time to
switch on the ground radar and arm the lasequided Maverchs_
I fire six missiles in quick succession. Lantim automatically
locking on to each tank. With flak bursting around me I dive for
cover and head for home. Approaching base, I contact the toe'
and request a talkdown for my night landing.

Order yDur F-I6 Coda! Not xerrr. simpI tekpXone 0276, 614959
0!..•• - c(4CCESS creart care number, flame and aderess.

Digital Integration
the Real World oi StrouLalion

Irtegrair tintec
:o107ccf be Crve
':,:,:crrat, caTf . ,

'F-16 Cult* Pilot is a milestone in CM pncarmiag - a be achevement
88'f.1; Ccancillre



veryone knows James Bond: smart
suits, hi-tech gadgets and a clipped
English accent. The Spy Who
Loved Me, released 13 years ago,
was Roger Moore's third Bond film

and concerns an alliance of japery, snagging
and espionage between James Bond and
Soviet agent Anya Amasova_ Their joint mis-
sion is to investigate the recent
disappearance of a couple of submarines —
one Russian and one British.

Microfilm evidence hints that Karl
Stromberg — your average power-crazed
megalomaniac (flashing eyes. psychotic per
sonality, love of small furry animals. etc) —
has been quietly removing the subs from the
sea. You (as 007) are despatched to Sardinia
to infiltrate
Stromberg's
underwater
fortress

(Atlantis),
slap the

baddies' wrists and find out why he would
want to do such a naughty thing.

The computer version converts these plot
elements into three individual sub-games
(Galled •scenes' a  nice touch) in which
Karl's krazy krew of assorted minions attempt
to nobble you. Luckily. help is at hand in the
shape of 0-weapons. a natty 0-sub and
other 0-gifts (no 0-Tips, though).

The first scene features two race 'n'
dodge sections. as Bond and Amasova col-
lect a Gar from 0  and travel to the hotel,
where they pick up a speedboat to
Atlantis. In both

,•eit%
OS I s .ae;
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HOWr IO f  all in S p y n g  Part -  Simply drive

i

ove a n  oil patch and career into a land
mine in an embarrassing fashion

• •

How t o  Fail in Spying Part 2  -  Pootle alongfind an innocentyou p e d e s t r i a n ,  thenblighter

And for my next  tr ick I wi l l  drive this car
into this garage and when it reappears it
will be a boat.  Abracede.. .  CRUNCH! Er.-.

The second
scene features
James and Anya
heading back to their
hotel after a meeting
with Stromberg:
unfortunately, Karl's
suspicions have been
aroused and he
orders our hero and
heroine killed. Again,
this scene is divided
into two sections. The
first plays a bit like
the classic arcade
game, Spy Hunter
It's a chase up screen
battling against ene-
mies on bikes and in
cars — and as long as
you've picked upntil

ten the l itt leflat e n o u g h  To k e n s .

FORMAT, COMMODORE FORMAT 0 0 4 ,  January 1 9 9 1

Karl's suspicions have been aroused and
be orders our hero and heroine killed

Well and truly into level one now with a cou-
ple of inconsiderate seafarers on your tail.
Tw o  missiles each should do the tr ick

Missing British and Russian submarines, sexy
Soviet agents and psychotic Spectre spooks.
It's a case for James Bond, licensed to appear
in another DoMark game-of-the-movie. But
has he lost his touch?
you can collect 0-Tokens for use later on (in y o u  can drive into the back of the 0-
the 0-Truck) but you have to avoid enemies T r u c k  and take your pick from an
— who, jolly unsport-
ingly, fire bullets at you A n y a  h a s  b e e n  t a k e n  impressive arrayof weaponry. This

as large buildings, jet- hostage B o n d  e has her
a n d  B  i n c l u d e s  machineguns. missile

tys, cones, and marlaunchers, sub-i
rough ground. There o n e  -

hour to re
— and obstacles such

are also plenty of innocent bystanders (and c a p a b i l i t y  for the car, smoke gun.
byswimmers) around, and for every one you p a i n t  jet and vehicle armour, as
kill 50 points are deducted from your score. w e l l  as the ability to repair the oar.
Quite right, too. "111:0"

Rd: r 7 , 1 1 1

Ire r f . . r p t i

J r "
-

SI
1

Guip...that reminds me,  I must  ask about that  early ret irement when I get
back. In the mean t ime several  million shots are needed to cripple this
beast so make  sure you're wel l  k i t ted out before you get  to it



-- ... .. ..

Hang on while s h o v e  my o r  b a c k  down mythe ramps
throat. An oceans e  -  s  Bon C o

UP for i s  vital  or

it's Davy Jones's Locker for Messr

1

pet

The second section is
only accessible if you've bought
the submarine conversion gadget: it's a sub-
aquatic shoot Lem up with weapons such as
4-way explosive bolts. 8-way torpedoes and a
laser gun. You'll need them all to cripple
some of Stromberg's larger defences.

In the final scene, Anya has been taken
hostage and Bond has been given one hour
to rescue her. Good old Q has flown in a wet-
bike and air-dropped packages of goodies so
that James can battle his way through the
Outer defences of Atlantis and save her
before the 'whole place is fried

Level 2 and everything Is dandy. One measly
sub and a few dozy divers won't  hold me
back for long

Eno_ OK, so I may have been a l i t t le  hasty
in dismissing the enemy.  Still, a l i t t le  bit of
perseverence will  see these two  O f

Don't be misled: it's not as exciting
as it might sound. The scenarios behind
each scene are promising enough but
the way they've been implemented is
poor. For a start, every stage is
marred by poor scrolling: it's not
only slightly jerky, it's also too
slow to convey the sense of high-
speed action the game requires.

The graphics are otherwise OK,
with plenty of neatly-drawn enemies
and backdrops: the sound fares
worse, with a monotonously
repeated rendition of the Bond

theme music. Then there are too few ene-
mies around to cause a real threat: in the first
scene in particular you can get away with
dodging most of them and collecting 0 -
Tokens to your heart's content. It's often just
a question of remembering where you have
to go next.

The best part of the game is the wide
array of different craft and weapons: the vehi-
cles all handle well and they need to. The
reaction times to some of the obstacles and
enemies are very short. Each section has its
own atmosphere and different tactics are
required to complete them -  some are also
tough enough to provide a lasting challenge.
The Spy Who Loved Me is a derivative game
-  there's nothing new about the Spy Hunter-
style truck nor the progressive weaponry.
But, having said that, it's a fair blaster
which offers a fair whack of vari-
ety and will keep you occupied
for a while, as long as you
force yourself to ignore the
poor presentation.

KATT

Game

Maker
Cassette

t •

7  he Spy M o l lC 9 . 9 9

Loved Me
DoMark

POWER RATING
M E  DOWNERS...

•  Jerky scrolling
•  Lack of inter level variety
•  Not realty fast enough for a shoot 'n
chase game
III A couple of the sections just require
you to learn the route
1111 Apart from the underwater scene,
graphics don't come to life

•  There's a w ide  range of

E g • o n r y  for each stage
the sections have a diffe
sphere and a new challen

•  There are  four different vehi-
Gies to  control...
•  - e n d  they all handle very
smoothly
•  Reasonable difficulty leve l
•  Neat ly  drawn miniature sprite

p r o s
truck gives you plenty of

cs to get  your teeth into

- A N D  M E  UPPERS
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Licensed
to make
18 films

There have been five James Bonds in 18
films over the last 28 years. Most of the
scripts have been based firmly on Ian
Fleming's books, short stories and scraps of
Ideas he wrote on the back of his hand before
bedtime, but recent scriptwriters have turned
to original material for their stories. This is
the full list of Bonds and their films:
S e a n  C o n n e r y :  Dr No (1962), From Russia
With Love (1963), Goidfinger (1964),
Thunderball (1965). You Only Live Twice
(1967), Diamonds Are Forever (1971), Never
Say Never Again (1983)
D a v i d  M o o n :  Casino Royale (as 'Sir
James', 1967)
G e o r g e  L a z e n b y :  On Her Majesty's
Secret Service (1969)
R o g e r  M o o r e :  Live and Let Die (1973),
The Man with the Golden Gun (1974), The Spy
Who Loved Me (1977), Moonraker (1979). For
Your Eyes Only (1981). Octopussy (1983), A
View to a Kill (1985)
Timothy
Dalton: The
Living
Daylights
(1987),
Licence to
Kill (1989)

6;-



W I N  a  mega special Kart
game with Gremlin and
copies of their brand new
racer,' rave during a VIP visit
to Brands Hatch! We must
be absolutely bonkers. So
must Gremlin. Read on!

H a d  a squint at the smart demo of Gremlins

Lotus Esprit Turbo Challenge yet? Yeah,
thought so. Good innit? Gremlin think so
too. In fact, they're so chuffed with their
new race game that they've decided to

treat our beloved CF readers to a rather yummy prize.
So we've set a rather yummy competition. R a c e  in one

Hatch for a belting Go-karting session! Gremlin will pay
for your journey there and back, clothe you in some smart
Lotus 1-Shirts, whack a copy of the game in your mitt, and
and then stump up the readies for several burns round the
kart race track! (I had a go recently and it's totally and
utterly faberoony - Ed).

This rip-snorting prize is ever (ever) so easy to win. All
you've got to do is find the hidden message which has
been secreted somewhere in this very issue. Within the
many thousand finely hand-crafted words that appear in
CF4, there are three that say LET'S GO KARTING.

The Lotus Esprit Turbo SE can go from standsti l l  to 80mph in 4.B
seconds, to  100mph in 12.1 seconds and max speed is 160mph.
List price is a mere E46,300 -  wot  a giveaway!

Find the hidden message and
win a prize that will make

your friend

1 1 4  exp lode!

of th
Some time in March, FIVE lucky winners are to be t h e  world. Then 4;t a r t se fantastI C  9 0 . k

treated to an all-expenses-paid trip down to Brands s h i r t  before cracin a t  with the cham s  on the most famou

And hey, guys, let's get those entries in by the 14th of
January, 1991, eh? Otherwise it's bye-bye
Brands Hatch and goodbye goodies.

TEENSY WEENSY RULES... No
employees of Future, Gremlin, Lotus or
the burger bar that sold the Ed a cheese-
burger with no cheese in it may enter.
The Ed's decision is always final, Except
on Wednesdays, when it's half day clos-
ing, so its only half final.

COMMODORE FORMAT 4, January 1 9 9 1  Hey, let's go kar  -  nah keep looking...

But 9 hack home to p t o n s  in You; coil a c e  t
Lotu

gotoseritoottzracil
or s dent

they could be anywhere -
on the contents page, in a review, in the Inside
Info section... anywhere! (And they aren't the ones on this
page either so nyaah!)

All you've got to do is read the issue from cover to
cover (It's skill unlimited, so that shouldn't be too much of
a strain), and tell us what the next word after 'Karting' is.
For instance, if they were the words on this page (which
they aren't) the answer would be 'But'. Got it?

Write this word on a postcard or sealed envelope,
Include your name and address, then whack it into the big
red thing with a slot. Shout "Oh what a flongy!" do it all
again and this time remember to write on the address,
which is:

Gronliin Word Up Campo,

3 0  aondmoroeutFhor
commodore m a t ,

Avon BA ! t r e e ' ,  Bath,T 2 8

1 1 1 1 1 1 0 1

Bi
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4loGLip m  and d--
teigital response plus
411igt1Lipeed auto-tire
,L.::tibridual triggers.

ompatiWe
tvifith most video
game systems.'

iMAVERICK - US
• 8-direction, arc a de-
ticontral stick with two
lplayer select switch.
"  Compatible with most
t  video game systems.*

by B o n d w e l l

STARAGHTER - OS 127
Far and away the most ver m o t e
controller, effective at 20 feet, compatible
with most video game systems.*

INSIST ON QUICKSHOTI:
000-- T H E  GENUINE PIECE•

by Bondwell
Available at most major department stores and computer dealers.

*Sega, Atari, Commodore MSX and Amstrad

HE - CIS 13I
astaction and
lc/Grip tor
eximum contra

Compatible with
Atari and
Commodore

ame systems.

FLIGHT
High-speed autb- ire and
8-direction thumb-pads.
Compatible with most video
game system4,



f you're thinking that the US Navy have
recruited small black, flippered amphibi-
ous mammals to do their secret
missions, think again T h e  heroes of
the piece are SEALS -  which stands for

SEa Air and Land t h e  US equivalent of the
SAS and SBS rolled into one elite and very
tough bunch of guerrilla troops.

Five of these guys are called into the
Middle East to rescue the crew of a downed
helicopter from some anti-American fanatics
or other. In the course of executing a daring
rescue bid, they discover hidden caches of
Stinger surface-to-air missiles, which the
naughty Arabs shouldn't have a n d  this is
where film and game plots part company.
The movie heroes defuse the missiles and
trot off home, while the game goes striding off
on an extended 'defuse the Stinger missiles'
mission all of its own.

Ocean's latest  act ion-packed car-,
fridge release is having a strange
effect  here. People have taken to
wearing black clothing and smear-
ing their  faces with boot polish.
That's OK but it  would help if  they
got out of  the habit  of  crawling
between the desks...

The crack five-man team of Curran,
Hawkins. Ramos, Rexer and Leary take it in
turns (under your expert guidance of course)
to stomp through five suitably Middle
Eastern-looking scenes in order to find and
render inoperative a set number of Stinger

US style SAS
The US Navy SEALS were commis-
sioned on order from President
Kennedy in 1962, to expand the
role of of the existing Navy
Underwater Demolition Teams
(LIDTs). The name is derived from
the different elements under which
they operate -  SEL Air and Land.

SEALS are primarily used as small forward infiltration teams with as
few as three men per team.

Each man has his own area of specialisation: the 'wheel' (the
officer in charge); swimmer scouts; the 'powder train' (explosives
expert) backed up by a 'rigger (supervises the laying of charges); a
radio operator; and a heavy weapons man (machine gun carrier).

Favoured weapons of the SEALs were a 'choked' shotgun to
throw a wide spray of buckshot, the Stoner M63A1 gas-fed multi-pur-
pose machine gun and Navy K-Bar knife with a 7 to 9-inch blade.
Well, they used to be -  what they use now is a secret. Probably.

MAW i: i f fAl l t
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missiles. Each blokey walks, jumps, climbs,
clambers, and monkey-swings his way
through the screens filled with rampaging ter-
rorist-types. The sprites are beautifully drawn
and detailed, and the animation is just
superb Although the SEALs are

extremely
athletic,
control is
straight-
forward
and
comfortable -  moves
are all accessed by
the joystick alone,
and the SEAL adapts
to the surroundings,
automatically climb-
ing over boxes when
they're in front of him,
for instance.

This leaves the
fire button for activat-
ing the current
weapon while on the
two-button GS joy-
stick, the second
button pauses the
game. Extra

-  SEALed and delivered

'Mad Dog' Curran has got himself  a missile launcher
and is introducing the Arabs to the subtle art  of 'being

blown up'!

SEALS' i t inerary.  Monday -  kill terrorists,
defuse missiles. Tuesday  -  kill terrorists,
defuse missiles. Wednesday -  get blown up

weapons can be found by blowing up the
large trunks and collecting the hardware
within. You can cop for a nice new rapid fire
machine gun, a dead useful missile-launcher
or -  my fave -  the flame thrower. In all cases,

the status panel

As far as audio-video shows which
weapon is in

g o e s ,  N a v y  S E A L S  use' and mar

delivers in bucketloadt:ndars:fleft
so don't be too heavy on the old trigger

finger. You don't want to resort to fists and
harsh language now do you'?

Battling through the streets of Beirut on the
last l e v e l  Poor old Curran crouches to avoidthe hail  of Arab fire'



dl
Game Navy Seals
Maker Ocean
Cartridge 19.999

One of the between-level  stat ics,
showing a SEAL in macho pose.
Erni— Nice,  isn't it?

Having successfully
defused all the Stinger
missiles on the first
five scenes, the final
scene is a
Robocop-style
shoot out where
your remaining
men (should you
have any!) have
to blast their way
through the streets
of Beirut before
making rendezvous
with their sub and sail-
ing back to the good or
US of A.

Unless you've got limited
vision you'll be able to tell from
the multitude of screen shots just what a

good-looker
Navy SEALs is.
The 064 palette has

i  b e e n  put to great use with lovely
tear thy  colour schemes and won-

derfully detailed backdrops. The
screen smooth scrolls horizon-
tally and each level is nice and
large so you don't have to stick

to one route every time you
play and you can even map
the sucker if you like.

In abt iectivi ne et e rnml ei svsei ol sn there
0  a r e  sscreens which are simply

.4""7.7.;
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•Tarman' Ramos monkey swings across a
platform. According to the panel he's only
defused one of nine missiles so far

There are two Stinger missiles boxes on
the lower platform. The left one has been
defused, while the right is still act ive

brilliant (and bearing
in mind that each

bitmap screen is
between 6 and

10K big,
i fs only
thanks
to the car-
tridge
that these
are here at

all). Credit
must also go

to Matthew
Cannon for laying

down some thump-
ing great soundtracks

on the intro, during the
game and on the high score

table especially. The spot effects
are all of a similarly high standard, so as far
as audio-video goes, Navy SEALS delivers
in bucketloads!

The only notable drawbacks come in the
playability: the game starts off hard and just
keeps on going. This isn't necessarily a Bad

Thing -  it should keep you plugging
away for ages -  but if you're as

incompetent as me. the first few
goes will be frustratingly short.
Also, the gameplay on the first five

levels doesn't really change an awful
lot. If there was a bit more variety in

the mission objectives, or it had a sub-
game or something.

hen Navy SEALS would
be an absolute stonker_
As it stands, it only man-
ages 'very good!'

STEVE

*Or
POWER RATING

THE DOWNERS...
•  Repehtive gameplay across first five
levels reduces the lasting interest
•  High difficulty level from the Outset

•  Huge levels mean  you aren't
- s t r i c t e r '  to  the same method

at tack  every t ime you play
Background graphics are

rest  -  good colour schemes,
enty of detai l  and very moody

Ith and quality of anima-
main sprites is amazing

responsive controls
mission painless

Ripping soundtracks and
ing spot ef fects
utiful inter-level screens
obi-style gameplay is

n-packed and addict ive
ndly game design

AND THE UPPERS
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SEALs on
screen

Orion Pictures' new movie relates the nor-
mal, everyday, average, run-of-the-mill.
ho-hum tale of secret SEAL operatives in
a life-and-death rescue mission in the war-
torn Middle East.

The film opens with the shooting down
of a US helicopter over the Gulf and its
pilot and co-pilot kidnapped by Arab
fanatics. A crack team of five SEALS are
ordered into the area to undertake a clan-
destine rescue mission. Silently, they
come ashore and make their way to the
terrorist hideout. Having killed swarms of
terrorists, destroyed as much weaponry
as possible and rendered communications
set-up inoperable, they find and liberate
the tooter  crew. Unfortunately, the co-
pilot has surrendered to torture and died.

The pilot is rescued but in the course
of their mission the SEALS discover a
cache of Stinger missiles, so the SEALS
decide to find and detonate the lot!

For some reason, the film didn't do that
well in the states, so you can kiss good-
bye to Navy SEALS 2, but you can make
your own mind up when it appears some
time around May.

of the art  weaponry for y w  5 4
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A S  D O U G  QUAIL)  Y O U HAVE BE I • . I TAUNTED
BY RECURRING DREAMS OF Ar•.:._)THER LIFE
O N • M A R S  Y O U  ARE D R A W N  TO REKALL

INCORPORATED.  A  UNIQUE TRAVEL SERVICE
SPECIALIZING IN IMPLANTING FANTASIES INTO
THE M I N D S  OF THOSE W H O  DESIRE TO  TURN
THEIR D R E A M S  INTO PEA! ITY .

r E  E G O  TRIP OF A  LIFETIME

EXPERIENCE THE HORROR'  AS YOUR DREAMS
TURN INTO HIDEOUS NIGHTMARES. SUDDENLY
YOUVRE EVERY M O V E  .IS M O N I TO R E D  BY

WOULD-BE ASSASINS. Y O U  D ISCOVER THE •
SURREAL TRUTH

yOU'RE NOT you - youvEmE
O U  MUST TRAVE1 T O  M A R S  TO DISCOVER

• Y O U R  TRUE IDENTITY Y O U R  MISSION IS N O W
A JOURNEY OF  N O N - S TO P A C T I O N ,  STRANGE.

MUTANTS. FUTURISTIC VEHICLES A N D  A STARTLING
ARRAY OF  W E A P O N RY A l  L CAPTURED IN
SUPERBLY EXECUTED G R A P H I C S  A N D  A  G A M E  .
PLAY THAT C O M P I  IMENTS THE SUCCESS OF THE

0  1990 CAROLCCI•PICTURS,INC
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ALIENS

ROBOCOP

Scenel, Take 4 3 . .  "Welcome to
Gombeesters". Er, Scene 1,  Take 44...
"Welcome to Gloomdusters."

Gawd. Andy, for the last time,

Tis the season to be jolly Fa
La La La La La La La La
Deck the halls with boughs of holly Fa La La
La La La La La La. Got a new game in your.
stocking Fa La La La La La La La La. But
you're crap and can't get started Fa La La
(that's enough singing -  Ed)

f this is the form that your Chrimbo carols are taking this year then once
again our GameBusters section comes to the rescue. And have we got a
glorious mix of pant-fillers for you this time t h i n k  he means stocking
fillers — Ed). Blinky's Scarey School tips, POKEs, hints cheats and we've
also mapped the first half of Monty Python's Flying Circus in case you

were getting 'cheesed' off with it (groan).
Okey dokey. In keeping with the mood of the rest of the issue, let's kick off

with a bit o' space devoted to cheats 'n' POKEs for the various film tie-ins that
have graced our C64s in recent times.

If the stomach implants are getting too
much for you, here are three codes to be
typed in when prompted at the title
screen: Operations room -  5506F, Maze
section -  9061D, Newt retrieval -  7060E

Alrighty, on the first level
title screen type

SUEDEHEAD and
the second level
automatically
loads. Then on
the second level

title screen type
DISAPPOINTED
and the final level
load

BATMAN
- THE MOVIE
If you get onto levels 2, 3 or 4 and can't
complete them, don't rewind the cassette.
Just press PLAY and, believe it or not,
level 5 loads in with infinite lives.
Alternatively, an easier way, if you have a

reset cart', is to- -
type POKE

4866, 173
then
type
SYS
1624 to

start
the

game
again, but

with infinite lives.

stiBuO
If there's something strange. in your
neighbourhood, who ya gonna call...
GameBusters. Then again, perhaps not.
Still, here's an oldie. If you can reset your
machine try the following:
POKE 38454, 96
SYS 24568 to restart

PLATOON
In the tunnel system when It tells you to
rewind side B, p ress  FIRE instead and the
jungle section should load straight in.
Then you can get on with being pum-
melled to death.

RED HEAT
Let's face it, Arnie's a complete and utter
wimp and needs all the help he can get.
Anyone brave enough to reset their
machine can use this POKE for infinite

lives: POKE 3108, 165 and
then type SYS 11883 to

restart the game.

Er, Dr Jones'? Is that a snake in your
pants. A A A R G H !  Ha Ha Ha, gets him
every time. It you have a reset switch or
Action Replay cartridge try this:
POKE 32552, 173 - Unlimited lives
POKE 37255, 173 -  Unlimited whips
POKE 35756. 173 -  Unlimited
light/torches
SYS 32092 to restart
If you don't have one of these
devices, press the keys F, I,
S. H to activate the cheat
mode then 1. 2. 3 or 4 to load
the level you want.

INDY-scribable. It's COMMODORE FORMAT 4, January 7 9 9 7



THE UNTOUCHABLES
Okay guys this is the big one, the complete guide to
The Untouchables. Yes I know it's getting on a bit but
so many people requested it I decided to throw caution
to the wind.

LEVEL 1 -  M E
WAREHOUSE
Guys with cyan trousers provide roses
(energy), green trousers provide hour
glasses (time), grey trousers provide violin
cases (guns). Guys with white suits have
evidence against Capone and those with
blue trousers are just plain nasty and don't
give you anything. Always play this level
with sound effects on so that you can hear
when an opponent drops a bonus item.
You can also hear when someone picks up
evidence after you've shot a white coat.

Ness can fall the equivalent of three
crates in height without injury. After
acquiring 50% of the evidence the baddies
need to be shot twice. Don't waste time
pursuing a white coat, if it gets long and
drawn out then run into him, you may lose
energy but it saves time in the long run.

A good knowlege of platform layout is
essential. Outwit enemies by jumping
around a lot as this is one thing they're
not very good at.

LEVEL2 -  THE BRIDGE
An absolute doddle. The way to
get through it is not to use the
gunsight but aim with the point
of impact of your bullets. Don't
roll off the right hand side of the
screen — you don't  need to. When
your man has lost 75% or more
of his energy, roll off to the left
to get another man.

LEVEL3 -
THE
ALLEYS
This is an Operation
Wolf clone. Accurate
shooting is essential, so
practise makes perfect. Always
go to the wall by moving the
crosshair to the right side of the
screen. This stops you from get-
ting hit and allows you to
choose the untouchable with
the most energy lef t  Again
play with the sound effects on
so that you can hear the
reload of your gun.

LEVEL 4  -  M E  RAILWAY
STATION
The bystanders are the ones without the
trilbys on, so don't shoot them. Try to keep
the pram in the middle of the screen
unless there are no stairs in which case
move it to the le f t  Try to use the same set
of stairs as the pram. If a bystander gets in
the way of the pram, just shift the pram a
b i t  If a bad guy intercepts the pram, shoot
him. In emergencies you can shoot the
pram a bit to make it move in the direction
of the bullets, the baby will lose a bit of
energy so be careful.

LEVEL 5  -  THE RESCUE
To rescue the accountant you must shoot

Capones henchmen within five sec-
onds. The henchman always
appears around the left hand side
of the hostage, so have your gun
sight ready.

LEVEL 6  -  NITTY
GETS HIS

Make sure your gun is loaded.
Wait for Nitty to run across

the back of the screen and
let him have it. Keep doing
this for each screen but
use the bullets sparingly
as you'l l  need them when
you reach the ledge.
Shoot Nitty when he's
on the ledge and watch
the brill iant death
sequence.

IF ALL ELSE
FAILS
Still hopeless?
Never mind. Try

typing HUMPHREY BOG-
ART on the High Score
table. Then, when you
play, pressing CI,W and E
will take you to the next
level_

ACTION $ ATIONS
OK guys, reset POKEs and Action Replay POKEs are all very
wonderful but there are a heck of a lot of people out there who
don't own these wonders of modern science. I know there are a
lot of talented POKEists out there so how about sending us
some stand-alone POKEs (as frankly they're getting a bit thin on
the ground). I thank you in anticipation.

COMMODORE FORMAT 4, January 1 9 9 1  a b s o l u t e l y  untouchable

"Hello is that GameBusters?"
"Yes this is Andy Dyer here, of
Commodore Format's
GameBusting emporium.-
"Great. I'd like some tips on
Monty Python please.
"Er, I'll just check for you sir...
oh dear, we're all out of tips."
"Oh. Uh, have you got some
maps then?"
"Er... maps are off, I'm afraid."
"A couple of POKEs for it per-
haps?-
"Now we did have a POKE...
(rummage, rummage). AK.. the
cat's eaten it."
"A cheat, mayhap?"
"Hmmmmm.... nope."
"Look, do you have ANY
GameBusting advice at eV?"
"Well, it is a Wednesday, and
we're expecting a delivery this
afternoon."
"I'm sorry, but I'm going to
have to shoot you."
(Suddenly) "Ah-ha! Here we
are, a full playing guide
with maps. (Phew!)"

11 'Pear
•

AND NOW FOR SOME-
THING COMPLETELY
DIFFERENT...
LEVEL 1
Be careful not  t o  get  squashed b y  16 ton
weights and dodge the dead parrots where
possible. The rotary feet are a pain in the bum
and so too are the bumble bees (which home
in o n  y o u  i f  y o u  st ick around too  long)
Midway through the level you'll come across
a flying aristocrat -  circle around him and
shoot like hell. The last few sections are quite
straightforward, b u t  b e  cautious when an
Inquisitive Spaniard appears! The final barrier
Is a  member of the flying squad, again you
must shoot •n' dodge. All in all, it's a very silly
level indeed.
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EL 2
This is getting very silly! Move quickly
at the start to avoid getting squashed
and shoot the silly walkers e  they
bump into you. The expl a t s
are VERY difficult to
avoid, but the fin-
gertips can easily
be jumped over.

The rest of
the level can be
tackled using
common sense,
but watch out for those
strange little bumpy things. the fi
challenge here is a large Cocker S
Derek (he also has a sister called Annabelle
with a wooden leg).

Cheesy COMMODORE FORMAT 4, January 7 9 9 7



Antiques
Pokeshow

The year is 2050...
Ah yes Madam a beautifully sculpted
little piece, and the craftsmen of the
last century had a great sense of
humour. Needless to say with this little
chappie all you had to do was squeeze
this little bulb here and voila, he bares
his bottom. What you have her Madam
is a genuine in-car Moonie.

AARGH! Perish the thought. Still
Chrimbo is a time of reminiscing so
how about getting out those crusty old
games, and with the help of the follow-
ing POKES they may have some life left
in them yet.

Sadly 'cos of the British POKE
famine, these can only be used with an
Action Replay or similar cartridge.
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Go L, L, d
dron, R, R.
down, L, L,
L, teleport
and it's up t

MUTANTS
POKE 9273,165 -  Infinite lives

R-TYPE
POKE 13054,173
POKE 13140,173
Infinite lives

SAMURAI
WARRIOR
POKE 20686,165
Infinite energy

SANXION
POKE 14142,173
Infinite lives

L
of this level is to mix up a

n order to levitate to level two.
nefit of all those "anti-abbrevi-

t there, L=LEFT, R=R1GHT,
=DOWN.

Starting at the cauldron, R, R, U, get
flour, D, L, L, drop flour in the cauldron,
R, R, R, R, R. fall down, R, get perfume,
L, L, L, get fish, L, get toilet roll, D, L, D,
L, teleport

op fish
R, R,
L, 0,

L., d

and perfume in caul-
et toilet roll, R, fall
• get bottle of pop, D,
op pop in cauldron
2.

LEVEL 2
This is easy! Again a potion must be
concocted, this time to make a bubble
for underwater travel.

From level one go L, L, pick up eyeball
(ugh!), U, U, U. R, pick up scones, A. D,
R, D, drop scones and eyeball into caul-
dron, U. L, U, R (lower section), A, pick
up bubble gum, L. L. U and A, A, A, pick

LEVEL 3

IECHIr TIP
SLAYER
POKE 6924,189 -  Infinite lives

nnutioui
POKE 3030,173 -  Infinite time
POKE 16365.0 -  Infinite weapons
POKE 4133,173 -  Infinite gyroscopes

TAU cEn
As Alan Bristow of Portsmouth has kindly
pointed out, there was an error in line 30 of
the Tau Ceti POKE in CF2. It should have
looked like this.

30 IF C=5650 THEN POKE 157,128:
SYS517

Alan, you're a God

up air cylinder, L, L, D, R, D, drop cylin-
der and gum into cauldron, U, L, D, D,
into level 1,

Go R, R, A, R, U, get torch, D, R, fall
down, R, D, get toilet roll, D and A into...

/ 1 1

Even easier than the-last level, but tim
is getting rather tight now. Hurry!

Jump off jetty, D, D, R, U, U, U. R. R,
jump out of water, go right as far as
possible and jump onto the pillars to
get the alarm clock. Go left again and
Into the water, Go L, L, D. 0, D. L. U, U,
onto the jetty. L into level 1,

Go L and teleport. Go L., L, jump on
cauldron to reach level 2 . 6 0  U, U, and L
Into Hamish McTavish's bedroom! Walk
onto the platform above him and you've
done i t  Ah, Rentaghost was never this
much fun.

If Action Replay users still find it a bit
tough try this POKE.
POKE 36696, 165 for infinite ghosties.

Spook! It's COMMODORE FORMAT 4,

•

E 59891.1

ULDRON II
POKE 33012,165
POKE 60983,169 I n f i n i t e  lives

CHASE HQ
POKE 36702.173 -  Infinite turbos

FANTASY WORLD
DIZZY
POKE 9652,173 -  Infinite
lives

HUNTERS
MOON
POKE 8155.165
Infinite lives

BLINKY/S SCAREY
SCHOOL (NOT SHOOL)
-  THE SOLUTION!
As promised, here are the tips to go with the
maps we printed last month. Although the
game is basical ly one giant level, the map last
month was divided into three logical levels as
there are three different tasks to perform.

1991
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BOUNDER
You lucky, lucky people. A complete copy
of Bounder on the cover tape can't be bad,
but it is an incredibly difficult
game. So in an act of kindness
we drew maps of the first two

levels to
get you
started

s t

S TA R T

I
0  limbo bounce deeeres

G  Mystery t r o l l e s t e r ysquare

•  Sete groomed Best
Solid w a l k  r o u t e

Level 2



"...from Challenge!"
Trevor Brooking

REPLACEMENT PARTS
Amisa Poiew Sopply
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EA

Amiga Modetaloc El 7 99

0D17e„.--.1—M1111111221,4•etiliDIMPEMINIPP-
ILI II, INNIOrher----

E2415

REPLACEMENT PARTS
Amisa Poiew Sopply ..f31.99

LCIO Colour
Loa - 24

t i n
ELIO

Coewnedore 121 PSO ...........
Commutate 64 PSO

..E31,99

..E24.91
Epiors ULU
Mather 141009 ECU

Amiga Modetaloc El 7 99
VIE 29 91444141w E14,99 CABLES ETC
SA °atm only 1921) E2415 Serial Cathie 194) E5.99
ik Catatoratr (13111. E24.19 Amiga Cable (Cealromical
Commeama 16 PSII Clegg 61 Parralel Converter £1411

PRINTER RIBBONS OTHER ITEMS
1P5901 1141444 El le Slimes Basic Emersion E4.91
MP5803 Wass_ r a p 109 5  '04" Duscs E29.99
LCIa Ribbon t0ON3 O S O D  Certified E49.99

a.. 1 ?ad klagnimlightium 1E34.91

TREVOR BROOKING'SGICWolff

Exciting World Cup strategy
on 5 skill levels with friendlies,

qualifying group matches
and the finals.

SPECTRUM 48/128K
COMMODORE 64/128K
AMSTRAD CPC464

SPECTRUM 48/128K
AMSTRAD CPC664 & 6128

TAPE 59.99
TAPE £9.99
TAPE 59.99

DISC £13.99
DISC 513.99

RUNGE

NOW YOU'RE THINKING
Challenge Software, Hatton House, Church Lane,

Cheshunt, Herts. ENS OM.  Tel: 0992 640600

ONLY POOLS AND HORSES
FOOTBALL BOUORM E15 95 cats LI 195 disk

Not a gimmicky ptaything but a genuine statistical analysis of football form the sole obieetive of svhich
is to improve the chances of wirrang on the pools or Ned olds. Written by a pooh expert the
program has forecast over SO% mom draws than would be espected by chance. Homes, aways
drawS are shown in order of merit and mie odds grven for evefy match merit tables show at a glance
the teams currently in form and those having a lean spell. Separate AUSTRALIAN POOLS program
Included in the price.

POOLS KANNER El 5.95 cats E l i  95 disk
The penis book on a compdter Gives dicta- s of and checks 369 easy to enter block perms ranging
from 9 to 73960 lines and from 12 to 56 selectioris

MOHO BOXFORm II HANDICAP wil4NER E15.95 cam E17 95 cask
Two progyarrts tor the price of one. BOXFORM we i r s  up a race by COnstdering the many facets of
form Easily amended to suit the users ideas. HANDICAP MOWER shows the value for money bets.
Over 1000 winners every year and ON DERBY DAV 1990 THE PROGRAM, GAVE THE WINNERS OF 7 OUT
OF 9 HANDICAPS. 201 10.1 71 111 4.1 41 6.4 PROBABLY THE UST DAYS RESULTS EVER
ACHIEVED, WITH OR WITHOUT A COMPUTER.
SICIALCIEEIni Any 2 of the above E25.95 or E35.90 for all 3 (+E5 for discs in either case:, Both
otters Include FREE program to work out almost any bet. So good its used by bookies.

Why pay inflated prices? 11031oft CLEVER get the BEST
Advertised to, five years in the sportrig arid computer press

BOXOFT (C/F), 65 Aliens Meadow
Neston, South Wirral. 164 CSC)

Cheque/P.O./Access/Visa T E L :  051 -  336 - 2668 (24 hrs)

SAMCo_..LuPe htalur:nsiksHOTL INE Trrige
0898 299 380 GC4d1311

Pragranw 111.1.ortss,PO.lea 11.ilisesse.Wareielt.11111S OIL
Cons enoiged al h e a p  .ate and 18P DO• r.oule 01 OH omer

(Au. tex,eye, pays onor,e. b... )

11111MAeLSILIftI s m a L 1 4
1 2  3  4  5  6  7  8  9  1 0

USE Y O U R
V O I C E  T O

LOCATE THE
,  TREASURE

: M e m

0898 313 586

A

F

htodol PO Box 36 1.514IN Cl Chor

6896

33P Per min Cheap Rate 44P of other times

COMMODORE SUPPLIES

Mess ars ?vIP luack5vs. °silvery within 14 dap.
Mare  ta; Dmnitals °spies 14, 23 Carted Strtot,

Doty, Dill 2ES Tot 10332)211219



a  SPECIAL

GOING
CON-LINE

You've got the computer, you've got the
modem and you've got the software, now
it's time to really use it. I f  you've wandered
around the British networks, you might
feel the need to spread your wings. Andy
Hutchinson, seeks out the all-American
experience which is Compuserve

T h e r e ' s  something enticing about

logging onto a foreign computer.
Maybe it's the promise of all that
tasty software or the allure of chat-
ting to people of another

nationality. In these hi-tech days of satellites
and powerful computers, it's easy to get in
touch with America (or indeed anywhere) and
it needn't cost you the earth.

Compuserve is a massive American com-
puter network. People all over the States uses
it as an information resource and as a means
of sending electronic mail_ There are many
advantages in getting on-line to America.

HOW DOES IT WORK?
Right, so you want to get in touch with an
American computer. The obvious question
relates to the cost of the phone call. The
answer is that you don't actually phone the
United States. You phone a British computer
and that speaks to a satellite which connects
you to Compuserve, thus you pay a local
phone bill plus on-line charges. As a British

1 H e l p / D a t a  Lib Tools
2 C l a s s i c s  Plus
3 S i d s  TN Stuff
4 M u s i c  UtillDemos
5 B a r o q u e  & Before
6 B i n a r y  Brushworks
7 ' P e e k s '  & Pix Group
8 ArcadelAct ion Games
9 A d v e n t u r e  Games
10 G r a p h i c s  Mil &
11 Board/Card/Ed Games
12 C A D  & FIGUREsIRLEs
13 G E O S  in General
14 P i x e l  Perfect & RLE
15 G e o Paint Gallery
16 TV'Movie/XMAS & RAW

COMMODORE ART/GAMES
FORUM LIBRARIES MENU

COMMODORE FORMAT 4,  January 199115 b n p  brrp brrp brrp busy line

A selection of some al l -American artwork I r .
which you can find on Compuserve. Some
of i t  is topical,  al l  of i t  is good. Perhaps
you could display your pixel painting
prowess to 64  users half a planet  away

user, the network you connect to. to get on-
line, is called Istel.

There are local access points (called
nodes) up and down the country from
Portsmouth to Teeside. So you call up the
local node and enter an ID checking screen.
Once you've been verified as a legitimate
user, you can go wandering.

COMMODORE
COMPUSERVE
There are a wealth of interesting sections of

direct interest to you. CompuServe is
made up of a series of forums, special
interest groups if you will, which have
information specific to one subject.
There are six Commodore forums and
none of them cost a penny once
you've paid your subscription charges

Arts and Games Forum
This forum is absolutely jam packed
with files for your 64. Cheats, grabs,
games, music, it's all in here. When
you access this section you choose
which library you wish to enter and
then you can just browse through the
files. If you see something you like
you can download it. What's more,
new files appear in the libraries every
day, so there's always something
interesting to look at.

Communications Forum
This forum is of particular interest. All
the latest file transfer programs and



terminal emulators are uploaded here. You
also get news and information about hobby-
ists' bulletin boards in the States. Contacts
leave notes in the message base, so you can
get in touch with communications fans on the
other side of the atlantic.

Commodore Newsletter
It's easy to forget that CBM are actually an
American company. As a result a lot of the
interesting news crops up over there. This
newsletter has all the information which is

AN EXAMPLE OF ONE OF
THE FILES IN LIBRARY 3

[76667,3323]
BENNIEBINibinary 07-Nov-90 7680
Accesses: 3

Title: SID P RBennie And The JetsS P
Elton John

Keywords: SID STEREO WORDS
SINGALONG
.IVISW ELTON JOHN BENNIE
AND THE JETS
NO1/1990

This is a stereo SID of Elton John 's
Bennie And The Jets. Download as
a msw tile then Load and Run to
dissolve into .mus, .str and .wds files.

V  AAtk40,

Y L S f t A S HA t a  * I  Y 1

O V I I N t ‘  v

' 3 F 3 V 9 '

(

•

%%411E10 RER
A A

A A A .

A A  A
A  A  A A A  A  A

A A  . . . A A A
4  A  A -  A A A A  A .  A

A A . A A * 4  A
A A . . .  4 . A A

' , A A A  A A . A  A A
•  A  A .  A  *  A  A

. . . A A A .  h .  A
A • A  A . A •  A  A A

A . A A A A A A .  A A
A A A A A A A A

A A . . . A A  A ,  A
A A A  A A  A  A .

A A A A A A A A  A
A A  A . . A A . 4

A A A A A  A  A  A
. . . A A A  A .

A A A , .  A A  A  A
A * A  A  A  A  *

A A A A A A A A
. . . A  A  . A . A

A A A *  A  A
•  A  A  ,

pertinent to you. Items such
as new machines, games
and plans for existing com-
puters are detailed in here
and it's all updated every
week. It's a hive of activity
and no mistake.

Programming Forum
Any queries you may have
about getting the most out of
your 64 can be solved here.

Problems with
assembly code,
Basic, Pascal or
any other popular
languages are
detailed and
explained. Notes
left on the mes-
sage board get
answered by
other experi-
enced 64 owners
who have encountered the same
problems themselves.

L I V E  FROM T H E  G U L F  O F  S I D R A . . .

lr ; M a t '  T-1,4 1,111:11 !  '

4.44WP

u.....-0104111111
AN EXAMPLE OF A MESSAGE
LEFT IN THE FORUM

#: 23846 513/GEOS in General
03-Nov-90 00:53:34

Sb: #23710-#C64 labeling program?
Fm: Fred Clay 73467,2332
To: Bob Clemens (Roch. NY) 76337,3532 (X)

You might try Multilabel (I think the latest
version is 2.5). It works under Geos,
and you can print and store multiple
labels up to about 150 at a time. It
uses any font up to 18 pt. size, and .111111111F
can access them from any disk drive.
You can also do graphic labels in GeoPaint
and import them to Multilabel. It is available on
Geoworld disk #24.

Service Forum
This section is actually run by
Commodore themselves. This
means that you can speak
directly to the people who
manufacture your
machine. They a p p e a r  e v e r y

day so there'shave an on-line
representative

who deals with queries a l w a y sabout Commodore. so if
you feel that your machine is under
supported over here, you can tell
them directly.

Users' Network
Hobbyists run this section, i ts  by
users, for users. Lots of information about
games, utilities and hardware are listed.
What's more, because i ts written from the
user's point of view, you're likely to get a far
more balanced view of C64 life. Once again
the message base is well worth checking out.

COMPUSERVE
NAVIGATION
Getting from one section of Compuserve to
another is simple. You use the RGOS corn-

OF SPEW"

mand and then an abbreviation of the forum
name. For example you could type RGO
CBMARTS to go to the Commodore Arts and
Games Forum. To  download something, you
simply type in RDOWNLOADS and to log off

you type RBYES;
it's all very intuitive.New files
Compuserve Costs
To join Compuserve
you pay a one-off
fee of E19.95. This
will mean youUre a
subscriber. You then
pay $12.50 (about
E6) an hour for use
of Compuserve and
$9.50 (about E4.75)

t o  l o o k  a t  a n  hour for the use of the
Istel gateway- On top of

that of course you've still got to pay the cost of
the phone call to your local node.

something
interesting

END TRANSMISSION
Before I log-off for this issue. I just want to
mention the panels included in this article.
They show you some examples of message
screens and options available on
Compuserve. The pictures have all
been down-loaded from the C64 1
GeoPaint gallery section.

ID: COMMODORE FORMAT 4, January 1 991



1ECHY TIPS
SIMPLE SOUNDS
In a not too distant Inside Into we will be taking a long
look at the C64's sound capabitdies: what they are;
what they can do and how to use them (so if you have
any interesting sound routines, send them in now). By
way of kicking the subject into touch here's a short
program from Andrew Porter of Darley Dale that will
play ascending musical scales. The notes themselves
are held in alternate DATA statements and a quick
look at the C64 manual will tell you what those notes
are and how to change them to play other notes-

5 REM * *  MUSICAL SCALES * *
6 REN * *  B Y  ANDREW PORTER * *
7 FOR L . 5 4 2 7 2  TO  54296:POKE L ,O:NEXT
10. POKE 5 4 2 9 6 , 1 5
20 POKE 5 4 2 7 7 , 7 P O K E  5 4 2 7 8 , 1 3 3
50 READ A
55 I F  A . - 1  THEN END
60 READ B
80 POKE 54273,A:POKE 5 4 2 2 7 , 8
85 POKE 5 4 2 7 6 , 1 7
90 FOR T = 1  T O  250:NEXT:POKE 5 4 2 7 6 , 1 6
95 FOR T=1  TO  50 :NEXT
100 GOT020
110 DATA 1 6 , 1 9 5 , 1 8 , 2 0 9 , 2 1 , 3 1 , 2 2 , 9 6
120DATA 2 5 , 3 0 , 2 8 , 4 9 , 3 1 , 1 6 5 , 3 3 , 1 3 5
999 DATA - 1

Most of us have experimented with low-resolution
graphics and sprites but few people play about
with the high•resolution capabilities of the C64.
This interesting little program comes courtesy of
Andy Smith from Tamworth. The program is
basically in three parts. The first is a subroutine
that clears the memory to be used and the
screen. This is at 11000-11100. The second sec-
tion does the actual plotting of the points on the
screen. This is at 12010-12040. The final part is a
sample program which ties both previous parts
together. In the this sample program a spiral is
drawn. Then, after a pause. the screen clears and
the spiral is drawn again.

If you wanted to use this method of drawing
your own shapes and high-resolution graphics on
screen, type in the first two parts and change
lines 20-40 in the final part. These lines specify
where the program places the dots. Changing line
20 to read FOR -1•1 TO 100, means the program
will only draw 100 dots on screen before resetting
and drawing again.

START
EXPERIMENTING HERE
Changing anything in the lines 30 and 40 will
change the shape of the plot. Try changing the
PI 0 at the end of the lines. Making the 10 on line
30 a smaller number than 10 will create a
squashed spiral that is wider than it is tall. Making
the 10 on line 40 a smaller number than 10 will
create stretched spiral that is taller than it is wide.
If you think this is too simple try these:
•  Change the program to draw a different

coloured spiral each time.
•  Change the program to draw a single.

closed circle.
•  Change  the program to draw a single closed

square.
•  Change  the program to draw random patterns

or even random regular patterns or...

GOTO COMMODORE FORMAT 4, January 7 9 9 7

Revea l  your machine's  secrets  with. . .

High res graphics fun, secret passwords
for your programs and a high-tec periph-
eral competition are all diagnosed fit for
your Commodore by the man with the
soldering iron shaped heady Paul Lyons!
Hurrah. Take it away, keyboard captain...

HIGH RES
GRAPHICS
The first bit...
11000 REM * *  CLEAR MEMORY AND SCREEN
11010 POKE 5 3 2 6 5 ,  PEEK(53265 )  O R  3 2
11020 POKE 5 3 2 7 2 ,  PEEK ( 5 3 2 7 2 )  O R  8
11030 514=8192
11040 F O R  11.13M TO 514•7999
11050 POKE 0 , 0
11060 N E X T U
11070 FOR 0=1024  TO  2 0 2 3
11080 POKE 0 , 1 3
11090 NEXT U
11100 RETURN

...the second bit...
12000 REM * *  PLOT ROUTINE * *
12010 1 3 Y. B M + 3 2 0 * I N T ( Y / 8 ) + 8 * I N T ( X / 8 ) + ( Y
AND 7 )
12020 B T . 7 - ( X  AND 7 )
12030 POKE B Y,  PEEK ( B Y )  O R  (2<0PAR-
ROW>BT)
12040 RETURN

...the final bit...
* *  Q H  -RESOLUTION GRAPHIC

PLOT *  •
2 R E M  *  * B Y  ANDY SMITH * *
10 G o s U B  11000
20 F O R  T=1 ' 10  1 0 0 0
30 X = 1 6 0 4 - T * S I N ( T / 1 0 ) / 1 0
40 X = 1 0 0 + T * 0 0 S ( T / 1 0 ) / 1 0
50 G O S U B  1 2 0 0 0
60 N E X T  T
70 F O R  W. 1  TO 1000:NEXT W
PO G O T O  1 0

VIM COMPO
Flushed with inside Info's favourable review of
their VFL video fast loader, Dacol Electronics
have decided to give FIVE of these babies
away for free!

This whirzy device has a freeze button so
you can make backups of your favourite tape
games (or slow-load disk games come to
that!), a reset button for entering POKES
(Invaluable,- says Andy Dyer) and a triple
error correction system to ensure trouble-free
loading and saving.

So, if you want to save over a thousand
games on one ENO video tape and load a full
64K game In 3.5 seconds, simply answer the
following question:

How long does an E240 video tape
last when played at normal speed, In
seconds?

write your answer, together with your name
and address on a postcard or sealed envelope
and sand it to: VFL Fast Comp°. Inside Info,
Commodore Formal, 30 Monmouth Street,
Bath, Avon BA1 28W.

If you can, please include your telephone
number and a description of the VIDEO socket
on your VCR (phone, 8NC or SCART), OK?
Right, get thinking and make sure your entry
hits the CF offices by 20th January. 'Meanwhile,
Merry Christmas.'



PASSWORD
PROTECTION
Every now and again we get a really clever
solution to a problem, from someone who has
taken an entirely different approach and come
up with an entirely different way of solving the
problem. This particularly really clever solution
comes (yet again) from Andy Smith.

Dear Inside Info,
Have you ever wanted to protect your precious
programs? Have you ever invented a password
system that anyone can break into? Has your
password stuck out like a sore thumb in your
program?

If the answer to any of these questions is
'Yes', try this short and simple subroutine below.
Teh beauty of this password system is that the
codes are random. 'Ooer, a random password
system,' I can hear you saying, That sounds a
bit duff.' Well all is not as it Seems-

5 R E M  PA S S W O R D  PROTECTION BY ANDY
SMITH • •
10 FOR R=1 TO  6
20 FOR C=1 TO  5
30 READ C$ (R,C)
40 NEXT C
60 NEXT R
70 DATA S ,  Z,U, RE , E
80 DATA T, A B , R , K , N
90 DATA CD, Q, D, B,G
91 DATA C , V, O , G H , A
91 DATA
93 DATA P, X , Y, W , H
94 R=INT(RND(0)  *6 ) +1
95 c=nfr(RND(o)*5)+1
96 PRINT "WHAT I S  THE PASSWORD FOR ROW
' ;R ; ' ,  COLUMN " : C
q7 INPUT A$

IF  AS=CS(R,C) THEN PRINT " Y 0 0  ARE
CLEARED FOR ACCESS•

If you run this program you will get the message
WHAT IS THE PASSWORD FOR ROW 3. COL-
UMN 2, for example. Every time you run the
Program you will be asked for an entirely different
row and column number- To get the correct pass-
word you simply read it off of the table above.

0cc

1 2

1

2 A B

3 C D

4 C  V

5 M  F
6 P  X

COLUMN
3 4

0

EF

GH

5

A

Read across the row, then down the column.
Enter the correct code and you will be given
access to the correct program. Breaking into the
program to look for the password is of no use as
the machine will choose a different code at ran-
dom every time the sub-routine is called. If you
wanted to make the system even more difficult to
crack you could change the program like this:

98 I F  AS=C$(8,C) THEN ? R I N I  'YOU ARE
CLEARED FOR ACCESS':GOTO 100
99 S Y S  64738
100 REM * *  CONTINUE PROGRAM AFTER HERE**

If the wrong password is entered this will auto-
matically reset the C64. Sneaky, eh? Of course,
you could change the passwords to suit your own
needs simply by changing the DATA statements.
As you can see, the letters are set out in the
DATA statements as in the grid. This is mainly to
make life easier in terms at the for the program-
mer to read. When you do change the DATA
statements make sure that you have the same
grid as the new data. The great thing about the
program is that you have not got the problem of
seeing the password in the program like:

40 I F  AS.'PASSWORD" THEN—

For a more complex code you could make a big-
ger grid, remembering to change the 6 in line 10
to the new number of DATA statements and the 5
in line 20 to the new number of pieces of data on
each line (each line of data must have the same
number of pieces of data for the program to work).

To get Out of the program type

‹RUN/STOP> +  <RESTORE>

But there's always more than one way to solve a
problem and David Wallwork wants a specific
kind of password program...

MORE TAPE
TESTING
Way back in Inside Info 1, I talked about aligning
the heads on your C2N unit to improve its loading
reliability. As well as talking about the commercial
Azimuth Head Alignment programs. I also wrote
about the way we do il at CF. tan Gone from
Codsall, Staffordshire has written in with an inter-
esting way to help align heads more precisely.

Dear Inside Info,
In reference to the section about head alignment
in Issue 1, I have included a small but useful rou-
tine to enable the setting of the correct azimuth
alignment to be achieved much more easily.

Once the routine is called (SYS 49152). play-
ing a cassette whilst attempting to align the
azimuth angle will 'amplify' the signal from the
cassette, thus the clarity of the sound can be
heard through the TV/monitor speaker. The
clearer the Sound, the closer to the Correct align-
ment the angle is.

IC REM * *  TAPE TEST ROUTINE—IAN GOFFE * *
20 C=0: FOR L=49152 TO 49158
30 READ A:POKE L,A:C=C+A:NEXT
40 I F  C<>5424 THEN PRINT D A T A  L I N E S  INCORRECT.":END
50 SYS 49152
60 DATA 120,165,1 ,41,159,133,1 ,162,0 ,142,17,208,138,157,0 ,212
70 DATA 232,224,24,208,248,160,15,162,0 ,173,13,220,41,16,208,6
80 DATA 140,24,212,76,2S,192,142,24,212,238,32,20R,76,29,192

Dear Inside Info,
Please could you tell me the program that
would let me type in a password but, instead of
it showing on the screen, I want it to come up in
stars (le, instead of it showing "CACTUS"
(that's the password), I want it to show
"**-rik-eoli-40), so that the stars stay on the
screen and anyone looking at the screen will
not know the password.
David Wallwork, Elgin, Moray

After browsing through the thousands (well
almost thousands) of letters that arrive every
week here at CF, I could only find one letter
with a password program, and it showed the
letters on the screen- So I powered up the
trusty office 1280, cracked my knuckes (ouch!)
and sat down to run oft a quick password pro-
gram. Then I thought, "Hold on, this is a great
idea for the next inside Into Teccie
Competition". So._

THE GREAT INSIDE INFO
(ALMOST) CHRISTMAS
C O M P O N . . .
.,.is to write a program to solve David
Wallworth's dilemma. Remember, the program
has to ask the user for a password and if they
get the password wrong three times. the pro-
gram will stop them going any further. Extra
Brownie points will be given to programs that
do extra sneaky things that will make the pro-
gram completely secure like stopping the user
from breaking into the program and reading the
password; disabling the keyboard it the pass-
word is wrong; turning off the screen, making
an alarm sound or well, anything you fancy.
Just make it sneaky...

Since the last (or was it first?) Inside Info
Teccie Competition was such a humongous
success I thought I'd lay down a few simple
rules (well, guidelines really).

Send your entries to:
Paul Lyons, Inside Information (almost)
Christmas Competition. Commodore Format,
Future Publishing, 30 Monmouth Street, Bath,
Avon, BA1 28W
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THE RULES (WELL
GUIDELINES, REALLY...)
1. A short program is a good program. Think
about It_ If professional programmers weren't
economical with their code, software like Turrican
would come on 47 disks...
2. A good program has good documentation. This
means lots of REM statements, explanations of
what POKE commands poke what and where, a
list of what variables represent what, and so on_
Okay, so software like Turrican probably doesn't
contain REMs, but then it wasn't written for other
people to read and understand. Remember,
you're writing for thousands of other C64ers who
may not be as much of a tech-head as you.
3. A good program works. This may sound a bit
of a stupid thing to write down but I receive pro-
grams every week, that may seem good but when
tapped into a C64 simply don't work. Most prob-
lems are caused by mistakes in copying the
program off the screen, so double-check your
work before you send it in (better still, print it
out). If you send a disk or cassette in please send
a listing as well (and if you'd like the cassette
back, write your name and address on it).



IECHIr TIPS

LISSAJOUS
FOR YOU?
And while we're on the subject of fancy graphics. I've had been sent this
interesting little routine by Andrew Gale from Weston-Super-Mere.
The program generates Lissajous on-screen. Lissajous are mathemati-
cally patterns produced by combining waveforms- This particular pattern
is created by using two sine waves -  the amplitude (height) of one con-
trols the horizontal positioning of the point to be plotted and the
amplitude of the other controls the vertical positioning of the dot. The
two sine waves have different frequencies, and these are asked for at
the beginning of the program- The frequencies given are in comparison
to the other, so if X=1 and Y-2, then the Y sine wave frequency is twice
that of the X sine wave. If you were to choose smaller numbers, the pic-
ture would be finer, but would take longer to produce.

There are a number of interesting patterns available, the simplest being
X=1, Y=2. Other interesting ones are X-1, Y-4,5 and X-1, Y=2.2. It is
possible to get a circle by having X.1. Y=1, but you will need to put the
waves Out of phase by making Y.-180 in line 60.

If you want to alter the size of the pattern, you can alter the number 50
in lines 70 and SO to a larger or smaller number (100 will fill the screen).

The program can also be used by more advanced programmers
wanting to use high resolution graphics as the subroutine at 1000
turns on high-resolution graphics t h e  subroutine at 2000 plots a point
on the screen; OX being the X-coordinate and OY being the Y-coordi-
nate. (In answer to your other question Andrew, no program is too
long, no routine is to short to be included in Inside Info. But if it really is
long I'd appreciate a copy on tape as well as a print-out.)

0 R E M  * *  LISSAJOUS * *
10 R E M  * *  B Y  ANDREW GALE
20 P R I N T  CHRS (147 )
30 I N P U T  " X  FREQUENCY' Z X
40 I N P U T  ' Y  FREQUENCY" Z Y
50 G O S U B  1 0 0 0
60 X = 1  :Y=1
70 Q X = 1 6 0 + ( 5 0 * ( S I N ( X * ( 6 . 2 8 / 3 6 0 ) ) ) )
80 Q Y = 1 0 0 4 ( 5 0 * ( S I N ( X * ( 6 . 2 8 / 3 6 0 ) ) ) )
90 G O S U B  2 0 0 0
100 X = X 4 - Z X : I F  X>360 THEN X=X-360
110 Y = Y + Z Y : I F  X>360 THEN X=X-360
120 GOT070
1000 REM
1010 REM * *  S E T
1020 POKE 5 3 2 6 5 ,
1030 POKE 5 3 2 7 2 ,
1040 FOR K=8192
1050 FOR 3=1024
1060 POKE 5 3 2 8 0
1070 RETURN
2000 REM
2010 REM * *  PLOT POINT
2020 ROW,,INT(0Y/8)
2030 CHAR=INT(QX/8)
2040 LINE=QY AND 7
2050 B I T = 7 - ( Q X  AND 7 )
2060 BYTE=81921-(R0W*320)4(CHAR*8)-1- L I N E
2070 POKE BYTE, PFPF  ( BYTE) O R  2  <UP ARROW>
208cl RETURN

UP HIGH RESOLUTIONSCREEN * *
PEEK(53265) O R  3 2
PEEK(53272) O R  8

TO 1 6 1 9 2 :  POKE K,O:NEXT K
TO 2 0 2 4 :  POKE J , 1 : N E X T  J

,1:POKE 5 3 2 8 1 , 1

BIT

P U B L I S H I N G

•  Launched in 1985
•  Now over 125

staff
•  10 national news-

stand magazines
•  Market leader in

computer titles
•  Exciting launch

plans
•  Britain's fastest-

growing publisher

WANTED!
Whom
SO-editors
Staff writers
Britain's fastest growing publishing
company. Future Publishing, is looking for
exceptionally talented and ambitious
magazine staff to work on existing titles .11)(1
planned launches.

Future, based in beautiful Bath,
already publishes Amiga Format, ST
Format, New Computer Dress,
Commodore Formai, Your Sinclair,
Amstrad Action and Sega Power, as well
as PC Plus, 8000 Plus and Mac
PuNishing.

In return for your blood, sweat etc
etc the company offers a good salary. an
excellent working environment and the
opportunity to take on new and exciting
challenges as Future continues to expand.

If you have good reason to think
Future needs you, send your CV, together
with examples of published work -  or
500 words on -What magazines are for" -
to Greg Ingham at the address below.
(Editors: send copies of recent issues.) Do
it today i f  you know what's good for you.

Future Pribfishiq LI4, Beautord Coot. 30 Monmouth Street, Bath, BM 26W Tel: (0225) 442244
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Next month...
You might already be impressed by the quality of some of the
stuff that Inside Info readers are sending but (cliché, cliché)
you ain't seen nothin' yet. I've just been sent a couple of
excellent utilities that are simply too long to list in the maga-
zine, so (if the programs pass the intensive testing stage)
next month will be the first to feature Inside Info programs on
the tape.

Also I'll be printing the winner(s) in the first Tip
Temptation competition back in Ish 2, so large and various
have the entries been. So watch this space and keep those
tips coming. The best contribution each month will get E20
worth of software from the CF mail order list (or a year's sub-
scription to Inside Info with the rest of the magazine thrown
in free...).

This month's winner is Andy Smith for his high-reolution
routines and clever password system. (Andy, drop me a line
and tell me what you'd like.)

WE WANT INFO
If you have any questions you want answering, tips for other
C64 users, small but snazzy chunks of code or BASIC listings
or just any odd but interesting piece of info about the C64 - we
want it! Send your missives to: Inside Information, Commodore
Format, 30 Monmouth Sleet, Bath, Avon BA1 2BW and remem-
ber to provide us with your name and address. If you give us
the goods, we'll do the same. There are prizes for the best tips,
demos, listings or hardware projects sent in, so get busy! But
remember, we can't reply to your questions personally so
please don't send us those SAE&



THE SALES CURVE
SO LOMBARD ROAD

' LONDON. SW11 3SU

CRASH SMASH 92%
GEND'OR 9 2 %
ZERO HERO 9 1 %

FUN ONE 9 1 %

INCLUDES
FREE

BADGE AND
POSTER

•

ot

An evil e  of monster machines has risen to conquer the Galaxy.
One by one the peaceful races of the Galaxy have been attacked and
enslaved by the CO:5(n Monsters. No  race has the strength to sta
against the power of the Cyborgs. One lone rebel rises from within
the ranks of the mechanised monsters. Part dragon, part machl
the Cyborg Warrior fights back against the tyrant masters. i h
Galaxy has a Hero. Hope returns to the hearts of the peopl
the rise of the armoured champion they call "ST DRAGON".

"I  haven't wen a decent shoot-ern-up for ages (in fact Silkworm
was probably the last). Maw this looks set to end with a produi t
Iron: the very same Silkworm programmers that could
challenge the mighty it-Type itself!"
(Zero Sep. 1990
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"Puzznic has some very

addictive gameplay
rly levels provide a nicely graduated introduction to an

utterly compulsive game
EASIYONEOF1996.11ESTRIMEGkI511 ZAPP SIZZLER
"Just about as puzzle gamey as thr-/ come.

this is a dass act alright 11,Right from the start tills game
oozes a certain elegance' YOUR SINCLAIR

0(.-LAN ,DOFTWARE LIMITED
6 CENTRAL STREET • MANCHESTER M2 5NS A M S M A D .
TEL: 061 832 6633 • FAX: 061 834 0650 M i t i l l g A I M A M I G A
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Call them anything you like,
but for gawd's sake not cute

That's the trouble wi th  monsters y'know, you can' t  tell  them apart .
This screen is one of the easier  ones. Get up a good bounce and just
'being' from one box to  the next

T h e  gaming market is currently

swamped with games that are
to technical brilliance what our
deputy editor is to charisma
(thanks -Dep Ed). But

strangely enough. almost all of these
simplistic offerings are the most playable
things we've had for ages.

Hefter Skelter is no exception, you
play the part of a small bouncing ball in
dire jeopardy from a large number of
cute-looking monsters who have
amassed against him (don't call them
-cute' -  they're monsters -Ed).

Pressing the fire button makes your
ball bounce. To  increase the height of
the bounce you must keep pressing the
fire button when the ball is on the down-
stroke, three presses should be enough to
attain maximum bounce. With good timing
you can also make the ball stop dead. All that
remains is to control the bal ls horizontal

Yuk, orange wal lpaper circa 1970.  The nas-
ties drop down through this screen so just
sit in the middle and wai t  for 'ern

t t i n u e l b o n
M M O

'II

. . . . . . . . . .  00004.10114.61.4.00.

a .

•  •  •  •  •  •  •

4

Three
ways
It can

platforms, three monsters and a million
to fail. I f  the beasts sub-divide on this level,
take an eternity to even get near  to finishing

movement with left and right thrusts of your
happywand (I think he means joystick—Ed).

The screens consist of a series of plat-
forms. Some Screens are wrap-around

arrangements, others are some-
times surrounded by borders

confining your bouncability. In
each screen there are a number

of 'call them anything you like but

l i t f o r  Gawd's sake not cute' mon-

sters, one of which sports a rather
attractive arrow above its head
(aim for this one first). When you
bounce on its head it disappears

and the arrow shifts to the next
fiend, the ultimate aim being to
rid the screen of all the mon-
sters before the timer runs out.

If you hit the wrong mon-
ster it splits into two smaller
monsters: not recommended.

Yeah,  so it looks l ike a piece of cake  but wi th  a drastically short-
ened t ime l imit and restrict ive boxes at  the bottom, completion of
this one will  e lude you for quite some t ime

Some screens are mazes in which there's a
stingy time limit and a monster right at the
end, Only practised bounce masters progress
beyond these. Random bonuses include skip-
level, freeze monsters and time and attack
monsters in any order.

Code words provided every ten levels
allow you to skip screens you've completed
before. A screen designer permits you to
modify existing screens and save them to
disk and there's a two-player mode.

Summing up, all I can say is that Heller
Skelter has colourful and cute
graphics, adequate sou nd
arid oodles of playability. End
of story.

Game
Maker
Cassette
Disk

A N D Y i r k

THE DOWNERS...
•  Nothing really rev,' riere, may
d i s a p p o i n t  OwniSIV, 01 S i m i l a r
game types
•  More could have been made at
tha graphics
•  Sound is limited 10 simple spot
effects

r M a r k l e
10.99

C14.99
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VIDEO FAST LOADER
The VFL is a revolutionary, fast loading, mass storage device linking your video

to your Commodore 64.

4C-

LOADING SPEEDS
* Video: 64K In 3.5 secs (any game)
* Disk: 200 blocks in 4 secs -  the

world's fastest disk serial loader.
* Tape: 10 times faster.
MASS STORAGE
Store over 64 Mbytes on an E240
video tape (over 1000 games).
DISK COPY
Save a complete copy of a disk to
video tape or disk, in less than a
minute.

•

Tick the il lustration below that  corresponds to the Video (not Audio)
socket/5 on your video recorder. Or, send details of the m a l Ta n d
model, to  ensure supply of the correct connectors. Cut out then
post with your name, address and your cheque/P.O. for  E49.99 to
DACOL ELECTRONICS, No 20 Holden House, Deptford Church Street,
London SEE 4S0. Tel. 0E1 297 1049

BACKUP AND LOAD 64K IN 3.5 SECS
WITHOUT A DISK DRIVE

COMPATIBILITY
Compatible with any video recorder. Supplied
with one metre of lead and connectors to
Suit your video.

FREEZE BUTTON
Save any program and reload in just
a few seconds.
RESET BUTTON
Enter 'pokes f r om magazines etc.
RELIABILITY
The VFL has a triple error correction
system, which guarantees
consistency In saving and loading.

£49.99
incl.

3,2

Under the  1988 Copyr igh t  Act It Is i l legal t o  make copies Of
copy r i gh t  Mater ia l  w i t h o u t  the  consen t  o f  the copy r i gh t
owner.  DACOL ELECTRONICS does n o t  author ise  o r  Condone
the  use o f  the %FPI_ for the  above purpose.

,ANIA/111/1",/f-f,
Gat.PZ,DOC'0,

„.:.z / 0o P:t v*•04C'
• 11 /

LOAD r17
I a n  SUCCESSFUL
LOADING OF ALL
POPULAR GAMES
FOR USE WITH
YOUR COMMODORE

Cm AND C128. AVAILABLE
FROM YOUR NEAREST DEALE

;4e-4%4.o •  v e . b . •
•

rm ON MY WAY )

MILLS COMPUTER
PRODUCTS LawrED

•  W O N  ASTOW ROAD
MONMOUTH

GWENT
NPS 3AH

Mills
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CHOOSE ONE OF THESE FABULOUS FREE Olfrsi
c i -

When you subscribe to
Commodore Format at  the
ridiculously cheap°  price
of £23.95 (What a barg!!!!)

FREE GAME
Warlock -  Mil lennium's stonking new
arcade adventure  wi th  t reasures to

find, ghouls to  kill and spells to  cast!

FREE JOYSTICK
Powerplay Cruiser -  The

reviewers c h o i c e  of joystick,
with adjustable torque and subt le

CF colour scheme!

FREE T-SHIRT
& BINDER

Store your precious CR;  neatly
away and tell  the  world who your

fave 64  mag is!

The newest and greatest Commodore mag
has arrived and is already set to break all
sales records! Don ' t  run the risk of missing
out -  guarantee your copy every month by
taking out a subscription right now!

JUST L O O K  1"-wHAT Y O U  M a
12 issues of Britain's best Commodore
mag delivered straight to your door!

12 cover mounted casset tes  packed
with free games and playable demos!

An absolutely spiffy gift of your choice FREE!

All this for just £23.95 a
year? Hot diggety-dog! ,orsomething,
Don't hang about, complete the coupon below

and return it today. Or better still, phone our 1 visA
credit card hotline on 0458 -  74011 1

Please enter  my subscription to
Commodore Format at  the all inclu-
sive price al:

( t ick as appropriate)

E  U K  -  E 2 3 . 9 5
E  Europe -  £38.35
r  R e s t  of World -  £51.90
To ensure you get  the best  possible
service, all  overseas subscriptions
are now sent  by Airmail

My choice of F R E E  gift  is:

T1 Free Game
E  Joystick
r  T-Shirt  & binder

Card Not I I  I l i t l

N a m e    A g e
Address

Post C o d e

My m e t h o d  of  p a y m e n t  is ( t i c k  your choice)
C h e q u e  ( m a k e  p a y a b l e  to  Future  Publ ishing Ltd)

E  V i s a  A c c e s s  E x p i r y  d a t e

111111111EMIN E N E
Enclose th is  coupon  ( t o g e t h e r  w i t h  your
c h e q u e  if  app l icab le )  in a n  e n v e l o p e  to:

C o m m o d o r e  F o r m a t  Subscr ipt ions,
FREEPOST,  S o m e r t o n ,  T A l l  713R.

YOUR N O  R i s k  GUARANTEE
You can cancel your subscription at any time and
we will refund you for all unmailed issues.
This offer is valid until 15th February 1991
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AMIGA, SPA PC and conpedits,

COMMODORE 64, SPKTRUM nod AMSTRAD CPC
NM* I KICK DAT h Amiable it tits PC version.
Note 2 t I t  Roo SPKTRUM venial STUNT CAR
RACER ARA SUPERSA1 to-o nelEsced by CARRIER
COMMAND, P47 and MU DANGEROUS
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VAT I T F Y  CAMI t t i t t
SURREY ( ; I  :I 7 K X  •
Tit. 0252 860 299

SET OF SIMULATIONS all versions.
Achieve excellence with this superb set

that combines the greatest SIMULATION HITS
CHALLENGERS I Definitely RESERVED FOR THE BEST
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Why imagine anythi
at all when you ca
ask anything you like
of The Mighty Brain,
Commodore Format,
30 Monmouth Street,
Bath BA1 2 8 W  and
maybe even get an
answer

THUNDER AND TOR-
NADOS
Dear Mighty Brain
1) What happened to the demo of Days Of
Thunder'?
2) Are there any cheap TV and video digitis-
ers around for the C64?
3) Was the game Twin Tornado any good? If
so, where can g e t  a copy on disk?
4) Can you get F-14 Tomcat on the C64? If
so, for how much?
5) Am I the only Cornishman to write to you?
Jonathan Harcourt, Cornwall

1) It didn't.
2) Financial Systems Software Limited sell
one through their mail order catalogue, called
Video Byte v3. This pretty much covers
everything you'd want from a video frame
grabber and weighs in at a reasonable
f'79.95. For more details call FSSI on 0386
553153_ Or wait for a review in a future CF.
3) Doctor Soft's Twin Tornado is quite a 'fun'
flight sim (for the average human. I  suppose)
which is best played one-against-one with
two 64s and the special connecting cable.
However, I T  was originally released many
years ago and apart from bargain buckets or
a plea in the small ads, I  wouldn't hold out
much hope_ Can anyone help Jonathan?
4) Nape.
5) Not yet.
'MB

FUN AND GAMES
WITH THE MIGHTY
BRAIN?
0  great and mighty one
Here's what I think of Commodore Format
The reviews are brilliant, the previews are
highly informative, the Gauntlet is great and
so is the letters section. But there was zero
humour in The Mighty Brain. What I'm saying
is come on you lads and lasses (no sexism in
this letter) let's have some laughs in this little
letters Section.

I am glad to see that TMB hasn't entered
(mysterious music) the nutter zone. where
readers simply run out of original ideas and
pretend to be other people (eg Teenage
Mutant Ninja Turtles).

So remember the immortal words: watch
out for low flying bananas. I'll have to end my
letter now 'cause my pen's running ou„ .
Scott McKee, Suffolk

So, Cyborball  t r i l  coming out oin cartridge,
is it? That m a )  not  be true...

YOUR LETTERS ct)

Sigh. As  long as letters like ,this keep coming
in, i t  looks like my section will still have zero
humour...
Teenage Mutant Brain

CF -  THE MAG YOU
CAN TRUST
Dear Mr Brain person
In CF2 you Said that the Do mark game
Cyberball would be coming out on cartridge.
Well, according to my local computer shop.
Domark have no intentions of releasing the
game on tape, disk, cartridge or whatever! So
please tell me: is it coming out on tape? If it is
-  WHEN? And how much? If it not -  why
not? (Maybe you could lean on them a bit...)

Oh yeah. Sorry. but there is one teensy
weensy complaint that I've got about the
mag. Why are there no adventure reviews or
clues included? We aren't all mad nuke 'em
freaks you know!
Ian Fleming, Peterborough

You should know by now that anything you
read in CF you can trust implicitly. My leaning
abilities aren't really up to much, as you'd
expect from an amorphous blob of pure mind
muscle, but the full review of Domark's cart-
only Cyberball in this issue should more than
answer your question_

The CF 'team' (I prefer the term 'veg-
etable patch') are quite happy to review
adventures -  except that so far no software
houses have sent any in. Likewise, i f  anyone
out there wishes to send in their adventure
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yOUR LETTERS
tips and solutions, or  ask for help with an
adventure, Atom-Brain Dyer would be only
too happy to include them in his so-called
'GameBusters' section. Well, he will if the Ed
threatens him, anyway.
TMB

COMING SOON?
Yo. um brainy one! (TMB)
You wouldn't mind telling me when these
games are coming out would you?
a) Liverpool
b) Gremlins 2
c) Back To  The Future
d) Rick Dangerous 2
e) Robocop 2
f) Total Recall
g) Teenage Mutant Hero Turtles
h) Dick Tracy
Jack Simpson

No problem:
a) Grandslam's official Liverpool game should
be kicking off early January.
b) Gremlins 2 has been severely delayed.
Next year -  sometime...
c) Back To The Future III is under develop-
ment and should be released in January.
d) Rick Dangerous 2 should be in the shops
by now.
e) Robocop 2 wi l  be out not long after you
read this...

Swiftly followed by Total Recall.
g) Teenage Mutant Hero Turtles is due out
mid December.
h) And finally, you can get your mitts on Dick
Tracy around the end of December.
TMB

REAL SOUNDS
Dear Mighty Brain
Could you tell me if there are any C64 sound
samplers other than Datel's Sampler 64?
Stephen Corry, Glasgow

Vep. For starters, there's Commodore's
64/128 Sound Sampler and Supersoft's

Please Mister (or Missus) Newsagent,
reserve my copy of Commodore Format
each month because life is difficult
enough as it is and I'd hate to miss a copy.
MY NAME

MY ADDRESS
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Microvox Digital Sound Sampler. However,
Commodore no longer manufacture the
Sound Sampler and the Micro vox is well
pricey, so why not try scouring the small ads
section of magazines like New Computer
Express? Alternatively, some nice person
could write in and help. Howsaboutit?
TMB

FREEBIE HOPEFUL!
Dear Brain
Are you going to be giving away free (yes.
free!) the Rick Dangerous, Rick Dangerous 2
or Teenage Mutant Hero Turtle games? ‘ 1 6 ,
Anonymous r / I C

There's a slim chance we might feature these
games on our cover -  but not for a couple of
years yeti In the mean time, you're just going
to have to spend some money_
TMB

DO A STRIP
Yo! I M B
I have a few questions for you to answer:
1) How old is the Commodore 64?
2) Why don't you have a comic strip like
C-i-VG or Computer Warrior from Eagle?
3) Will cartridge games ever be on budget?
4) Is Metal Arrny available for the C64?
5) Is Barbarian available sti l l /  I haven't been
able to find it.
6) Will there be sequels to Barbarian II, Turbo
Out Run, Myth, Cabal and Forgotten Worlds?
6112) Will there be an seventh question?
7) Are there any C64 games that have better
graphics than the Amiga and Atari ST?
Daniel Cook, Southampton

I have a few answers for you to question:
1) About eight years, The C64 first appeared
around 1982.
2) I did offer to star in a comic strip if people
wrote in to say they would like one_ We had
an underwhelming response of one letter. I
conclude that a) no-one really wants a comic
strip, and b) all our readers have no taste.

RESERVATION COUPON
Life is hard for mere
mortals. All sorts of gen-
erally grim things have a
habit of happening. If
that thought isn't bad
enough, think on this
one. You're a mere mor-
tal. That's why you
should protect yourself
from one of the worst
fates that could befall
you — finding that
Commodore Format has
sold out. Make life as
easy as possible by fill-
ing out this form and
handing it to your fave
newsagent.

-  cerebral sensations for 64ists

3) It's a possibility -  though 'budget' might
mean a tenner instead of twenty quid.
4) Metal Army is an old Players budget game.
If you're dead keen, Players can be con-
tacted on 0734 817421, or  at Players, 6
Mercury House. Calleva park, Aldermaston,
Berkshire R 0 7  4 0 W
5) Try the budget racks.
6) No, yes (Out Run Europa), yes (Dawn of
Steel), no, no.
6 1/2) Will there be an seventh answer?
8) No... Oh, all right then.
7) Not really. However the ST can't cope with
smooth eight-way parallax scrolling like in
Turrican 2, poor thing. The Amiga is pretty
much unbeatable, but that doesn't necessar-
ily mean that the games are any more
playable (believe me, most of them aren't).
TMB

DRIVING MADNESS
Most magnificent Mighty Brain
It shames me to bother your majestic and
omnipotent self with this trivial and piffling
question, but which disk drive should I buy for
my C64? I have seen three packages which
interest me, the first two involve the Oceanic
118N disk drive at El 30 from Datel with an
art package, and C110 from Microsnips. The
final one is Commodore's own 1571 disk
drive with the same software packages as the
64 and costs E130.

Could you in your all-knowingness give
me details on the quality of the disk drives
and information on any others of which you
know, bearing in that infinite mind of yours
that I can't afford more than E150.

I've seen cartridges but don't know
whether they can handle games such as Pool
Of Radiance and Sim City since (I presume)
they can't save. And are roleplaying games
from SSI etc. ever going to be put on car-
tridge, eliminating my need for a disk drive?

I'm also sending a letter such as this to
other magazines to make sure i ts  answered.



The first to print it receives my undying sup-
port for evermore.

Ask that Sean Masterson person to give
me some Games Workshop stuff as every-
one around my way has become bored with
my current games.
Andrew Millar, Belfast
Disk drives eh? Well to be quite honest.
there's not an awful lot between the two types
with regard to their disk-driving capabilities:
the main differences come with size and
price. Certainly Commodore's latest games

drive bundle sounds like a good deal if you
don't possess those games already. I f  size is
important to you (stop sniggering Andy -
TMB) then the Oceanic takes up a lot less
room -  and is less noisy to boot (excuse the
pun). My best advice is to buy as cheap as
possible and buy a fastload cartridge with the
spare cash!

RPGs and titles which require save
games can be serviced by using a battery
back-up. A small watch-style battery is incor-
porated into the cartridge and sustains a
small memory chip. allowing you to carry on
from where you left off. However, at  the
moment these are rare and expensive -  don't
give up on the disk drive idea just yet!

Whether your letter was printed or not,
surely the loyalties of any sane person should
lie with CF by now?

With regard to your last point, the
Masterson creature assures me that you
would be better off not role-playing with cur-
rants anyway -  no wonder your mates are
bored. I f  you persist with dried-fruit gaming,
he offers these as potential winners:
Dungeons and Dates; Warsultana (and of
course, Warsultana 40,000), Dark Raisin and
the future sport game, Frultbowl From
America (where citrus gaming is very popu-
lar, fresh and often served with ice-cream)
you can try Cyberfruit and Buck Pinapple in
the Twenty-Fifth Fruit Salad. Sean assures
me that you'll know exactly what he's talking
about -  though you'll probably be the only
one who does (agreed -  that's enough fruiti-
ness for one issue: Ed). Must go now,
simpletons. I f  you want a brain like mine,
tough, but check out the imitation
on the right, for a laugh. Ciao.
TMB

Each month, The Mighty Brain awards a
£20 mail order voucher to the letter
whose answer drains his mental energy
the most. This month's winner is Jos
Harrison of Bristol...

NEW KID ON
THE BLOCK
Dear Brain
As a newcomer to the world ot the 64. I
bought every magazine connected
with it and you'll be pleased to
know that CF is the only one
worth reading. Meanwhile, can
you answer some questions?
1) Are you going to review old
games for those of us who
missed them first time?
2) What's the origin and mean-
ing of the word POKE?
3) Are you going to give tips for
beginners?
4) I am 29, an independent reader, quite
sensible and I still like CF. Is this unusual?
5) My four-year-old son thinks you are a
relative of Krang. Is this true?
6) Why do people number their questions?
Jos Harrison, Bristol

64

Ak.

*0

i e t t h i . ;

6) / don't know but I l l  answer with a non-
numerically structured reply. Reviewing old
games would  use up space needed to
review new titles -  and I'm sure you
wouldn't like that! Our A-Z of classic C84
games should help_

POKE and PEEK are simply names
which programmers chose to be com-
pletely descriptive of what they do. POKE
is used to push '  a number into a memory
location, and PEEK looks at a number in a
location. Their origin may stem from pre-
electronic computational devices where

memory was a series of pigeon-

- ,- 4 ) . ) l h o l e s .  Values were put in byhand (poked in) and to see
what they were you simply
looked (peeked).

Phil South has been
beavering away on a BASIC
tutorial which should start

next issue. Your  age and high

i t y  op in ion  of CF is quite odd. The
* O P '  E d i t o r  is a mammoth 28 years old

(only just! -  Ed) and hates the maga-
zine. Still, you can't blame him with the
staff he's got. And finally, Krang and I are
not related. However, we are kindred spir-
its in one respect -  we're both sick of
those flamin' Turtles!
TMB
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Make your own

Mighty Brain badge
A Step by Step Guide to Making

Mighty Brain Fashion Accessories
If you feel undying gratitude towards CF's
own figurehead and would like to show
your allegiance to the Universe's greatest
mind, why not make yourself a Mighty
Brain badge. Looks smart, Impresses
girlies and breaks the ice at parties...

AS - •

I P
-Afli•
440-- i t
4,,,ekotwitc-

. . . .

Step 1 -  Using a suitably heavy instrument
(we found a stapler to be perfect), attempt
to cleanly crack a fresh walnut

-eStio•

Step 2 -  And ther- blast! OK, fine, now try
again an- Aarghl Heirs teeth Andy where
did you get these crap walnuts! (Repeat
Step 1 until you get a clean half nut.)

Step 3 -  At last! Now take that sucker and
spray it a nice pinky-grey brain colour.
While it dries, cut out a circle of card and
Inscribe a suitable Mighty Brain slogan.

Step 4 -  You can now use your trendy and
decorative adornment as a badge or
brooch. Don't, however, staple it to your
ear like thicky Dyer decided to do...



T0 SPORTS
FOOTBALL

DiSC ONLY el•

Dick Tracy

CASS D I S C 3 Stooges

Beach Volley?

Might & Magic 2
Back to the Fulure 2
Oriental Games.

N A 1 5  99
8 99 . 1 1 9 9

.11.99 1 4 . 9 9

Tome & Magic_ •
Ctiesbon ot Spoon •
Tau Ceti 299

Monty Pythons FlyIng Circus ....7 99.  . 11 . 9 9

Mciht Breed •  • •  • 9 99.

Subbulso 7  99.. 9 . 9 9

Player Manager .••• •  •

6 99
Deliverance 8.99 . 1 1 . 9 9 Deta 4 Ebb
Rick Dangerous 2 799 .  1 1  99 Ghosts N Gobens  . . . . . . .  • 4.99
Kick Off 2 7.99 1 1 . 9 9 Mantle Marmara& 6.99
Satan
Golden Axe
Silovostrike

7.99 . 1 1 . 9 9
8.99 „  11.99
8.99 ..... _11.99

Flyyng Shark
-

Arcade Payade .eieur14 9emet•-• ......

4 .g9
6 99
6 99
4 99

Greg Normans Ultimate Golf 11.99... ..... 14.98 Rollom Thunder 4 99
Wings of Fury   N / A  1 1  99 Operation Nesoltine , 4 99
Iron Man oil Road Racing_ . 7.99 1 1 . 9 9 Pweseatord Elect 49,9
Atomic Robokid . • .......... .............13.99.,  11,99 Honters Moon 4.99
Mutant Ntnia Turtles.
Crealures .
Summer Camp. ,. ........ ..... ......

.9.99 . 1 2 . 9 9
7 9 9 1 1 . 9 9

7.99 1 1 . 9 9

Retrograde
Snare

6 99
699
4.99
1.99

Ninia Rernix ......................... 7.99  1 1 . 9 9

14.99

4.99
Badlands ........... ... ...... .,..„, ...... .749 ___11.99

STUN. Runner ..................... 7.99

Buck Rogers N/A 1 8 . 9 9

7 99 11 99

B.A.T NA . 1 4  99 Speettell 899
Gazza 2
Amazing Spiderman ................

8,99 _ 1 1 . 9 9
7.99 1 1  99

Demons Winter
Dragon Spilt

12.99
4.99
7.90

FORTHCOMING

Line ot Fire ....... .0.99

ATTRACTIONS Dynan-0013in ......
6 9 9

4.99
CASS D I S C

Warlock..

Dick Tracy

SASS
..... _NA

NA

11 99
Beach Volley? 7,50 11.99
European Super League 7 50 11.99
Mciht Breed •  • •  • 9 99. 13.99
Player Manager .••• •  • / 50 11.99
SlySpy 7 50 11.99
Tie Break

._ ....... •6 99

13 99

Fun Scheib 2 Under 6 7 5n

.11 99
Twin World 9.99. 1299
VO9Mris ... 7.50.. .11.99
Night Hunter . . .  ....... .. ..........9.99,. 12,99
kiwi .................................... 7.50. 11 99
Liverpool the Game 750 11.99
Total Recap 9 . 9 9 . 1 2 . 9 9. 12.99

Garman Maser . . . . . . . . . . - - - - 6 - 9 9 . . - .  ........... - N A

999
Days at Thunder . . . .  . . . . . . _7.99 .11_99
Wrath of the Donlon. • NA 14.99
Duck Tales

12 99

11 99
STUN. Runner ..................... 7.99 11.99
NARC 7 99 11 99
U.N. SquadrOn• 8.99 11.99

8 9. . -11.99

_1099
Turncan 2 7.99 11.99
Line ot Fire ....... .0.99 11.99
E Swat .11.99
Warlock.. 11.99
Starglider 2 .11 99 • -
Stralego 7 99 • 12.99
Edd lho Duck •7•99. • 11 99

Nate, Melba f12 161 . . . . . . . ,
Ekdiei Sombre (11-009b

SASS
..... _NA

NA

OISC
1759
17.99

800oni 1 899 .12.99
Stingy 2 . .  ... .. . 6  99 NA
Chernetry 1 r12•181 . 6 9 9 12 99
C hem crary 2 63 Level). ..... .•.• ••. .... _699

75p P&P. For first class add 75p

French Seeress iBeg) •. 899 o,. A.
French kestrees 11910......... ......_ ....... •6 99 la A
Fun Scheib 2 Under 6 7 5n _9,99
Sun School 2 6-8

TEL. Express airmai l  .C4.00 per item.

Fun Schad 2 Oa . . . . . . . 7.50 . . . . . . . . . . . 9.99
Fan School 3 Under Es .. 9.99 . . . . . . . . . 12.99

Foe &Moo 3 7...• S•99 . 1299
Gracdraphyle Cieroorke ..... ......-........ ..MA...__ ......12.99
German Mader iBegi 6 99 Teik
Garman Maser . . . . . . . . . . - - - - 6 - 9 9 . . - .  ........... - N A

iAdie) 1 2 . 9 9
Mapeorlo fi 2 17). 14/A. 12.99
MalKs Mania 18.12) IVA 12 99
Donakrs Alphabet Chase .., ....... ...... _11 99
Omni .  RaMaray &ogress . .... ..... ....11.99 . 11.99
mckeya Runeamy Zoo • . . . -  ..... -8.99 .11 99
Mickeya Crosamo'd Maker . 8 9. . -11.99

1
Customer Number; Please make cheques

&  PO payable to
Turbosoft

VISA
DATE:
NAME:the following for

Credit card orders taken.
Payment cashed only on

d e s p a t c h . O r d e r s u n d e r ,C5a d d
Price ADDRESS.

75p P&P. For first class add 75p
P & P U K on ly.E E C countr iesa d d
P o s t Code .C.2.00 per item. Non EEC

countries add £3.00 per item.TEL. Express airmai l  .C4.00 per item.
All items subject to availability.

COMMODORE FORMAT JAN '91 All prices subject to change
without notice. E. &  O. E.E.

SPECIALS CASSETTE
Ga'dragons Coma.,
Penland • _ 3 9 9
Bored ol the Rings  . 2 . 9 9
Toobin.... ..... .... .................. . ..... . 3 9 9
Straton  . 0 9 9
L a w  Squad ..... -  ... ....,
Thunderbirds
Cybofg ,  •1•99
Dragon Spat  ,  ,  ,  ,  .. ,  .3.99
Mr t isk • . •     . 3 . 9 9
Nafq Moves    . . . . .  _.....„.... ..... - - •  ,
Weird Dreamt  3 . 9 9
Flarbesian 2
Steel Thunder  . . 4  99
President • . . . . 2 . 9 9
Pub Garnes 2 9 9
rkne & Magic 3 . 9 9
Afterburner  3 . 9 9
Bnan Cloughs Football 3 . 9 9
Firezone   2 . 9 9

Headcoach  .  2 . 9 9
Crackdown  4 . 9 9
E-Molion.  4 . 9 9

click Dangerous.. 4 . 9 9
Snare.  3 . 9 9
Tracksuit Manager 2 . 9 9
Blood Money 3 . 9 9
Astro Marine Cop-  ............. - - ,  ....... . .   3.99
Shinob. . .  4 . 9 9
Dottre Dragon .  2  99
Silkworm.  2 . 9 9
World Championship Boxing Manager
P47 Thunderbolt  4 . 9 9
John towns Darts , 3 . 9 9

Game Sel & Malice 2
Only F9.99 Oise E1 2_99

Maria:toy oi.
Solharn. Taw Match.
Basket Mover Supw

Hang Or. Track 'n• Field.
Sassertamil Wireer

Orwased, Slave Dan'
Snooker. leck Fades

OPE.°

IN CROWD
ONLY £10.99

Barbanalt.
Crazy cars,

Predator, Kerrey.
Combai Schaaf

T a w  Renegade.
Platoon

SUPREME
CHALLENGE
ONLY £4.99
DISC £10.99

Elite, Ace. Sentinel
Stargikler, Tetris

MEGA MIX
ONLY £9.99
Barbarian II,

Dragon Nino,
Operation Wolf,

The Real
Ghostbusters

Al\iamV \F"-1

m o a t  / 1 1 / 1 1 1my!

-3.99

CECCO
COLLECTION

Cass £8.99
Disc £12.99

Exolon.
Cybernold•

Cybernoid
Storrolord

TAIT° COIN OP
ONLY £8.99

Ras ] ,  F.,,,rg Sas,*
Bubble Botha&

Arkared Siermghi,
Arkemod11. Renege&

I wend of Kaye

SOCCER
SPECTACULAR

Only £4.90
Poolball Manager. Peter

Eassrrmeys Soccer.
World Champions.

Hardball learadonne
94:cow Supremo

THE BIZ
ONLY £10.99

Operation Wolf,
R.Type

Batrnan Caped
Crusader,

Double Dragon

30 RED HOT HITS
ONLY E6.99

GhostbuSters, FA Cup,
Agent X 2. Kane, LA Swat, Nirila Master,

Rasputin 011ie and Lissa, Ricochet ZOiyx
Way at Exp Fist, Dan Dare,

Formula 1 Simulator. Brian Jack's
Superstar Challenge. Tau Cell. Park Patrol

Thrust, Harvey Readbanger, War Cars,
Tarzan, Ninia Hamster. Enlightenment -

Druid II, Mystery ol the Nile, Mega
Apocalypse. Magnetron. Morpneus.
Fnghtmare. Traz. Samurai Warrior

C O M M  TOP 50 HITS
CASS D I S C

Turricar .  7 99 1 1 . 9 9
International 30 Tennis 7 . 9 9 . . . . . ,  11.99
Shadow WarnOrS 7 . 9 9  1 1 . 9 9
Robocop .  . .  7  99 1 1 , 9 9
Chase HO 7 . 9 9  . , . 11 . 9 9
Operation Thunderbolt 7 . 9 9  ........11.99
F16 Combat Pilot  , 1 1 . 9 9 . . . . . .  r .14.99
Rainbow Islands 7 . 9 9 .  1 1  99
Batman the Movie 7 . 9 9  1 1 . 9 9
Lords 0  Chaos 6 . 9 9 .  1 0 9 9
X-Out .  ....... ..., ........
Dragon Ninja..... ........  7 . 9 9  .. „ A l  .99
Flight Simulator II . ,  .13.99 2 8 . 9 9
Test Drive 11 ..  7  99. 1 2 . 9 9
BIOOdvevch .., . 7 . 9 9 . . .  ..... _7.99
Castle Master 7 . 9 9   1 1 . 9 9
New Zealand Story 7 . 9 9  ........11.99
Space Rogue N / A  1 4 . 9 9
Time Machine 7 . 9 9  1 1 . 9 9
Murder .  N / A  1 3 _ 9 9
Gunship ................... -  ...........11.99 1 4  99
Emlyn Hughes Soccer 7 . 9 9 . . . . , . . . 1 1 . 9 9
Protect Stealth Fighter ............11.99 1 4 . 9 9
Iron Lord N . A .  , .  14.99
Midnight ResiStance

CBM 64 CLASSICS
CASS D I S C

Sim City • h i l i A   1 4 . 9 9
Zak McKracken •  N / A   1 2 . 9 9
Colossus Chess 4  . 7 5 0   . 1 1 9 9
Colotens Bridge 4 • .  .  , 8 . 9 9  1 1 . 9 9
Airborne Ranger .. . 1 1 . 9 9  ...  14.99
Ouarlerback .. 7  50 1 1  99
War in Middle Earth 7 . 5 0 . . .  .....11.99
Heroes 01 the Lance 7 . 5 0  1 1 . 9 9
Dragons of Flame 7 , 5 0  1 2 . 9 9
Pools ol Radiance N / A  ........19.99
Hillstar N / A  1 5 . 9 9
Curse 0  the Azure Bonds N / A   1 9 , 9 9
Silent Service ......... -  . ............. 7.50 1 1 . 9 9
Red Storm Rising ................11.99  1 4 . 9 9
Super Cars ( ID. III  .
California Challenge (T.D. III .....N/A 6 . 9 9
Bards Tale 2 • N / A  1 2 . 9 9
Bards Tale 3 N I A  1 2 . 9 9
Dragon Wars N / A  1 2  99
Irdy Jones •  Last Crusade ......7.50 1 1 . 9 9
Risk  9 . 9 9   1 2 . 9 9
Pirates 1 1 . 9 9   1 4 . 9 9
Rommel. . . N / A   1 3 . 9 9
Russia .  . . . . .  NA  1 3 . 9 9
Panzar Battles  N / A  1 3 . 9 9
Panzer Sbil le- . N / A  1 9 , 9 9
Carrier Command,  .
Football Man II •  Exp. Kit 7 . 5 0 .  _ 1 1 . 9 9
Mans Beacons Typing N A  2 0 . 9 9
Maniac Mansion N V A  1 2 . 9 9
Battlechess r s t t A   1 2 . 9 9
Muscle Cars (T.D. III  N / A  6 . 9 9
Ultima 5 N / A  . 1 4 . 9 9
Knights of Legend N / A  1 5 . 9 9
Jet N / A  2 6 . 9 9
Macarthurs War N / A  ........15.99
Bushido 7 . 5 0 _   1 1 . 9 9
War of the Lance  1 9 . 9 9
Tangled Tales ,   N / A  ........15.99
Times 01 Lore ...... .. , . . . I S O  ... ..... 14.99
Stunt Car  . 7 . 9 9  1 1 , 9 9
Turbo Outrun... . 7 . 9 9  1 1 . 9 9

CARTRIDGE CBM64
Batman the Movie..
Badlands
Operation Thunderbolt
Chase HO 2
I9obocop 2
Cyberball
Vindicator
Shadow, ot the Beast
Last Ninia Remix
Plotling
Pang

19.99
1 9 . 9 9

1 9 . 9 9
19.99

1 9 . 9 9
1 9 . 9 9
1 9 . 9 9
1 9 . 9 9

1 9 . 9 9

5 1 . 1 7 7

Ptease note that The maldri fy of the
forthcomog attractions are not reteaSed at

time of gomg to press. These will be
despatched within 24 hours of re/ease

subject to availabitry

EDUCATIONAL

A A A
LOODS Of

Ootaos
CASS LokOe
DISC LI i-99
A A A i\, ,  4
SPECIALS DISC

MIND-
STRETCHERS
CASS OR DISC

0 1 9 9
Monopoly
Scrabble
Clued°

WORLD CUP
COMPILATION 90

Case E8.99
Disc E11.99

Kick Ow. Tama, Iirekar s
Hoishol Tredasurl

Manager

TOLKIEN'S
TRILOGY
Only 8119
The Holitvl

Lard of the Rings
Shadows of Mordor

STAR WARS
TRILOGY

Cass Only £6.99
Star Wars.

Empire Strikes
Back, Return ot the

Jedi

c A s .  87-90
DISC L I  1.99

MAGNIFICENT 7
Only C7_99 DiscE13.99

Head Over Heals,
Cobra & Arkanold.

Shod Circuit &
Waball, Frankie

Goes to Hollywood
Great Escape &

Ar Kung Fu

THALAMUS THE
HITS ONLY £6.99

DISC E8.99
Hunters Moon,

Oue-Dee,
Hawkeye, Arrnalyte

Delin Sansion

DYNAMITE
Only £9.99
Cass Only.

Atterburner, Last
Nino II. WEC Le

Mans. Double
Dragon

SEGA MASTER
MIX SASS £11.99

DISC £14.99
Steer Wai dertoy.

crackdown.
Thundermacke

Oyminte Die Turbo
Cutua

30 MEGA GAMES PACK
CASS ONLY E12.99

Karnov, Gee Bee Air Rally, Aliens, Super
Hang On, Real Ghostbusters, Guadal
Canal, Firetrap, Knightmare. Galactic

Games. GFL American Football.
Wonderboy. High Frontier, Inc. Shrinking
Sphere, Supersprint, Prodigy. Basketball.

Park Patrol. Ace 2088 Star Raiders 2.
Explorer, Big Trouble in Little China,

Mermaid Madness. Corporation, Hacker.
Ghostbosters, Spinclizzy, Baseball, Dandy.

Rampage. Enduro Racer

Please charge m y  Access/Visa  No:  E x p i r y  date:

ORDER FORM Access
Please supply me with
Computer
Titles



'-'GOLDEN AXE L
Cass E8.99
Disc Ell_99

AMIGA SCREEN GEMS PACK 1 AMIGA SCREEN GEMS PACK 2
Featuring:- Nightbreed, Days of Featuring:- Everything in pack 1 PLUS

Thunder, Back to the Future 2, Deluxe 10 blank discs with labels, mouse mat,
Paint 2. Shadow of the Beast 2

All for only E375.00
dust cover. 40 lockable box, Wicked 10

games pack, disc cleaning kit
All for only 089.99

inc. VAT & courier delivery inc. VAT & courier delivery

TER110,5017'
JOYSTICKS &
ACCESSORIES

Pro 5000 Black 1 2 . 9 9
Pro 5000 Clear 1 2 . 9 9
Pro 5000 Clear Extra  13.99
Quickjoy Turbo 7 . 9 9
Quickioy 3 Supercharger  8.99
Quickjoy Superboard .14.99
Quickjoy Meg aboard ..19.99
Quickjoy Topstar  1 9 . 9 9
Quickjoy Jetfighter  12_99
Konix Navigator 1 1 _ 9 9
Cheetah 125+ 6 _ 9 9
Mouse Mat 6mm 3 _ 9 9
5.25" 50 Lockable Disc
Box 5 . 9 9
5_25" 100 Lockable Disc
Box 7 . 9 9
Mouse House 3 . 9 9
Loadit Data Recorder .34.99
5.25" Disc Cleaning Kit 3.99
1541/2 Disk Drive 1 4 9 . 9 9
CBM64 PSU 2 0 , 9 9
C64 Dust Cover 6 , 9 9

In Stock Now
HOLLYWOOD
COLLECTION
Cass £11.99
Disc El  4.99

Robocop, Ghostbusters 2,
Indiana Jones, Batman Th-e

Movie

Turbosoft
Unit 6  & 7

Acacia Close
Cherrycourt Way
Industrial Estate
Stanbridge Road

Leighton Buzzard
Beds. LU7  8 9 E

Office hours are
Monday to Friday
9.00arn to 5.00prn

Saturdays
10.00am to 4•0Opm

All prices include VAT

Tel: (0525) 377974
Fax: (0525) 852278
Independent Stockist.
Riomhaire Software,

Dublin Bazzaar,
Unit 34 Thomas St,

Dublin 8 Eire.
Shop prices will vary.
Personal callers only

BOMBER
Cass Only

E6.99

In Now
GOLDEN AXE

Cass E7_99
Disc El . 9 9

SNARE
Cass £3.99
Disc E6.99

LOAD - IT
TAPE DECK

E34.99

\AA,
NINJA SPIRIT

Cass Only
E4.99

/ V

HUNTERS MOON
- D i s c  Only

£4.9

l W E I R D  DREAMS
Cass Only

£3.

/ \  A,
PUZNIC

Cass E7.99
Disc Ell 99

PLATINUM
COLLECTION
Cass E12.99
Disc £14.99

Sallie'', Black Tiger, Led
Storm, Ghouls n Ghosts,

Forgotten Worlds

A
FE-FIARr

FORMULA I
Cass £2.99
D iv  C6,99

QUICKJOY
TOPSTAR
NLY E19.99

-  Comin_g Soon
DICK TRACY

Cass E8_99 Disc E11-99

/ V \

In Stock Now
HEROES

Cass £11.99
Disc £14.99

Licence to Kill, Star Wars,
Running Man. Barbalan 2

GARFIELD
Disc only

. 1 „ . C 4 . 9 9
V \

/ N .
LASER SQUAD

Cass Only . s

In Stock Now
T.N.T.

Cass £11.99
Disc £18.99

Hard Drivin', Toobin, APB,
Dragon Spirit. Xybots

HAMMERFIST I
Cass Only

£4.99

RETROGRADE
Disc Only

E6.99
V V

\. --stock now
MUTANT HERO

TURTLES Cass DK
DI E l  .99

In stock now
DRAGON BREED

Cass E8.99
Disc El I S

In Stock Now
WHEELS
OF FIRE

Cass £11.99
Disc E18.99

Chase HO, Powerdritt Hard
Drivin', Turbo Outrun

AMIGA SCREEN GEMS PACK 3
Complete Computer Centre. Featuring

everything in pack 1 PLUS Commodore
1084S Monitor, Star LC200 colour printer.

20 blank discs with labels, mouse mat,
Amiga dust cover, 80 lockable disc box.

All for only E849.99
inc. VAT & courier delivery

(Personal callers welcome)

HOW TO FIND US

Maps showing direct routes from the motorway and A5



his was Chris Jordan's third appear-
ance in the Gauntlet and you have
to stop and think that three out of
four isn't bad. So forget any theories
about beginner's luck, Chris Jordan

is to arcade adventures what Sig Weaver is
to Aliens — their nemesis. But he wasn't the
only serious skill. Andrew Steele.
the challenger from Bristol,
has taken to the 64 like a
fish to water.
Considering that
Chris has been
working out on
his machine for
some three
years com-
pared to
Andrew's
eleven months,
Steele must
have been play-
ing games in his
sleep for at least
ten of them.

Chris, as usual.
turned up quietly a few

minutes early with the kind . 0 0 d r o r ' " q l kof attitude that made you think
that defending his
championship was
something he did in-
between getting out

of school and eat

THE CHAMPION
Can no-one usurp Chris

Jordon from his throne?

When the going gets tough the tough daren't  take  their
eyes oft those monitor screens. Oil You two,  take  your
eyes off those screens -  they're melt ing all down the back

COMMODORE FORMAT 4, January 7 9 9 7  -  tests your mettie

The man in the hat  is back!  It's not just what
they said about Rick Dangerous I I ,  it's wha t
people are beginning to say about our long-
standing champion, Chris Jordan. This month,

Andrew Steele takes up the chal lenge
ing (which turned out to be

true). This guy is Captain
Unflusterable in dis-

In this time both Chris and Andrew got to
know the controls until using them was sec-
ond nature.

guise. Andrew, on
the other handcould almost triris reached a
smell room full of points
and didn'tneed any bonuses and his
persuadingto tackle score rocketed

one. He also [ ) y e r
brought his crew with

him. Enter little bro.
Jonathan — who was

ready to stand in if needed
and Leon, his coach. Well.

we hadn't put any-
thing in the
rules to say
you couldn't
have a
coach and
everybody was

happy about it, so
with both sides
ready, Gauntlet
4 went into
prelaunch
mode_
Neither Chris
nor Andrew
had ever
played this
month's
game, Rick
Dangerous
which had been
a Corker! in
Commodore Format

2, so both players were
given ten minutes to practice_

THE
It's up

then weaved enough magic on the chal-
lengers C64s that infinite lives would be
available to our contestants.

Meanwhile the office was becoming a bit
of a squeeze. what with all the press, photog-

raphers and
minor
celebrities
from other
magazines
who joined

in the running commen-
tary. The pressure was

on both the chal-
lengers as the

stopwatch was
reset. Twenty
minutes of
ruthless slog-
ging it Out
were just
about to start.

Rick
Dangerous it s

first level is
notoriously

difficult and it
would turn out that

neither would complete
it. But that didn't matter.

CHALLENGER
to Andrew Steele to see

if he can

Andy



GAUNTLET 4  DATA

5 M i n 4490 4910
10 min 4890 5360
15 min 5190 7210
20 min 6990 7810

GAME:
DEFENDER:

CHALLENGER:
RULES:

CONDITION:

RICK DANGEROUS
CHRIS JORDAN
ANDREW STEELE
PRACTISE FOR TEN
MINUTES. PLAY FOR
TWENTY MINUTES
WITH INFINITE LIVES.
HIGHEST SCORE

Time C h a l l e n g e r  D e f e n d e r

In Brief

The highest score was the only criterion for
deciding the winner of this contest. For the
first five minutes both Andrew and Chris
struggled on, losing little Ricks every step of
the way. When a quarter of their time limit
was used up. Andrew had clocked 4490 and
Chris was in full champi-
onship

1112101101A,

Blisstully unaware ot the ta te  which awai ts  hes a  smile &I the 00111 VIOTTI/.VII I t ' s  a humvariety.
Got I t  Under Control
Andrew I"

be knocked out ot the - mode with 4910. At
no point had the contestants been more than
a screen apart. It was going to be like this
from start to finish,

In the next stage of the competition,
Andrew's coach, Leon, started giving out the

• • • • • •

choice in the matter, he began a series of
unsuccessful but methodical attempts to get
on_ Andrew closed up the gap but the time
he'd lost in the third quarter cost him dearly.

a  CHALLENGE
advice. He reassured his
man in steady, confident
tones. Chris, tucked into
the comer of the office,
tried to hold onto his lead.
The two occasionally
glanced at how the other
was doing. And in what
was becoming a very
tight race indeed, the
positions hardly
changed. After ten min-
utes Chris had 5360 on
the screen and Andrew
was right on his tail with
4890 on the score slot.

Chris seemed to
make a break in the

Leon. the challenger's coach, si ts in the background and tend, Chris reached a A n d r e w ' s  got past t istens out

the quarter was
the same as the first
two but towards its

third quarter. Most of

much A n d r e w  deep

tor the yelp that  t e l l  him that  h e  tr icky bit

in concentrat ion as l i t t le brother Jonathon looks on.

room full of points bonuses and his score
rocketed to 7210. Andrew was only a screen
behind but if he didn't get past a couple of
floating platforms that were giving him
no end of grief, he was going to
be out for good. As the
fifteenth minutes came and
went, he was stuck on a

total of 5190.
Both competi-

tors gave it
everything they
had in the last
five minutes.
Andrew started
off by getting it
together to get
past the plat-
forms and his
score started mov-
ing again when he
got to the bonus room. It
was Chris who was
now in difficulty.

Leon, I ye Though he still

had the lead, he

a n ,  wavt13was stuck at one of the S  M U S t
points guarded by the t e e l e  h a v e
walking oil drums.

However, he had
come across a few more
score bonuses, so with no

When

The Champ looks smug as
!Actually, he's burping. Th
have started repeating on

twenty minutes was
up, he hadn't managed to make it to

the second bunch of bonuses. Chris
was still stuck with the walking

drum of doom.
Andrew's recovery

had brought him
another 1000 points,

taking his final score
up to 6990. But
Chris could breathe
a sigh of relief. His
score read 7810
and he was the
Gauntlet champion

for the third month
running. Leon con-

soled his crestfallen
fighter and Chris smiled

to himself. Is anyone capa-
ble of toppling the champ?

We've already seen
someone who might
have the right stuff.

usual.
use l ingers
him)

i n  h i s  s l e e p L e o n  Powell isChris Jordan's next chat-
tenger. The Gauntlet

takes a break, next month, as we
begin a seriously enlightening
BASIC tutorial. But stay tuned.

Come back to the future
When the Gauntlet returns, defending champ Chris Jordan will take on Leon Powell
In a game of Back To The Future IL Meanwhile, we'd like to hear from you if you'd like
to take a shot at the championship. So long as you live on the UK mainland, wel l  get
you down to Bath, put you through your paces, and send you back home again
(whether you win or not). So, if the prospect of power appeals, write to:

THE GAUNTLET, Commodore Format, 30 Monmouth Street, Bath
BA1 2BW

COMMODORE FORMAT 4, January 1 9 9 1 -  Following Jordan's journey



COMP WINNERS

CALLING ALL
THE HEROES

A s t a p - u p  lunch, a visit to the
Microprose offices in Tetbury,
Gloucestershire and a flight in their

very own Piper Warrior hairy-o-plane was
the stonkong first prize to the 'Prose's Rick D
2 compo. All you had to do was describe the
effects of deceleration trauma on the Ed
after a 7,000 ft plummet into the Tarmac.

And who won it? Well hearty congrats to
M J Ruck of Basingstoke with his winning
entry of: 'Like an explosion in a jam butty
mine'. Yes, very gruesome.

15 runners-up walk away with T-shirts
badges and posters, and they are:
Pablo Beale, Harpeneden; D Steel, Brampton;
Anthony Harris, Hereford, Nicola Schofield,
Rochdale: Brian Wood, Grimsby; Bryn
Stevenson, Chesterfield: Scott Leach, Hull; G
Kitchin, Winstord: Adrian Griffiths, Wrexham;
Jamie Caple, Spondon; Gary Ogden,
Castlemorton; Stuart trines. Dundee; Duncan
Scott, Peterborough: John Cox. Peterhead:
David Spillman, Brighton

GOLD
GIVEAWAY

U S  Gold's auntie Danielle stumped up
some goodies to give to the correct
answerers of two simple true/false

questions. Unbelievably, almost everybody
got them wrong!

The correct answers (as hinted by the
'Could it be True, False' address!) were A:
The name Nylon comes from New York and
London where scientists worked on the dis-

IT'S A
FLICKING
GOOD GAME!
E l e c t r o n i c  Zoo provided five tabletop

Subbuteo games and 20 computer
games to anyone who proffered a stul-

tifyingly humourous caption to the photo of
Stewart Bell and a dummy.

The first five winners (with captions) are.
Jamie Capie, Spondon: 'Er... Could you
pass me that 300ft table?*
Peter Hutchinson, County Londonderry:
'Someone's trying to move Shies at last!'
Steven Edwards, Berton-On-Trent: I'm
sorry Mr Ferguson (Man Utd. manager), he's

not for sale. Anyway. don't be greedy —
you've already got 11 dummies'
Ian Duggan, Uxbridge: 'Terry Wogan
Lookalike in Subbuteo Soccer Sensation!
M J Ruck (again!) Basingstoke: 'I'd like to
introduce my sidekick and number one
player. the model striker. Monty.'

And introducing the 20 runners-up:
Darren Lewis, Port Talbot; Stuart Weston,
Bishopbriggs, Brian Woods, Grimsby, R G
Lewis, Pembroke; Darren Riddle. Cleckheaton,
William Chung, Sheffield, Stewart Dobson,
Rochdale; David McNeil, Glasgow; A Garrett,
Cannock; Geoff Tooley, Leeds; Ian Fletcher,
Southampton; Brian Blair, Kilmarnock: Andrew
Dunn, Harborne; J Lewis, Pembroke; David
Spieaten, Brighton; Derek Watt, Angus; G
Klichin, Winsford; Neil Hirons, Pershore; Jamie
Rook, Bristol; Gordon Blair, Kilmarnock

Congratulations to all  our winners. You're dead
jammy, the lot of  you. I f  you've just gone through
the frustrating experience of  trying to find your
name amongst these (and not succeeding), weep
not. Keep entering the comps and keep looking.
See you soon.

1st prize gees to COMMODORE FORMAT 4, January 1 9 9 1

Here w e  go again, just giv-
ing stuff away. I  dunno,
when I  was a nipper we  had

to clean chimneys all week
just to earn one lump of  coal. And we had to eat
it 'cos w e  didn't have any food. And here we  are
just  giving stuff  away. I t  makes you think dunnit...
Makes me think anyway. Makes  me think, 'Why
didn't I  enter  the stupid competit ions in
the first p lace? O h  well,  off  we go with a
list of  the lucky sods who won summat
from the weal th of  compos in CF2...

covery. This is totally true' And 6:
Microswitches are termed as such
because they detect microscopic move-
ments of the joystick. Naaaah! This was a
big falseroony.

The ten enormously winners of those
varied bundles of usefulness (in no particu-
lar order) are:
David McNeil, Glasgow,John Cox,
Aberdeenshire,Darren Richdale, West
Yorkshire; Scott Leach, Hull; Christopher
Barnett, Worcester; Fergus Inglis, Falkirk;
Andrew Swift, Chesterfield; Bryn Stevenson,
Chesterfield; M Peel, North Yorkshire; j  S
Codd, Lincolnshire

WATCH THE
BIRDIE
T h o s e  nice Gremliners up at Sheffield

decided to otter a halt set of golf clubs
to whoever put their 'X' on the course

where the photo was taken. Quite a ,a,•-". . ,•
few of you did just this, but the
lucky beaver who can look
forward to getting out , , , , ,
on the links real
soon is a certain
Ben Harrison of
Sheffield. Er... a
tad suspicious is
that one.



Ring or  write In  for  our la test  Amiga catalogue, l ist ing
hundreds o f  products avai lable  for  this versat i le  Home
Computer.  We  stock C O L O U R  PRINTERS S T E R E O  COLOUR
MONITORS. EXTERNAL DISK D R I V E S .  M E M O RY
EXPANSIONS, H A R D  DISK DRIVES.AMIGA B O O K S . F R A M E
GRABBERS, DIGITISERS.  SCANNERS.  WORD
PROCESSORS. DATABASES.  SPREADSHEETS.
ACCESSORIES and of  course h u n d r e d s  h u n d r e d s  o f
games a n d  al l  at  wel l  be low recommended retai l  pr ices!

Digicoon of fer  you the very best  in customer af ter  sates
support with l .2  month warrenty oil  a l l  Computer  Hardware.
Alt units are  fu l l  UK speci f icat ion wi th  30  day replacement
guarantee on faul ty  i tems and FREE col lect ion of  the
detective units wi th in  th is  period. A n d  should you ever
need any technical  advice our exper ienced and  helpful
staff  are avai lable  on the  te lephone or  in our  showroom.
Remember • there  ere  no hidden extras a l l  pr ices are  ful ly
Inclusive o f  VAT  and next  day courier  del ivery.
P e i r e s  a  S p p c p r e r a t i o n •  S r .  • p b , o c i  i o  £ t a n J .  . , l S O 4 . r 0 0 0 1 C C  t i l a t

SCREEN GEMS is
the o n l y  NEW

Official Amiga A500 pack
from Commodore

Amiga A 5 0 0  C o m p u t e r  K e y b o a r d
512K R a n d o m  A c c e s s  M e m o r y
Bui l t - in  1 m e g  d o u b l e - s i d e d  d i s k  d r i ve
Superb  4 0 9 6  C o l o u r  G r a p h i c s
4 C h a n n e l  !Digi ta l  S t e r e o  S o u n d
Speech S y n t h e s i s
M u l t i - Ta s k i n g  O p e r a t i n g  S y s t e m
Kicks tar t  1 . 3  a n d  W o r k b e n c h  1 . 3
Three  O w n e r s  M a n u a l s
Extras 1_3 a n d  Tu t o r i a l  D i s k
Amiga B A S I C  P r o g r a m m i n g  L a n g u a g e
Notepad  M i n i  W o r d  P r o c e s s o r
C o m m o d o r e  M o u s e
Power  S u p p l y  U n i t  w i t h  m a i n s  p l u g
TV M o d u l a t o r
_ a n d  a l l  c o n n e c t i n g  c a b l e s  t o  g e t  y o u  u p  a n d
running o n  y o u r  h o m e  T V  s e t !

Shadow o f  t h e  Beast  I I
Days o f  Thunder
Back to  t h e  Future  I I
Night Breed
Deluxe Pa in t  I I  A r t  Package

F-19 Stealth Fighter

Mcroprose Soccer G r a n d  Monster Slam
RVF Honda P o w e m l a y
Kid Gkrues T o w e r  of Babel
Datastorm S h u t t l e o u c k  Cafe
Dungeon Quest E - M o t i o n
Microswitched Joystick M o u s e  Mat



Step-by-step
See how Robin Levy created the
intricate loading screen graphics
for Citadel with your  art package

E i r

Having drawn the outlines of the ci tadel
and droid, Robin begins colouring in the
picture from top left

basic colours are applied along wi th
important features l ike the chevrons

Complementary colours added to sur-
face detai ls give a textured 3D effect
and work on the background begins

The colours of the planet surface are
built up l ike those of the citadel were

T R I M ! '
rifit iTiFi W A L K E R

todAttz•--.e

4111111111110. _
The last of the texturing is completed
and the logo added. Voi la!

Last time we only whetted your palette

B l i m e y ,  we're back already with

the second part of the definitive
guide to using Vidcom. As if
last month's article wasn't
enough this issue sees us

dabbling with sprites, characters, and
pretty patterns. There is also a handy
colour mixing chart, plus a section on
advanced tips for Action Relpay owners.
Finally, as we're kind souls here at CF,
we've roped in a couple of graphical gurus
from the world of C64 games and bribed
them into revealling,their own personal
tips 'n' tricks. Honestly, it was nothing (I
mean that they got nothing for revealling
their secrets). But before we get to that,
it's time to do this...

What's read all over? COMMODORE FORMAT 4, January 1 9 9 1

Interestin' Mos, top tips from master
pixel painters, colour combos and
Action Replay advice -  all in ANDREW
ROBERTS's computer art tutorial

SPRITES, CHARACTERS,
& PRETTY PATTERNS
The facility for playing around with sprites.
characters and patterns is one of Vidcom's
most powerful features. Experimenting with
them can bring fantastic results for very little
effort. 0oh-er. it sounds like we'd better take
a closer look then.

First things first, if you don't know what a
sprite is then there isn't much hope for you at
all (no, sorry. I didn't mean that). A sprite is
simply a block of pixels (24)(21 hi-res, 12x21
multicolour) which is independent of the
background and can be given any shape
imaginable; you might know them better as
spaceships, missiles, and men that whizz

STAR SPOT 1!
Yes ladies and gentlemen, It's the moment you've
all been waiting for. Who are the mystery celebri-
ties? Well, the first is the graphical half of the
Apex teem; Sieve Rowlands. He's a relative new-
comer to the scene, but has worked on loads of
games such as Cyberdyne Warrior, Scorpius,
Retrograde, The Search For Shade (end
sequence), and more recently Creatures. Steve,
the floor is yours.

'The menu system is very easy to use, allow-
ing functions to be selected quickly and easily.
being able to merge-fill between the two screens
can be handy. You can design the foreground of a
picture on one screen and the background of the
picture on another, Then by merging them
together you gel the combined result, with the
background picture showing in the space not
used by the foreground picture. This was how I cre-
ated the Cyberdyne Warrior picture - the Apex symbols in the background were 'merged In' as an afterthought!

The FREE COLOUR mode can be very useful, as it enables you to edit a single colour in any axe block (inde-
pendently of any drawing that might be there). Finally, the PATTERN FILL function can be extremely time saving
when you need to cover a large area with a particular pattern. You can select one of the 32 patterns, or "grab" one
from the screen.

'Although there is a constant magnified area within the status panel, a Zoom function would have been a wel-
come addition. Vidcom lacks an "OOPS/UNDO' command but it has dual screens, which helps. It's wise to
duplicate the current screen over the second screen.

One technique used on all of my pictures is the method of transferring a freehand drawing or sketch onto the
screen. Once rve finished the sketch. Ill either photocopy it (or trace it) onto a piece of transparent plastic -
depending on how intricate the picture is, I then place the plastic over the screen and "under trace" it. When I've
finished I remove the plastic and touch up the on-screen picture.' Thanks Steve!

,211;41 -110'11111a'- •
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Vicicom's two•screen facil i ty merges complex
background and foreground e lements
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VIDCOM AND
ACTION RENA
if you own one of those handy don-
gles known as an Action Replay
cartridge, you can perform a whole
host of tasks with Vidcom.
SPRITES
The Action Replay (AR) has very flexible sprite
toad/save functions. Using these you can take
sprites from any other program and load them
Into Vidcom (and subsequently use those
sprites on your bitmap screens). Alternatively
you can save sprites from vidcom and load
them into any Other program. It pays to be care-
ful, though, as different programs treat spritesIn different ways.

SCREENS
There are a couple of things that the AR can do
with screens. Firstly, it can save any bitmap
screen into a variety of formats (lnciuding Art
Studio, Koala. and Blazing Paddles). This would
allow you, for example, to send a copy of your
artwork to someone with a different art pack-
age. I use it quite Often, as I design my screens
using Mouse+Cheese i  simply freeze the pic-
ture (once drawn), save it, then load it into
Vldrom to touch it up.

around game screens. Vidcom won't exactly
allow little men to leap about, but it's a handy
feature nevertheless.

For instance, you can 'grab' sprites from
any bitmap screen, which means that you
can use Vidcom as a sprite editor! It really
proves useful when designing sprites that are
part of a background (gun emplacements,
doors that open, and so on). It can also be
used in another way; if you load predifined
sprites into Vidcom, you can place them on
the screen and subsequently they become
part of the picture—they are stored as
sprites, see. Why would you place sprites on
screen, though? Well I found it really useful
for designing mock screenshots for a start.,
and could be used equally well to plan out the
way games screens will look C h e c k  out the
section on Action Replay for more information
on loading in sprites.

• STA SPOT 2!
The next guest star is none other than Robin Levy t he
genius behind Armatyle's scintillating pixels. Besides work-
ing on that mega-game, he's provided graphics for Hunter's
Moon (loader, end sequence, and disk demos). Hawkeye.
Anna)yte (obviously!), Citadel. Deadlock (uncompleted), and
the Last Ninie ( o u t  soon). Over to you, Robin...

i t  must be said that Vidcom is a bit daunting at first,
especially for the amateur: so many options to choose from
and so may restrictions. The Salamander picture was the
first bitmap I ever drew on Vidcom and it shows! It's all a
matter of patience and practice.

*It's a no-nonsense package in the sense that you can
draw colours straight on to the screen and you always know
exactly where you are (most other packages are not quite so
flexible). Nor do you suffer from colour clash. You simply
run out of colours to use in that particular character block.

'Personally. I thing that there is no need for a zoom mode: the magnified area on the status panel does the lob
equally well. I use MERGE FILL quite a lot and I find it easier to draw a picture in two halves with the foreground
and background on different screens). One of the pictures for the Armalyte end sequence features a guy in a hel-
met h i s  face was merged in separately.

The FILL command is incredibly useful for covering large areas with character boundaries. I tend to use the
BOX COL feature to see exactly where those boundaries are
(working within the boundaries saves hours of aggravation

hardly any colour clash).
'I use the same technique as Steve Rowlands to trans-

fer a sketch to the screen (le using acetate sheets). I un
trace the outline using the BAND DRAW function and fill
the rest of the picture by hand, using FREE DRAW. The
CITADEL loading screen druid was done this way.

'For Hunter's Moon. I drew concentric circles
main planet, each one offset to the light source. I fil
the circles with my own cross-hatch patterns. Care
taken to make sure that like-coloured pixels malt

'One handy technique that I always use is col
organisation: I tend to define colour 1 as the darkest. and
getting lighter towards colour 3 (which is often white).' And
thank you Robin!

One of the best t i t le  e n s  the C64
has ever displayed. Would you argue
with Armalyte?

de to look I r e s
Where there sh b e  a

tion of a l ight source -  c lever eh?

Characters are not as versatile as sprites but
they're important all the same. Characters
are used mainly for game background
scenery, as well as text. The size of a charac-
ter is 8)41 pixels (hi-res) or ex8 pixels in
multicolour mode. Yes, you guessed, Vidcom
is also a character editor! You could. for

COLOUP MOM (J
Lets face it, if you want to achieve some good results then you must avoid
garish and gaudy colour combinations (you only have to look at Steve Jarratt's
shirts...). So, exactly what colours look cool together? Feast your eyes on the
following table -  it shows you some of the grooviest combinations (starting
with the brightest and gradually getting darker).

COOL COLOUR COMMUNIONS
HIGHLIGHT C O L O U R  2 C O L O U R  3

COLOUR 4

12111311111211111111mmisowew
11=11111161211111111111111111

DANK BLUECE111111111111111111111111111111111CYAN 11113311=11111111111111 BROWNBROWN 1 1

It may be wortn
noting that the
colour values in
new C64s have
been changed, so
some colour
combinations that
looked •trittik' on an
old C64 might not
look so good on a
new C64.
Experiment. You
have been warned!

a  SPECiAl 6 5

example. design a new character set on the
bitmap screen, grab the characters (using
GRAB DEF) and use them in your own pro-
grams! The character functions can also be
used to convert bitmap screens into character
sets—very handy for games designers.

The patterns in Vidcom are roughly the
same size as sprites and are used to fill in
areas with, er, patterns. The in-built patterns

e nice enough. but as always you can
design your own by grabbing them from the
screen. Patterns are handy for filling in areas
with particular colours and shapes but what
about practical uses? Try drawing a cluster
of dots (using various colours) then grab it
as a pattern. Fill the screen with this and
voila – an instant starfield! Basically, pat-
erns represent a simple way to fill the
screen with any particular shape or design.
So now you know.

And there you have it: a more than com-
prehensive guide to a more than
comprehensive art package. You know the
techniques, so why not start drawing
today? We want to see your efforts, so
send your masterpieces on tape or disk
(but disk is a lot easier (really) to: Vidcom
Gallery. Commodore Format, 30
Monmouth Street. Bath, Avon, BA1 2BW.
The best picture of the month will win a
weekend in Milton Keynes with Andy
Dyer, so get cracking! (Worst pc-
hire wins a lifetime in Milton
Keynes with Andy Dyer – Ed.)
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VAILABL
FROM ALL GOOD

COMPUTER
RETAILERS

YOU WILL
ORDER HOW YOU
EVER MANAGED

WITHOUT IT

111111ga ta i l l
A powerful BASIC-Toolkit .Acklissonal
helplut commands] that consul...hits
simplifies programming and debugging
ALTO H A R D <  AT R E N U M B E R
ALDIO H A R D C O P V  R E P E AT
COLOR l i t  XS S A F E
D i n  I N F O  T R A C E
DELETE K E Y  L I N N E W
DOKE P A U S E  Q U I T
DUMP F E I S T  M O N I T O R
FIND I L O A D  R O A D

RENUMBER A l s o  nurchties e l l  t he
GMOS GO.Stilks etc
ADOW4 p a r r  04  a  p r o g r a m
Sri be renumbered or
displa<ed

PSIT S e t  up or printer type.
HARDCM •  Pronts o u t  Directory.
The icailkit commands can he  used In
your programs.

111111•11.cmAA
Using POSSIK CARTRIDGE you can load
up to  1. mates lasser Irons disk
The Disk inerlettanti, 4 an be used in your
( M n  programs
r l i n A o  D V E R I F Y  D O R
121..WE M E R G E  D E V I C E
DISK

MERGE

DISK

POWER MONITOR

*\TAPE

r--- wER RESETpo

iJTOTAL BACKUP'

Two BASIC programs i.mn
be merged into one
W i t h  D i S K  ,1.111 t a n  s e n d
commands dorectiy to woe
dIsk

Bitcon Dev ices  Ltd

16 I(
OUTSID,T)
operating syste

__was ••-••-•.'

qs d

LOAD S A V E
sAFRCI M I D I O

88 BEWICK ROAD
GATESHEAD
TYNE AND WEAR
NE8 'IRS
ENGLAND

—"highly
recommended for

C64 users"
C9I Jan 90

PCAVER CARIRIDGE you can work
UP To 10 tones taster with mato data
recorder T h e  Tape t ommands ran be
osed i n  sour  o w n  programs

ERIFT

Oe• pins., 1 i i .  bee e ettele4
that is readily available and Seaves all at

y o u r  C o m m o d o r e  M e M i a T V  &ca l l ab le  t o r
programming
Also works in BASIC-ROM. KERMA!. a n d
1.0 areas

A ASSEPASIE I  16111totir S  SAVE
COMPARE I  I O W  I  TRAMEER

D D 4  I  tOrk0 S  VERIET
ASSEMBLE r a  MEMO'S W  WAIL

1 IRE P  PRIM a  H I T
L GO R  REGISIER $  12110C1011$
It HUNT r i q

The N  1551 R CARTRIDGE r
vete, use Ponter- Inter ia te,  tha t  sel l
d e r ,  is i t  a p r in te r  is s o n n e t l e d  t o  the
Serial Bus o r  User-Port
11 wt11 p r i n t  a l l  C o m m o d o r e  characters o n
Epson and sompatible printers
The printersoterfase has a variety AO set-
up  possibi l i t ies I t  r  an p r o d u c e
HARI3COrt ,  oil sr wens no t  on l y  on  'moa t

primers IMPS801. 1,02. 003 0E4 but also
( entr4irm, printers EPSON, S1AR.

CITILEN. PANASOMC.  e tc .
The HARDCOPS• function automatic ails
distingishm hcisween HIRES and 101111,
Multotokno graphics are converted
shades o l  g rey  The  P V T  j u n c t i o n ,  a l l im
you t o  decide on largetSmall and
Norrnalinkerse printing
it p r i n t e r  PSET functions are

PSET 0
PSE I I
PSE 1 2
PSE I I
PSET 4

Sell deny  iron Sereartentromo
I p s a N  m o d e  on ly
smino•cokoNA mode only
Turns t h e  poo l i ng  90 degrees',
HAROCOPV sett ing sot
MIN80211526

PSET I  •  Bit-image mode
PSET C • Setting towerlfriper case and

*ending C ontro,' Codes
PSET I  -  A l t  characterc are p r i n ted  in  an

unroodd ied  stare
PSET 1..) • Runs a Sena,  pr in ter  a n d  Teal ,s

the th ier  por t  evadable
PSET •  Sets the  Ser °rulers. address to r

NARDI  U P I  moth Serial  Bus
M I  I I  A d d s  a Line-reed ( M r ;  (10,11,

a t t e r  e Ve r k
M T  10 swirs  hes e i f  r i t  ort

Ril on  I n  r . l t d  doe, not author.... or purism' in
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purpose sthat,ot,er tit tope" . . .  a(1.110“'.‘ ..1
Lips ilgto m4 irk, or other prritet led matertal.
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On the bask 01 the POWER CARTRIDGE
there Is a Reset Button Pressing this
button makes a SPECIAL MENU appear on
the screen.
Thrs functson will work with many
programmes.
CONTINUE

BASIC
RESET
TOTAL
BACKUP
DISK

RESET ALL
TOTAL
BACKUP
TAPE
MARC/COPY

MONITOR

M i e n ,  ,flou t o  re tu rn  Si?
VntA I progfar14

- R e t u r n  i n  a A s t t
N o r m a l  R I  S I T
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• RISE r o f  any program
As BACKUP C,OSA fo r t  to

Ar arty m o m e n t  p r i m .  o u t
a Hardt opy oil M c  si men
(Jong CONIThiLd
atterwards poti 4 an 'Hum
hi the program
rakes you  i n to  the  Star Moe
lenguage is iondor

Tel: 091 490 1975 and 490 1919 Fax 091 490 1918
To order: AccesstVisa welcome - Cheques or P i 0  payable to EICIL
Price: 116.99 incl. VAT.
UK orders add 11.20 post/pack total - 118.19 incl. VAT.
Europe orders add /2.50, Overseas add 13.50
Scandinavian Mail Order and Trade enquiries to: Billets Elektronik, Box 216, Norrtalje 76123,
SWEDEN. Tel: • 46 176 18425 Fax: 176 18401
TRADE AND EXPORT ENQUIRIES WELCOME
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It's what you've been waiting for!

W e l c o m e  to the first of a six-

part series which will tell you
everything you need to know
about the great games you
might have missed. Over the

next six months it will build up into a compre-
hensive list of the 100 all-time classics on the
C64 -  most of them are giants, but there are a
few classic turkeys in there too.

A few of the games are available on disk
only but there are also a couple of old cartridge
classics in the list, so console owners needn't
feel left out. The majority of software in the A to
Z is cassette and disk based. However, most of
these games have been officially deleted by the
software houses concerned. Don't despair -
this doesn't mean that you can't buy them!
There are three main ways of getting hold of old
games:
1) Budget labels or compilations. If a game is
still available at a budget price, or has been
included in a compilation with a few other
games, we tell you.
2) Bargain buckets. Most High Street stores
and independent computer suppliers will have a
selection of old games at cheap prices -  the
one you're looking for could well be there.
3) Reputable mail order firms. Again, these
games should be available at a cheaper price -
but make sure that you only buy from an estab-
lished firm. As a general guide, these are the
ones who advertise in magazines just about
every month; alternatively, you might know
someone who's ordered games from them
before. Most of them keep a larger back cata-
logue of old games (on cassette and disk) than
High Street stores.

And that's about it. If you only manage to
get hold of a dozen of these classics, it'll make
a huge difference to the quality of your collec-
tion. They haven't all got state-of•the•art
graphics. but for gameplay you can't beat them.

BURNER
ACTIVISION
Released: February 1989

Availability: Deleted
0: How do you cram one of the most com-
plex coin-op 3D sprite systems into the 64?
A: You don't.

Everyone laughed when Activision
announced they were going to try, and
everyone laughed when they saw the final
effort (apart from the people who bought
the game, that is). One of the disadvan-
tages was that the coin-op original didn't
have great gameplay in the first place: strip
away the fantastic graphics and speed and
you get a yawningly bland shoot 'em up. To
be fair. subsequent Activision/Sega conver-
sions were better: Galaxy Force is not half
bad, and Power Drift is actually quite
impressive. But it has to be said: this was a
classic -  cock-up.

Little old Commodore Format has only
been going for three issues, but the C64
market  is filled with pensionable games.
Over the next six months,
GORDON HOUGHTON takes you on a
misty-eyed trip down 64K memory lane

ALTER EGO
A C T I V I S I O N
Released: May 1986
Availability: Deleted
Written by an American psychologist, After Ego
was an attempt to simulate life itself. You faced
a series of choices, from the crucial ones -
should you get married? -  to the mundane -
should you buy a video? It might sound boring,
but its vast scope and masses of text made it
incredible fun: it allowed you to deal with prob-
lems at work, in the family, with kids, with your
own body and emotions. Inevitably some
choices did recur but the major drawback was
that it was available only on disk, which made it
inaccessible to most 64 owners. Oh well_

ARMALYTE
THALAMUS
Released: November  1988;
Availability: Only on the Thalamus
compilation, The  Hits (C12.99 cass,
£17 .99  disk), along wi th  Sanxion,
H a w k e y e  and three other  classics:
Delta, Ouedes and Hunter 's  Moon.
Still one of the classiest, most action-packed
shoot 'ern ups around, Armalyte is the sequel to
Delta -  also by Thalamus. The scenario is a bit
daft: a conflict between Earth and the H'siffians
has been blowing hot and cold for 200 years
and, to cut a long story short. the H'siffians are
at it again_ What this all means in gameplay
terms is zillions of alien craft and formations,

= = 1111 . W  • =  M O M

The over-the-top plumbing is only one of the
amazing things Armalyte is famous for. Another
one is non-stop arcade insanity

-11at 1 _I
OF CLAIM
GAMES

end-of-level creatures more horrible than your
worst nightmares and superb level design. To
top it all you've got a fabbo ship with three kinds
of super weapon and the usual front, back and
vertically tiring guns. Shoot 'em up fans
shouldn't miss it.

ALLBLAZER
LUCAStiLM/ACTiVISION
Released: December 1985
Availability: Ricochet, £2.99
for bargain buckets)

Quite simply, Ballblazer is a brilliant one- or
two-player one-on-one future sport. The aim is
easy enough: like football, all you have to do is
stick a ball (or 'plasmorb') between two posts,
using your Rotofoil craft, Depending on where
you shoot from you can score up to three
points, and the first player to reach ten points
automatically wins the game.

Not only is Baliblazer the fastest  sports game
ever, it 's also the funkiest.  The  sound track and
special effects alone wil l  get  you hooked

You determine your own match time. This can
be set for anything between one and ten min-
utes and there are nine computer opponents,
each one more skillful than the last and the
ninth of which is incredibly tough. Baliblazer
marked the entry of Lucasiilm games into the
64 software sector and was received with
acclaim by everybody who saw and played it.
The reason is as simple as the basis of the
game itself.

It's beautifully simple and it's also original.
Even now, five years after it was first released,
you won't find a more addictive sports simula-
tion anywhere.

A for Arrnalyte, B for Baliblazer, C for COMMODORE FORMAT 4, January 7 9 9 7



CF SPECIAL
BEACH HEAD 2
ACCESS/US GOLD
Released: August 1 9 8 5
Availabil ity: on the History in The
Making compilation, £ 2 4 . 9 9
Particularly good in two-player mode, this is a
military-style shoot 'em up with three different
sub-games. There's an overhead-scrolling
Xewous-style section, a machine gun section
and a one-on-one dagger-throwing showdown
with an evil dictator. So why is it a classic?
Well, the graphics and animation were state-of-
the-art (at the time), it had tons of digitised
speech and excellent sound effects, the two-
player option was superb and it's still very, very
addictive. What more could you want?

BEYOND THE FOR-
BIDDEt FOREST
COSMI/US GOLD
Released: October  1906
Availability: Deleted.
But its on this months cover tape!

The only game on the 64 ever to feature
'Omnidimension 4-D' graphics (actually a
chunky and jerky attempt at 301. BTFF
was literally a nightmare to play. Horrible
monsters, gruesome death scenes and
spine-chilling music all added up to one of
the most atmospheric games ever seen.
You played an archer wandering through a
forest and sticking arrows into anything
with more than the normal amount of
heads andior legs_ Spiders? Easy. The
Hydra? Don't make me laugh. The
Demogorgon? Aaaaaargh! Even with a
pretty miserable multiload to put you off, it
was -  and still is -  a blood-curdling mas-
terpiece of a game,

BOB WINNER
LORICIELS
Released: June 1908
Availabil ity: De le ted
This was a beat 'em up with a difference, the
difference being that it was crap. It had only a
couple of moves (sounds crap already), slug-
gish joystick response (oops. definitely headed
for immortal crapness). incredibly tight collision
detection (cruel in a crappy sort of way), laugh-
able instructions and a slow multiload.
Basically, Bob Winner- didn't...

Now if I w e r e  a l itt le fat  green guy on a blue cross-shaped
Island, I  might be Bombuzalled by the appearance of a
bright red beach ball as wel l

BOMBUTAL
1MA r  ' M O T '
Released: January 1999
Availability: De le ted
Programmed by 64 veteran Tony Crowther, this
is a puzzle game of the highest calibre.
Bombuzal lives in a world of 120 viciously
designed platforms littered with bombs (in three

sizes). To escape from this world he has to
blow up all the bombs, destroying most of the
platforms into the bargain. The task is made
more complicated by devious devices like tele-
ports, switches, ice, fragile tiles, mines, remote
droids -  and so on. Apart from being a cracking
puzzler, the game's unique feature is that you
can play either in 3D or 2D (overhead) mode.
Weird or what?

BOULDERDASH
S TAT E S O F T
Released: October 1984; Availability
First Star,  £ 2 . 9 9  tor bargain buckets)
It you own a 64 and you haven't met Rockford,
you haven't played one of the most enjoyable
games ever! Rockford is a cute little insect
whose aim in life is to collect buried diamonds
inside a time limit. His enemies include falling
boulders, butterflies, fireflies and amoeba -  all
of whom have special properties which he must
use to complete the game's 16 screens. It might
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One of the 64's greatest  heroes, Rockford, rushes
around the precariously balanced world of
Bouiderdash in a  diamond collecting frenzy

not sound like much, but it's a very hard game
to put down... If you manage to get hold of a
copy and enjoy it, check out Boulderdash !land
III, and the Boulderdash Construction Kit.

BOUNDE
G r  171141_1N
Released:  February 1986
Availabil i ty: Deleted.
But it's on this month's cover tape!
Platform games before this were all viewed
side-on; Bounder- and its sequel, Rebounder -
are viewed from above. The scenario is bril-

liantly silly: you guide a bouncing
tennis ball over ten parallax
scrolling landscapes and bonus
sections. Easy? Well, it would be
were it not for the holes, darts_
boxing gloves, fans, gnashing
teeth, walls, horrible mazes and
aliens. Luckily, there are some
natty bonus squares which can
give you extra lives and points.
It's a game with just about every-
thing -  including a great bouncy
soundtrack,

BOUNTY BOB
STRIKES BACK

A M E R I C A N A / U S  G O L D
Released: May 1985
Availability: Deleted

The sequel to Miner 2049er, Bounty Bob is a
25-screen platform game with knobs on. The
basic aim is this: Miner Bob has to fill in all the
platforms on every screen within a set time
Limit, whilst avoiding mutant furry animals (con-
taminated by the evil Yukon Yohan). As well as
an innovative score table, a massive options
screen and a secret messages/warp mode, the
gameplay itself is first-rate: every one of the

COMMODORE FORMAT 4, January 1 9 9 7  -  destined to become a classic

screens has been graded to provide the right
balance between addictiveness and frustration.
One to get platform fans drooling.

BRUCE LEE
DATASOFT/US GOLD
Released: January 1984
Availability: Deleted
The legendary star hit the small screens almost
six years ago in a 20-location platform game-
cum-beat •ern up. There wasn't much to do
other than solve a few basic puzzles and kick
seven shades of saki out of a ninja and a fat
man called Green Yamo -  but it was still a great

II • M a d s  • • •• • •-  -  : 4 c !  : 4 • :
Collect the lanterns and scramble down the h i e
door to get going in Bruce Lee. But keep looking
over your shoulder for green trouble-makers

game. Moves included a flying kick and a short
punch, but it was their combination with obsta-
cles like electrical charges, pan lights and
exploding t'sung-lin (bushes) which made it all
worthwhile.

BUBBLE BOBBLE
FIFPFPfRD
Released: October  1 9 8 7
Availabil ity: De le ted
Bub and Bob are a pair of bubble-spitting bron-
tosaurii. and two of the silliest characters you'll
find anywhere_ In this conversion of Taito's 100-
sCreen platform game, they face masses of
enemies from harmless cave dwellers to the
dreaded invincible Baron von Blubba. All the
features of the original are included: every level,

The devious depths of Bubble Bobble have
kept platform fanat ics happy for years -  if
only coln-op conversions were  a lways great

all the secret rooms and bonuses, the pick-ups,
the two-player mode, the cuteness -  even a
credits system! One of the best conversions
and platform games ever.

B114 GY BOY
EL1T
Raieased:  D e c e m b e r  1 9 8 7
Availabil i ty: Encore,  £ 2 . 9 9
Tatsumi's coin-op racing game relied not on
speed but on tactical and slalom skills. Elite's
conversion captures the arcade feel with
smooth, detailed 3D graphics and superb buggy
handling. On some tracks you can put pedal to
metal; others demand dextral digits.
Sound effects are the only disappoint-
ment -  but anyone interested in racing
games won't be able to put it down.



Greater London Computers
Commodore C64
Nightmoves/Mindbenders
Pack E  149.95
064 Games System

E 89.95
064 Games System Upgrade

(For C64) E  24.95
C64 Light Fantastic Upgrade

E 34.95
1541C II Disk Drive

E 119.95

Greater London Computers commitment to Service
At GLC we belive that the most important part of our business

is our service. To us, you the customer is the most important thing,
so in order to keep you happy we offer the following services.

Free advice, we will advise you on any computer
requirements you might have, whether or not you buy from us.

Technical Support, our technical people will be happy to
answer any of your questions.

Credit Accounts for business customers.
Free Delivery to UK address', Data Post Delivery on orders over

£350 in UK. Sorry Data Post is not available to BFPO.
We accept ACCESS, VISA, American Express.
Friendly, helpfull staff, even Nigel,

Software
We stock a wide variety of

Software for the C64 &
Amiga, even if we do not
have it in stock we can

soon get it in.

Tne  U o m m o d u r s  BpsclEzAarto

Commodore AMIGA 500
Screen Gems Pack

E 379.95
Class of the 901s Pack

E 549.95
First Steps Pack

A1011 Disk Drive

A501 Upgrade

E 549.95

E 99.95

E 89.95

Education
GLC is dedicated to Education,

we stock a wide range of
Educational Software and
Hardware for all ages and

abilities. Call Nigel Hodson for
more information.

Greater London Computers, Dept CF,
481 Hale End Road, Highams Park, Chingford, London E4 9PT

Tel: 081-527-0405 F a x :  081-503-2341



A h ,  the revving of

the engine, the
smell of the
gas, the
screeching of rub-

ber on tarmac and the squashed
and bloody pulp that was once the
body of a NASCAR driver who didn't
quite come up to scratch...

The thought of a film about Tom Snooze
and a stock car did little to fire my imagina-
tion. Still, being a reviewer (that's debatable —
Ed). the idea of a game based on the film did E a c h  corner of the track is steeply

make me moist around the mouth. b a n k e d  and your car is constantly
You are immediately launched into f o r c e d  to the outside of the track, where

your first time trial — two laps around i t  becomes all but unmanoeuvrable. It's
the track — to establish your grid posi- b e s t  if you kick it down a gear. This is

4  c l o c k w i s e  i f  y o u  a r e  r  d o w n  a notch,d  b Y  so while you're
direction, which

---,

tion for the forthcoming race. All of the t r i c k y  at best, since you have to pull,tracks are roughly (very roughly) oval d i r e c t l y  back and then press tire each
and are driven t i m e  you move
around in an anti-

1 0  o p P o n e n t  s c r a m b l i n g  to

aaime
maae

ever have to make i s  d o n e  t o  9  d a _  E y .  c h a n g e  down,
means you only ••-

left hand turns.
Pushing forward on the stick accelerates your
vehicle, pulling back brakes, forward and fire
changes up a gear, and back and tire
changes down a gear. If you can't figure out
what left and right movements do I'll merely
assume you were dropped on your head at a
very early age...

111111111111P11
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The action gets so fast, even our sniffing C F  camera couldn't keep
up. When you wreck  your car this side on animated sequence
appears just to rub salt in your already gaping wounds

With a spate of  racing games compet-
ing for your favour, a  f i lm-based t rack

basher has an instant advantage.
But is Mindscape's la test  release

good enough to pip the others past
the post? Our reviewer straps in and

clocks a couple of laps to make  sure

you momentarily
y o u r  c a l  lose control over

the car and start to decelerate. Suffice
to say, going round corners isn't fun.

Once you've secured your grid
position it's onto your first race. The speeding
track is seen side on in a nice parallax scrolly
bit and then the scene cuts to show the view
from behind your car. This is actually the start

111 O W  1111 m
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Your opponents are  manoeuvrable,  you are not.
Hence your yellow hue and those funny coloured
blobs on your damage diagram (bottom right'

of the race, so push forward on the stick,
before all the opposition screech past.

The object then is to career around the
track without hitting the other cars and with-

out them hitting you. This is where a minor
flaw in

Cos oft h e  cocky controls this is a scene you will  be faced with on
countless occasions. Hit  the  crash barriers and your car turns yel-tow as a  gentle reminder that  you're abotrt to dieCOMMODORE FORMAT 4, January 1 9 9 1  -  qualifies every Hme



It's the pits

Game Days of
Thunder

Maker Mindscape
Disk £14.99
Cassette £9.99

When you've sustained a near-fatal amount of auto-
motive damage. it's time to hit the pits. Here you can
replace tired tyres. tinker under the bonnet and fill up
with gas (that's petrol to you and me).

The icons on the left are (top left/top right) jack
up the car on either side. Here, the Mello NeeHo's
been jacked up on the left: (middle left/middle right)

change the tyres on either corner of the car: (bottom left) fill up the tank; (bottom right)
repair any race-losingly damaged enginey bits.

The small icon on the lower control panel (between time and lap counters) shows the
amount of wear and tear on the engine and all four tyres. As the blobs change colour, so the
damage level increases, from green through to white. After white, your next stop is the junk
yard! Er... that's It.

r --rrwr-
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the gameplay becomes apparent. It you are
rammed, untold damage is caused to your
car. If, however, you ram an opponent...
untold damage is caused to your car. Er,
sounds a bit unfair, doesn't it?

Another inequality in the gameplay is that
your opponents can move right and left at top
speed on the bends whereas you otten have
to slow down, allowing them to go sailing
past, leaving you with a deep-rooted sense of
paranoia. Against these unjust odds you must
complete the race, preferably in first place.

If you sustain too much damage or your
fuel starts running out, you can make a pit
stop to refuel and make repairs, With the
opposition being as vicious as it is. one of
these stops is usually

The plan view of the t rack which appears
before every race is useful for  seeing just
how bland the neat  course will  be

The straight is the most enjoyable bit as
this is the best p lace to make  up t ime and

do your overtaking

: TELEGRHM 1LLEUK1111
I R I C A L E - 1  H A V E  H O O  E N O U G H  S T O P
1 C A N N O T  A C C O R D  1 0  K E E P  U N
AW I N G .  C A R %  T A W N Y °  B Y  Y O U  S T O r
YOU A B E  C I A C I T  S I O E

HARRY H O G G C  X X X

• T E L E G R I I M  I L L E G R A M
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Oh dear, oh dear,  oh dear.  You were  crap.
you're fired. What  moreyou crashed and needs to be said?

necessary at least once every three laps. Bad
judgement results in your car becoming a
wreck and you have to start over again.

Graphically. Days Of Thunder starts in a
very promising fashion with the first sight of
the moving 3D track but the sprites sit very
awkwardly on top of the background and the
two just don't seem to be on speaking terms.
Playability is also lacking. Apart from the
injustice of the damage system, the constant
badgering from the opposition means that
even pit stops are more trouble than they're
worth. Sound isn't bad, with an adequate title
track followed by whirring engine sounds and
raspy crash noises.

After an initial period of interest, followed
by one of intense frustration, the game
soon becomes annoying rather
than challenging. With so little
to recommend it, you'd be
best to leave this one on
the starling grid.

2 ANDY

POWER RATING
THE DOWNERS...

•  Graphics are a Dig disappointment.
The track is initially impressive but
when background and sprites come
together it simply doesn't work
• Control of your car is abominable,
especially when cornering
EBiased in favour of opponents
They're more maneouverable aria
don't suffer the ravages of damage
IMIDue to circular nature of tracks, lett
hand cornering only soon becomes
repetitive

100
NIS

EMI

•  Pit stop screen works qui te
well,  Judging when to carry
repairs and refuel adds one o f
the few points of interest
•  The game is hard -  for those
who bother to persevere,  there
colJid be some challenge here

ill- A N D  111411 UPPERS 111
Not  every  one's a  w inner  but  C O M M
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CRUISING
THE STRIP

Tom Cruise really can pick 'em can't he?
After the appalling rubbish of Top Gun, he
manages sparkling performances in Rain
Man and Born On The Fourth Of July...
and then makes Top Gun with wheels.

The story is this: Tom Cruise'S charac-
ter, Cole Trickle (sounds like the symptom
of a rather nasty rash), is a stock car
driver from the sticks. After a near-fatal
accident, he teams up with a crusty ex-
driver and plans to take the racing world
by storm, aided and abetted by his attrac-
tive woman doctor. Bet she doesn't have
cold hands. As you can guess, he does
just that, and everybody lives happily ever
after. Er.. .  we think, since nobody in the
whole building actually went to see the
film (it was that popular).

Basically the natio plot (written in part
by Cruise himself) is a vehicle (groan) for
Tom-boy to spend long afternoons
whizzing round the Daytona NASCAR
(National Association for Stock Car Auto
Racing) circuit at 200 mph. Even though
he gets paid loads of money to do it.

Nonetheless, directed by Tony 'Top
Gun' Scott the movie is real high-octane
stuff with lots of in-car speed shots and
adrenalin-pumping race scenes. There are
lots of crashes, explosions and some

girlie snogging too.
Probably.

DORE FORMAT 4, 91 is-



4  MOST
HORROR

• • • • • • • • • • • •

OUDGET GAMES

L o a t h e d  as I am to admit it, I may have

been a little strong headed in my deci-
sion to ignore the advice of Constable
Flange but to be honest it's not all
bad being here. OK so my presence is

a terrible waste of tax payers money but
then, I get a nice warm cell and free meals so
who am I to  complain? What's more, my
mother's managed to covet this 64 and stuff
and not a penny changed hands -  bliss!
Right, get on with it then, Andy. Time, after
all, is money.

Alternative Software
E2.99 cassette
This horror compilation contains four games.
The first dark and oppressive offering is The
Rocky Horror Show, in which your partner has
been turned to stone by the mysterious Dr
Frankenturter. You must explore his mansion in
order to find the fifteen pieces of the De-Medusa
machine, a device that can turn your partner

back into flesh and blood. Al the start of the
game you are given the choice of being either
Brad or Janet. Then all you have to do is wan-
der around, find and collect a component, take it
to the theatre room and drop it into place. As
you wander round you'll meet various foes who,
when touched, cause your clothes to fall off I f
this happens, it becomes impossible to collect
anything so you must then go and find your
clothes again. The only other hazards are Riff
Raft, a creature who fires deadly laser bolts at
you, and a time limit. Dodgy controls and very

She Vampires -  f ro*  from fright all  right

Trouser dropping terror in I R M S

Moody goth-horror courtesy of idest•ratu

ly mileS•able ! C E L L  Android

COMMODORE FORMAT 4, January 1 9 9 1  has got it banged to rights

The Budget boy of Alcatraz

When Roger camped out for the January sales
(in November!)  the boys in blue arrested him
for causing an obstruction. But  his mum smug-
gled a C64, monitor  and software into the lock
up by cunningly stashing it  inside a large
Christmas pud. So take  it
a w a y  offender Frames,
Roger No.2014G514

limited gameplay ma e
this one a snooze.
The second spine-chilling foray into the
macabre is Nosteratu, an isometric 3D adven-
ture which is split into three levels. In level one
you play the part of Johnathon Harker, a solici-
tor who is helping Count Dracula buy a house in
London. When you realise that the count is up to
no good you decide to escape from his castle.
As you search for the exit, bats and wolves and
such like appear and deplete your energy.
However, certain rooms contain food which
helps keep up your strength.-

In level two you can control Johnathon. Lucy
(that's his girlie), and Van Helsing (Lucy's
brother-in-law and admirer) individually. You
have to protect both the town of Wismar and your
beloved Lucy from the unwelcome advances of
plagued rats and vampiric townsfolk.

Swiftly onto level three and this time you
play the part of Lucy. It is her destiny to destroy
Dracula but as Johnathon and Van Helsing don't
realise this you have to lock them in a room and
then lure the Count into your bedroom, keeping
him there until dawn a t  which time he dies hor-
ribly. There you go, a doddle.

The graphics are pretty and atmospheric.
gameplay is good, too. But it is slow. If you get
get into the right mood, Nosteratu is worth the
effort and is easily the best offering on this par-
ticular compilation.

Our third dark and sinister descent into 64



software is She vampires. It's basically a poor
Gauntlet clone in which you, as the vampire
killer, must cleave your way through six levels of
the she vampires' mansion armed with a garlic
gun (gimme a break). On each level you must
collect a weapon which is vital to the destruction
of the Great She Vampire herself, at the end of
the game. Average graphics coupled with
appalling gameplay makes this good for one
thing, but I'm not into lavatory humour so I won't
say it.

The final step into the realm of the supernat-
ural is tki.E.I.L Android (I suggest that the people
at Alternative ran out of horror titles at this
point). Again were faced with 30 isometric
graphics. This time you play an android who has
to travel round a spaceship decimating aliens
who have over-run it. You are armed with a gun
that has limited ammo and a smart bomb which
you can use once you've collected three energy
cells. An oxygen counter tells you how long you
have to live (N.E.1.1_ is in fact partially human).
Again the graphics are only average and the
control of your android is so temperamental that
you soon come to realise that you'd much rather
chew the fat with a six week old potato salad
than play this.

FRAME RATE...
The only horrific thing about this title is
the poor quality of three of the games
on i t  As always the budget price must
be taken into consideration but even
then it's not up to much. As
frightening as a day out
with Mr Magoo and just
as interesting. 35%

'11•1•111P"'

ELIMINATOR
Players/E2.99 cassette
Players has now re-released this old Hewson
classic in their budget range for the unfortunate
few who missed it the first time round. It's a
shoot-em up and 3D race game all mixed into
one. You control an 'ultra fast, super stream-
lined eliminator' with which you must kill all
known life forms in the galaxy (why you should
want to do this is a mystery). The controls are
simple; left, right and fire, but variety is provided
by the myriad of objects that appear in front of
your vehicle.

Force fields and other metallic debris
destroy you on contact and must be avoided.
Next on the most feared items list are aliens,
which come in various unfathomable forms and
lire back at you. Despatch them with haste as
these too destroy you on contact.

Now and again crystals appear. These beef
up your weaponry for later levels. At this point

Take a trip down El iminator  avenue and you
won't make any friends. Yo u  might end up a
crack shot but that 's  another mat te r

it's worth mentioning that level one is too long
and too bland and may be terminally off-putting.
This is a shame because later levels have rivers
which can be jumped by using ramps (these are
vital as the build up of debris blocks half of the
road at certain points).

The graphics are excellent, especially the
manic veering of the road, and gameplay after
the first level becomes furious as more and
more split second decisions are required. The
soundtrack also great adds to the excitement. At
E2.99 this is undoubtedly bargain city.

FRAME RATE...
It's official, this prison business has
definitely affected my judgement. I'm
recommending this one and I don't give
two hoots. It's a bit boring to start with
but the pace soon picks up. Probably
the best of this month's bunch. See you
after Christmas when hopefully Ill be
back in possession of a
sound mind (I wouldn't
bank on it — Ed).

NEIffARCADE
TRIVIA QUIZ
Zeppelin/C2.99 cassette
With the rising cost of alcohol and increased
awareness of the harm it does, people are leav-
ing pubs by their thousands (though not, I
hasten to add, the employees of Commodore
Formal). However, the born again teetotallers
are experiencing a gap left in their otherwise ful-
filled lives, and that is the inability to play pub
trivia games. Thankfully this gap has now been
filled with the new budget release from Zeppelin.
All the fun of an arcade machine on your trusty
C64, sounds like a hoot

At the start of the game a menu gives you a
choice of seven sets of questions and if you've
got your mates round you can choose to control
up to three players.
When the main screen
appears, you are faced
with a pyramid of play-
ing cards, each with
different symbols on
them, The symbols rep-
resent question
categories and are well
designed in that each
category is immediately
recognisable — a globe
for geography, a cam-
era for films, and so on.

When the clock
starts ticking down you
must select a category
from the bottom row of
the pyramid. Answer the
question correctly and
vou progress to the next
level of the pyramid. Get
it wrong arid you can
either start again or con-
tinue by forfeiting
another 20p (you start
the game with 80p).

Once you reach the
top row of the stack and
answer the question
relating to the one
remaining card you
move onto the 'cash

A neat  screen display, excel lent  icons and
multiple choice questions make  Arcade
Trivia Quiz a cut  above your average brainteaser

run' bonus level. A trail of cash amounts flashes
before your greedy eyes, increasing in value
from 20p to a E5 jackpot. Your simple task is to
answer a question correctly for each amount.
One incorrect answer loses you the bonus level
and you return to the start of the pyramid again.

The ultimate aim in the single player game
is to accumulate as much money as possible. In
multiple player mode, you must try to stay in
credit longer than your odious churns.

There's not really a great deal more you can
say about this game except that it's last, colour-
ful, musical and if you like trivia games you'll
love it. The multi-player option also allows for
friendly interaction with some friends which
increases the overall enjoyment even more.

FRAME RATE...
It's a fair cop, this is a goodie. Don't be
fooled by the relatively low rating, that
only reflects the lack of originality and
interesting features. If you take it for
what it is (and that's a simplistic triv'
attack) you won't be disap-
pointed. I wonder if the
screws will lend me
£2.99? 65%
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1 7  ( 1 4 )  D R A G O N S  O F  F L A M E  US Gold (CFPowerRating 57%)

PLATINUM COMPILATION US Gold (CF PowerRating78%)
OPERATION THUNDERBOLT Ocean
FERRARI FORMULA 1 Eleetroalc Arts

11

1 (= )  SHADOW WARRIORSOcean

2 (= )  BACK TO THE FUTURE
M i r r o r  C F  PowetRating 59%

, .

3 (= )  TURRICANRainbow Ar ts

a  (1 0) M T  COMPILATION

DoMarkc f  eowernating 12% 1

5 (4 )  EMLYN HUGHES INTER' SOCCER
Audiogenic k

6 (13)GAZZA'S SUPER SOCCER
System 3

7 (5 )  ROBOCOPOcean

(1)

(I 5) KICK OFFAnco

(11) IF 1 6 COMBAT PILOT
Digital integrat ion

10 ( 9 )WORLD CUP SOCCER ' 9 0
Virgin

FLIMBO'S QUEST System 3

11 (-) WHEELS OF FIRE Compi la t ion DoMerk
12 ( ) CRICKET CAPTAIN D&H Games
13 (1) CHASE H Q  Ocean
14 (6) FLIMBO'S QUEST System 3
15 (-) R I C K  D A N G E R O U S  2  M'prose (CFPowernating 94%)

16 (-) U L T I M A T E  G O L F  Gremlin (CFPowerRating 93%)

O r  Where's m
third page?

r one •
sending Chmttro

of you have finally taken
Er... not really. Biggest tumbler
tch drops l e  places, hits fermi-

ottom Into no-chart
reckon Out Run mi

ton.. Have to

V I  (-) OUT RUNKixx CF Frame Pate 75*,

(1) QUATTRO ADVEIPLIRE
1 1 1  C o d e M a s t e r s

111 (5) wet•drHE GAUNTLET
(2) QUATTRO COMBATCodeMasters C F  Frame Rate 75,

p i  6 ) !MST I t t i• (8) PAPERBOY

I  (11 ) 9 2 , 2 7 0  SUPER HITS

(9) y t T l y s e Y  W O R L D  D I Z Z Y

10

(4) GUARDIAN ANGEL

(7) QUATTRO SPORTSCodeMasters

CF Frame Rate 35%

11 ( 1 4 )  H O N G  KONG  PHOOEY Hi•Tec Software
12 ( - )  TA R G E T  RENEGADE Hit Squad
13 ( - )  S O C C E R  D O U B L E  E&J Software

1 4  ( - )  J A W S  Alternatree

15  ( 1 0 )  P R O  B O X I N G  CodeMasters

16 ( 3 )  SALAMANDER Hit Squad
17 ( - )  Q U AT T R O  ARCADE CodeMesters
18 ( 1 7 )  PRINCE CLUMSY CodeMasters
19 ( 3 )  D  f ' S  OLYMPIC CHALLENGE Hit Squad
20 ( 1 9  YOGI 'S GREAT ESCAPE HI-Tec software

Full price software is MOO and above, while budget is anything which costs
£4.99 or less. Last month's placing is in brackets, m e a n s  its on its way up,

means its on its way down, r  means it hasn't moved, and i s  a new entry
(or it has re-entered the charts, jammy thing!). Those games lucky enough to
have been reviewed by the CF team have their PowerRating next door, so you

can see how it scored -  and whether it deserves to be where it is!

!SURE SOFTWARE PUBLISHERS ASSOCIAT ION LTD 1991
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Commodore
airs

The official Commodore repair centre is now open for business

At the Commodore National Repair Centre we have over 100
highly trained technicians committed to repairing and
maintaining your Amiga and C64 computers.

Our expertise and experience ensures that your computer is
repaired to the highest standard for the lowest cost. And we
will guarantee to repair your equipment within 12 days.

One low payment covers diagnosis, repair, parts, labour and
return carriage.

And as an extra bonus, if you reply before
January 14th well send you a free piece
of software.

To schedile a repair simply call the number below.
Be ready to give us your name, address, computer
type, serial nirnber and type of fault_

Call the Commodore National Repair Centre NOW on

0733 361216
Payment accepted by cheque, PO and credit card. The charges

are: E39.95 for the C64, and £49.95 for the Amiga 500 and
remember, all calls prior to 14 January

FREE SOFTWARE

P.
Commodore

Repair

guaranteed
within

12 days

A500

E49.95

inc. VAT

C64

E39.95
inc. VAT

( F r e eSoftware



T h e r e  are lots of things you can do

with a brick. Build a very small
tower. Make a very big paper-
weight. Invent the worlds fist
sinking submarine. Nope? OK

then, how about turning it into a puzzle game
and using it to make loads of dosh?
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TINE 38
The level select ion screen al lows you to choose which
level you start  on and which route to take .  So you can
take a different path every single t ime WOW!

By a rather weird and spooky coin-
cidence that's exactly what Ocean

have done. Like Klax. Plotting and
Mins, Puzznic -

convened from

4 1  an obscure Taito

coin-op -  is basi-
cally a load of

, blocks. No ordi-
nary blocks these:

they come in all
sorts of
psychedelic

colours and patterns
and are deviously
arranged in
strangely shaped

pits underground.
When two identi-
cal bricks touch

each other they disappear, and
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Small ones are more juicy. The four blues
are simple enough but how on earth do you
wipe three yellows at  the same t ime?

COMMODORE FORMAT 4, January

that's where you come in. You,  being a
bit of a clever clogs, have been selected
form hundreds of applicants (OK, one or
two) to push matching blocks together
and clear each screen within the offi-
cially designated time l imit  There are
36 different levels: you can pick your

Own starting point from the
first 21.

Here comes the tricky
bit. Bricks can Only be
pushed into a free space left
or right: and because they
can't jump. move upwards
or climb on top of one
another it's very easy to get
them stuck. Brainwork is
what's important here.

The first few screens
are easy peasy: a bit of nifty joy-
stick shunting and you're home
and dry. Then, just when you
think you've got the hang of it.
things start getting seriously hard.
Suddenly you've got to cope with
much more involved arrange-

ments, negotiate moving platforms and
eliminate three tiles at once. Time's tight but

it's crucial to plan
ahead: if you don't
you're dead.

For those situ-
ations when you
completely mess
up, you've got a
limited number of
retries. Press the
spacebar and
the screen goes
back to its origi-
nal layout -
though the time
continues tick-
ing down.
puzzlers,

ves, o o h  perhaps Ifi ,  m o m ,  may e  til ls
one vill...biast, got it  just a bit to the
le...lordy, things get  kinda difficult la ter  onLike most

Puzznic isn't going to win any prizes for
audio-visual effects. The graphics are ade-
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Tw o  down, several  dozen to go. This first
screen is a doddle as all the  ti les are in
pairs. Don't be fooled, i t  gets tough very fast

1991 -  you have thirty days to complete this issue

quate and the sound is bearable. Not that it
makes any difference because what Puzznic
lacks in frills it makes up for in addictiveness.
It hasn't got the depth of Terns but
i ts  tough, compulsive and a
barrel of fun. Don't be a
blockhead, try it for yourself.

KATI

Game
Maker
Cassette
Disk

Puzznic
Ocean
C10.99
£ 1 5 9 5 1

POWER RATING
THE DOWNERS...

•  Irritating in-game tune
•  Could do with a greater variety of
on-screen fealures
•  Awkward control method may
cause problems at first

1111 • -. g h l y  add ic t ive
36 mind  boggl ing

• . •

des igns
l i C o n t i n u e  opt ion
' T i g h t  t i m e  l imi ts

I t S t a r t  on any  of  the  f i rst  21

. s
ries to  ge t  you out  of

, y  s i tua t ions
d use  o f  e leva tor  and

Conveyor b locks

t l l M i y  di f f icul t  l a t e r
. - s c r e e n  s ta t is t ics  4

User- f r iendly presenta t ion

'screen "  •

UPPERS

Here there are  about three squillion blocks to the left
that are  completely irretrievable.  Clever use of roving
platforms wil l  prevent this sort of monumental  cock-up

f
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Commodore A500
Flight O f  Fantasy
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A500 BATMAN PACK

The Commodore 4.500 Selman Pack must
sorely remit ascii* col the moatp:Ouitm COM-
pUter oaclis ever. The pack features the
Commodore Amiga 500 computer with
rrtousa controller it'd TV modulator, plus
fors lop software hies. The software in
cludes' 'Batman The Movie* - Rd Gotham
C'Aty or the cunning peer, .n Ocean's top
roiling title based pr the blocAbuster Bat-
man Men; Mew Zeeland Story - high quell-
ty conversion of isle leading arcade Winne
Interceptor - Dot:pont with tyro F..16 s
the leading flight simulator. Deluxe Paint
II •. top gullibly Amiga graphKs package
enmch set the standard for others to follow
Return the coupon ton further details

• P A C K  INCLUDES:
4500 Computer & Moose £399.99
4520 TV Modulator £ 2 4 . 9 9
Batman The Movie
New Zealand Story
Interceptor
Deluxe Paint

E24.95
E24.95
E24,95
C49.95

TOTAL RAP: E549.78
Less Paos SaLm-P.9 V150 78
PACK PRICE: C31440E 3 9 9

AMIGA 2000

For tho more serious or professional *optic*
nuns user. Commodore hake a selection of
SySterila bleed arobnd the expandable Amiga
2003, at prices from E1295..VAT. The A2000
Matures &lull ItAb RAM (expandable to 9Mbli.
9 sValem exixanaion slOts. aka IBM cont-
Oatibiillty with the use of PC-XT or PC-AT
bridgaboards Comple te  a n d  return t h e

coupon. putting &tic* 2 1 2 9 5
in the 42000 box, for
details DI 42000 corn-
putOkr Wetents. . V A T .  c l o g  25

FLIGHT OF FANTASY
Flight DI Fantasy e  the very latest Amiga 500 peck from Commodore.
leatpring BRAND NEW software releases. to make the the more spec.
tacular A500 pack ever* The pack features the Antler 500 computer

1110P90 controller and TV moduimor, as well as four top software
tires These include the following

DELUXE PAINT I I ;
The 1W, groath cl,n9nleS prowern PIM
set Om slandofd lot othot Avow. set
packages C r a n e  Rent  S includes
powerful, l a p  toLao mot. that bong
out the mewl in von Ginnie mite* ,
pieces. preeentabons a t peso.. .thee
or WO doodle

ESCAPE ROBOT AKIKSTERS.
Here's ocomettong nettrapratlely dtlisinint
• S e e t h e *  6:hen Olory o n t e s t c
book IVO grecollis Ow heroes ASW1
and Delo Cr. On Itte R O W  X monu
Wig humane row new been “plurod
by h I  Meer  M a w r *  and brood art
ogee  an ear hoer  Amara DESTROY
EAWnti Ake anc Dula Nth 1,10,,N,F
trooper, t h i l  Pinhole in help

Fhori*Ag, * K I P S

RAINBOW ISLANDS;
S l o  o n  O h 0  M O M C  a r e a  p r o m . 0
throwing a rainbow and ralio're remit.
1 .00 f.mnd hopping. gnu.  I d a n d
at D.M M Mande, r a n d  rou ime an
m o w  D e n  r4M4140. Sl inging MSONSNahal corner reechoes. mechanical
eielathinIM. the torrnidare bergs  re
,e0And and hekkee Finery 6066 11-•
aodd or darkness and Is mr.abdOnN

F29 RETALIATOR
The Wheels in IteN satratil•ben wen @choice
of two decree and tour bo la  OnVtillarnW13
Cii donne el dittenwe tactical meteor..
Awls combs, Malaga bombings, rtherec

grorand Mead b r e w  seagoing names
lite l i t  el t h r o e s  a  endless heal  time

nenspit diletese. Including ' P u t  m a w '
enNinge the regret Mel of Pm Sunning

e-

PACK IONNAHHIS:
4500 Computer & Mouse E399.99
4520 TV Modulator E 2 4 . 9 9
Deluxe Paint II E 4 9 - 9 5
EscapiNnobot Monsters E19.99
Rainbow Islands E 2 4 . 9 5
F29 Retaliator E 2 4 _ 9 5

TOTAL ERP; E544.112
Less pack Saving, E145.82

PACK PRICK: t396400

C399.
FOR FURTHER DETAILS OF THE AMIGA
RANGE, COMPLETE THE COUPON AND

RETURN I T  TO SILICA SHOP
THE UK's No l  AMIGA SPECIALISTS

SIL ICA S H O P  O F F E R  Y O U
FREE OVERNIGHT COURIER DELIVERY On all hardware orders shipped in the UK.
TECHNICAL SUPPORT HELPLINE: Team ot Amiga technical experts at your service.
PRICE MATCH: We normally match competitors on a "Same product Same price- basis.
ESTABLISHED $2 YEARS: Prayea track record in prcaessionai computer sales
C136# TURNOVER (wOth 80  staff): Solid and reliable with maintained trovinh
BUSINESS/EDUCATION/GOVERNMENT Volume discounts available for large orders.
SHOWROOMS.- Demonstration and training facilities at our London g Sidcup branches.
THE F U L L  S T O C K  R A N G E  A l l  of your Amiga requirements from one supplier
FREE CATALOGUES:  Wi l l  b e  mailed to you with offers and software/peripheral details
PAYMENT B y  cash, cheque and all malor credit cards
CREDIT PAYMENT TERMS- Silica are licensed credit brokers return coupon for details.
before you decode Olen to buy twir new althea computer, we suggest you think eery carefully &tout WHORE
sw buy ti Consider ornal it .11 be 111.. •  tow months after burying your Amiga. when you may require araditerie
peripherals or sotheets or frig and advice with your new purchase Anti, vedg the company yOU bury earn contact
you worth deldis or Wei products, Al sac.  Shop gm ensure that you will hake nothing to worry about. !BACA hays
been esterbliahed ex over 12 yews and have an annual turnover of t13 million. With our unrivaled experience
and experts.. we can no. claim to meet Our CualOnliera reguirementa Win an undeetaNting which 5 Ihridnil

610,16. But don't lug! take norword for 11 C o r r i e r e  •rcl Worn

the coupon now IC, OW a l e s t  F i e . learnt  lire rann ten .1  to es • s i L l i c A
parrence rho ' Srlica SYoo •SeiYire

R E T U R N  T H E  C O U P O N  N O W  F O R  l o oFREE BROCHURES SHOP

M A I L  O R D E R :0 R C E R ;
Cr,ner O p e n  M o n

LONDON SHOP:.
Opennielcies M o n

SINOP SNP:
eteemin• Mutes t e e n

s
Order Lrws 0,606 M o . , -

1-4 The Mews, Ilatherley Rd, Stdcue, Kent, Davi
Sel gr iderwegern  N o  Labs ragw, Operrirg_

52 lottenhamtirt Road. London, IN1P OEM
Sat aggerwedepin  1 , 1 2  N1911 M o n d a y  unit Own

1-4 The Mews. I-latherley Rd, Sidcup. Kent. DA14
Sal g  adernar3dent L a b s  W i r t  F o d o r  tints rpm

1-I The Mews. Hallserley Rd. SAlcup. Kent, DA14
Fri 9-Mom-.Morn C a p s e d  on Sdurdays

40X lel; N1-309 1111
f a ,  N o  P M  Mg MOS

Tel: 171-500 4000
F. .  No  V I  323 477,

40X Ist: 011-392 0111
F. ,  N o  DOI MO

40X Tel: 001-3118 0081
F a ,  N o  O r !

r o  Silica Shop, Deo Cliff OR of 91-32 1-4 The Mews lialherley
PLEASE SEND INFORMATION ON THE AMIGA

I1010Mrs/Me     S u r n a m e '
Address:

Rd. Sidcup

IPostcodes   T e L

L h b c h  compulew(s), it any, do you own?

Kent, DA14 40).711k

I M P  M E M  I M M O  11111111 U M  = I N  EW P M  M E E  O M  M I
.6, K A , .  rougen m i r e  elleverner,

A 2 0 0 0 e d



T n e  year is

2022. American football
has been phased out
and, instead, a closely
related game is played

out by robots five times the size of
a person, with a single human tak-
ing control of each powerful and
destructive team. Bloodshed is no
more. Head to head metallic
destruction on a monumental scale
is the aim of the game, Cyberball
is it's name. Let automation devas-
tation commence...

Yes, this is the future of American Footle as
told by Domark, with their first cartridge game,
an arcade conversion of the Tengen coin-op
Cyberball. When you first switch on, the title
page is instantly displayed. Oh joy, praise be,
hurra... (Don't worry folks, the novelty well soon
wear off — E .  You must then select your team
from a choice of six. Two of these are part of
an amateur league which supposedly gives rise
to an easier game (but that is very debatable).

At this point, an explanation of the overall
aim of the game would be
wise. Your team must score
touchdowns by carrying the
explosive ball over the oppo-

nents' end zone. When you
are in possession of the bat,
you have four attempts to
get it ten yards up the field
before it explodes. When the

A i

edten yard target is reach t h e
ball is defused and the attack
cycle starts all over again.

During an attack phase
wo types of play can be made.4t,The first is a running play which

involves transfernng the ball to
your running back so that it can
make lunatic dash towards the

end zone. The other play is a passing play
which is slightly more complex. The quarter-
back must avoid the opposition until the wide
receiver has reached the point of interception
(a flashing square) at which point the quarter.

Game Cyberball
Maker Domark
Cartridge £19.99

Here your blue team are advancing on the reds' end.
zone, and there's a nice act ion shot l ie blurred) of your
players racing tor passing position (the whi te  squares)

▪ b a c k  throws the ball to the
▪ receiver  who you, the

player, now controls. The
receiver makes a suicidal
streak towards the end
zone. If either the ball
explodes or the other team
intercepts it, possession is
lost to your opponents.

When this happens
you have three 'defensive'
play types; long, medium
and short. Long plays are
good for intercepting an

opponent's throw thus gaining posses-
sion. Short plays are good for sacking
the opposing player who has the ball
('sacking' — a term meaning quite literally 'pum-
mel into the ground') thus preventing him
getting any yardage. Medium plays are good
for, er, indecisive players (Wor a cop out — E .
Within this framework there are dozens of vari-
ations on each individual play. In theory these
can be used tactically but in practice the choice
of play was almost totally irrelevant

_
1 4-LiE L Es,oLc, n  9  11191 n._ -r

L

15:1 F4TT—CriC 3IE I t  1. 5 1 . 111 L S

Here's the play-calling screen, where  you pick the
team formation for the next,  or, play.  The l itt le dia.
grams show how you're supposed to run or pass

The single player
game suffers badly in many respects, the com-
puter controlled players on your team are
remarkably stupid and tend to hinder your
game. This leads to very intermittent play
w h e r e skillfuldashesa n d passesa r e

mostly attributable to pot luck. There
are even occasions when, during a
blazing run up the pitch, you get
tackled by one of your own players.

The two-player option only adds
a little to the enjoyment With this
option you both play for the same
team, one player being the quarter-
back and the other the receiver. This
can often lead to spectacular passes
and touchdowns but, unlike the one-
player option, it makes beating the
opposition far too easy. even in the
professional league.

The graphics and sound are
very nicely done but where the
whole thing falls flat is in gameplay

COMMODORE FORMAT 4, January 1 9 9 1  -  metal mayhem from cover 10 cover

THE DOWNERS...
•  Very poor instruction 00oK,el
•  Individual 'plays' add little to the
tactical element
•  No apparent difference between
instructional and -pro' leagues
•  Tricky control in solo player mode
•  Unforgivable bugs and crashes

OK. You're on the opposition's 30  yard line. You've got
the ball— Errol, what  happened next? Um, I  got pushed
into the enemy players by my own team? Correct!

It's either too tough or too easy. There are
also some very apparent bugs in the program_
Apart from the self-tackling team mates, I was
also tackled by an invisible opponent and at
one point the game froze altogether.

The excellent presentation of the game
itself amounts to nothing when placed along-
side the ambiguous rulebook and disastrous
gameplay. With more effort this could
have been an excellent futuristic
sport sim' but with the existing flaws
cannot really be recommended.

•  P resenta t ion  is e x c e l l e n t ,
f rom t i t le  s c r e e n  to  m e n u s  to
pi tch  display
•  Spr i tes  a re  good wh i l e  the
p i tch  is bold and  scrol ls  n ice ly
111 Decent s o u n d t r a c k  and spot
e f f e c t s  add  to  the  p lay
•  Fun in two-p layer  g a m . ,
only b e c a u s e  you c a n  thra
all t h e  opposi t ion,  no s w e a t
111 An in terest ing  depar ture

s of  A m e r i c a n  'cooly

...AND THE UPPERS

POWER RATING
100
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•  F u l l  feature Centronies Printer
Interface.
•  C o n n e c t  your 64 /128  to a range of
full size Centronics Parallel Printers.
•  E a s y  to use - supports
Commodore Graphics Set.
•  O n b o a r d  Microprocessor Chip
means no more programs to load.
•  W o r k s  with most applications.

ONLY £29.99

DIGITAL SOUND
SAMPLER

•  T h i s  NEW Sampler allows you to
record any sound digitally into
memory & then replay it  wi th some
astounding sound effects.
•  P l ayback  forwards/backwards
with echo/reverb/r ing modulation_
•  N o w  with ful l  sound editing
module for outstanding effects.
•  F u l l  8bit D to A & ADC conversion.
•  M I D I  compatible wi th suitable
interlace IDatel Uni t  139.99. see ad.).
•  L i v e  effects menu includes
realtitne display of waveforms.
•  L i n e  in /m ic  in / l ine  out/ feedback
controls.
•  Load /save  sample. U p  to 8
samples in memory at one time.
•  Comple te  software/hardware
package. Ta p e  or Disk (please state).

ONLY £49.99
UNBEATABLE MIDI

PACKAGE!!

•  KEYBOARD  MODULE... a l l ows  for entry of
music from the QWERTY keyboard. Sequence r
works like digital recorder.

a m i t

ONLY E i  2 9 . 9 9
INCLUDING FREE

ADVANCED ART
STUDIO

COM-DRUM
DIGITAL DRUM SYSTEM
•  N o w  you can tu rn  your  Digital
Sound Sampler into a Digital
Drum System.
•  8  digital d rum sounds in
memory at one time.
•  C o m p l e t e  with 3 drum kits.
Real d rum sounds - not
synthesised.
•  C r e a t e  superb drum rhythms
with real and step time.
•  F u l l  editing. M e n u  driven.
Load/Save facilities.
•  O u t p u t  to o r  through TV
speaker

ONLY £29.99

PARALLEL
PRINTER CABLE

•  C o n n e c t s  ful l  size printers to
the parallel port of your C64/128.
•  M a n y  programmes and
cartridges (Action Replay/Final
Cartridge etc.I wi l l  drive printers
from th is  port.

ONLY e l  2.99
C O M P L E T E

OCIANC 11811 D i l k  E
FOR 0 + / E 8

COM 7

The Oceanic 118N is a superb quality Disk Drive
specially designed for the Commodore 64/128.
JUST LOOK AT THESE
FEATURES...
•  S l i m l i n e  design - very compact.
•  Ex te rna lPower  Pack so no
overheating problems (unlike some
types).
•  D i r e c t  drive motor for super quiet

•  E D I T O R  MODULE... Jus t  l ike a word
processor for music.
•  M I D I  MODULE... t h i s  is the module which
allows the ful l  potential of the Music System and
your MIDI keyboard to be achieved. U s i n g  the
Datel MIDI 64 Interface any MIDI instrument can

operation and extra long life.
•  N o w  probably the best selling
replacement Disk Drive for the
64/128.
•  C o m e s  complete with manuals.
connecting leads. etc., etc.
•  R e a d y  to go - no  more to buy.

FREE COPY OF OCP
ADVANCED ART STUDIO

(WORTH E29.99) W H I L E  STOCKS LAST

•  Q u a l i t y  Commodore compatible
Data Recorder.
•  P a u s e  control, counter. etc.
•  S u i t a b l e  for 64/128.
•  C o m e s  complete - no more to
buyl
•  S e n d  now for quick delivery.

ONLY £24.99

THREE SLOT
MOTHERBOARD

SAVE WEAR AND TEAR ON
YOUR EXPANSION PORT

•  W i l l  accept three cartridges on i t s
high grade PCB.
•  S w i t c h  In lout any slot.
•  F u l l y  buffered.
•  R e s e t  button and an onboard
safety fuse.

ONLY £16.99

DATEL MIDI 64
INTERFACE PLUS

ADVANCED MUSIC
SYSTEM ONLY £39.99

•  T h e  Advanced Music System is probably the best  MIDI /music  package  ever
produced for the 64 /128  offering a huge range of musical  composit ion features
plus MIDI  compat ibi l i ty  • add the Date! MIDI  In ter face  and you have the TOTAL
MIDI SOLUTION!l

be connected to your 64.
•  H U G E  RANGE OF FEATURES... t o o
numerous to list. A d v a n c e d  Music System has
literally hundreds of commands and features -
we have only outl ined some of  the main headings
- this is a t ru ly  professional package.
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ONLY
E34.99

TOTAL PACKAGE
INCLUDES 1351 MOUSE/

MOUSE MAT/HOLDER
AND OCP ADVANCED

ART STUDIO
PLEASE STATO IF YOU REQUIRE T A M  OR DIOR

COMMODORE
1 351 MOUSE

COMES
COMPLETE

WITH
I I I • m r ' P w w w . s w . " - - 4 0 0 1 1 W W 1

ADVANCED ART STUDIO
•  1 3 5 1  Mouse  is a high resolution two button mouse featuring optical  counting.
teflon guides, microswitches,  rubber coated ball and high quality interface.
•  W h e n  combined with OCP Advanced Art  Studio this graphics package is quite
simply the best system available.  T h e  features are  unmatched.. .
•  C r e a t e  an image s h r i n k  it, expand it, move it, rotate it, copy it,  colour it. etc., etc.
•  S p r a y  patterns or shades, make elastic l ines - stretch and manipulate shapes.
•  Z o o m  in to add detail in  fine mode.
•  Pu l le lown/ l con  driven menus for ease of use.
•  M o u s e  operation, p lus joystick and keyboard control.
•  1 6  pens. A sprays. 16 brushes s o  flexible anyone can create superb graphics easily.
•  F u l l  cu t  and paste facilities plus excellent pr inter  support.

ALSO GEOS
COMPATIBLE

•  T h e  1351 Mouse has two
selectable modes - Mouse or
Joystick mode for maximum
compatibil i ty.
•  E v e n  works wi th the
"Best Selling" GEOS util it ies.
•  S u p e r b  quali ty.

HOW TO GET YOUR ORDER F A S T . . .
TELEPHONE (24 Hrs) - 0782  744707 - CREDIT CARD ORDERS

'pity.,*;.1,-hisaiss\\L

FREE!
MOUSE MAT AND
MOUSE HOLDER

!WORTH E 2.99)
WITH EACH PACKAGE

LC 200 w' O U  P R I N T E R  PACKAGE
• OW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
•  T h e  Star DC200 Colour Printer not only pr ints in Near Letter Quality for your regular Jobs but  also
prints out  your pictures from Ar t  Studio. Action Replay. etc., In generous colour!
•  L C 2 0 0  is a ful l  Centronics printer so it  works with other computers (Amiga. ST. etc.).
•  M a d e  possible by Datel's unique colour pr inter driver - now you can have a hardcopy in  up to 16
colours!! •  N o  more to buy J u s t  plug in and print! !

PACKAGE INCLUDES S TA R  LC200 COLOUR PRINTER RRP £345.00
SPRINT 128 PRINTER INTERFACE RRP £29.99

DATIL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
NORMALLY E394.98

COMPLETE PACKAGE NOW ONLY £ 2 5 9 . 0 0
COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  £ 1 9 . 9 9
•  I t  you already have an IA:10 or LC 200 Colour Printer we can supply the Driver separately.
•  W o r k s  with Serial Version of LC10. Parallel Port, Spr int  128. etc.

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECEIVINO THE BENEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS
ORDERS NORMALLY DESPATCHED WITHIN 48 Hrs. ALL PRICES INCLUDE VAT.  UK ORDERS POST FREEEUROPE ADD El -OVERSEAS ADO (.3. PRICES AND SPECIACA•TIOISS CORRECT AT TIME OF PRESS AND SUBJECT

TO CHANGE WITHOUT NOTICE. CALLERS WELCOME - M a w  mew's. goods by tolophone prior to H i l t  A L L  CHEOUESPOSTAL ORDERS MADE PAYABLE TO._

DATEL E L  ECTROPICT LTD.,
GO VAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,  STOKE-ON-TRENT,  ST4 2R5,  ENGLAND

TELEPHONE SALES ONLY 0 7 8 2  744707  F A X  0782  744292  T E C H N I C A L / C U S T O M E R  SERVICE 0782  744324

Cold MSE 2
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THE LIMMATE CARTRIDG,E-COMES OF AGES

ONLY
3 4 . 9 9
POST: FREE

N o w
' • A r 4 1 1 1 1 )

IOAtC1OCK-
L

RAN IN
UNDER 6

SECONDS

Ihreirerall INT 1--41TIM1111111111rn rrawlb

•  Ti• k I D  L o a d  202 block program in undey 6
seconds - worlds fastest disk serial loader. On-board RAM and
ROM achieves high loading speeds. Wo r k s  with
1541 1571 Oceanic 1581. •
•  INFINITE LIVES GENERATOR A u t o m a t i c  infinite lives!!
Very easy to use, works with many programs. N o  user
knowledge required.
•  PF401- MACHINk, CODE MONITOR F u l l  64K Freezer Monitor -
examine ALL memory, including stack,1 0  area and registers in
their frozen state. Idea l  for de-bugging or just for fun!
•  SPRITE CON I , F r e e z e  the action and view the sprites
watch the animation - customise your games - kill sprite
collisions.
•  f - tH  r , r p  r j ,  N o w  you can make your old slow
loading programs load faster. S imply  freeze the action and save
to facretu•disk to reload. independently, at superfast speed - no
more wailing for programs to load.

5 HERE!

•  DIS.i E a s y  to use disk,file copier. M u c h  faster than
conventional methods. I d e a l  for backing up data disks.
•  TA P E  TIJI11210 - This feature will add Turbo Reload to the
programs that you save to tape - no user knowledge required.
•  FA S T  FOFILIAT - Format an entire disk in about 10 seconds
- no more messing about.
•  PRINTER DUMP P r i n t  out your frozen screen to printer -
MPS 801, 803, Epson, Star, etc. - very versatile. •
•  CENTRONICS INTERFACE F o r  parallel printers, Star,
Epson, etc. Pr int  out listings with graphic characters etc.
(Cable required for parallel po•rt E12,99).
•  SCREEN EDITOR N o w  you can edit the entire frozen
screen with this text editor - change names on high scores, etc.
Great fun!! •
•  X T E N p E D  TOOL KIT M a n y  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.

THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED UTIL
CARTRIDGE EVER CONCEIVED!

'SLIDE S H O W.  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 A
"blow i t  up- to lull screen size

SPRITE EDITOR A  comple te  sprite editor helps you to create or
edit sprites

MESSAGE MAKER A n y  screen captured with Action Replay or
created with a graphics package  can be turned into a scrolling

screen message with music

.reov

TELEPHONE (24 Hrs) r
WE WPIL DESPATCH TOUR ORDER OUICALT & EFFICIENTLY / 0  EMAIM.E-ritrylitiaA—lltT RECEIVING IME BENEFITS OPS10111111 PoRCHASE WITHIN DAYS. NOT WEEKS.

OKIOEMMMO,MALLT DESPATCHED Wrtlit l irt iat-yll:CREVETESVISTAL-ORDERS MADE PAYABINS)..,•

tr-.6 ofir

THE REVIEWERS SAID...
"rm stunned, amazed and totally impressed. T h i s  Is easily the hest

value for money cartridge. T H E  CARTRIDGE KING!'
COMMODORE DISK USER

WARNING 1 9 8 8  COPYRIGHT ACT WARNING
Oanel Electronics Ltd. nether condones or N_Ithomes tho •-ma or as products icc the reproduction at

031Yrighl rnaktriel.
The backw Mathes or this product are designed to reprorksoe coy software such as Kith. Domain

maternal. the users Pen &novena or sOltowe whom potroissim to tri.Nm backwo hes peen doarty gNoot
N ib•god m a k s  cows, even lot your von Le..o l  oopericht material, without the dear

permission of the copyright owner, or the licensee thereof

HOW TO GET YOUR A crippa 111r97.
- CREDIT CARD ORDERS0782 744707

A TEL RtrEtri(Oflt-CY LTD.,
(TRIAL O r a i l E r r i N To m ,  STOKE-ON-TRENT, ST4 2RS, ENGLAND

...TECHNICAL/CUSTOMER SERVICE 0 7 8 2  7 4 4 3 2 4

O M N I
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0  y, Capt Petrovski, have you seen

a sub anywhere? I'm sure I left it
here. Yea Comrade, I think
Ramius had it last. Oh Bloody
'ellski, if it's not pens or sta-

plers, it's nuclear subs. If you see him, tell him
I need it back. Er, okay, but don't hold your
breath. I've always said, never trust a Russian
with a Scottish accent.

The Cold War has been over for ages On
the hip and trendy scale, Russians are now
way above anything Manchester's music
scene can throw at us, so it was a decidedly
odd move to make a film based on Tom
Clancy's Cold War thriller The Hunt for R
October. But as ever, however good or

bad a film is, it inevitably gets trans- r  A F  a r
lated onto the computer screen before
you can say Glasnost. This particular film
licence has been taken up by Grandslam and
unlike the previous Hunt game (based on
the original novel) this one is arcade
action rather than strategy.

There are five levels in all starting with
the rather precarious and rather aptly named
'Helicopter level'. This Involves lowering Dr
Jack Ryan, a CIA agent, onto the Submarine
USS Dallas from his 'chopper'(this space is
reserved for cheap innuendo). The seas are
rough, the wind is blowing and you only have

limited fuel. The left and right movement of
the helicopter can be controlled with left and
right movements of the joystick, these con-
trols being suitably awkward to mirror the
precarious nature of a real helicopter drop. Up
and down controls the lowering and raising of
the winch on which you hang. By using these
controls to counteract the ravages of nature
you must deposit Dr Ryan on the stack on the
top of the sub. The graphics in this sequence
are absolutely water logged.

Is something bothering Dr Ryan? I don't  know but W s
been at  Moose end aN day.. Fight to keep control of the
chopper so that  Jack can board the USS Dallas
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Level two takes us on to more famil-
iar territory with a horizontally
scrolling shoot em up. You must pilot
the USS Dallas through an undersea
trench. Scramble style (Scramble -
noun. very old shoot-em up indeed),
avoiding young and upwardly mobile
missiles. Red Fleet subs, and heat
seeking torpedoes. You have at your
disposal, torpedoes that fire forwards,
depth charges to destroy sea bed
based threats and odd blobby little
bomb things that fire backwards.
Even though this is just one small sub
level of the whole game. the graphics

are as well drawn as if they were the
be all and end all of the whole game.
The trench is green and seaweedy,

while the sprites are adequately defined and it
all plays smoothly too.

The third level is vaguely similar to level
one but this time Dr Ryan must manoeuvre a
mini sub from the USS Dallas and dock with
the Red October for some tea and crumpets
with Capt Ramius. After disembarking from
the Dallas, your sub plummets towards the
Red October. Pressing fire produces upward
thrust so  its a case of tapping fire whilst
moving left and right (to compensate for

The last of the cold war movies
has been made into the last of
the cold war games. Our

reviewer docks with his 64 to see
just how water-tight Grandslam's effort is
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Docking is not easy,  what  w i th  violent
currents and a mini sub wi th  the
strength of an egg shell

Docking is one thing, gett ing the airlock
open requires a whole new approach.

Namely frantical ly s t a g y * *  your joystick

Torpedos ahoy! Use  these to
despatch the oncoming Reds

Depth charges are effect ive
against sea bed based missiles

Rear firing blobs, useful for any
commies you might have missed

Up and under, rockets can dis•
embowel  wayward  Russians



Writ a
giveaway.

Painting your
sub bright red
itn't really the

best way  to
remain in

conspicuous,
even if you are

a red-blooded
Ruskie

ou control the
d October and have
avoid the might

of the Red Fleet
underwater currents) in order to edge slowly
down to the tiny mark on the Russian sub
which represents the airlock. Pin point accu-
racy is essential, otherwise your sub
explodes, along with you. It's also a race
against the clock, in that you must get there
before the allotted twenty five seconds is up
and the tea and crumpets get cold (Is that
why it's called the cold war then? -  Ed).

At this point there is a sort of sub sub-
level involving the airlock itself. A full screen
representation of the airlock appears with a
power meter to the left. All you have to do is
waggle the joystick frantically left and right
(like in those sports games that knacker a
'stick every five minutes) so that the power
meter reaches the top, thus opening the door
before the time limit runs out.

Level four is just like level two, but this
time you control the Red October and have to
face the might of the Red Fleet. Nutt said.

The fifth and final level takes place in the
reactor room of the sub. Large pipes flank
each side of the screen from behind which

i ,

the sub's cook appears in an attempt to sabo-
tage the operation (presumably he got

..cheesed off with the crew for not eating their
greens). In this simplistic Operation Wolf type
thang you simply have to shoot the cook sev-
eral times to save the day. If you miss and hit
the pipes more than three times, the reactor
blows and and you become little more than
guppy fodder.

The final f ight.  Shoot  the Egon Roney look
alike, not the pipes or you'll both end up as
a freshly prepared sea-food salad
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Red October's graphics aren't of the gobs-
macking variety but a lot of thought has
obviously gone into the neat and atmo-
spheric design of each level. The plot of the
game follows the film very closely, so much
so that this is one of the most accurate film
licences to date, a highly commendable
achievement in an area where the final prod-
uct often bears little or no resemblance to its
film counterpart. The sound. however, can
only be described as adequate: it neither
adds to nor detracts from the game.

While each game style has obviously
been influenced by previous releases, they
have all been competently produced and ail
come together to make a

polished consolidated1 1 1 1 t ':•• ••• ' ' ' '  •••-.package.

POWER RATING
THE DOWNERS...

•  There's nothing really original
here. Each game is based on a tried
and tesied formula

Games under pressure

KEST 83

1
B.

The Hunt for
Red October
Grandsiam
£9.99
£14.99

•  The  plot of  the game and the
plot of  the film a r e  one and the
Same. Very  accura te  indeed
•  Sat is fy ing g a m e p l a y

v i l

•  Whi le  unoriginal ,  e a c h  lev  - -
is suf f ic ient ly  po l i shed  to
m a k e  th is  a  p leasure  to  p ia
•  S ix  c o m p l e t e l y  d i f ferent
levels  c o m b i n e  to  provide
good va lue
•  Contro ls  throughout  a r e
both responsive  and e a s y  to
get  to  grips w i t h
•  A tmospher ic  g raph ics  co
vey  the  co ld  and d a r k n e s s
the  Pat tern  of  the  o c e a n

AND THE UPPERS

THE HUNT
FOR A RED
HOT MOVIE
Glasnost and Perestroika are dead, long live
East-West loathing and the Cold War. 'Ere.
hang on a minute, that's not right. No sooner
do we get on speaking, nay, McDonalds eat-
ing terms with the Ruskies than some geezer
comes along and makes a film about the
world being on the brink of Armageddon
thanks to a slightly mad submariner who has
a taste for joy riding around the sea bed.

But who cares? The Hunt for Red
October was written by Tom Clancy way
back in 1984 and despite its subject matter is
the perfect vessel for a tension packed big
screen thriller, especially when you manage
to bag Sean Connery in the leading role.

You should all know the plot by now so
we'll launch straight into some facts about
the film.

1. It cost an estimated $30 million to
produce (not cheap, huh)
2. Half  of that went on Cannery 's  wage
3. That last one was a lie
4. When a member of the US
Government saw the set of the sub's
interior he reported the production crew
to the FBI as he thought it was all a bit
'too accurate'
5. When asked, US government officials
were unwilling to comment on the
authenticity of the Red October's inte-
rior sets
6. US Navy officials would not reveal
how deep their subs go, except to say
that it is In  excess of 400 feet'. Though
in truth.1000 feet plus is not unlikely.
7. Even at the age of 127, Sean Connery
is still dashingly handsome and was
recently voted the sexiest man of all time.
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chance to give someone the permanent
back they deserve. No matter if you

a couch potato, a valuable friend or
these are just some of the possible
You can create a certificate in just

choose an award style and border design,
the name and message, add the date,

print. You can even create a list of
spool print, ideal for class awards!

orersspecial, a range of 24 b d
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products on your Commodore
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15 packaging) and well rush
CEOS v1,2 64 package including

processor and geoPaist
But hurry -  this offer

January 1991. After that we
generous!
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a  THE NEWSROOM 64
Ideal for all ages. Quickly and easily create newsletters
posters‘ flyers or banners far school, work and clubs.
Newsroom is divided into sections: in the Photolab you
can select from a library of 600 pieces of art, combine
them as you wish, edit them with a powerful set of tools
and store them ready for the layout of the newsletter.
After typing your news with the inbuilt cord processor
move across to the layout department and arrange the
pages As editor you have control over the position,
style and size of text and graphics. When you have
finished printout your works of art.
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COMPUTER  SOFTWARE
Prices *Me VAT oiti_K. delivery.

f a i l i n t  O v e r s e a s  orders send advertised pricep:31
Plus 1-250 for Airmail Please send cheque, Postal Order or Credit
Card details. VISAACCESS orders accepted by pAort.
Masons Ryde,  De t tord  Road, Pershore.
Worcs. W R 1 0  l A Z .  Tel: ( 0 3 8 6 )  553153 .
Technical Suppor t  Tel: ( 0 3 8 6 )  5 5 3 2 2 2 .0
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"  C64 S/LINE UPGRADE CASE
Make your older C64 look like a new model! All you
need is a screwdriver and about 15 minutes to
transfer your C64 insides to this new case. Complete
instructions included.
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FREE C ATA L O G U E  1  41
32 Pages of the latest Commodore disk products
for your Commodore 64 and 128 computers.
Call or write now
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COMMODORE EARN!
Yes making money with your Commodore becomes incidental when you know how
Your micro is, i f  only you knew it. a  gold mine. The size and make is irrelevant
Make the initial effort NOW by starling your own

HOME BASED BUSINESS
This may be the most important move you will ever make!

REMEMBER: You'll never get rich by digging someone else's "ditch'. Anyone in the
country. including YOU, can become very rich in a relatively short period of time just
by doing a few basic things! It's more rewarding than playing games. The benefits
are many and varied. Full or part time. For FREE details send S.A.E. to:

, W I M P  P3 ABED)
U N I M E S M
31, PILTON PLACE (CF 4)

KING AND QUEEN STREET,
WALWORTM, LONDON SE171DR

W A N T E D
USE YOUR VOICE
TO OUTDRAW THE

DEAD GUNFIGHTERoRALIVE C A S H  PRIZES
0898 31 35 94
INFOGIAL POBox 36 LSI dflu Col chages 33p Per Min Cheap 640 Per Mn Al Omer limes

VISA COMMODORE
*Commodore authorised and registered repair
* Over 10 years experience with

Commodore computers.
• 20 qualified technician engineers

at your disposal.
*We will undertake to repair your

Commodore 64 computer for just
E29.00 including parts, labour,
V.A.T. and post & packing.

* Most computers will be turned
around in just 24 hours!

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

• Power supplies replaced if necessary.
* All repairs covered by a 90 day warranty.

C64 REPAIRS Just 29.00 inc
centre. *  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. (If possible, please include a daytime
telephone number and fault description).

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

(WTS reserve the right to refuse machines that in our
opinion are beyond reasonable repair).

OF
Chaul End Lane, Luton, Beds LU4 8EZ

(0582) 491949 - (4 lines)

Access



C o m m a n d e r  Knox is a

genius. We know this not
because he once discov-
ered a cure for cancer in
his sandwich box. No. We

know this because when
Commander Knox fell into a Black
Hole in a small galaxy in the year
2064 he didn't shout, 'Help! or,  *This
is it -  were done for, chaps!' but,
'Aha, we've jumped into the 12th
dimension. This means, unless I'm
mistaken, that we will encounter
weird, geometrical worlds,'

Game Gotchal
Maker Kingsoft
Disk £19.959.

He was, of course_ absolutely
right_ All around him whirled strange
square planets which could easily
have been transformed into habitable

worlds (conveniently solving the
4th dimension's terrible
problem with council wait-
ing lists) if it weren't for a
bunch of contaminating

radioactive blocks.
And that's where you come
in. It's your task to remove

4 . 1 6  t h e  offending boulders from40 different planets without U h - o h !  There are now four of those horrible red spinnythings. And those grey blobs are exploding bombs.
further ado  -  and all the  equip-  B I l i m y !  J u s t  h o w  tough  is  th is !

ment you've got is a little E a s y ?  It would be if there weren't so
rubber bal

What all this boils down to is a m a n y  savage skulls, horrible helicopters,
l_..

riotous robots and bulldozing bubbles lurking
rather elaborate Breakout-style a b o u t  the place_ One touch and it's curtains

game. Your f o r  Mr Sponde. To

ball, or N o  j o b  t o o  s m a l l n o  m a k e  matters worse
sponde as ,  m o s t  of the blocks are

they call it in the c o M M I S S I C ) n  t o o  l a r g e  colour-coded: to dye
your ball the same shade

as the block, you have to dip it in the appro-
priate paint-pot first. And that's just the half of
it. In the 12th Dimension there are one-way
roads, moving blocks, colour-coded doors,
bombs and mysterious question mark bricks
floating about all over the shop.

trade, is only capable of bouncing up
and down so, using left, right and
speed-up controls you've got to

manoeuvre it round the screen
and use it to smash up those
blocks. The faster you go, the

bigger your bonus.

As you've probably guessed, the skulls are a case
of Game Over. At  the moment,  your ball  Is yellow,
and can only therefore destroy yellow blocks
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On this level, you're tasked wi th  the gradual disintegration of a car
(shape). Bounce on all the  red blocks to destroy them, avoiding the
five aliens things which want  to do the same to you!

It sounds like a
sure-fire formula for a
puzzle game: lots of dif
ferent levels, plenty of
obstacles, a screen
designer and a couple
of excellent two player
options both of which
have totally different
sets of screens. No two
levels are exactly alike
and there's always
plenty to keep that cute
little sponde occupied.

In practise, It
can be so excruciatingly
frustrating you'll want to
stick your Doc Martens

POWER TE5r85

Those flanny l i t t le  red hovering doobries look quite
cute but are  a pain in the sphere. They whizz
around the screen and one touch proves fatal!

DME DOWNERS...
•  Frustrating gamoplay -  you won't
get addicted
•  Very pricey for a Breakout variant
•  Uninteresting graphics
•  No on-going play - each level has to
be played separately
•  Minimal sound effects

Golcha COMMODORE FORMAT 4, January

straight through the screen. The trouble is
that Gotcha! just isn't addictive enough.
There's very little sound to speak of and the
graphics are fairly basic but what's really
missing is the incentive to win_ Each level is a
game in itself. Once you've finished it, that's
it there's no overall score and it doesn't
affect your progress in the game as a whole.

And the moral? If you like
making expensive mistakes rush
out and buy it. If you don't, take a
very close look at it first.

GORDON

POWER RATING

1 9 9 1 ?

100
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a  SPECIAL
he polls are in, the doors have

I c l o s e d  and an army of people

have been busy collating CFI 's
questionnaire results (well, Jo
from downstairs, actually). So

who are you? What do you do?
And just what do you think of Commodore
Format? The answers to these questions
and more will be revealed. Read on...

AGE
It seems that the majority of our readers (le
you lot) are in the 14 to 16 year age group_
This is good, because it coincides with the
average mental age of the CF team.

HARDWARE
Only 2% of our audience own
a 128. The rest of you own a
C64 of some description. So far.
very few have a C64 Games
System (though that will no doubt
change drastically over this
Christmas period!).

PERIPHERALS
Almost everyone) owns a joystick
(although 4% don't — odd that).
Around a quarter of you own a monitor
and printer, while nearly a third have
committed funds to the purchase of a
disk drive. A couple of you are lucky
enough to own an Amiga, while just the
1% drew the short straw and own a non-
singing, non-dancing, non-scrolling Atari ST.

On the 'intend to buy' list, the disk drive
rated highly (29%), followed closely by a
printer and a new joystick. A huge 11%
wanted to get a modem (keep reading the
Comms section, guys) while 9('/0 and 3%
wanted an Amiga and ST respectively.

SOFTWARE
Games came out tops in this category (94% of
you owned games, surprise, surprise), with
adventures (52%) and art packages (43',/,,)
coming second and third. Music programs,
word processors and databases came in at
around the 30P/o mark, while other serious utili-
ties and programming languages hovered at
15% of ownership. (Of course, it's possible
these figures are slightly distorted due to the
range of utilities which are occasionally bun-
dled with C64s.)

USAGE
Your C64's waking hours were split between
games at 76°,10. programming at 15%, art at
5% (hopefully this will get a bit higher now
you've all got the Vidcom package!) and music
managed a measly 3%, (Maybe you need a
music package too...?)

D O S H
The majority of you spend up to E20 each
month on software, while only a few people
managed to break into a E30 note. Between
the lot of you. over E650,000 is blown each
month on C64 software. That's almost E8 mil-
lion a year. Phew! And that's not including the
other couple of hundred thousand C64 owners
who don't even read CFI (Shame on them).

W H O 0 0 0 0 0
ARE YOU?

(Yeah we really wanna know...!) OK
folks. Here are those Commodore
Format Questionnaire results in
full. Thanks to everyone who
replied to it. We've collated the
data, filed it, eaten it, regurgi-
tated it and according to it,
this is who you are...

On average, Over the last 12 months. CF read-
ers spent E67 on hardware, E98 on games, £18
on serious stuff and E9 on creative software,
over the next 12 months, you reckon you'll
spend E94 on hardware, E108 on games, E30
on serious software and another E14 on cre-
ative stuff. What a wealthy bunch you are.

GAMES
According to our figures, on average. each CF
reader currently owns 96 games. This figure is
obviously rather high, and may have been
influenced b y  the odd one or two fortunate
peeps that have old libraries of several hun-
dred games (they do exist!).

Over the coming year most of you hope to
buy between 5 and 20 games which seems
like a reasonable ambition. A few reckoned on
around 30 titles, while there were even the
odd few optimists who intend
lashing out on over 50
games. Lucky swine&

OTHER
MAGAZINES
As well as reading the most skill
C64 mag in this or any other
Universe, you also peruse other
magazines of the same ilk. In
our poll out of 10, CFcame Out
tops (Yeah! Woohl Way to go,
etc.) with a stonking 9.0 (thanks
guys). ZZAP! (Boo! Hiss)! came second
with 7.2, followed by YC (6.0), C+VG (5.5),
Commodore Disk User (4.7) and the CC) with
a lowly 3.2. So it's official — CF is tops.

As for non-computer titles, Viz rated highly
(you naughty people!) followed by 2000A0.
Zarjaz and scrotnig!

Everything you ever wonted to know about COMMODORE FORMAT 4, January 1 9 9 1

CF ITSELF
And now the nitty gritty. What did you think of
Commodore Format (issue 1, Of course!).
Rated Out of 10 and starting with the most
popular section, here they are: the CF
Covertape (9.1), Early Warning previews (8.3),
GameBusters tips section (82).  Competitions
(8.1). Features (like the cover feature on the
C64GS) (8.0). PowerTest reviews (7.9). Inside
Info tech section (7.8), Network 64 news
pages (7.5), The Mighty Brain letters pages
(7.0), The Gauntlet head-to-head (6.4). The
Comms section (6.0) and finally the PD
(Public Domain) section which scored only
5.9. Not bad considering we didn't actually
have a PD section!

SUBS
Finally 12% said they were subscribing to CF.,

51% prefer to buy theirs from the
newsagent, and 37% said that

were going to subscribe
(presumably, once they've

scraped the necessary
funds together!).

And that's yer lot.
Thanks again to everyone

who filled our little form in and,
in case you were wondering, here

are the ten lucky winners of super
CFT-Shirts:

Mark Teppenden, Faversham;
Steve Bromfield, Evesham; Jonathan

Whittemore, Derby; Chris Curtis,
Derby; Keith Witten, Bicester; Bryn
Stevenson, Chesterfield; Robert Crouch, St
Leonards-On-Sea; Roderick
Mackenzie, Methven; Paul Dews,
Nottingham; Ray Martin, Essex



THE
JANUARY

COMPETITION

In The FANTASTIC

THE
COMMODORE AMIGA

OR
SEGA MEGADRIVE
(Plus Game of Your Choice)

OR
NINTENDO

(Mega Turtle Gift Pack)
OR

ATARI LYNX
DIAL A  Q U I Z CHRISTMAS Computer Competition

Answer 4 simple computer related questions and by this time NEXT MONTH
YOU could be the Lucky Winner of one of FOUR Superb First Prizes in this

months DIAL—A—QUIZ "Welcome to 1991" Computer Competition.

eg. QUESTION:  In which game would you find Professor Elvin Atombender?
ANSWER: 1 .  Double Dragon.

2. Impossible Mission.
3. Monty Python's Flying Circus.

It's THAT simple!

And REMEMBER, you can enter ALL Competitions as many times as you like.

Commodore Amiga Hotline: 0839  1 2 1 - 1 6 1

Sega Megadrive Hotline: 0839  1 2 1  1 6 2
Nintendo Console Hotline: 0 8 3 9 - 1 2 1 - 1 6 3
Atari Lynx Hotline: 0839  1 2 1  1 6 4

One first prize in each competition. Winners are chosen at  random from all correct
entries received. Closing date 20th January 1991. All calls last approximately 4 minutes
and if you are under 18 we ask you to please obtain your parents consent before you
dial.

Calls are charged at 33p per minute cheap rate. 44p per minute at all other times.

OCTOBER RESULTS: CHRISTOPHER MITCHELL From KENT..AMIGA
IAN HIGGINS From LEEDS..SOFTWARE
STEPHEN JONES From ASHTON•UNDER-LYMESOFTWARE

P.Grove. DIAL—A—QUIZ. P.O. BOX 11, SKEGNESS, LINCS. PE25 3NL



FORMAT T-SHIRT
Wear this brilliant T-shirt with
pride, The Commodore Format
logo is printed in daglo green
across the chest.
Be totally coot,

Description P r i c e  C i d e r  NO
Large £ 4 . 9 5  C M 1 0 1
Extra large £ 4 . 9 5  C M 1 0 2

AI&

FORMAT BINDERii
Descron
One binder
1%tro binders

Keep your issues together in this
high quality bsrider with the
Commodore Format logo printed
on the front and spine in daglo
orange.

Price O r d e r  No
1,4.95 C M 1 0 3
E9.00 C M 1 0 4

3
CRUISER JOYSTICK

Powerplay
The games reviewers favourite
joystick m the Commodore
Format dagio colours. Pick the
winner and *shoot-ern up' every
time.

Description P r i c e  O r d e r  NO
Cruises Joystick £9.95 C M 1 0 5

•

STOP PRESS &
M O U S E  Database
Get into the world of DIP with
thes brilliant programme
complete with mouse. Generate
your own magazines!

Description P r i c e  _  Order No
SIP &mouse E 3 3 . 9 5  0 4 1 0 6

-

PICKED BY THE TEAM, THE BEST PROGRAMS AROUND FOR YOUR MACHINE!

EMLYN HUGHES'
ARCADE QUIZ
Audiogenic
Tee its on the tip of me
tongue'This b r i t  pub type
quiz will have you hooked for
ever,

Description P r i c e  O r d e r  NO
EH Guiz Cass 0 . 9 9  0 4 1 2 3
EH Quiz Disk 6 1 0 . 9 9  C M 1 2 4

T U R T L E S  Mirrorsoft
Cowabungal
The Heroes in a hag shell stop
eating PilZa to save the world
The game the whole planet has
been waiting for!

Description P r i c e  O r d e r  No
Turtles Cass E 1 0 . 9 9  0 4 1 2 7
Bolles Disk £ 1 1 . 9 9  CM1211

HOW TO ORDER...
MIST MAKE A NOTE OF
THE PRODUCT NAME
AND ORDER NUMBER
AND FILL IN THE
ORDER FORM
OPPOSITE.. OR RING
OUR HOTLINE NUMBER
ON 045E 74011

PRICES INCLUDE
POSTAGE, PACKING

AND VAT
NO HIDDEN EXTRAS

SUL teUltitak't2&1Llit ELILECLILM Lc N. C a n t  OF
FILL s c i l i Z U L L  L-21

10
MIDNIGHT

RESISTANCE Ocean
Fight King Crimson and his
Crinson Corps in this scrolling
run-about and shoot Lem up!

Description P r i c e  . .  Order No
Mignight R Cass e8.99
Midnight R Desk £11.99 0 4 1 3 0

11
Price
E1299
E14.99

Description
H. Coll Cass
H. Coll Disk

HOLLYWOOD
COLLECTION
Ocean
Take a trip to the pictures with
this stonking collection of movie
be-ins, including Robocop and
Batman

Order No
CM131
04132



TOTAL RECALL Ocean
Taken from the blockbuster
movie. Play this brilliant game
with Arnold Schwarzenegger on
Mars trying to discover his past_5

Description P r i c e  O r d e r  No
Total Recall Cass 28.99 C M 1 3 3
Total Recall Disk £11.99 0 4 1 3 4

6

FUN SCHOOL 3 Database
Make learning fun with these
superb programs designed to
prepare your children for the
Nabonal Curncteurn.
Fun School 3 is the lollcm up to
the sensational Fun School 2.
•  Button badge in every box.

•  Designed by a team of educationalists.
•  Comprelensive rnagual with seperate
earentleacher notes.

Descripbon  P r i c e  O r d e r  No_
ELUnder 5 Cass £9.99 CA4135
ES.Under 5 'Disk 2,11 .99 0 4 1 3 ‘
ES,5-7 Cass 2 1 0 . 9 9  0 4 4 1 3 7

INsk £ 1 1 . 9 9  0 4 1 3 6
Meie r  7 Cass 1:9•99 0 4 1 3 9
ES.Over 7 Disk £ 11 . 9 9  C M 1 4 0

12

SPIDERMAN Ent Int
See this month's cover tape to
play the game taken from the
superb comic. Amazing
animation to please the eyes and
devious puzzles to test the brain!

Desaiption P r i c e  O r d e r  No
Spiderman Cass £7.99 0 4 1 2 5
Spidennan Disk e10.99 0 4 1 2 6

4:121:I'LL
L 12 Lill

Name

Address

Postcode

Phone number

IRON MAN vir,
Ivan 'fronman' Stewart's Super
Off-Road Racer, A Super Sprint
style race for up to three players.
Collect icons, upgrade your truck
and burn some tubbert

Description  P r i c e  O r d e r  No
Iron Man Cass £ 7 . 9 9   0 4 1 1 1
Iron Man Disk 6 1 0 , 2 9  0 4 1 1 2

COMMODORE FORMAT MAIL ORDER
Description

Method of payment (please circle) Access • Visa • Cheque • PO

Credit Card No

Expiry date Please make all cheques payable to

TOTP1. ORDER

CARTRIDGE
USERS!!

SAVE E5
OFF THE

CARTRIDGE
VERSION OF
ROBOCOP

2
FROM OCEAN
SOFTWARE
Make your own lethal

response. Send a cheque tor
E14.95 made payable to
Ocean Software Limited
along with this cartridge

voucher to
Commodore Format Offer,
Ocean Software, 6 Central

Street, Manchester, 1112 5NS

This otter is valid until
31st9January 1991

Price Order No

•  For overseas orders
call Clare for prices
on 0458 74011

SEND THIS FORM TO: Commodore Format, Future
Publishing Ltd, Freepost, Somerton, Somerset, TA1 1 7BR

F u t u r e  P u b l i s h i n g  L i m i t e d  N o  Nom fuguirod if posted im tho UK. Chinni Womb or dm hit of Non



90 OWN TEST
y Ed, there's a mouse. Eeek,

where? There on the the stair.
Where on The stair? Right there,
a little mouse with clogs on.

Well I declare! Yes and it's going
clip clippety clop on the stair.

That naff joke was just my way of intro-
ducing Summer Camp from Thalamus. In it
you play the part of Maximus Mouse, who is
in a right old two and eight, because the day
before the summer camp was due to open he
discovered that the American flag had been
stolen. Horrors!

Maximus knew exactly where to find a
replacement but getting to it was going to be
the difficult bit and this is the task you, as the

Summer Camp fea- c o n s i s t s  i cons  which when col-
there are a number ofplayer, must undertake. level three

lures lour increasingly l e c t e d  provide various

difficult levels all running o f  a  g o l d  m i n e  f u l l  o f  helpful bonuses. Level
along a different theme. m i n e r s  t w o  takes place in a

The aim in each is p s y c h o p a t h i c  w i l d  west setting in
to collect a num- w h i c h  saddles replace the balloons and a

sproingy bed provides the motive power for a
higher than normal jump.

ber of crates containing parts of a
vehicle which transports you to the
next level_ Each vehicle has more

components than the last, making
assembly trickier, the further into the
game you get.
Movement controls are very simple

(left, right and up to jump) which

c g i t m e a n s  you can leap straight into the

game. Level one is set in the camp
itself, in which large dogs and

deadly birds threaten to ruin your day.
Many of these hazardous inhabi-

tants follow a rigid movement
pattern but there are others who
home in on you, given a chance.

Meanwhile, to help you get from
one platform to another, balloons

provide a useful mode of trans-
port_ They carry you to

Even this huge wooden scaffold isn't enough
to save you from the lethal  shots of that
whirling dirvish—dem bones, dem bones

- I n _ r ago 0  m i
/Pt C I  - •  i C t •
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Ph I n

RIO

r  r r r

A slithering snake,  a ravenous vulture and a
rabbit wi th  a bad case of myxomatosis are
just a few of the nasties you'll mee t

4.4 .4sdLe4•4 •44 •4164A414141414A4
The first screen  of the first level .  The sun is out,
the sky is blue. The kite is one of many moving
platforms as is the balloon on the right
crates that would otherwise be unobtainable.
Max can also walk on clouds and use bounc-
ing balls to jump higher. In addition to this

Once collected.
a long fall won't
prove fatal to
wee Max

COMMODORE FORMAT 4, January 1 9 9  -  Summer camp, some aren't.. .

Level three
consists of a
gold mine full of
psychopathic
miners and
large hooks in
the ceiling
which Max must
grab onto to
escape death by
pickaxe. The
fourth and final
level takes you and

Max to the moon -  where
Max has chosen to get his
flag, though I'm sure he could
have found one closer to home.
This is where Maximus gets to com-
plete his task.

However, as I mentioned before, each of
the first three levels contain a number of
crates to collect containing vehicle compo-
nents: level one is a car, two is a sort of
digging machine (Jules Verne style) and
three is a spaceship. Level four contains

J A P  a n d  stripes

The stars

has gone missing
from the flagpole a t  the Thalamus Summer
Camp. Everybody's in a flap e x c e p t  for
Maximus Mouse. He' l l  go to the Moon to get
another flag -  but only if you give him a hand

Maximus Bares All
A guide to the icons in Summer Camp

Landing on th s lelly
icon increases the
height of your leaps

It looks like a
butterfly but is in
fact a smart
bomb

Each of these, when eaten, replenishes lost
energy. So eat and be merry

These beauties allow you to become
the world's first free-flying rodent

The banana
provides a short
period of
invincibility

Eat the water
melon and you
can fire pips to kill
the enemy

Hang from this E i g h t  balls can
to avoid the b e  used as
advances of the w e a p o n s ,  shields
enemy o r  platforms



here
hree

thin
Id k n o w  about

black blob. One
black,  t w o
, and thy

murders mice

The balloon icon In
action. By jumping

into it a t  various
angles you can

change the directinc,
of your flight t o  yo,

best advantag
Presing fire relees,

you.

I •
Icons are a  m o u s e s  best friend, especi
when they're hooked one A v o i d  the en
by leaping up to grab the hooks

_401 r .  _ • •

.11-trt i  d i t i V 1 1 1 4 1 / '1 1 1 1 p  q l

s are hard and mattresses cost  money. Still, the
of be l i n e n  is a  blessing as you can use theto jump higher than norirtat

Mos has just released this eight ball  which
with luck and a following wind should
mate  the various opponents

Imp - 7 ,  CPe t  C1 .41
• O P  01 CP • • • 1 1 0 . .

r r e r i r r t  • I : x = 1 m  , 'rn • • ' k 7 P 1 r  •
•e"; k a 3

4laki•••711,
• 316.•4"u',1 ' "  2 . 7 1 7 r "

•—••••rp T
, t 1 a .  're• • • • • ro

• i•.••

. • •..Mtil -41r

GO 1::1 • • • • •
._,A,Ilmon • e i••••• e• • •
trrr •

A l k i t h i l l i d b i A l S t i a 4

•••1116,

s-,••••• •

Er, let's s e e ,
there must
in which you
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POWER TEST•

-

Oh dear,  Maximus has got a  bit over zealous
with the bubble gum again. This is the fourth
and final level .  M a k e  of it what  you will
components that build up to make the flag.
Once you've collected a vehicle's parts, a sub
game is accessed in which the components
are displayed along the top of the screen and
Max appears above a number of platforms,
By pressing fire while standing over the right
platform, one of the vehicle parts slots into
place. If you press the wrong platform at any
time, all the components return to the top of
the screen. The quicker you make the vehi-
cle, the more points you obtain. It all
becomes extremely complicated.

Graphics are colourful and cartoony with
good sprite animation and humourous
touches. Now and then collision detection is a
trifle suspect but it overall Summer Camp
provides an excellent challenge. Polished
game design and a superb
theme ensure that both the
visuals and the playability
provide nothing less than
long term enjoyment

ANDY
Game
Maker
Cassette
Disk

17'irrer Camp
hatamus

C9.99
t

POWER RATING
THE DOWNERS...

•  Collision detection can at times,
be less than accurate
•  Difficulty may put off some folks

•  ...But perseverence reaps
great  rewards
•  Bold and colourful graphics
•  Animation of spri tes is great
•  Hiamourous touches come
thick and fast
•  The theme of each le ' M S
implemented very well .  Every
scenario is embel l ished wi th  -
unique features •
•  There are  puzzles a plenty.  In
later levels every screen repro.
'Ants  a  simple puzzlette

0 1  Collect icons for a variety of
' Ingenious new abil i t ies

1111- .AND THE UPPERS •

0 0 0 R E  FORMAT 4, January 7 991



p r e p a r e  yourself for a tale of

woe. As a youngster, the hero
of our table was stolen from
his parents and forced to live in
slavery in the temple of

Necropolis, home of the Beast Lord. The
infant tell victim to the Mages' dark arts —
years of vile potions and brainwashing
transformed the child into a lithe and power-
ful half-human with no emotions — necessary
preparation for his task ahead: the herding of
humans for sacrifice to the Beast Lord.

One day, an old man catches his eye. A
sliver of recognition pierces the creature's
mind.., it is his father. Suddenly the years of
conditioning peel away. Ancient memories
come flooding back arid the half-human, sad-
dened and enraged by his new-found truth,_

A nice action shot of your half-human's flying
kick. It 's a pity he didn't manage  to hit anything
in the process but there you go...

turns against his oppressors and decides to
destroy the Beast Lord. Gosh!

En route to the big show-down with ol'
Lordy himself, the quest takes our half-
human hero through forests, into the depths
of subterranean caverns and on to the final
assault in the labyrinthine interior of the Beast
Lord's domain — an awesome castle.

This visual masterpiece starts in the great
outdoors where the creature has to traverse

41111lialteilltaffill"TillyntriellIL m o p s  -As -41
1,;:i, >  . . •  .1:- . 1 .

A l e v e l  underground guardian decides to
make your life miserable. And very soon a  big
spike wil l  come a  n d get you unless you move I t

Another pop-up monster prepares to do our hero some serious harm.
Gripping stuff, eh? Well it wi l l  be it  you let  the poor devil get too close.
Take  it as reed that  these guys have insatiable appet i tes

COMMODORE FORMAT 4, January 1 9 9 1  -  the stuff of legend

These snakey beasts pop up out of the ground
Just when  you aren't  looking. Duck their  missilesand then bash them in the belly

4  One of the most impressivegames ever to appear on the
Amiga has finally come to

0 t h e  C64, from Psygnosis
via Ocean's 8-bit conver-

sion. Unbelievable graphics and
sound have been packed onto
this new cartridge but the game-
play is just like the original and that has our
reviewer worried...

• •  •
4'4,1;41 t

En route to the Beast  Lord's castle,  things really start  to hot up. Here
you have to avoid the dragon-bird's droppings while fending off the nasty
advances of that  creature behind!



lies

Game Shadow of
the Beast

Maker Ocean
Cartridge E19.99

a▪ sty

DeCiSiOnS, dOCISIOnS..l. What shou ld you do? Get
duffed up by the big b u e  beastie -  or get a spike
retrained through the top of your u l l ?

sk

for the weapons needed to destroy the
guardians that await — and what guardians
they are! As well as mid-level monsters, there
are some hu-u-uge end-of-level jobbies. First
on the menu is the Rock monster, a grey
creature who fills the screen. If you haven't
picked up some serious firepower by now it's
a short battle, one touch and you're dead

meat.
And that's another

drawback — you

smoothly past (guar- m o n s t e r s ,  t h e r e  a r e  s o m e  only have oneanteed to make l i f e .  Once

ST users sick with envy!), e n d - o u l e v e l  j o b b i e s  that energylevel zeros Out,

the landscape, running from left to right past
trees and greenery to reach the entrance to
the first underground level. The scrolling on
this section has to be seen to be believed —
eleven layers of parallax
(including the clouds) with
full-screen trees gliding

The Beast Lord's minions (further cre-
ations of the Mages' experiments) are out to
stop this attempt on their leader's life and pop
up Out of the ground, fly out of the sky and
bounce into view. Contact with any of these

As well as mid-level

The exterior of the Beast Lord's cast le  scrolls impressively into view.
You know, i t s  not too late to turn around, go home and put your feet
up— Chicken...

drains the half-human's
energy. Care is need(
— no blundering head
long into danger
(although at first this
is the only way to fin
out where the aborn
nations appear).

Once their loca-
tions are learned,
our hero-creature
can wait for them

and give them a kick
in the tentacles, a
swill punch in the
mid-section or a
flying kick to the
head. With only
these three moves,
combat's a bit lim-
ited. but halfy's fast
and responsive to
control.

This gorgeous loading screen sets the scene for the forthcomiBelow ground, a visual  en g
xtravaganza -  probably sett ing the visual standard by which

fair amount of
all cart  games for the

54 will  now be judgedexploring is in order
to find keys for access to later sections and B e a s t

is much the same. i t s  merely a matter of

its back to the square one
(well... screen one). Mind you, this doesn't
prove half as painful as if it were a disk or
tape multiloadi

Without a doubt, Shadow Of The Beast is
a stunning demo of
what's possible on
the 'humble' C64.
Poor old SID is work-
ing overtime,
pumping out some
moody tunes, while
the number of huge
characters plus the
eye-popping parallax
makes Beast one of
the most visually
appealing 64 games
ever, following in the
tradition started by
the Amiga version.

However, the
conversion is a little
too accurate —
instead of listening to
the many reviews of
the Amiga Beast
which argued 'nice
graphics, shame
about the gameplay',

the programmers have
ensured that the C64

mapping your route, finding the right order to
collect things in and being prepared for when
the creatures appear.

It shouldn't take hardened garners long to
complete but the journey is long and arduous
and there's plenty of action to get your
teeth into. There won't be too many " r
disappointed buyers.

STEVE

POWER 'RATING
ME DOWNERS...

• Garmplay is a little too repetitive.
and the action too sporadic
•  Main sprite is a tad plain
• Limited combat moves and the pre-
dictable monster attacks don't make

quest overly exciting

-III Eye-bulging graphics with
amazing scrolling and some
the biggest guardians you'll
meet  on a 64!
•  Moody tunes keep the ears
interested as  wel l  as the eyes
III Exploration is made more
Inviting by the promise of visU
treats in store
•  The  inclusion of a few maz
levels and i tems to col lect
helps to pep up the variety
•  The challenge is long and

i r c u l t _  you won' t  go far wit i

mapping and preparation

,...AND ME UPPERS

Half mag, half  tape: COMMODORE FORMAT 4, January 1 9 9 1
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ean must employ someone
specifically to track down and
acquire the rights to incredibly
obscure coin-ops beginning with
'P'. After

Tailo's Pozznic (who?) and p e s t r o Y
Plotting (eh!?) comes the
Mitchell Corporation's Pang (never
'eard of it!). Arid whoever does it
deserves a raise, since Ocean ha
come up trumps with all three
titles. Pang is another on-cart-
only job and a right little stonker
it is too.

The plan of Pang is to
make your way -  either solo
or with a pal -  from Japan
to the Easter Islands in
the Pacific, travelling via
the rest of the world.
Your ticket to ride is
earned upon completion
of screens representing
different locations
around the globe. Each
screen -  complete with
a very nicely drawn
backdrop -  is beset by
bouncing bubbles.
Blimeyl Your  task is to
destroy these stamped-
ing spheroids by
spearing them with
your harpoon device.
This gizmo fires a verti-
More scenery of the David Attenborough
variety. This t ime it 's Mount Fuji in Japan.
Colourful backdrops are  only one reason to
keep playing

Australia's Ayres Rock pro-
vides a stunning backdrop
to this particularly manic
level. Oz is really l ike this?

cal beam which hangs around for a
second or two and bursts any bubble
it touches. But instead of going 'pop'
and disappearing, they merely split
into two smaller bubbles which also
need harpooning. And so on, until
after about four hits, they finally
wave bye-bye for good.

Your little character is guided to
left and right across the bottom of
the screen but has to climb over
obstacles which start appearing on

later levels. Sounds a doddle so far... But! The
bubbles are deadly -  even the teensiest touch
and your little chap is sent flying and loses a
He (what a wimpo). Not only this, but each

these stampeding spheroids

t
-- - - - - - - - - - - - - - - - -(1 - - - - -1 5 5 0  S T - A o r r - - -5 - 1 TIRELOXEYam

As -  A c m e  Bubble-Bursting Harpoon wasn't
en • u s e f u l  items drop from the skies for no adequately
explained reason, and can be collected to help your mission:

CLOCK -  Freezes all bubbles on screen. so you can blast
em to bits.
HOURGLASS -  Gives you more time to clear the screen.
ANCHOR HARPOON -  Attaches Itself to the ceiling
forming an impenetrable well of harpooness. For a bit.
DOUBLE HARPOON -  Fires a double stream of deadly
harpoon heads. like a machine gun sort of thing.
SHIELD -  Defence against a single bubble bump. but not
against creatures.
VULCAN G U N  -  Kills Mr Spooks. Naaah, not really. it
shoots loads of bullets, but can't damage the platfomis.
D Y N A M I T E -  Smart bomb -  reduces all the bubbles to their
smallest size. Not so smart if there are loads on screen!

screen is home to a
series of creatures, like birds and small... er...

things. which stroll across the screen
in mid-game. The cheek! Shoot at
these by all means cos it any of
them touch your hero, it's time to
start humming 'Another One Bites
The Dust'.

Burst all the bubbles on the
current screen within the given time
limit (without losing all your lives)
and you're sent to the next loca-
tion, simple as that. As screens are
cleared, a map appears showing
your globe-trotting progress: sur-
vive to Easter Island and you've
finished the game!

Pang comes as something of
a pleasant surprise. The coin-op
may not have made a big hit, but
this deserves to be! Sound and
pictures are well up to scratch
with some sick-makingly jolly
arcade tunes and those smart
backgrounds. The bouncing
motion of the bubbles is pretty

As the  game progresses, your journey
around the world is charted in this map.
Burst those bubbles it you want  to travel

Game
Maker
Cartridge

THE DOWNERS...
• Repetitivc nature of the garneplay
the only reason to down joysticks
EPossilaty a little too easy to complete

•  Frantic and hect ic gameplay
Is simply very addictive!
•  Smashing backdrop scenes
of different worldly locations
•  Simultaneous two-player
action boosts playabil i ty
•  Bouncing bubble movement
has been beautifully captured
•  Good choice of weapons and
goodies staves off monotony
•  Play is fast and the charac-
ters nice and control lable
•  Bouncy rendit ions of coin-op
tunes get  the toes tapping
•  Loads of levels so you're t o r t '
ever popping bubbles!

...AND THE UPPERS
I.

The last review you'll see in COMMODORE FORMAT 4, January

convincing, and the only
glitch comes with the big-

ger orbs which occasionally lose a sprite
when things get busy.

It's very fast, very playable and
very 'one-more-go-ish'. What more
d'ya want? How about simultaneous
two player action? Yep -  got that too!

STEVE

F a n g  9 1
cean
19.99

POWER RATING
100

1991



Suspense as
Dick encoun-
ters another

5 character  on
high foot-

The film used
bright comic book
colours. This idea

has been trans -
toted into the
game as well

• REVIE14
SHADOW
DANCER
US GOLD
Sego's follow-up to their successful coin-op
Shinobi is currently being converted by
Images, under the guiding hand of Jon
Williams, author of the Knight Games trilogy
and Pig Tales, which appeared on the sec-
ond PowerPack covertape.

Shadow Dancer takes the Shinobi game-
play a step further, introducing a white-clad
Shinobi ninja-type and his white Shinobi
dog (canine ninjutsu killer). There's lots of
jumping, shurikening and ninia magicing,
not to mention send-your-canine-ninjutsu-
killer-oft-to-ravage-some-poor-terrorist-
about-his-soft-and-fleshy-parts-ing.

Our early demo looks very
impressive, with coin-op copy-
cat graphics and creamy
smooth multilayer parallax
scrolling effects.

The coin-op was jolly
good fun, so Shadow
Dancer promises to be a
good •un. And loyal CF
readers will be able to tell
beforehand -  there's a
PowerPack demo coming your
way real soon!

nr

arrest. It all sounds very jolly and
there's a very good chance of a full
review next issue. He's on his way.
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DICK TRACY
EMPIRE/DISNEY
SOFTWARE
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inknowi piaci
.1 the Sct. ,ner

qr... Sir, there
tore of them, z-
'?ading in on tha,

trajectory. I 'm try
ing'to identify
t h e m .  Sir, er,
they seem to be
:games for the C6
and C640.5. No
sir, I  don't think
here's anythinc
l a t c a n  s t o p

;hem now.-

Good old Dick is back with a vengeance, following the
success of the Warren Beatty movie. Empire and
Disney Software are at work producing a C64 version

where the yellow-coated one is hot on the
trail of Flat Top and his mobsters

who have kidnapped his beloved

* T e s s  Trueheart.This horizontally scrolling
chase -n shoot 'em up follows the

yle of the film and comic book via
s, featuring a series of bold and
lourful locations. Dick's quest

kes him across five main level
m the inside of bars through

streets and down into the sewers (watc o u t
as he finally narrows down his search to the Ri

Dick can pick up different weapons
to aid his efforts, including hand

grenades and Tommy guns.
Police also pop to
give you a hand,
making off with
any gangsters yo

hacks
out the N e w

York City sky-
line with a

Tommy gun at
the ready,  just
in case  any of

Caprice's boys
there

r
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Crofts Meets  mar-
tial ar ts  in the
sequel to Shinobi,
Sego's coin-Op suc-
cess. Shadow
Dancer  should be

v forthcoming from
US Gold in the new
year s o  watch out!

' M N  g
RUBICON

NEWSOM
Hewson have been a tad

quiet of late, but that's all
set to change with two
new titles, the first of
which is Rubicon.

Set in the early 21st
century, the Soviet
nuclear reactor on
Koala Island (doesn't
sound very Russian to

me) has gone loom",
spreading radioactive fall-

out over an area 600 miles
across. Oh dear.

With that much radioactiv-
ity lying around, there are bound

to be some odd things afoot and sure
enough, the creatures of Koala Island

start to mutate. These grotesque abomina-
tions are growing stronger and bolder every
day, and it someone doesn't stop them they're
going to get too big for their boots. Enter
Rubicon (that's you) with a big gun and an
appetite for death. (You can
probably guess the rest
for yourself!)

Rubicon features
some wicked two-
layer parallax
scrolling, five layers
of 64 sprites (so it
says here) and some
big 'n' meaty mon-
sters. Release date is
February, so look out for
a review in CFS

•

Astounding creatures await
your attention in the forth-
coming Howson release,
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GREMLIN -
Gremlin seem to be into fast •_•
 cars these days. but even the
Lotus Esprit pales into
insignificance when compared
to an electric blue Taraco ,-
Neoroder, the stunning Vaug
Interceptor or (drool, drool), the.
Retron Parsec! Eh? Waddya mean you
never heard of 'em? That's probably
because you've never played Super Cars.
And that's because... er.., it's not out yet.
But it will be soon!

Playing an aspiring young Super Car
racer, you've lust lashed out on a new
Neoroder and are heading for Las Vegas.
first leg on the 27 stage competition to win
the World Championship. Each race is

•viewed overhead, like a scrolling Super
Sprint, and any prize money earned can be,
spent on upgrading your car, or adding -
whizzy gadgets like power steering or a.
turbo charger.

Sounds like a hoot, and the Amiga ver-
sion was rather spiffy. We'll fill you in next
month. Probably.,g-b•o:,,
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The four origi
Gauntlet
characters are
joined by four
new
companions but
only two  can
play at  once

'Super cars need super servicing so
Gremlin's game has a full workshop

LOTUS ESPRIT
TURBO
CHALLENGE

REM LIN

a wh
new m e n t s .  Everything comes in
ston s m o o t h  scrolling isometric 3D -
which means the 64 is working overtime. So
far it's looking good and sounding great
(Software Creations wrote the brilliant
Bionic Commandos and LED Storm).
Check it out next spring.

s game needs little introduction, since you should (by
) have a had a good eyeful of the action on offer with
rolling demo on the cover tape. Plonking you into the

soft leather upholstered bucket seats of a boy racer's
dream (if only -  Ed) LETC give's you a taste of two-p
head-to-head racing with the clever split-screen view.

Negotiate twisting, heaving roads, avoid the haze
- the finishing line ahead of your enemy. It's safer than.,

cheaper tool

MOON FALL
HEWSON
Hewson's second planned release is one of.
thoserare  occurrences on the C64 -  a 3D
vector graphic game, in the same vein as the
classic Mercenary,

Frontier Alpha is a small moon inhabited
by the truckers of the future -  low-life star
pilots making a quick buck and drinking it all
away in bars. Forced into a premature land-
ing, your spaceship
Dmdalus I is
captured by

Thera It  is, .• smiting and
streamlined -  the 'green'
super car  of the nineties,

to o r m  on the 64

GAUNTLET 3
US GOLD
They wowed us with Gauntlet, they astonished us with Gal
2 and now US Gold are about to send us into fits of ecstasib

- w i t h  Gauntlet 30. Remember the original four-player coin-op full
• •  o f  hundreds of grizzly ghosts, fireball-lobbing monsters, drag-.

- o n s ,  disappearing doors, keys and the like? Well, development
team Software Creations have fleshed out the main characters

tilted the viewpoint, thrown in some rather nice background g
and added a very complicated 8-way scroll. There are eight dill

els, each about 40 screens in size, and in addition to the
lour original characters (wizard, elf, valkyrie, warrior)

re's a quartet of new ones to choose from as well
h you can only control two at a time.

for gameplay, i ts  basically going to be more of
e same. Run around mazes, kill ghosts, maim the

baddies, collect keys and pick up loads
of treasure. The difference is that
there are loads of new monsters,

I new weapons and a few totally

4 .

• P a r t  of the
Gauntlet  3D

gameworld in
development.

This
wilderness

will soon be
pulated by

hordes of
creatures

the unruly trading pilots
and you are forced to
run dangerous mis-
sions between the
moon's 15 under-
ground locations
in return for very
little payment.

" w t ' i nYou've figured •  '
out that by the time
you've finished your •E1.1ils

eighth and final mis-
.sion you should

have made
enough money
to buy out the
whole moon -
If only you can survive that long!
Prepare for touchdown some time in

the new year -  we'll be there!

,
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SUPER
MONACO
GRAND PRIX
US GOLD

-
Busy old Probe are at it again. This time
they're squeezing the mega Sega coin-op

COMMODORE FORMAT 4, 'January 1991 -  the future Is this way

We think this one's going
to be a hit.  This shot
from Moontel l  lives up to
t h e  n a m e  o f  t h e  g a m e
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Super Monaco GP
into the CM. And

I...... the demo
Elk v e r s i o n  we

played,
they've pretty
much got it

f t  r i g h t !  The scenery isn'tiIPTiii
• - • • - quite as

- -5 '  i m p r e s s i v e  as
the mega 32-bit
Coin-guzzler

Throwing a curve with (understandable,
US Golds own shot at really),  but it's fast

pole position, Super a n d  has all the
monico Grand Prix features of the

original. including choice of control method,
on-screen rev counter and rear view mirror.

For what we are about tie receive from
US Bold, may we be tries thankful...

DRAGON
STRIKE
US GOLD

1111111111111

MYTH
SYSTEM 3

oPso

Prime contender for the 'most unusual C M
game of the year' award is US Gold's Dragon
Strike -  a fantasy flying simulator where,
Instead of an F-16 let fighter, you pilot an
unruly dragon. The Radar screen is dis-
pensed in preference to a crystal ball, and

FROM FRANCE

your bogies are other

121111111111169111

Following hot on the heels of Last Ninjet Re-Mix comes
Myth. System 3's latest cartridge offering. This award-
winning arcade platform beat 'em up first appeared over
10 months ago but never reached the audience it deserved
Now it's back on cart with a new title screen, tweaked, easier
gameplay and instant loading!

A teenage kid is catapulted through fantastic eras in time
where he has to battle with mythological creatures, solve
puzzles and generally try and get back to his own time

Myth is an absolute corker with great gameplay, superb
animation, stunning graphics and a very nice line in sounds.
With instant loading, it's now more desirable than ever. It should be in the shops any day
now -  checki t  out if you can!

O P P ' A n d  on the subject of carts and System 3, they are also in the thof slapping a re-mixed version of Vendetta onto cart for a January

o 4 0 L  ‘eir- r e l e a s e ,  and there's a reworked version of international Karate..iSt 3  E
C l r i t rCO

called IK Deluxe.
And next year they've already got four new titles lined up:'

Chris Butler's Turbocharge (working title), Putty, Dawn Of Steel (the
follow-up to Myth) and an as-yet-unnamed game which sounds like
mixture between Populous and Sim City. We'll give you the facts
when we have them, so stay tuned!

Comes The Disk Company. These newcomers to 64 software have been wisely
snapping up suitable titles for conversion to and rerelease on cartridge formal Powerplay,
for example, contains Rick Dangerous. Stunt Car Racer and Microprose Soccer. Their sec-
ond cartridge, Funplay, holds three famous Codemasters titles -  Pro Tennis, Pro
Skateboard and Fast Food (calm down, Sean, it's only a game). Both cartridge compilations
will be out in time for Christmas and we'll be bringing you reviews of them next issue.

dragons instead of Migs. Refer to the area
map to plan your aerial assaults beforehand,
then breathe in, leap into the air
and toast every lizard with hali-
tosis you can find?

•

NEXT MONTH...
Right , we ' re  going to right out on a ledge here to say that  next
month's PowerPack  covertape wil l  contain t w o  fully playable games
-  Sunstar and inner  Space -  plus three playable demos: Warlock,  Viz
(the only version you'll be able to play if you're under 1 B1) and (hope-
fully) Dick TraCYI Drool worthy or what?

On the PowerTes t  side you should see Dick  Tracy,  The  Last Ninja
3, Lotus Esprit  Turbo Challenge, U N  Squadron, Night  Shift, L ine Of
Fire, Gazza I I ,  Chip's Challenge, St.  Dragon, Dragon Breed,
Exterminator,  Creatures plus (finally) the  Turt les!

If we 've  got any room left ,  w e  just might squeeze in some stonit-
ing features,  the second part  of our A to Z, Roger Frames'  la test
exploits, The Mighty Brain, a  new BASIC tutorial ,  more  Inside Info,
the la test  news,  v iews and previews,  plus all  those scrummy l i t t le
bits that  make  CF a cut  above the rest!

The CF t e a m  (including Rog' and The Brain) wish all our readers a
stonkingly skill  Chrimble, and here's looking forward to the New
Year.  Stay wi th  us -  you ain't  seen nothing yet. . .

Aaaand CUT! OK guys, that's a wrap. Fade to black and roll the credits-.
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1 4 4 1 1 % S i t A r c a d e  action and a BIG finish. Infiltrate the criminal underworld - your mission is to seek out

and destroy the king pin of the MR BIG CORPORATION - if you gel that far.
You'll have to outwit his enormous army of body guards... gangs of charisma-bypass

patients in trench coats, the bullet brain with the build of a rhinoceros and the
breath of a dung beetle, packs of vicious canine yapples* the psychotic clown
with an evil sense of humour - you'll die, but not laughing! Then there's the
gas guzzling cadillac jock - a cool specimen, elbow hanging on the door rail,

a serious looks noing piece in his hand and ready to blow you away as he rolls
down main street leaving you coughing lead.

I t ' t  all bads._ You've got a chopper to back you up, a mean,
shiny street machine, some heavy metal hardware and some

'"t- pretty neat moves. And what about the king pin... did I say
he was Mr. Big? No, he's MR BIG!

a  A




