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Summer Fantasy Special: five red hot roleplaying releases
fight for our highest accolade as they get...

POWERTESTED!

|§HEROQUEST

GREMLIN
Five years after
Swords &
Sorcery, the
Sheffield crew
code the 64
version of the
smash hit
boardgame and it

turns out to be a Corker! Check out the compo too!

DEATH

KNIGHTS O

KRYNN

US GOLD
Dragonlance beckons
once more.

The SSI team have
come up with
another epic
game based on
AD&D. Dragons,
as we all know,

WRAT
DEMO

EMPIRE

A hassled
alien escapes
from his
captors in
this gorgeous
full game

HEROQUEST

Gremlin
Surely we can't have got a
whole level of this corking

T

Cut yourself a loin cloth and step down for
some swash-buckling. The adventure is
massive all right but does it pull its weight?

2[] GAUNTLET Il
US GOLD

The all time favourite dungeon bash is
back with new creatures, characters
and worlds to explore. But is the new
angle a breakthrough or a bore? We
mash a few monsters and find out

ordon th
Use-an oDaken
door.

ULTIMA VI

MINDSCAPE

The latest instalment in the
72I0ngest running series of

computer roleplaying games
finally comes to the 64. But has it
been out-evolved by others after all

0. ‘1 this time?

Rebs and Yanks come into head-
44 to-head confrontation on your
computer in this comic-strip
inspired strategy game. But it isn't
quite what it seems...

new it just waiting
game? for your
Some undivided
mistake? attention.

No. Light

your torches and get on i H E
down in the dungeon! POWER

Microillusions
Get your head around this
forthcoming Chapﬂ’ﬂar—like
two- player raid'n'rescue

; game,
Exclusively
yours on the
one and
; only CF
- PowerPack!

BULLDOG

Gremlin

An oldie but goodie. This full
game puts parallax into
historical perspective. and
there are levels and levels of

i \ = et
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69 FIREPOWER
MICROILLUSIONS
60 WRATH OF THE
DEMON

EMPIRE
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IDEA
72 ULTIMA VI
MINDSCAPE
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18 HEROQUEST COMPO

Copies of the best-selling boardgame
and the stunning new computer
version are up for grabs... Iryuuuh
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Coded by Finn Jukka
Tapanamaki, this Hewson title is one of
the smartest 64 shooters you're ever
likely to see. Stunning animation, great
power-ups and a rather sexy line in back-
ground graphics. Are we too good to you
or what?

Your Ass Goodbye' time bomb and heads for
the departure lounge at sensibly high speed.

You have to make sure Zamzara reaches
the escape vessel in one piece.

You control the mutie using the joystick to
move left and right, and to jump. If you tap
the joystick upwards, repeatedly, you can
make Zammy hover.

Hit the fire button to release a barrage of
fire from whatever weapon Zamzara currently
has selected. Choose your current weapon
by hitting the F keys or the space bar (see
box) and replenish low stocks by picking up
icons.

Keyboard killer

HEWSON
Joystick in port 2
Zamzara is a genetically engi-
neered mutoid, held against his
will in a laboratory complex. As you can
imagine, this isn’t the most fun he’s ever had.
So he decides to escape.

Having broken out of his enclosure,
Zammy sneaks into the armoury, nicks some

F;ﬂiﬂ heavy-duty firepower, sets a Deton-8 ‘Kiss
T T

¥
L]
H
i

i .
|

5

Ll
L *

s -

A mighty cheer all Zamzara has a number of

round for Gremlin
who have pro-
vided us with [
an absolutely |
S L
of HeroQuest, |
where you

and three

chums can play the very first leve_l of this
corking conversion. Yoiks!

Combat the vile
Polon Empire in

this scrolly blast
‘em up. Fly low

over enemy
installations - and |

bomb the suck- : b
ers! Collect all the power-ups released
and generally have a whale of a time.

While everyone
else is merely
looking forward to
this simultaneous
two-player tank
trundling answer
to Choplifter,

loyal CF readers

a taste of the
action with our spiffy demo!

IF YOUR TAPE IS FAULTY...

Please remove the box and send the tape
and an SAE to:

Ablex Audio Video Lid,
Harcourt, Halesfield 14,
Telford, Shropshire TF7 4QD

Ablex will then rush a replacement to you
as fast as possible.

impressive weapons at

Standard fire - this
i= what you start

o —— i with
Eowmowm °
T

™
F3 - Photon laser,
25 shofs per icon
7 collected

o

)

i
;f;;gi,

his disposal, accessed via
the function keys or the

-

s o

= SPACE - Missile, 1
. shot per icon
— - - == collected
BEE e

F5-HN ar laser,
10 spots per icon
* collected

P Bt R

:

:
_f_f;?ii

space bar. Take it away,
Zam-baby...

—
K R J—
e F1 = Rapid fire, 50
r ] shots per icon
. Collected

el

F7 - Web mine,
8 shots pgr
icon collected

: :',"'fj. ture. This blokey’s eyes light up

The mag you can play: COMMODORE FORMAT 9, June 1991

Zamzara - look at the stat(us) of that!



Getting to grips with Zmzara

1 - To get going, simply let off a 3 - The third nasty is 4 - More fire button hammer-
quick burst of your Nuclear Laser best defeated with a

{F5) to demolish the first meanie

6 - Quickly jump up onto
ing should see off the first the ledge and see off this

last beast with normal fire

\"N '..':.. : -1-:-.-;'
‘% E e = _ 'y = 'E;'f" i
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burst of Nuclear Laser swarm of floating fiends

el N,
W
|

m
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2 = This second bad-
die is easy. Stand
here and fire like mad

5 - Then, to aveid any damage,
stand here and release a missile
to destroy the standpipe affair

7 - Shoot the remaining bad-
dies, hover up to the exit
and we're off to the level 2!

1- l.inlaash a Web Mine with F7 to 3 - It only takes a bit of jump- 4 - The ball-releasing stand-

destroy all the monster's missiles, ing and firing to demolish the pipe can be a killer is you let

6 = You can kill that
then fire normally to kill off the beast next swarm of floaters

last head if you really,
it. Hit it with some Nuke Laser really want to...

&.

5 - Nip down and swipe that gene 7-

bottle, then hammer away on the fire
button to slaughter those hoverers

Stand on the edge of the
lower platform and fire like mad
to destroy the second head

« Alternatively, launch some
Photon Laser (F3) to destroy the final
aliens and then jump up to the exit!

Launch normal fire, rapid fire and missiles  low over their massed installations and gun
by tapping fire. To use the three types of

0 batteries with all la blazing. B u ’ , do
lasers, hold down the fire button until the Among the enemy installations lie equip-
Lharga bars (on the control panel) are

) are full. ment stores labelled with ers and icons.
utton and the lasers are

: e
e y ers are Fly over these and your craft powers-up (or {SG’O’, Oﬂ)
|leI'tf‘hE'li R-Type fashion. down)

) depending on the symbol. Continue as
far as possible.

‘g of the mo
determines how

recaive for killing it. | J'I’I'H:I youl,
to hII everything to get on, so | wouldn't

4

3 [
g 2 ¥ r— - ; : Mow, should you go
1C".'J={}IIII1} points a & | ; S - - ~ for damage or power-
you gain an extra life. g . ' e

ups? Decisions...
CONTROLS

Joystick

UP - Jump; repeatedly ta :
DOWN - Er... no y, ‘down’ - i : Kick some
fans To whet your appetite, here's a slice from a later bullding butt
LEFT — M level where things start getting really busy!

RIGHT - Take a gL

5 You h.;s'.m to f:n:'E'- and r;;Ie=;trr.n,-' a mother- bomb icon
Keyboard ship. Kill thi . tokillall
P — Pause S e Wi o » next f T LT theenemy
-«—— [back arrow] — Abort game 4 ; : © fire, but 4
avoidthe D_---

Over 'ere son,
GREMLIN

]
'-. on their 'eads
TI0 s firepower (autofire) ;
Port two'll dufuryou b . fi H
= = L | L]
]

Hit the

ssiles ' Pick yourself up
lumc extra fire-
,r power - you'll
’. need it

Reel fo reel excellence in COMMODORE FORMAT 9, June 1991 Start down here

somewhere (and
get that speed-up)
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MICROILLUSION

Slot your turret turner in L
port 2 L J

This new game from Microillusions features
simultaneous two-player tank-busting action
as both players scroll around attempting to
find the opposition's flag and return it to their
own base.

The teensy red blob is one of your men.
Drop him off at the red cross station

In this mini-version, the two-player mode
is missing and you only get a limited amount
of fuel, but you still have enough time and
tanks to go and blow the red hot shrapnel out
of some enemy installations and to run over
some enemy troops as well. Har de har har, if
that isn't just the biz!

You start from your garage (the

green building in the middle of the
sereen) so pull down on the stick
and your armoured vehicle will

reveal itself.

CONTROLS

Experiment with the controls a bit
‘cos they're well fiddly. Push in the
direction you want to go and the
tank turns to face that way — unless
you push in exactly the opposite
direction. Then it reverses. Try it
out, it's really not that bad.

To fire, just hold the fire button
down. Any solid objects that get in

the way take a good pounding and \waeeh out for the tnnl:«lmlﬂng hnllcoplm Make sure

eventually blow up leaving lots of
lovely debris!

KEYS

F5 — Abort F1 - Self-destruct

TAKE AIM

The idea is to go and destroy as much enemy
hardware and rescue as many of your chums
as possible. Friendly gun emplacements and
buildings are brown. The enemy is green.
Blast enemy buildings and you release allied
troops. Pick ‘em up (stop while the little fel-
lows climb onboard) and score yourself some
points. Alternatively, you may see some little
greenies come scurrying out. Why not run
over them and see what happens? (Snigger!)

you're a helicopter-busting tank commander

Onece you've filled up with troops, returm
to the Red Cross building near the garage
and approach from right to left. Bump into the
building and your men are automatically
transported to the safety of the hospital facil-
ity for a warm good-deed glow inside (not to
mention a huge wad of points).

When your time/tanks/fuel runs out you
can start the game afrash or pick a new tank
from the three on offer (for more info see the
Firepower PowerTest on page 59).

The weeny status display on the right tells
you (from left to right) points scored, number
of men carried, number of tanks remaining.
The large red sqguare above is your radar, on
which any advancing enemies show up.

?,- F ® ]
Slaying stick in the the it
second slot
When you first load up this — it has to be
said — STONKING demo, you'll find a small
menu asking you to Play Game, Buy
Equipment or Select Players. Since you
don't have any gold to start with and you
can't load in saved characters (where would
you get them from?) don't even bother click-
ing on Buy Equipment. ‘Cos you can't. To
change the names of the four characters, go
to Select Players, click on your choice of
panel and then push up and down o cycle
through the letters. Click on Exit to move
back to the menu and click on Play Game!
All four characters are involved, so if
you're playing on your own, you're going to
be busy! But for the full effect, we advise
you to invite around a few mates.

The EWf's choice is more limited than Wiz's

Both the Wizard and the EIf have to lug
a big bag of spells round with them, so the
next thing you do is enter another menu
where you get to choose your magical
armoury. Spells are carried in bundles of
three, so you have to select which particular
group of spells you require. (Don't ask us :
what thay all do, find out yourself).

The HeroQuest ‘board’ then appears. To
get the ball rolling, just press fire to stop the
random-o-dice counter thingy in the top left
of the screen. This tells you how many
squares you can maowve.

From right to left: All your character's
moves are implemented via the joystick
using icons and a pointer. To get your min-
ion a-moving, you can either click on an
adjacent board square (this is fiddly at best),
or use the arrow keys lower right cormer
{much better).

Once you've finished your move, click
on the Man-Arrow-Man icon to
swap control over to the next char-
acter.

The next Eye-con allows you
to conduct a quick search. You
can choose to look for Hidden
Doors and Traps or Treasure.
Take your pick.

If you're getting a bit lost take
a gander at the Level Map. This
shows the rooms, corridors and

doorways that yvour adventurers

)

Picking up spelis for the Ef or Wizard is as easy as ABC. have visited. To exit from the

Level Map, click on Cancel (and

Use direction arrows [bottom right) to move

if the Cancel symbaol has gone — it's a bit
buggy — just click anywhere in the lower
right of the screen).

The Shield & Sword symbol allows you
to instigate some hand-to-hand combat. To
fight effectively you usually have to be on a
square adjacent to the enemy. When the
map appears, point to your intended victim
(make sure it's the right one) and click.

The computer automatically sorts out the
blows and parries, so to speak, and lets you
know the outcome of the battle.

Ignore doorways at your peril. Or let your
curiosity get the better of you and open it
using the Key icon.

And finally, the Goodie Bag is used to
access any spells or tools that you might
have secreted about your person(s).

Right, that's yer lot, you hard-done-to
fantasy fiends. We don’t have huge amounts
of room to tell you every little bit about the
game (but or review is on pages 16-17).
First one out of the dungeon cops for 100
gold pieces, so load it up, have a good wan-
der round and enjoy yourself!

COMMODORE FORMAT 9, June 1991 - leader of the pack
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The green machine trundles on, staying at number one.
The game loocks bad, but plays well: we gave it 70%

Fans of the Codie's Dizzry games can’t really go wrong
Code Masters hore. The only fly in the cintment is the dire Fast Food

: $3's superb Ninja game [which gained a Corking 97%!)
System 3 comes straight in at No. 3. Top slot next month, eh?

Oh dear. You won't be told will you? We gave Viz 58% -
Vlrgln you gave it No. 4. Hands up tape owners who are sorry

Tut! Even with a Corking 91%, Clyde and buddies still
Thalamus couldn’t hit the top siot. Superb, but static at No. 5

Blimey! 96%er Turrican 2 has given up slithered down
Rainbow Arts to the sixth slot. Is he on his way out already?

30 games for a tenner - you can't go far wrong, espe-
Beau Jolly cially with Spindizzy, Hacker and Ghostbusters in there

Possibly the best two-player race game to date. We
Corkered! it with 90% and it deserves to do well

Virgin's good but slightly bugged coin-op convo copped
Virgin for 88%. It did well but is now on the slide to oblivion

Ocean's stonking cart (we gave it 80%) climbs ten
Ocean places from last month - and deservedly so. It's brill!

We weren't too sure about this one and gave it an OK-
US Gold ish 78%. Still, it looks like you lot like it!

After months of hovering down in deldrums SCI finally "E
hits the top 20. With 74%, we weren't that impressed

Storm's superb -Mr earned itself 88% and a place HE
in then charts. Recommended for blasting addicts only

Yep. It's still here and selling in bucketioads. Is there
n"“l“ int'mn anyone who doesn’'t own a copy of this flight sim?

The rather crummy Gazza I/l is on the way out. And with
a puny 38% who can blame him for slinking quietly off?

Crazy Horse is still doing the rounds, and looks like
.‘Il‘l—.glllli he's taken up permanent residence in the top 20!

A stunning imlluﬂqm, which got a Corking! 94%. If you
Wlﬁ 3 haven't got it, what are you waiting for?

Big Arnie takes a massive 12-slot drop this month. Will
this 77 parcenter still be around next month? We'll see

Mot a bad compilation this with Indy Jones, Batman,
Ghostbusters 2 and Robocop all showing their wares

And bringing up the rear is this average (55%) compila-
Virgin tion from Virgin. Hardly worth bothering with, really

| MAGIC LAND DIZZY Code Masters "A[_¢ I QUATTRO FIREPOWER Code Masters
Y PAPERBOY Encore "7 3 OUT RUN Kixx
DOUBLE DRAGON Mastertronic "s || OPERATION WOLF Hit Squad
7 €J'S ELEPHANT ANTICS Code Masters F > 1 KWIK SNAX Code Masters
| QUATTRO ADVENTURE Code Masters 710 | GARY LINEKER'S HOT SHOTS Kixx




ystem 3 never contemplated pro-
ducing a car racing game before,
but when Vendetta appeared and
reviewers consistently applauded
the in-betweeny road racing sec-
tion, they thought, maybe it's time we did...

They then reviewed the current racing
game market to discover what they could do
differently and how they could do it better.
The aim was simple: to produce the best driv-
ing game so far.

The obvious next step was to find some-
one who could actually code the thing. Enter
Chris Butler into the story. A long-standing
C64 programmer, Chris’ credits include such
notables as Z, Commando, Thunder Blade
and Space Harrier.

With Chris on the team a storyboard was
then drawn up, incorporating the ideas that
had been thrown around. Starting with the car
chase theme, they then decided to give it
another hook. The original game had the

have failed, the

It’s blip city on the ¢
scanner and we're
interceptor missiles

laser web has been
breached, and the
lined bunker won’t | §
prosamei gt

late! Prepare to be |
Turbocharged! |

T

o
i)
n
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Turbocharge is a regular goody-bag of technical excellence. For anyone who's vaguely
interested, here's the low-down on the hi-tech: . vt

'@ The large roadside objects are made of characters (called char sprites). You can have .
any number up to an 18x18 configuration - : M RGatE R e
® Character sprites are full multicolour (eight colours in an individual sprite object)
® You can Have 12 char sprites on screen at any one time ; : 3
@ There are 21 multiplexed hardware sprites for the car and windscreen bullet holes :
@ The variable perspective track works in same way as arcade race games. The vanish-
ing point always stays the same - only the angle of the sides of the road change.

'@ The roadway is created with user-defined characters to create the illusion of road
angles. The program uses look-up tables to form a bare structure of the shape of the
road, then a separate algorithm puts a smooth edge on. The middle is a straight forward
‘character fill. : : o {7

@ The screen updates every two frames on average. Eh .
@ All the normal raster interrupts are tied up with the sprite multiplexer, so both CIA
(Complex Interface Adapter) chips are used to generate interrupts for the colour splits on.
the horizon, the approach of the tunnel and to alter the highlights on the car. i

@ All cars, vehicles, choppers etc are constructed from multiplexed sprites.
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have 1o breach the border
patrol, enter anamy territory
and continue the chase on
your own.

Once they had the sce-
naria pretty much tied down, |
System 3 then decided to :
change the title from
Borderiine (a bit drab) to
Turbocharge (much better).

YES, BUT IS IT
ANY GOOD?

S0, we've got a mad chase through different
parts of the world, plenty of traffic to overtake
and a fair amount of trigger-finger action.
What makes Turbocharge any differant fram
any other racing game? Well, although the
screenshots here don't even beagin to tell the
real tale, Turbocharge Is the fastest,
smoothest, busiest and most responsive road
racer we've seen. The road movement is
incredibly smooth and rapid and you see
those huge buildings and billboards by the
side of the road? Well, they update and move
just as smoothly. There are hills dips, tun-
nels, forks and... well... why not wait for the
exclusive PowerTest next issue?

I“.‘-‘!

SNIOPETS

AUTUMN GOLD

US Gold are really gearing up for the
Autumn with a range of titles signed or
in production, including new additions
to the range of Capcom conversions:
check out Alien Storm, Final Fight,
Mercs and Mega Twins. The Sega deal
continues with G-LOC (hmm), the long-
awaited Out Run Europa plus Sega's
stunning new Mega Drive title, Sonic
The Hedgehog. Waiting in the wings
are The Godfather and Bonanza Bros,
plus a new Lucasfilm game, Indiana
Jones And The Fate Of Atlantis. With a
plot scripted by Stephen Spielberg and
the 64 action game written by Attention
To Detail {Night Shiff) this could be a
real corker. Fantasy fans can look for-
ward to Mediaeval Lords from SSl plus
Tears Of Rage — a Greyhawk adventure.

SNOW BUSINESS

Latest update from Ocean: Toki and
Battle Command well under way; new
signings include Snow Bros, and
Spielberg’s Peter Pan. Job done.

RANDY COIN-OP

There are more coin-op conversions
coming from the Midlands, thanks to
Walsall-based Elite. Scan these: Sega’'s

Last Battle; Tecmo's European
Championship 1992; Data East's
Caveman Ninja (to be converted by
Eldritch the Cat, who coded the 16-bit
versions of Last Ninfa 3); Namco's
Suzuka GP a.k.a. Winning Run 2; plus a
new coin-op with the unbelievable
name of Edward Randy. Er...?

GET YOUR QIX

Following the scrummy 64 version of
Wrath Of The Demon, Empire are about
to unleash the Death Bringer on us,
another hack ‘n’ slay jobbie with the
emphasis on action rather than puzzle-
solving. Not only that, but the big E
have also got the conversion rights to
Taito's Volfied. This sounds like Qix
with monsters and blasting, so it
should be a good ‘un.

The Zoo have just announced a new
game with the tantalising title of The
Ball Game. This multi-player strategy
puzzler sees you take control of a char-
acter who can shoot, jump, walk and
teleport around in order to out-manoeu-
vre the opposition and gain control of a
3D board.

EN-GER-LAND!

Following in the wake of Red October,
Grandisam are about to release the
official England soccer sim (review
next ish), and watch out for a flaming
Die Hard Il crash-landing on your 64

Hot wheels - COMMODORE FORMAT 9, June 1991
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Sigmar the barbarian discovers a secret trea-
sure chest. Should he open it and risk seltting
off a booby trap? Perhaps there's a huge wad
of cash inside? Fortune favours the brave, so...

=

@\ LAY 1D )

Before you start a new gquest, you can choose
to load in characters saved from a previous
mission or re-name the four adventurers pro-
vided. Meet the ‘Ongy’ clan (oh, and Eric)

Both the Wizard and EIf possess magic-hurling
talents. Before you set off, players controlling
these characters must select a batch of
spells to take with them. (Hint: take these!)

A climactic scene from the third scenario. Orc warlord Ulag must be
killed to fulfill the quest, and here's the little blighter... er... hiding
behind a ruddy great Chaos Warrior. Erm, excuse me, Mr Chaos...?

... With a heave he prizes the lid open. And lo
and behold - there are a hundred gold coins to
put in his inventory! Any cash collected can be
saved up to buy weapons in later scenarios

The biggest boardgame
hit of 1989 finally finds

its way to the 64, courtesy of a deal between
Gremlin Graphics and Milton Bradiey. Our

reviewer sharpens his blade on a few of its bad
guys, creeps down its corridors and finds his

way back in time to file

t's dark down here. And damp. It's hard
to keep the torch burning. And though
I've been down here for hours, |
couldn't tell you what's around the next
corner. The things | have to do to write
a review... Even my portable PC is running
low on battery power. But now | can tell you
why I've put myself through this suffering.
HeroQuest the boardgame was brilliant.
Its simple rules and open-anded design y
meant scenarios (the technical word for
adventures) could be as simple or
as complex as you liked. When
you tired of the twelve quests
provided, a blank map was
there for you to make up
your own scenarios. In
fact, the game was so
naatly done, it was a
piece of cake to make &
up rules, traps and
monsters of your own.
But there was just one
problem, you needed
two pecple to play it. Or at
least you did. For now it
has been coded onto your
dear 64 and the danger awaits
yourself alone.
HeroQuest is played out over a series
of missions or quests. The goal of a quest
can be anything from saving kidnapped VIPs
to destroying a whole dungeon full of crea-

COMMODORE FORMAT 9, June’s runes 1991

this report

tures. All the scenarios together form a whole
‘campaign’ you have to complete, each quest
forming a small part of the total aim. In this
game the forces of evil are controlled by the
Lord of Chaos, Morcar. In the original
boardgame, one player was needed to act as
Marcar. On the computer version, the pro-
gram itself handles this task. So the plot is
simple. Morcar has massed his forces once
more and you have to put the wind up
B  him — quite appropriate, we think.
There are twelve missions
— or scenarios — to choosae
; from, each one ascending
in difficulty. And players
of the boardgame think
they know the score,
they're in for a sur-
prisa. Even though
the scenarios are
much the same as
in the boardgame,
the maps have been
altered to make life
more difficult. Easier
missions include The
Trial and The Rescue of
Sir Ragnar, a very simple
kidnap rescue: only one trap and
monsters so crap they make pedigree
poodles look vicious by comparison. But just
when you think there's nothing can stand in
your way, the scenarios start to hot up a bit.

Oh, rats to it. | may as well just go and attack the great lummox. Ch.
I've defeated him. Blimey! Righty-ho, Ulag, you little shrimp, you can
come quietly or you can come in a body bag. The decision is yours!




Each turn you have a choice
of options. You can move,
fight, look for traps and
secret doors or look for
treasure. However
you're limited to
movement plus one
other option,

Searching for traps
and secrat doors will
reveal said items if they exist.
If you search for treasure,
the program either tells
you that you've found a
special quest treasure or it
generates a random find which could be any-
thing from nowt to wads of cash to a

| wandering monster.

Moving around in the dungeons/castles/

fortresses couldn't be easier. A series of

numbers flash up on the

| scraan in quick succes-

| sion. Press the fire button
and a random number is cre-
ated, representing
what would normally
be your dice roll. You
move over this number
of squares in one of two
ways. You point the cursor at the square you
wish to go to or use direction icons.

Coming into contact with monsters
means combat. Every creature has a number
of body points. Body points indicate how

S

K .

STEP 1 = Find a suitable combat opponent
(ie: some puny little scab who you can
defeat easily) and click on the combat icon

STEP 2 - The computer undertakes the dice-
throwing bit, automatically biased for
strength and weaponry used

Dicing with death

tough you are. The
monsters usually

.. point, so hitting

them Kills them
unless they successfully
defend against your
blow. You only have
to defend if the mon-
ster actually attacks and
you have more than one
body point per character. All
combat, including dice rolls,
is carried out automatically.
The results are displayed
blow by blow on the screen (for excitement).

The elf and the wizard use magic. Each
magic user chooses one of four sets of spells
(three spells per set) connected to the four
elements; earth, air, fire and water. All the
spells come into their own.

MO!’C&[‘ has massed Then there are traps.

Take the pit trap: once

hiS fﬂrc.es once revealed it stays where it is

and has to be jumped

ﬂ‘]ﬂr € 311‘1 YO-B have {0 every time. Or there's

the spear trap: causes a

pllt the w1nd up himbndy point of damage

outright but then it's ren-
dered useless. Traps, traps everywhere.
Make sure one of your characters checks for
traps and secret doors each time you enter a
new area. (/t's good advice — Ed.) Forget to
check and you get hammered.

STEP 2 - The map appears. Move the pointer
over your chosen target and press fire to
commence with the duffing

STEP 4 - Chuckle with glee as your oppo's
body points disappear, taking the nasty little
beastie with them. Ha' Job done!

have only one body

I'll just have a look through here and - Oh
blimey! it's a ‘Forces Of Chaos' class reunion.
Sorry to interrupt guys - I'm outta here!

The boardgame’s colourful realism and
high quality artwork can't possibly be recre-
ated on the 64. The flick screen presentation
and speed of some operations — like opening
a door, for example — are a bit crude. But
these are merely cosmetic and considering
the size of the game, they're forgivable.

You couldn't do better than save up your
pennies and buy it. You can then play it with
your friends, boot them out of the
house at about midnight then i
continue adventuring on your
64 until the early hours.

Game HeroQuest
Publisher Gremlin
Cassette £11.99
Disk £15.99

Il The game update is a little slow

B The boardgame’s playability
has baen perfectly translated
B At last you can play
HeroQuest solo or with
friends

- W Smooth and efficient icon-
driven gameplay
B All new maps - no-one's

" played these before!
B Atmospheric screen display.

- Unlike the boardgame, the
walls are shown

n Save option: take charac-
ters through all 12 adventures

~ H Al the boardgame’s fea-
tures have been squeezed in:
magic, treasure, the lot
B Terrific lastability - plus
scope for expansion sets

«.AND THE UPPERS
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‘ Wizard

;" Barbarian

/ Dwarf

A e
Skeleton

=) Goblin

~/ Deor

t Exit

y Congratulafions to
G Emlun 1ur their Corking
. quuﬂlng game And
__another big Hurtah! for
stumping up the neces-
sary readies for this neato cémpo.

FIVE lucky CF readers are going o
receive a copy of HeroQuesfthe =~ -
boardgame AND HeroQuestthe com-.
puter game. Another FIVE runners-up
can take solace in the fact that they
will socon be receiving Humﬂun,st for
the Commodore C64. -

As ever, we just can't GIVE the

stuff away — you've got to earn it (well.

sort of). Here's how.
., On this page there should be a
detailed HeroQuest-style map of a

*~#dungeon (if there isn't we're in trou-

ble). Four adventurers: a wizard. an
elf, a barbarian and a dwarf ar trying

_to escape from the dungeon beiore

nightfall (‘cos if they don’t they're orc
fodder). But fate is cruel (‘round ‘ere).
There is only time for one of these
brave idiots to escape.

Which one will it be? That's what
you have to tell us. Five rules will
determine who the survivor shall be.

" Barbarian. Dwarf or Elf) on the back ot

1. To esqape betore nightfall. the
adventwﬂr must reach the stairwelkin
18 squares (not counting the square
the |nurnev begins).

2. The stryiVor cannot move dlago-
nally through squares.

3. The HWr only has ane key
and all the doors are locked.

4. The adventurer can only survive
moving through one square occupied
by a skeleton or ap orc. :

5, The adveniurer must escape by
movind onto the stairwell from one of

the two Red Arrow squares.
Pop your answer (Wizard,

a posicard or sealed envelope, scrib-
ble your name and address on it and
send it to:
‘No, It's No Good —I'm
Completely Last’ Compo,
Commodore Format, 29
Monmouth Street, Bath, Avon
BA1 2AP.
¥ou'd better dovit now, ‘cos you ve
only got until the 18th of June to gel
your entry(ies) in {as long as you can
find the post box).
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US Gold have put a new perspective on an old
favourite with the latest episode in a long run-
ning series of tricks, traps and treasure
hunting that harks back as far as 1986 and a
four-player coin-op. Our reviewer tours the
land of Capra and finds that the familiar quest
has taken on a whole new angle...

reaking a promise can have all
sorts of results: a clout round the
ear, detention, no telly for a week
- it's bad, but not that bad. Tell
porkies on the island of Capra
though and you've got a lot more to worry
about. The moment the eight kingdoms broke
their pledge of peace to good ol wizard
Magnus, the forces of darkness were
unleashed. Leaping out of the shadows with
a truly bloodcurdling scream, the evil
Capricorn kidnapped Magnus, took over his
throne and started to spread death, B.O.
and acne throughout the land. Bleuch
But don't despair: Thor the Warrior,
Thyra the Valkyrie, Merlin the Wizard
and CQuestor the EIf are here. Armed
with swords and shields they battle
their way through Capra’s under-
world casting out darkness and...
Hang on a minute. Haven't g
we heard all this somewhera
before? Well, yes. Twice, #8
actually. Gauntlet is a lot
lenger in the tooth than one

A tomb with a view: our intrepid Gauntleteer
heads down amongst the dead men. You'll
find no treasure in those caskets!

Poor old EHy looks like he's in trouble. Surrounded by blue meanies and
with his only means of escape across that rickety-looking bridge!

You can’t decline - COMMODORE FORMAT 9 is fine

mention. It's been around
as a computer game since
19BE and it was a coin-op way

before then. So why, you may ask,
are they doing another one?

The answer is because this is the
first time it's ever gone 3D. Instead of
100-odd levels you've got eight fully scrolling
worlds in glorious isometric 3D. Mot only that,
the original quartet of axe-wielding goody-
goodies has been joined by another fiersome
foursome: Petras the Rockman, Dracolis the
Lizard Man, Blizzard the lce Man and
Meptune the Merman. Missions are based in
each of their homeworlds, come in five mini-

sections,
involve solving a puzzle or
two and can be tackled as a
gruesome twosome or s0lo.

Each of the heavies is fully equipped with
armour, some magical ability and long- and
short-range weapons. They're not all equally
good at using them: if spells are your thing
pick Merlin — but for a good hand-te-hand
bash, Rockman or Thor are best.

or two che-

Iur_liarﬂ In addition to the original Gauntlefs
pizza- spooky ghosts there are different baddies for
eaters | each of the eight levels: everything and any-
could

thing from mummies, zombies and dragons

This is the very pretty character select
screen which boasts smart mug-shots and
some neat icon animation

The lceman looks a little out of place in this green and (un)pleasant
level. Those chasms are no doubt bottomless, so watch your step
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to venus mantraps,
slime worms and walking pointy hats.

Touch ‘em and they drain your energy —

kill ‘em and you'll be raking in the points.

En route there are plenty of goodies to
collect. Treasure boosts points, food tops up
your energy (except when it's poisoned) and
potions provide a marvellous array of magical
effects: invulnerability. rapid fire and repul-
siveness among them.

Gauntfet 11l has all of the original
Gauntlefs most distinctive features and then
some. It has better graphics, loads more
monsters and plenty of puzzles. There's a
whole host of new baddies in each world and
the music (front-end, high score and
between-world only) is absolutely brill. Some
people might still find it gives them
too much of a feeling of déja vu
but if you're mad about
monstar mashing, you
ought to give it a try.

KATI

e . : "< Game Gauntlet Il
-~ _‘_r _;.% all o .. ~.~38 Publisher US Gold

e ol : -~ Cassette £10.99

Back in the tomb l'b-lll'l;l,. our hero is under attack from the blue-robed wizards (again). Disk £15.99

Although these guys feature heavily on the early levels, there is a huge number of enemies,

LOADS Of [pVELS EEas

B Tedious multiload means long
Gauntlet lll does at least let its adventurers out of those wretched dungeons for a breath of waits between levels
fresh air. The quest now takes place across eight different worlds each with their own brand
of scenery, traps and monsters. So, what sort of exotic locations can you expect lo visit?

HOT: This is no place to go if you can't COLD: You'll certainly stay fresh in this cli-

stand the heat. With rivers of lava and walk- male, where water pipes are always burst
Ways warm and thermal B Two-player mode is fun

& - { B 3D scrolling is unusually
enough to : undies are a fast and smooth

cook eggs, it's — vital item in an B Huge variety of ghosts and
a good place to e : adventurers’ baddies, which differ

get a tan —on inventory. according to the theme of
the bottom of 3 Even your the level you're tackling
your feet = bogies freeze B Detailed well-drawn back-

d graphic
WET: The water world where your arthritis GRASSY: Green and pleasant it may be, but :r:::' :: l:iml'-‘:ﬂ]' puzsies

plays up like mad and your shoes leak. you can bet it's home to legions of creepy B Four new characters, all
wh = Adventurers crawlies intent with different qualities

.. + .. _ aregoingto on harm. At the B Frantic guick-fire action

“- need more very least B Basic hints provided via

than a brolly they'll stomp Help key

and galoshes all over your B Different weapons
to survive this picnic and get B Excellent front-end music

haven of H,0  in your pants «.AND THE UPPERS

A fantasy come trve: COMMODORE FORMAT 9, June 1991




se this guide with the maps to
survive long enough to collect
some diamonds. Collecting the
diamonds is hazardous but this
solution does allow you to col-
lect masses of extra lives this way — and it's
essential if you're to finish. There's a lot of
mapping in Turrican 2 (as if you didn't knowy),
so we'll be coming back to it next month.

LEVEL 1.1

Make your way right and up to position (A)
where there's an extra life. Go right, up the hill
and down the waterfall (stay in the centre).
Jump off to the right and follow the route up to
position (B) where you'll meet the Stomper.
It's better to stay in the middle of the screen
and unleash your firepower when he's stand-

ing still. Once he's destroyed, go to the cavemn
on the right to find some extra strength. Again
follow the route up, then jump right down the
hill. Work your way up to position (G), fall
down the narrow passage to collect the two
axtra lives. Follow the same route up again,
this time head for the exit,

.,

-

f_..-——l

E

LEVEL 1.2

Be careful here (A), as the blocks on the
ground often disappear below your feet! If
there’s a vine growing out of the block, jump
on it. Go quickly through the waterfalls and
beyond the cascading balls, to arrive at the top
of a huge ravine. Fall down, pushing right as
you descend. You eventually land at position
(B). Climb up and collect the bonuses and
lives at (C). Go back down to (B). Then make
your way to (D) where you'll encounter the
spaceship. Attack it with your torpedoes and
collect the four lives it leaves behind

Follow the route from here through the
watery maze, over the waterfalls, until you get
to point (*). If you turn into a gyroscope here
and fall down the waterfall you enter a hidden
cave (F). Collect all the diamonds (you have to
or you can't get out) and go carefully to posi-
tion (G) where there are six extra lives all for
you. Go get ‘em.

Follow the route back up to the waterfall
and go down to (H) to take on the huge oppo-
nent which lurks down there. Use all your
weaponry on him, then constantly shoot his
eye (while avoiding the walker droids). You will
be rewarded with progress. Onwards...

COMMODORE FORMAT 9, June 1991 - what you might call a Turri Can Opener
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Dyer’s Andy Dyer’s Andy
v D $ Andy Dyerg

Is there no end to this boy’s talent or
stamina? Andy Roberts, the chap with
the cheats brings you the first part of
our complete guide to Turrican Il
(probably because he hasn’t finished

gyroscope through the narrow
passage. At position (A) and (B)
; are-egtra lives. Make your way
' backto the start and go down to
: (C).for some weaponry enhance-
] ments. Then fall down into the
watery labyrinth and work your
i way (firing like crazy, | should
" add) to position (D) to collect
another extra life. Head for (E) to
enormously. If not, use your
trusty lightning.
LEVEL 2.2
Go to position (A) and hop onto the lift to arrive at point (B). You can
work your way up to point (C) and collect the six extra lives, but it is
tricky and time consuming. Follow the route right, then weave through
the labyrinth and collect the lives at point (D) and point (E). Make your
way to position (F) and fall down to collect two more lives. Blast your
way through to the wind tunnel, climb up it and prepare to meet the
mega robot at (G). Shoot the guns off, then aim for the sphere in the
centre (tricky but it's the only way). Once he has been quashed, fall

get another life, then fight your
way up to position (F) where the
right down to (H) where two #ves are waiting for you. Route (1) is an
optional extra—you can gyroscope throygh the tunnel to gain an extra

the second bit yet -
; i LEVEL 2.1
Ed). Big game, innit?  From the entrance, climb up and
head-on-a-stick beastie resides.
Having a laser at this point helps
three lives but you'll have to renegotiate the wind tunnel. Head for
Exit. Level three, here we come.

C
!
S
VIR
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a

You can do Turrican 2 in COMMODORE FORMAT 9, June 1991




No time to waste. Let’s get on with the third
and final part of our Creatures solution. If you
haven’t got uppy fire, droopy fire, missile fire
and triple arrow fire by this stage, you’re
going to find things awfully difficult. Swirly
fire’s a bit of a necessity too

LEVEL 3.1 A

1. Oh good grief, here we go again. Drop down but keep left. 2. Dodge the bird then shoot the blob 3. ... Me and my bighuth
Fire breath the turnip each time it approaches until it's dead. and it turns into a sprinter. Shoot this gap than shoot the it o
Then follow the bird across, ensuring you keap out of the and a creature appears. Collect this the first gap, makinjure
way of its droppings. Get onto the first ledge and shoot the furry chum and drop down one level. then edge forward dl yo
blob. Jump up, dodge the bird and get the creature. Drop Use droopy fire on the blob then edge ward and jump to ad th
down one level, make a dainty little jump between the turnip into the pit while dodging the bird. jump up and keep sbtin

and the other fiend and Kill ‘em both. Phew, a journey of a Edge back out again using the same while fire breathing/kill

thousand miles has bagun with a single step high level of caution. This is too easy... arms raised). Now kit

i % : e AR 2 Ty i e

=2
L]

.n

EI
5. Shoot the tumip from the lower ledge, jump up and kill the 6. Kill the ghost by dropping down, firing then leaping back up to avoid it
bird then collect the creature. Kill the lower bird with the Get the broomstick. Go back left a bit then up to the top of the screen.
downward fire then fire breath the other one. Kill the zombie Carefully time your move to go across the top of the screen, avoiding the
from the left ledge then jump right. Use uppy fire to kill the bird purple fly and halting just before the blue one. Next, drop down to the
and fire breath the cloud. Kill the ghost with downward fire and ond ledge. Again, time your move so that you avoid the blue fly and co
you're free to collect the lower creature. Jump up avoiding the rest when you collect the creature just before the blue bird. Good timing
bird and collect the creature on the left. Kill the blua bird [he's again guys as you drop down between the blue, purple and brown birds.

a wimp). Then drop down one level on the middie ledge untill your broomstick goes then kill the yellow bird

LEVEL 3.2 A

9. Quite simply, shoot the two turnips. Next, shoot the 10. Kill the fire on the top s th

blob, jump up and shoot the ghost to make an extra life screamer. Shoot him then |
appear to your left. Drop down, avoiding the ghost then Stand still and shoot until

kill it quickly. Jump up to the top and move right, killing half life then kill the secondse.
the beasts on aach ledge. Don't be tempted by the drop and blast the screa ge
extra lives down below: the spikes will kill you. Jump ball. Shoot the jumpers, : 1
the bird, move right collecting the creaturas. Dodge the of the cat-worm. Get the b i

ghost while leaping the gaps red/yellow block. Wait until i bre

LEVEL 3.2 B

12. This next bit is horribly difficult. It'll take lots of trial and error and even then it will
take ages. Kill the zombie. Then drop down to the next level. Follow the ghost over and
drop down into the pit. When the cloud goes right, move up a level in the pit. Whan the
cloud fires, jump out of the pit and run right, dodging the swooping birds. Jump up onto
the tombstone for a moment of safety. Next, run into the pit again, dodging the swoop-
ers. Up onto the next tombstone for another nanosecond of safety then onto the
bouncing ghost, which you have to kill first go. Avoid the swoopers yet again, watch
out for the missiles, kill the jumper and gosh, three years later you've made it

mm mr ’_; Jm l”l - M m; .lll"!#ll' ...



' big meuth. Dodge the firing bird and shoot the cute bird. Jump the first 4. Shoot the gray zombies but stay left. You will now see blue zombies

the neit cute bird. How select the triple arrow weapon and drop down rising out of the dirt. There are three of them, so make sure you kill all
aking sire you move left a bit. Shoot the green turnip from a distance three before you progress any further. If you don't, they'll sink into the
ard unt! you can just about hit the second turnip. Blast it, then run for- ground and reappear right up your furry little backside. Stand by the gap
to avoil the worm’s breath. Keep jumping and shooting at the worm. Now in the wall and use uppy fire to kill one of the flying blobs. Jump the

ap shosting the four beasts until they move away. Turn around and jump ghost, shoot the naxt ghost then turn around and uppy-fire the other
hing tokill the bird. This will also get rid of the screamer (the one with his flying blobs. Shoot the next ghost (still with uppy fire, shoot the zombie),
ow killthe four beasts, use uppy fire on the bird and jump the turnip! then dodge the lightning-firing ghost. Oh yes, and blast that turnip!

1191p

'!"-;‘l':'l'-i'ﬁ""i'i

id it. 7. Drop down next to the turnip then follow it across until you have enough 8. Select triple arrow fire and edge right. Ready? FIRE!!! The huge
n. head room to jump [stand on the brown patch). When the turnip makes its blue fatty should be dead now. Jump up to the first ledge and blast
| the return journey, jump vertically. Then, as it passes beneath you, push right. the ghost on the right. Next, kill the beastie to the left then jump

B BEC- Jump up one level and murder the blue jumper. Edge right and kill the red up to the third ledge. Select uppy fire and shoot the discoloured
ome ta  jumper. Kill the ghosts if you wish but afterwards, jump across the ledges. brick. This will kill the screamear. Power over to the right (with

ring DO NOT drop down. Kill tha bird and keep going right on the ledges. Stay triple arrow fire selected) and kill the worm quickly to reach the
ds. Wal on the left side of the last ledge and follow the bird across, jumping over it next section

ird as It returns. Collect the green thing then drop down quickly

p ledge then edge toward the 11. Droopy fire the blue beast on the left. Now use droopy fire on the fire. It
yn run back. He follows at high spead! takes a while so have patience. Next shoot the discoloured blob to destroy
il he dies. Drop onto first fire, losing a the fire at the top. Carefully avoid the brown bird as you jump up. Drop down,
ond ons Carefully time your naxt one level, avoiding the ghost. Then droopy fire the mustard bird. Drop down
yimer. Eige right and massacre the fat get the creature, then go all the way to the top, avoiding both ghosts. Drop
edge right again and shoot the head down to the next ledge. Shoot the purple screamer, then move right aveiding
2 broomstick. Go right and land on the the lightning from the ghost. Shoot both the ghosts on the far right.

ntil thebroomstick disappears Thankfully you can droopy fire the huge worm

P LAEEERERE L

13. Drog down and approach the gargoyle, being sure to leap 14. Follow the purple screamer closely. Then jump it as it turns around. The ghost's

his missles. Keep firing and jumping until he's dead. (Got a few fire should miss you. Blast the last of the big fat blobs, edge right. Avoid the skull fire
days tospare?) Jump up one level and fire breath the large and jump up quickly to the second ledge. Flame breath the fire to kill both it and the
ghost (ancther three days). Jump both the gaps avoiding the skull. Use swirly fire on the right hand ghosts to kill both of them. Use swirly fire on
bhird and the two ghosts. Droopy fire the flashing flamer then the ghost at the top, he dies and so does the flamer. Approach the red beast to acti-
carefully time a couple of jumps to avoid the other two (prac- vate all the others, then get up top. Use missile fire on the top beast. Drop down and
tice makes perfect). Drop down and kill the green screamer. missile the big beast while jumping its fire. Get up top again and kill the flashing ghost
Then rmove right, jumping the blue ona that has now appeared (again) with missiles - and that's it

...if he can’t do i, no one can - COMMODORE FORMAT 9, June 1991



Jack your buddy
(Torture Screen #3)

o Select triple
arrow fire.
Edge left until you
can shoot the

Jump up to
’ the top ledge.

,,-n';:-u‘q'-::n: e This time edge

A T I L T e 1f.ln.:vi-'-.nilv--- : rightuntilynuhawe
hanging thing. ; F SEOE S R ¢ N h - - = . .

When the guy on
the left gobs his
little friends out
run back to the
start, turn around
and shoot them.
You need to kill
four sets of gobs
before you can kill
the hanging beast

the two green guys
in range. Shoot the
bottom one and
the blokey on his
shoulders then
spits out four little
terrors. Shoot two
of them quickly.
Then run as far left
as possible with-
out dropping down
to the next ledge.
Now turn quickly
around and shoot
the other two. You
need to destroy

three complete
PRl iy

| P oy v iy i PEENEEE  gets of gobbed
o el
i I A

D

the two greanies
disappear.

Once the green guys have disappeared a shiny ball materialises half
way along the platform. Get to the right of it, turn to face it, then give it

a whiff of your fiery breath. The ball should then swing in a long arc, first left,
then right again. At the end of its swing, it tumbles to the ground, knocking
over the acid vat. Sit back and watch the show: you've saved your furry
friend and completed the game.

Teach us to
cheat on
Creatures

For those of you with a faint heart and an
Action Replay cartridge, the following
POKE gets rid of all the collision detec-
tion in the game. This means you can
play the game as normal, enter the
POKE to get through the hard bits, and
then put everything back to normal and
carry on.

POKE15596,60 — gets rid of collision
detection
POKE15596,173 — puts it back on again

All those without a cartridge, listen
up. Once the game has loaded, wait for
the title track to stop playing and the
Clydes to stop dancing. Then pop your
joystick into port 1 and waggle it like
mad. The Clydes should do a frantic
Bart-man and eventually turn grey. Put
your stick back into port 2 and you're
ready to play with infinite livas.

Chip’s Challenge level
chipper (part 2)

well, like the man first 50 levels, so keep 85 LEBX

said: ‘This is this list of codes handy 86 FLHH
shaping up very nicely for when }FDU’I‘E ready. g; :.I'JZ‘{YSHF
indeed.’ You should still Only another 50 to go 89 VCZO
be hacking away at the (next month). 90 OLLM
The second 50 levels o
51 IGGJ &8 RTDI 93 REKF
52 PPHT 69 MLLY 94 EWCS
53 CGMX 70 GCCG 95 BIFQ
54 ZMGC 71 LAJM 96 BIFQ
55 SJES 72 EKFT 97 10CS
56 FCJE 73 QCCR 98 TKWD
57 UBXU 74 MKNH 99 XUuvu
58 YBLT 75 MJDV 100 QXJR
59 BLDN 76 NMRH
60 ZYVI 77 FHIC Send your tips, POKEs,
61 RMOW 78 GRMO maps and pleas for help to
62 TIGW 79 JINU Andy Dyer at:
63 GOHX 80 EVUG Gamebusters,
64 IJPQ 81 SCWF Commuodore Formal,
65 UPUN 82 LLIO 30, Monmouth Street,
66 ZIKZ 83 OVPJ Bath BA1 2BW
67 GGJA 84 UVEO

COMMODORE FORMAT 9, June 1991 meeis the challenge
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BATMAN THE CAPED
CRUSADER

Will D G Evans and Chris Porter please
stand up? You have been found guilty of not
being as good at Batman the Caped
Crusader as you should be. You will type in
the following listings (an infinite lives one for
each of the two scenarios) and serve several
hours' game completion time. Leat this be a
lesson to you.

b 312 f, 69 -
3
4 o -
| 9% | 4
i 1]
] DATA i, 89, F 3 i ]
:
[’ 69 A9, ag
B9 | TN =]
I 169 B | 9,125, Tt . B
5 REM THMAN THE
0 FOR I=38 Ic A
H 1 <] i
£
- 1 q -
' 1
t A L] 4k
T o -
Fad 2 o P E-='] ]
~ ol |
1 10 Bz, B2, Lzl , ’
= 11 -
Yy .!-I = A g ' 5

To complement the listings, hare are some
tips especially for D G Evan: Use the FOOD
to restore energy, use the FALSE NOSE to
stop enemies attacking you, use the TRAIN-
ERS to mowve faster, use the MAGNET to
confuse the robots and use the BATARANG
to stun your adversaries.

BIONIC COMMANDO

Darren Morton wanted a POKE and a POKE
he shall have. This listing unlocks infinite
lives and time.

0 BEM BIONTC OOMME

25 TO 580 : READ ¥ : C=Ca+¥

ACTION BIKER -
THE HELPFUL
GUIDE

Now that he's probably fini
Gareth Edmondson
snout at this. It lists a

3 DATA ERROR”
4 2, 86, 2 x o 4 141
208, 8 0, 5B 11, 2 ,8,76,16,8
5 gl g i, E o e 1 e Lo B e Crash Helmet is behind the tree next
AR T e [ & 760, 16 to the lake. Riding Gear is behind the
DATA 169, LB 41, 1B A -TeS. AL L 0

----- =1, 29, 141 188

Chris Porter take note: this listing will make
the game a pushover - infinite energy on
level 1 and level 2, invincibility on level 3,
plus immunity to trapdoors and mines (and
not an Action Replay in sight).

Gearbux s at the
e. Gloves are in the pen b
ar. Headlamp 15

2. Visor is in the middle
< _. ., Exhaust Pipe isin the pe
s r COas 1| r P‘Dwer Brakea
e the large
Speedo is
(1 . Brake Lamp
i >, Qil Can is near tf
69 (] 1 ] 2 E
s B : e e. Cooling Fins ar
o l ) g s i 1 of the buildin
o e e g lndlcnturs ar
183 g g4, M1
L e S = e mirrar, on the
3 H ¢ 1BDY L] oSy o

& 169. 9. 1 & Horn is near th

3y e g 16, ¢ A&dh e

: 9 i G a e Reflectors are in the buildin

L 1A 24, 141, A o Agd LD,
141 19 g T Map is by the drag course n
[ [ P XAy ¢ .

Gareth Edmondson requested help for this
little beauty, so here are the passwords for all
five levels: STACK, JEWEL, PARCH,
SALON, GLOBE.

RENEGADE

Jaz waz rather miffed, as he couldn’t get
passed Big Bertha. Tackle her like this: run
away from her and she will run after you. This
allows you to time a flying kick. Repeat the
process until she croaks. If your flying kicks
are rather limp, try a back-kick instead.

DIZZY

Chris Porter might at this point like to turn to
page 28 for the full low down on Dizzy, since
he seems to be having great trouble with it.
Well go on then what are you waiting for?

Ga Faster Strlpes are
. Water Skis are by the
: Flre Exnngulsher s

B Smp Watl:h
is on the ramp in t ||I|J ni
Motocross Tyres are n near the
roll . Personal HiF n the
ramp in uildin e. Electronic
Ignition is in the lake. Rev Counter is in
the pond behind tk Wind Shield
is in the large pen the building
Drag Race Ticket
ntre of the lake. And the infinite
owed by

One comer of COMMODORE FORMAT 9, June 1991



&> GAMES 1P

Over the next few months, we’ll be going
right through the Dizzy Collection with you,
taking one game at a time. We start with
Dizzy itself - and we even get all the way

: 1 through! (Well it was just a ques-
tion of balance, after all)
St W R
R i A 5
A A} £
= has v
\.lz.:..:' '4‘ }',—i '.: ;

THAT DIZZY SOLUTION 1

Ah Mr Porter, glad you could make it. To start
with, here's the RESET POKE you asked for.
It gives you infinite lives.

POKE 15942,173 Then type S¥YS58192 to
restart the gamae.

From the start; R, get burning torch, L, light
sticks under cauldron, L, get grease gun, L,
get extra life, L, lubricate mine car, D, D, get
raincoat, U, U, B, U+L, L, dissolve rain, drop
raincoat, L, U+L, L, get crowbar, R, D+R, R,
open trapdoor, get raincoat, down trapdoor. L,
dissolve rain, L, get garlic, R, B, U. R, R, L {to
mine), D, R, kill bats, drop garlic, get laser, L,
D, kill ghost, down chimney, R, drop laser, D,
get goid, U, L, U, U, R, drop gold, L, D, get
key, U, R, drop key, L, D, D, R, R, jump on
ledge beside pool and jump straight up to
lower beam.

R, getoll, L, L, L, U, U, R, drop oil+collect
gold, R, R, R, R, R, R, R, R, drop gold in
bucket, jump onto hut + jump straight up, col-
lect cloud's silver lining, L, L, L, L, L, L, drop
lining in cauldron, L, L, getkey. R, R. R, R, A,
R, R, R, R, open graveyard gate, L, L, L, L, L,
L L LLgstoilRRERRHARABRRRRRAB
R, R. Drop oil on cog, get feather, L, L, L, L,
L, L, L, L L, L, drop feather in cauldron, R, R,
R, R, B.

15

Climb up tree, collect spade, go down
tree, L, drop spade under spider, D, get
trowel, drop onto top mushroom. R, R, get
bolt cutters, L, L, U. Drop bolt cutters, R, R, R,
R, R, R, R, U, get broken heart, D, L, L, drop
heart on statue, D, D, get diamond.

U, U, drop diamond, R, R, R, get troll's
brew, L, L, L L L LLLLLLL, drop
troll's brew in cauldron, L, L, L, L, L, L UL,

U, L getemerald, R, 0,R,D,R R R R,R,

R. R R R R R R,R,R, drop emerald on w

god, R, getdiamond. L, L, L, L, L L. L L LL,
L. L, L, L, drop diamond on sheet of glass,
U+L, get dry ice.

D, R, R,

- ™

R.H. R, R, T, -
R.R.R,R, é}- ) A
D, L. Bounce Fr
onto top @
ledge and 0
drop dry ice,
walk through
maze to = P
avantually
arrive at the
pickaxe, col- ~

lect pickaxe,

go back to

waterfall. R, U, R, R, R, R, D, drop pickaxe to
remove obstruction, L, get dagger, R, U, L, L,

When a tip doesn’t make an eyesore it's COMMODORE FORMAT 9, June 1991



LLLLLLLLLL L goleft into cave.
Cut raft free with dagger, L, L, D, get amulet.
U. R, R, R, R, R, R, R, R, drop amulet, R,
R. R, R, gat bolt cutters, L, L, L, L, L, L, L into
mine, D, L, L, cut raft free with bolt cutters, L,
L. get wig, R, R, R, R, U, R, R, R, drop wig in
cauldron, R, R, get flask. L, L, drop flask in
cauldron, get amulet, R, R, R, R, R, R, R, R,

R, A, R, U, R, destroy wizard's magic, L, drop
amnulet, DL L L L LLLLLLL,get
potion, A, R, R, R, AR AR R R R R, U,
U+R. Drop potion on upper ledge next to the
wizard, Zaks will dissolve. Well done you
have finished the game! One down three left
to go. Come back next month.

A k]

v =

LR g (]
o

Ob mo, now
I'm going to
bave to buy a
new game!

Welcome to our new
bit for budget buying
byte-busters. Your
host is none other
than Roger Frames
(who ought to know
his games inside out
because the miser’s
only got seven). Take
it away, RF

Essential tips!

The ACME bird seed destroys birds
when carried

The INSECTICIDE destroys spiders
when held

The MINER'S HAT destroys apples when
it's carried

The GARLIC destroys vampire bats
when held

The AMULET destroys the wizard's
magic when carried

To cross the booby trap pit safely, jump
the gap in the middle

To cross the logs safely, walk from a
higher log to a lower one

—

R & B LA
gy
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" €% GAMES TIPS

HUNTER’S MOON

Martin Pugh has been up to his old tricks
again. Try this for infinite lives.

0 REM HUNTERS MOCN CHEAT (CASSETTE)
1 FOR X=528 TO 547 : READ ¥ ; C=C+Y¥
: POEE X,¥ : HEXT

2 IF C=2116 THEN POKE157,;128:5Y5 528

3 FRINT *“DATA ERROR"

4 DATA 32, 86, 245, 163, 28, 141,
229 =3 96 Tl T BU
S DATA 169, 248, 141, 154,325,76.27,8

BEVERLY HILLS CATS

And try this when you're not feeling the cat's
whiskers (it's for energy).

0 REM TOP CAT CHEAT BY MARTIN PUGH
FOR X=522 TO 555:READY:C=C+Y:POKE
« ¥ :NEXT
IF C=3795 THEN POKE1S57,128:5YS5.22
FRINT*DATA ERROR"
4 DATA 312,44,247,32,108,245,169, 32,
141,93,3,1869
E DATE 2Z,141,95,3.76,167,2.73,77,
BO, 238
& DATA 32,208,169;165,141,80,197,

141,114,194,96

SILKWORM

If you're looking for infinite lives (using the
helicopter or the jeep), try this.

b

Lt BJ

0 REM SILEWORM CHEAT BY MARTIN PUGH
1l FOR X=376 TO 411 :READY:C=C+Y: POKE
X, Y NEXT

2 IF C=3298 THEN POKELLT,128:8¥5376
3 PRINT"DATA ERROR"

4 DATA 32,.86,24%,169,.1,141,29,4,96,
5 DATA 169,125,341 ,245,13,141,7,20,
169,.69,141, 248

6 DATA 19,141,.8,20,169,95,141,9,75,
76,13.B

I need your
budget tips
NOW! So send
'em in: chealts,
maps and tips.

Ha! This is great. Now I've got my own sec-
tion, I can prove to those louts at the office
that it's worth squeezing just a bit more out of
those games your grandmother bought you for
Christmas. Go on, dig 'em out!

| know, this is the Budget Tips section and
yet the following listings are for the games
on our PowerPack from CF7. But what
could be more of a budget title than one
that comes absolutely free on the front of
our mag? More than justified methinks.

Use this POKE for invincibility to flak, get-
ting gallons of fuel and bays and bombs.
And thanks to Martin Pugh (yet again).

0 REM BLUE MAX CHEAT

1 FOR X=517 TO 579 : READ Y : C=C=Y :
POKEX,Y : NEXT

2 IF C=6364 THEN POKE157,128 : SYS517
3 PRINT “DATA ERROR"

4 DATA 169, 18, 141, 40, 3, 169, 2, 141, 41,
3, 32,86

5 DATA 245, 169, 32, 141, 178, 2, 169, 2,
141, 179, 2, 96

6 DATA 72, 77, 80, 169, 32, 141, 222, 3, 1689,
51, 141, 223

7 DATA 3, 169, 2, 141, 224, 3, 32, 69, 3, 96,
169,173

8 DATA 141, 228, 43, 141, 98, 72, 169, 0,
141, 50, 42, 238, 32, 208, 96

CRYSTAL CASTLES

This POKE unleashes unlimited lives. What
could be more useful?

0 REM CRYSTAL CASTLES CHEAT

1 FOR X=513 TO 542 : READ Y : C=C+Y :
POKEX,Y : NEXT

2 IF C=3120 THEN POKE157,128 : SYS513
3 PRINT “DATA ERROR"

4 DATA 32, 86, 245, 169, 15, 141, 251, 2,
169, 2, 141, 252, 2, 96, 169

5 DATA 2, 141, 104, 5, 76, 0, 4, 169, 165,
141, 152, 162, 76, 23, 128

Write-offs wiping out your insurance? You
need infinite lives, sir.

0 REM 5TH GEAR CHEAT

1 FOR X=320 TO 360 : READ Y : C=C+Y :
POKE X,Y : NEXT

2 IF C=4255 THEN POKE 157,128 : SYS320
3 PRINT “DATA ERROR"

4 DATA 32, 86, 245, 169, 148, 141,19, 5,
169, 236, 141, 20, 5, 169

5 DATA 181,141, 21, 5,76, 0, 4, 72, 77, 80,
72,169, 173, 141

6 DATA 24, 32, 141, 115, 63, 141, 212, 149,
104, 141, 32, 208, 96

Ever been dumped on by a dreadnought?
You need an infinite number of ships. Here
they are.

0 REM URIDIUM CHEAT
1 FOR X=517 TO 571 : READ Y : C=C4Y :
PQKE X,Y : NEXT

2 IF C=5541 THEN POKE 157,128 : SYS517
3 PRINT “DATA ERROR"

4 DATA 169, 18, 141, 40, 3, 169, 2, 141, 41,
3,32, 86

5 DATA 245, 169, 32, 141, 178, 2, 169, 2,
141,179, 2, 96

6 DATA 72, 77, 80, 169, 32, 141, 222, 3, 169,
51,141,223

7 DATA 3, 169, 2, 141, 224, 3, 32, 69, 3, 96,
169, 255

8 DATA 141, 66, 13, 238, 32, 208, 96

Bust those budgies in COMMODORE FORMAT 9, June 1991




Well here it is the
biggest pinball sensation in
years - The S8impsons! And you
can get this machine which is worth
£2600 into your bedroom, if you're
the winner of our crazy competitionl!
We've colllected loads of silly sound
effects from around the world, and
to stand a chance of winning all you
have to do is correctly identify
them! 8o don't have a cow,
have a go now!!

' mmodorre Amiga Compuferi"
complete with colour
l"_ng to ba wml So call...




COMMODORE 64 ;

PROGRAMMERS & GRAPHIC ARTISTS

Zeppelin Games Limited currentl
interesting projects that we are loo : ;
Commodore 64 Programmers and Graphic Artists.

As well as rapid turnaround Budget titles, we can also offer |
challenging Full Price projects from our Impulze label
featuring a number of top licences.

If we consider your C64 work to be outstanding, Zeppelin
offers an attractive range of payment schemes as well as 5
knowledgable technical back-up.

It you have not applied within the last two months, please
send a short introductory letter and demo to:

Gareth Briggs
Head of Development
Zeppelin Games Limited
PO Box 17
Houghton-le-Spring
Durham
DH4 6JP

All applications will be treated in strictest confidence. ;

K' has a large number of
|

ng to place with talented

POWER TOOLKIT

A poweriul BASIC-Toolkit |Additional helpful
carmmands) that considerably simplifies prog-
ramming and debugging. The toolkit commands
can be used in your programs,

DISK TOOL

Using POWER CARTRIDGE you can koad up o
& 1imes fasber from disk.

The Disk commands can be used in your own
programs,

TAPE TOOL

Using POWER CARTRIDCE you can work up io
10 tirries faster with your data recarder. The
Tape commands can be used in your programs,

POWERMONITOR

maonitor tha is
readily available and leaves all of your Commao-
dare memaory available for programming.
Also works In BASKC-ROM, KERNAL and 11O
areas.

A powerful machine langu

PRINTERTOOL

The POWER CARTRIDGE contains a very effiec-
tive Prinfer-Interiace, that self detects if a printer
is connected 1o the Serial Bus or User-Port.
Hwill prind all Cornmodore characters on Epsor
and compatible printers,

The printer-interiace has a variety of set-up pas-
sibilitims, It can groduce HARDCOPY of screens
not only on Serial printers (MPS801, BO2, BOD3
etc) but also on Centronic printers (EPSON,
STAR, CITIZEM, PAMASDMIC, i),

The HARDCOPY function automatically distin-
guishes between HIRES and LURES. Multi-col-
our graphics are converted into shades of grey.
fhr%‘i T functlons allow you to decide on
LargesSmall and Mosmalinverse printing.

Bicom Devioes Lagd does mol authonse or purpor o
authorise the making by arry meany ar Bar dfy alps
whatsoever of copies o adaplions bl copyright works o
oeher prosecie d material, anvd users of the Power Cariridye
s b Ih:;«"mﬂ perioe ;nnum Fnr:hednubmh' !:I'n
Sl Copies o Taim &l W and obher

W ey fw‘qm@?k;:‘ul Copyright, Iﬁml & Patenis
At %8

MEMNTO GIAL often found Ble somewhat
prediciable.

MEATWWHILE ...

6a Camden Road, London

NW1 2DL

Tel 071 485 6600

Imports
Back lssues
Independents
Marvel / DC
Small Press
Graphlc Novels
T-Shirts
Badges
and other flne thing:

Mall Drder catalogue avallable; send a

very large SAE

AOCESS amvd VIBA pcoepted

For books, for comics, for comic

books...and morel

UL

Bitcon Devices Ltd

3 Ehe back of the PCOWER CARTRIDGE thiere
is o Resed Bution, Pressing this bution makes a

SPECIAL MENL! & r on the screen,
—Almy:rum relurn bo your

CONTINUE

MONITOR

W

POWER RESET

program,

= Returm to BASH

—Mormal RESET.

—Saves the contents of the
mermory onto a Disk. The
program can be reloaded later
with BLCAD fallowed by
COMTINUE.

~RESET of any program.

=As BACKUP DISK butio TAPE

AL any moment, prints outa

Hardcopy of the screen,

Using COMTIMUE afierwards

yeu can returm to the program.

— Takes you inlo the Machine
*language Mondior.

Bitcon Davices Ltd. TEL: 081 490 1975 and 091 480 1819
BB8BEWICK ROAD  FA 001 400 10 ies weicoms - Cheques or P/
‘#HE A.HE#JEAH m‘:ﬂ_ﬂm post/pack total - £18.50

NES 1RS _I!_HJM add £2.50. Overssas add £3.50-
ENGLAND. AND EXPORT ENQUIRIES WELCOME

-=l




REVENGE OF
THE MUTANT
CAMELS 1I

LLAMASOFT

Released: October 1987

Availability: Deleted. Was on the

MAD budget label.

Jeff Minter's shoot ‘em ups were a mixed
bunch but attracted a cult following on the
C64, before the llama-lover went off to pro-
gram the Atari ST. This is probably his bast,
featuring laser-spitting 60-foot camels, multi-
ple weapons, smooth controls and some
awesomea firapower.

The plot is typically insane: the Earth is
under threat from the evil Zzyaxian Empire,
and its fate lies in the hooves of genetically
altered Dromedaries. Be warned: this is not
for squares.

REVS

FIREBIRD
Released: February 1986
Availability: Deleted
Geoff Crammond's first game in our A-Z (the
other two are Stunt Car Racerand The
Sentinel) is a fully-fledged Formula 3 racing
simulator. Movices spend the first few hours
spinning off the track and orienting them-
selves to the bumps and turns of every
course: just like the real thing, the car needs
to be driven with respect, particularly if you're
to compete with other drivers.

Exhilarating 3D, a strong sense of realism,
and a superb manual put this sprocket and
wheel-grommets above the opposition.

ROCKET RANGER

CINEMAWARE

Released: February 1989

Availability: Cinamawara/Mirrorsoft,

14.89 (disk only)

A game based on a man who walks around
with 200lbs of liquid rocket fuel on his back
might not be instantly appealing to every-
one—which goes to show that instant appeal
doesn't count for much when it comes to
great games. Loosely based on the exploits
of the 50s black-and-white serial, King of the
Rocket Men, this is still one of the best
Cinemaware games around, with cut-scenes
a-plenty and humorous arcade seguences.
Your aim? A casual attempt to thwart Nazi
ambitions of world domination by infiltration,
biffing guards and rescuing scientists. Hurrah!

FORNIAT

%) oF c
GAMES

Never having guessed that there are as many
as twenty-six letters in the alphabet Gordon
Houghton slogs on in his quest for the C64’s
most memorable games beginning with the
letters R and S and finds bucket loads of
memory eatin’ machine code worth a mention.
He goes on for so long in fact that the poor
chap dnesn’t hava time to stop for T

With the increased price of oil, a tennear's
worth of unleaded was no longer enough to
get Garald home to dear old Blighty

ROBOBOLT

ALPHA OMEGA

Released: December 1986

Awvailability: Deleted

There are turkeys, and there are brainless
half-witted gobblers with no legs — and this
fell into the latter category. With three simple
spot effects, graphics bland beyond belief
and gameplay that involved shutting down
corridors, it should have bean humanaly killed
at a very early age. Fortunately, it has now
been put down.

SACRED
ARMOUR OF
ANTIRIAD

PALACE

Released: December 1986

Avallability: HiTec budget label, 2.99. Also
appeared on Computer Hits 4 compilation
Centuries after a nuclear war, genetic muta-
tion and deprivation produced a hardiar
human race. People learned to live in peace
until a race of machines invaded the Earth
and enslaved its inhabitants. Tal was one of
them — until he read about a suit of armour
which would allow him to destroy the oppres-

sors. This is the scenario bahind one of the
neatest arcade adventures around: some of
its sprites are a little poor, and the game is
too easy to complete, but that doesn't stop
you from playing it again and again. It's
almost worth buying just to savour the effect
as the reassembled suit charges up...

SAMANTHA FOX
STRIP POKER

MARTECH

Released: September 1986

Availability: Deleted

‘Laughable’ and ‘silly’ are the first two words
that spring to mind when you see this prod-
uct. ‘Rubbish’ and 'a waste of money’ scon
follow. The rules are simple; beat Sam at a
basic version of five card draw poker, and
she removes her clothes to reveal the most
realistic representation of a nude woman on a
home computer. And | can fly.

SAMURAI
WARRIOR

FIREBIRD

Released: May 1988

Availability: Deleted

Or, to give it its full title, Samurai Warrior: The
Battles of Usagi Yojimbo. It's a beat ‘em up

o

Let evil-doers tremble before me, for | am
Conehead the Rabbit. Actually it's Usagi
Yojimbo and this is Samurai Warrior

Going down fo Alphabet Street with COMMODORE FORMAT 9, June 1991
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with a difference — based on the comic char-
acter of the same name, it includes some
essential martial arts values. These are a bal-
ance between exchanging pleasantries
and/or cash with the nearest peasant, and
turning Ninjas into Ninja slices. With gor-
geous backdrops, some excellent opponents
and plenty of unusual twists, this is one of the
better beat ‘em ups around = that is if you
can still get hold of a copy.

SCARABAEUS

ARIOLASOFT

Released: January 1986

Availability: Deleted. Was also available
on the Five Star compilation

What's so special about this? Only that it has
the most realistic and unnerving atmosphere
of any game you're likely to play (ooh,
doesn't he get carried away? — Ed). Part of it
is down to the sound: a choice between a
brilliantly repetitive tune or excellent breath-
ing and heartbeat effects. The other part is
the game design. Basically, you search for an
emerald through three levels of mazes and
puzzies, but the action is displayed in smooth
first-person 3D, so that you never know
what's around the corner. Packed with grisly
monsters and horrible surprises it shouldn't
be missed. Why hasn't anyone released it as
a budget game?

THE SENTINEL

FIREBIRD

Released: Dacember 1986

Availability: Deleted

This is quite simply the best C64 game
around. It's set on a staggering 10,000 indi-
vidual worlds, each laid out like a huge
three-dimensional checkerboard. The aim in
every level is to occupy the highest point of
the landscape so that you can hyparspace to
another. Trying to stop you doing this are the
Sentinel and its accompanying Sentries and
Meanies — if they see you, they drain your
strength until you die or move. All the charac-
ters in the game (including you, a Synthoid)
function by absorbing and redistributing units
of energy, found in natural objects such as
trees and stones — and in opponents for that
matter. It sounds complicated, but it's actually
very simple to play. The only trouble is, it's
practically impossible to stop — and anyone
who likes to use their brains as much as their
joysticks will feel exactly the same way.

It's more than your job's worth to let the warehouse get clut-
tered by boxes. Don your overalls and get shifting. But
remember, one box in the wrong place could mean the boot

A staple diet of Alphabetti Spaghetti - COMMODORE FORMAT 9, June 1991
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'0i, come here and say that." The Sentinel
doesn't respond to taunts, he just blows the
crap out of you from a great distance

SLIMEY’S MINE

SILVERBIRD

Released: October 1988

Awvallability: Deleted

Slimey, a cute frog-like creature, is trapped in
a deep—space asteroid belt. His only hope is
to salvage space craft parts from the asteroid
caves and build a new ship. A neat idea — but
some of the caves are inhabited... And this
adds up to a kettle full of cuteness, humour

It may not lock like anything special but
Slimey's Mine is so polished, it made our
reviewer wibble on like an old woman

and frenetic Robotron-style shoot ‘em up
action. The presentation is superb: a mini
sound utility on the title page, bags of sam-
pled effects and some neat in-game touches,
such as a snoring pause mode. All this for
three quid. They don't make ‘em like they
used to... (drone, waffle, etc etc).

SOKO-BAN

SPECTRUM HOLOBYTE/MIRRORSOFTY
Released: April 1988

Availability: Deleted

Let's clear one thing up straight away: soko-
ban is Japanese for warehouse supearvisor.
You play the soko-ban, and there are 50 lev-
els of a warehouse under your supervision —
DK? The trouble is, someone has been leav-
ing boxes lying around, and
it's your job to clear them up.
They are too heavy to pull,
50 you can only push them
along to the right place — and
that means game over if you
accidentally shove one into a
corner. This leads to one of
the most demanding puzzle
games around with a multi-
tude of ways to attain points,
including time bonuses, and
limiting the number of moves
and pushes. It's just plain
silly that this didn't get the
recognition that it deserved
on the C64 — part of the rea-
son is becausa it's only

available on disk. If you can't find it for your
fave computer, it has also been released for
the Apple, PC and Gameboy...

SPINDIZZY

ELECTRIC

Released: June 1986

Avallability: Winner budget label, 2.98.
Also appeared on Five Star and Computer
Hits 4 compilations

If you were born with a name like Gerald you
might think that there are worse things in life
than wandering around an isometric 30 world
of puzzles and platforms. And you'd be right:
you could be a tunnel support, or a pair of
underpants, or a flower. Gerald is, in fact, a

Spindizzy has real class. It hasn't aged, it
hasn’t been bettered, it's simply stunning
remote droid given the irksome task of map-
ping over 300 screens, but most of his time is
spent balancing on walkways, leaping on
trampolines or teetering along slopes.The
rules of his life are simple: if he falls off a
landscape, he loses time; if his time runs out,
he dies. If you have patience with the control
method, this is one of the most enjoyable
games you'll find anywhere — it's still tops in
my house.

PS: Spindizzy is coming 1o a CF
PowerPack real scon!

STUNT CAR
RACER

MICROPROSE

Released: April 1990

Avalilability: MicroProse, £9.99 cass,
£14.99 disk. Also available on Power Play
cartridge compilation.

Proving that he's the just about the best rac-
ing game programmer around, Geoff
Crammond came up trumps again last year
with this vector-graphics future sport. Set
over increasingly difficult courses it features
ramps, jumps, twists, turns — and a track 100
feet above the ground. With a multitude of
skilled opponents and superfast graphics, it
conveys the action perfectly. Buy it, believe
it, betroth it.

Buy, buy, buy, buy, buy, buy, buy, buy, buy.
Got the message? Good. Bye bye

.
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CITIZEN 120D +

The Citizan 1200+ s one of the UK's best selling
primars. It has a stylish appearance and sxcallant
features and parformance for such an inexpangive

PRINTER
ACCESSORIES

14455 24 o

T awaird winning Citizen 124D brings high quali-
ty 24-pin dot matrix printing within every computer
users reach. It ia the ideal chaice where high quali-

offers on the award winning
range of high quality dot
matrix printers from Citizen.
Each Citizen printer is built in
the UK to exacting standards,
ensuring superb reliability
and a very high quality of
output. Our confidence in the
quality of Citizen printers is
such that we are pleased to
offer a unique two year
guarantee with every printer.
Plus, if you purchase your
Citizen printer from us, we
will give you a Silica Printer
Starter Kit (worth £29.95),
| FREE OF CHARGE!

[Silica presents some great ]

"

FREE DELIVERY

- Anywhere in the UK mainland

FREE STARTER KIT

Worth £20.95 - With every Citizen printer from Silica

FREE COLOUR KIT

Worth £30.95 - With Swift 9 and Swilt 24 printers

2 YEAR
WARRANTY

Silica offer a 2 Eur warranty (inciuding the printer haad)
with every Citisen printer purchased from Sica

WINDOWS 3.0

Free Windows 30 driver - In the Silica Starter Kit.

FREE HELPLINE

Technical support heipline open during office hours

MADE IN THE UK

Citizan privers are manufactured to high standands.

192n§§’n O e

Thae Citizen Swift @ is parfact for those who requine
high quality dot matrix black or colgur printing at &
budged price. The print quality of Swift @ rivals that

'192 DFI:%T 24 PIN

The Citizan Swift 24 ks one of Europe’s best sall
pr‘rmlrl and has won awards including Printer
Yoar 1 speed, quality and

;a
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H
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+
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prirtar. The 1200+ s evailable with sither a serial | ty printing is required &t & buwdget price. of other manuiacturer's 24-pin modals.

of paraliel interface and is an ldeal first printer. & 24-pin Impact Printer ] & 2d-pin Impact Printer
i!-pmﬁmmu:d ® Print Speed tddcps Draft . ® Print Speed 182cps Draft gﬁ
® Print ddcps Draft ® 2 LO Fonts (48cps) L ® 4 NLO Fonts (B4cps)

‘K{E" ® 8K Buffer » ® 8K Buffer Ll
I\Epdmli'lllmmulmuhﬁm ® Epson, IBM & NEC Pé+ Emulation . ® Epson, |BW & NEC P+ Emulation
® Pull Tractor & Bottom Feed ® Advanced Paper L] & Advanced Paper Parking
lsup-rhrarm 240x 2168dpi & Superior Graphica - 380x380dpl L] ® FREE Starter Kit
® FREE Startar Kit ® FREE Starter Kit L & FREE Colour Kit
| e £23383 RRP ... E20258 RRP ... RAP ... DAZE.SS
STARTER KIT .._£2095 STARTER KIT ... £20.95 ol COLDUR WIT . £4488

TOTAL RAP: £263.78 TOTAL RAP: £322.53 TOTAL ARP: TS03.48
SAVING: £112.20 SAVING: £112.20 SAVING:_£109.
SILICA PRICE: £151.58 + VAT = £151.58 SILICA PRICE: £210.33 + VAT = £210.33 u.ﬂ -.ﬂ PRICE: m +WAT=£304.33
m

Every Citizen printer from Slln:a. comes complate with the Silica
Printer Starter Kit, including everything you need to get up and run-
ning with your new printer immadiataly, FREE OF CHARGE!

® 31~ Dual Format Disk with Amiga & ST Printer Drivers
® 315~ Disk with Drivers for Microsoff Windows 3

® 2 Meire Parallel Printer Cabie

& 200 Sheels of High Quality Continvous Paper
& 200 Continuous Addrass Labels on Tractor Fesd

@& § Continvous Envelopes on Tractor Feed
If you already cwn & printer, and would like a Sllica Printer
Starter Kit, you may order one jref; KIT 5000) for the spacial
Silica price of £24.95 - £5 ol RAP

SILICA SYSTEMS OFFERS YOU

is ane of the LUks

ol £13 milion. With our unrivalled experience and
Axpertie, W CAN NOW CIAIM 1o mesl our Customarns
regquinKTanGs with &N underslanding which |8 second
1o nene. Bul don't just take our word for B, Complets
and relurn the coupon now, for our lales! Fres
Ierature on the Citizen printer range and begin io
papariance the “Silica Systems Service'

SYSTEMS

® FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK,
® TECHNICAL SUPPORT HELPLINE: Team of PG technical experts al your service.

® PRICE MATCH: Wa normally match compatitons on a "' Same product - Same price’” basis.
® ESTABLISHED 12 YEARS: Proven track record in professional computer salas,

® £13% TURNOVER (with 80 staff): Solid and reliable with maintained growth.

® BUSINESS/EDUCATION/GOVERNMENT: Volume discounts available for large orders,

® SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.
& THE FULL STOCK RANGE: All of your PC requirements from one supplier.

® FREE CATALOGUES: Will be mailed to you with offers and softwara/peripheral details.
® PAYMENT: By cash, cheque and all major credit cards.
Balore you decice whan to r N e [
B e s S
pRriprarals of Softwiie, 04 8aMe lechalcal halp nd advice. And. will the company you buy from contact
mwnmpﬁmmwwﬂmnmimmlm nothing bo woery aboul. Slica Sywiems

londing independent compuber dealers and provides & quality
and in business throughout the nation, Siica have bean established for over 12 years, and hlwlr!-rmullmw
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£29.95

an.ﬂlllﬂ!

[ 7o Sikca systems, Dept CMFOR0G9!
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burned in order to learn a lesson. Typically,
however, our Roger had to go the whole hog.
Whilst reading his own work in Commodore
= 38| Format (the bighead) in his back garden, only
. el partially protected from the sun’s rays by the

EpETTEREINLE  shade of a tree, he fell asleep and was done
Also known as Bad Dudes ve Dragonn s 0 @ turn by the time he woke. Is he still sore?
DRAGON NINJA Read on and decide for yourself...

The Hit Squad, £2.99 game or mish-mash of disjointed arcade
When you consider that the majority of Ninja ideas. This one is a mish-mash of stylas but, ARKAN0|D

games are crap (Shadow Dancer and The unlike many of the Bond games, isn't all bad. REVENGE
Last Ninja series being obvious exceptions) Sanchez the drug smuggler is up to no

it's a wonder people keep writing them. good so it's up to Jimbo to kick his criminal OF DOH
Dragon Ninja is also guilty of deservingthe C  ass. Three ‘scenes’ are each made up of The Hit Squad, £2.99
word. Now some might say that if it's a bud- sub-sections, where a combination of heli- .

| can't believe there's anyone out there who

get title, it doesn't matter. But when someone  copter shoot-outs, running about on foot, and 45650t know what this one's all about. Still
goes through hell playing a tedious game, | swimming for your life makes the challenge for the benefit of Mr Eduardo Cortez of dark-
really don't think they'd say, ‘Still it was onlya varied and interesting. Gameplay is fast, the est Peru it's a Breakout clone with knobs on.
complete waste of three quid. graphics neat, and there's a distinctly arcade

The graphics in this horizontally scrolling feel about the whole thing. At a budget price Ah, he looks so peaceful an:d serene when
beat 'em up are pretty good: nicely defined it could be hot to trot (/ike you? — Ed). n :: ::i-;r' Em: mn:thh ';;:? = ld{.tjr

hi-res sprites, well animated over a backdrop
that is itself competently drawn. But, and it's
a big but, it suffers like so many games of this
type from poor collision detection. There is
simply no feeling of contact when you punch
an opponent and when that's the essence of :
the whole game, all the exciternent is lost. e U g e A o

To be honest it's not a complete disaster
and there are much worse games
around. But I'm just a bit tired at the

Fame oo

ignored that special suncream offer... '

% = e |

prospect of yet another mediocre game In the first tricky level of many, similarly
tricky levels, James pilots his helicopter
into the enamy camp. Looks nice but plays
hard - you have been warned...

of such similar structure to all the rest.

DRAGON
NINJA

Yawn, James Bond, licence to keel over.
Actually this isn't as snoozeworthy as
LICENCE To KI LL the rest of the Bond titles so if you (a)
like 007 and (b) can’t choose which bud-
The Hit Squad, £2.99 get game to buy this month, give it a go.
Whoop de doo, ancther Bond title. | imagine
you either love ‘em or you don't. Pearsonally |
| don't. The films are so action-packed they're

just gagging to be made into games but the
result is often a rather boring little driving

Cookin’ the kid crisp - COMMODORE FORMAT 9, June 1991




n
1

i
i
my:

AL

i
w
L

| L
= |
- -
-~
)} ==
| -
| -
] =

AANRARANN

As you destroy the coloured blocks, bonus
icons (locking like Contac 2000 capsules)
scroll down for a power-up, Touch this red
one and it installs a machine gun in your bat
Breakou! was a very simple affair involving a
paddle a ball and several destructible blocks.
Anyway Breakout died a death years ago.
Then, not so long ago, Arkanold came out
and took the gameplaying public by storm.

This is the sequel and it's even better
than the first. There are indestructible blocks
and sliding blocks, power ups and bonuses
up to your eyeballs, a host of hazards —
including aliens — and reduced paddle size. In
both graphics and playability this is a monster
of a game and for only a few hundred pence
it's a steal.

FRAME RATE

The graphics are great, there are ocodles
of features, it's hugely playable, more
addictive than, er, a very addictive thing
and, and... (yves | think we get the mes-

sage, Frames - Ed).

ARKANOID
REVENGE OF
DOH

904%

GALDREGONS
DOMAIN

Players, £2.99

People who snigger at the 64's graphics
ought to have a look at this. The subdued
lighting of dank dungeons has rarely looked
as good on a computer.

Galdregons Domain is a roleplaying
game set over six zones. Action takes place
in dungeon complexes, out in the fresh air or
inside caverns. The scenario is briefly this:

Well, there's a surprise. The last thing you expect to see
while indulging in a little adventuring is Bananarama per-
forming a sinister gig for ‘Azazael Aid'

Oh dear. Bolled Frames & la ’
carte. See, if Roger had been

inside playlng budget games
instead of sunning his fat bod,
then he wouldn't be in the state
he is now. Let that be a lesson

to you (bit of a crap lesson - Ed)
the evil wizard Azazael has been
brought back to life and seeks five
gems that will make him all-power-
ful. You have to get these gems
yourself, thus saving the world.
Pratty standard stuff. Each section
contains various characters who
you can either talk to or kill. Often
they possess items which enable
you to complete the sections, so
killing some of them is absolutely
necessary.

Control is handled entirely by
way of clicking on icons. Four
arrows represent your movement
options which are turn right and
laft, move forwards and back.
Other icons allow you to access
your backpack to choose
weapons, food and so on, read
collected scrolls open doors,
talk to people and any thing
else that any adventurer worth
his salt would need to do.

The graphics are gorgeous, the gameplay
simple but effective and the adventure large.
A budget bargain for RPG fans.

Games like this make my brain hurt
(that's because you're as thick as sev-
eral dozen short lengths of timber — Ed).
Having said that, people who are into

adventure games will love it.
GALDREGONS 8 5,}
)

DOMAIN

The Hit Squad, £2.99

Once upon a time a senile American actor
who happened to get himself into a position
of considerable responsibility went com-
pletely mad. Aftar watching his favourite sci-fi
movie he decided it would be possible to
defend the Earth from nuclear attack by posi-
tioning a bunch of laser firing satellites in
space. Needlass to say every-
one but the loony himself
knew it wouldn't work except
perhaps in a computer game,
And, by some incredible coin-
cidence, here it is...

The game starts with a
shuttle dumping your satellite
in orbit. From here on in
you're on your own. The con-
trols are a bit odd, in that
moving the joystick movas
your satellite but pressing fire
while you're moving the joy-
stick aims a crosshair. It's
because of this that at times
you can be so intent on blast-
ing things you complately

COMMODORE FORMAT 9, June
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forget to release fire to move the sateallite out
of harm's way.

Each level consists of two stages. First
you play the offensive stage where you have
to destroy various satellites, rockets, missiles
and other space debris, Clear all of it and you
go straight to the offensive stage on level
two. Miss some of it though and you have to
suffer that level's defensive stage. The defen-
sive stage is pretty much the same as the
offensive one so effectively it merely doubles
your workload.

Collect bonus pods and you can get your
paws on extra spead, multiple crosshairs and
other worthwhile trappings. It's an odd game:
basic but effective graphics, basic gameplay
and a control method that is anything but
basic. Despite this, it's playable, it's fun
(especially in two-player mode) and what's
more it's dirt cheap.

‘Gea, Don... Where's the Wookie?'. This is
about as close as Ronnle Ray-gun's
Strategic Defence Initiative got to reality

It's a jolly little blast with fairly good
graphics and sounds. It makes a good
first impression but | can't see interest

04%

lasting.

SDI
1991 (that's enough sixziers - Ed)









FREE

SOFTWARE

- Repairs

Co4

If something is wrong with your Amiga
500 or C64, who better to turn to than
the Commodore National Repair
Centre.

For all repairs to your computer, one low
payment covers diagnosis, repair
(including parts and labour) and delivery
back to you.

And, as a special bonus, you can receive
a free piece of software if you contact
us before 18th June 1991.

The experience and expertise of our
technicians ensures that your computer
is repaired to a high standard at a low
cost. And each repair will be carried out
within 12 working days!

To schedule a repair and claim your free
software, simply call Michelle or
Matthew on 0733 391234,

Please be ready to give your name,
address, computer type, serial number
and the type of fault.

The cost is £49.95 for an Amiga 500
and £39.95 for a C64. Payment can be
made by cheque, postal order or credit
card.

And remember, if you call before
18th June you can claim a FREE piece
of software.

Commodore
National
Repair Centre
0733 391234

FMG House
Newcombe Way, Orton Southgate
Peterborough PE2 OSF

C64 REPAIRS

£39.95
COVERS
ANY

REPAIRS

-




(a1 POWERTEST

his game's manual has to be read
to be believed. What with it being
translated from ltalian and origi-
nally written by Nostradamus it
makes no sense whatsoever to
anyone other than intellectual Latin-folk. It
contains such classic lines as 'l, has a fully
subjective prospective [sic] of the game and
therefore “|" becomes the actual sportsper-
son, the real actor in the game.’ Wot a load of
pretentious old crap.

Hack your way through this self important
rubbish and you get a game, a football game,
that is viewed from behind one of the players

rather than from overhead as is
usually the case. After the game
has loaded, tum the page on your
calendar and shave off your beard (/
think Andy’s trying to tell us it takes a long
time to load — Ed).

Eventually, a series of menus allow you
to choose which game options you require.
First choose your team. From a scrolling list
of about three billion European teams you
have to choose one,

Confused? Don't worry, it
doesn’'t take long to make
sense of IPIDS

Once into the game it
takes a long time to get used to
the pitch presentation. The 3D
effect can be a bit bewildering at first,
especially when you lose possession — the
ball disappears from sight and the only way
to find out where you are is to look at the
scanner. Unfortunately this is cluttered and
therefore takes some getting used to. But
before long tracing the path of the ball
becomes second nature.

The joystick controls
are very simple.
The eight stick
positions corre-

spond to the direction you want to

O

The sprites are a bit
blocky and the scenery basic,
but despite all the action going
on, it plays quickly and you
soon overlook shortcomings in
the visual department.
Though 3D Soccer beats games like
Gazza Il to a pulp, the limited range of moves
coupled with the brave screen format may
combine to put off those soccer sim fans who
have come to expect the all-encompassing
features of Kick Off 2. This game only just
fails to achieve what it sets out to do (and
daesigning a football game handled from the
player's perspective is a all
order). It's a pitch worth
peeking at even though
the graphics
cameclosato o T
scoring an
own goal.
ANDY

The black team is taking a shot at goal and the goalie

travel. If you have the ball it sticks to Is nowhere to be seen. Press fire and position the
your feet like glue, so you only have ®auare for the most effective shot

to concentrate on dodging the opposition.
When you want to pass the ball, simply make
one quick press of your joystick button and it
will be passed to your nearest team-mate. As
you approach the goal to take a shot, press
the fire button and keep it pressed. At this
point a targetting square appears in the goal
mouth. This can be moved right and left with
the stick. To take a shot at the goal, let go of
the button. You have to do all this quickly or

th ' : i ing pl he ball f
wr?:ﬂﬁzﬁg'r s GO a,ht?b are co m I;LTWEMB player wrests t :hila : ;tfln;a',;rluu
playing alone, " Cre around.

with a friend on K_fa,ﬁd very 800d Contr Ou{:d If the other team
the same team or €

with a friend on the opposing team. You set
up the game options next. These include
game length, difficulty, shirt colour, substitu-
tions and playing position. | found attack to
be the best as you're a part of the action right
from kick off.

The two player option. Note the different
viewpoints and the way the goalie looks like
a sausage in the attacker's eyes

CF9, June 1991 - for better perspective

'y 2"

'V 24a is in possession,

7 dre t[}(]) approach the bloke
with the ball. Then, by pulling down and
pressing fire, you perform a sliding tackle.
This has one of two outcomes. Either it's suc-
cessful and you get possession or you went
in a bit hard and a free kick is awarded to the
other team.

The final, possibly most useful play option
is needed when one of your own players has
the ball and you want it badly. Press fire and
tap the stick down. This has the same effect
as shouting, ‘Over ‘ere, son. On me ‘ead.’
The player with the ball should, with luck,
pass it to you. However, one of your oppo-
nents may intercept the pass.

Penalties are carried out in the same way
as normal shots at goal — except there's no
opposition. Incidentally, goalies are computer
controlled (and very good they are too).
Throw-ins are also handled well enough by
this busy little program.

I Play 3D Soccer
Simulmondo
£10.99

£15.99

Game
Publisher
Casseltte
Disk

B Lack of detail graphically

B Strange display may confuse and
put many off

M Simplistic gameplay becomes as
repetitive as World Cup highlights
B The scanner ain't too clear

B No way to set up a league

N Once you've familiarised
yourself with it the display
becomes effactive

B Good range of teams to
choose from

B Split screen two-player
option is fast and fun

o Intelligent computer teams
B Good goalkespers often
save the day (pharp)

H Being able to call for the
ball means you need never
be left out of the action

-..AND THE UPPERS




DEMO L NGO

Whilst watching demos, you may
encounter words you don’t under-
stand. Here are some of the most
Ccommaon ones.

ZAK/ZAX — Another word for music. It
originated from the word muzak.

HANDLE = Instead of using real names,
demo programmers often have han-
dles, alter-egos under whose name the
programmer’'s work appears.
Programmer Tony Crowther, for
instance, is known as Ratt.

DEMO CREWS - These people are
coders, artists, musicians and swap-
pers who join together to make demos
as a group.

LAMER - A lamer is someone who is
big headed, has a tendency fo use
other people’s code and claim it as his
own work. Not surprisingly, lamers are
universally disliked (or at least poked
fun at).

RIFPED - When code, graphics or
music is taken out of someone’'s demo
and used in someone else’s, that mate-
rial has been ripped.

SPREAD - When demo groups have
finished a demo, they send copies of it
to their friends and contacts who will
then copy and pass on the demo to
their friends and contacts. This contin-
ues down the line so that as many
people as possible get a copy of it.

PARDEY - These are parties where
groups meet and hold various demo
competitions to find out who people
think are the best demo crealors.

FLI-PIC — This is a term for an amazing
utility which allows an artist to draw a
hi-res picture with an unbelievable
number of colours — 16 in each 8x8
square. Not bad, eh?

PD LIBRARIES

Silver Wing Software, 185
Callowbrook Lane, Rubery,
Birmingham B45 9TG

79
I

Kingsway Computer Services,
Glencoe Road, Sheflfield

Binary Zone, 153 Farriers Corner,
Westlands, Droitwitch, Worcs
WR9 3EX

E Masaba, 84 Garmoyle Road,
Liverpool L15 3JH

Phoenix, 64 Plumberow, Basildaon,
Essex

David Dewar ventures into the lair of demos,
utilities and games that don’t cost an arm and
a leg but which can’t be found in the shops.
For all these treasures are to be found in the
twilight world of the Public Domain...

f you need to stock up on your software
collection but don't really want to fork
out a fortune for decent programs then
there's one quick, simple and above all
very cheap way of going about it. The
answer is public domain software (PD). But
what if you don't even know what PD is?

PUBLIC DOMAIN

Public Domalin software consists of all kinds
of programs that have been made freely
available by their authors. Programmers of
PD software don't charge for their hard work.
They don't expect financial.

Many PD programs were written to mest
programmers’ needs and are subseguently
released Into public domain so that others
may benefit from it. Other programs may
have been created simply to show off a pro-
grammer's talent —

WHERE IT
ALL STARTED

PD originated in America after many eager
enthusiasts who had spent time learning to
program wanted other people to see and use
what they had created. As this was no more
than enjoyable hobby to the enthusiasts, they
saw no point in trying to sell their software.
Much of it had little or no commercial value
anyway. Instead, user groups emerged. User
groups met, swapped or copled each others’
work and, in doing so, learnt from each other.
As modems became more widely avail-
able, users set up bulletin boards from which
distant enthusiasts could retrieve PD soft-
ware or into which they could send their own
work. Gradually, the bulletin boards and user
groups extended an unofficial network of
information, every part of

» [
maybe 20 much so that m wrifers were mﬂ“ng which would be available to

his work comas to
the attantion of a
software house, who
knows? Others
are written just for

fun. All these programs are placed in the pub-

lic domain in the hope that people will copy
them and distribute them. This way the pro-
gram comes to the attention of as many
people as possible.

with the fimes, leaming
from each other, wanting
ot expecﬁng l""gber shandeares 9ram over the phone

avery user. But PD distributes
slowly. For a start,

can be a time-con-
suming (and expensive) thing to do.

When PD found its way to the UK and ulti-
mataly onto the 64, the standard of PD
software was rising rapidly. Networks soon
spread, along with bulletin boards and with

downloading a long pro-

B Putting more than eight sprites on
the screen at once

M Scrollers using screen colour

B Rapid palette switching to produce
more than 16 colours

M It's possible to have 25 on-screen
DYCP (different y-axis char position)
scrollers each with a different speed
and colour

B Screen wobble over B pixels
(known as tech tech)

Demo maker discoveries

A brief mention of some of the great 64 programming
discoveries made by PD entrepreneurs

B Two-way vertical scrolling

B Border elimination that effectively
increases the available screen area
B Screen plots that form mathemati-
cally calculated shapes with over 600
dots per frame

® DYSP routines (different y-axis
sprite position) which are used to cre-
ate fancy text scrollers

W BOBs that animate hi-res 3D
shapes (usually balis!) in realtime

COMMODORE FORMAT 9, June (not a moment foo soon) 1991
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user groups. The two most famous networks
were professionally. run and very exciting.
Micronet offered access to almost every user
but Compunet was the exclusive domain of
Commodore 64 users. It was extremely
sophisticated and enjoyed tremendous suc-
cess as long as five years ago. Sadly,
Compunet is now history, but it contributed
enormously to users' awareness of PD, made
vast numbers of PD programs easy to get
hold of and

UTILITIES &
GAMES

Utilities are programs that can help when
you're trying to get the computer to do some-
thing in particular, or they may be programs
that allow you to use your computer to halp
you do something you never imagined using
your computer for. A sprite editor that lets

you draw sprites simply with the
ancouraged thou- 'S common for efforts fo i ot e

sands of programmers
and CB4 using enthu-
siasts to get the most
out of their machines.

Ironically, a new era of
guality 64 PD began at around the time the
Amiga was released. Original well-pro-
grammed machine code software began to
filter into the public domain. PD writers wera
moving with the times, learning from each
other. They also experimented more with
new technigues and ideas. Luckily for us, 64
PD is alive and well and can be broken down
into three types of PD program.

A demo either shows off what the computer
is capable of doing, what the programmer is
capable of doing — or preferably both. Demos
often come in the form of graphics displays,
music or demonstrably clever coding. Many
consist of all three. But they aren't the kind of
playable demos you get on a Commodore
Format PowerPack — PD demos are visual
and aural extravaganzas which you just load
up then sit back and watch or listen to.

Some people think that demos are a
waste of time. They point out how many there
are that look and sound similar. In fact, the
more comparable demos you see from differ-
ent programmers just goes to show how
people have learned to make their computers
do whatever they can by following and partic-
ipating in PD. Many clever effects used in
today's games were developed by ploneers
in PD demos. Despite 16-bit computer own-
ers boasting about what their machines can
and cannot do, the 64 frequently demon-
strates its capacity for doing more than was
thought possible (and in some cases, things
that Commodore thought impossiblel).

Writing demos can also be the first step
for those who are keen to code, draw graph-
ics or make music on a professional basis.
Tony Crowther (Ratt), Bob Stevenson,
Maniacs of Moise and Matt Gray are just a
few of many professionals whose early work
was distributed through the public domain.
It's just such a good way of getting other peo-
ple's honest responses to your work,

If you'd like to see more coverage of
Public Domain software in Commaodore
Format or if you've got some PD material
you'd like to show to us, why not write to:

David Dewar,

Public Domain
Commodore Format,
30, Moenmouth Street,
Bath BA1 2BW

be combined info mulli-load then saves the sprite

so that you can use it

exiravaganzas occupying as in ancther program is
an example of a
much as two sides of a disk ;.. i, 1 cer.

tainly relieves the drudgery of having to type
in the sprite as a long list of meaningless
DATA statemants.

The list of utilities goes on and on, fram
word procassors to de-buggers, disk editors,
file recovery programs. You name it. The PD
scene has every imaginable utility on it, many
of which are as good as their commercially
available equivalents (and that's true for PD
software of all types). Check out some.

The same goes for the last type of PD
software. Whatever your gaming tastes,
there's bound to be a PD game to take your
fancy. The quality of these games is perhaps
surprisingly good when you consider that in
the shops, there's tough competition between
titles ranging from £3-20 pounds (and some
of them aren't very good).

It's surprising how far C64 demos have
come over the last few years. When will it all
stop? Well new and more powerful routines
for demos are being found all the time, so it's
going to be a fair while before demos finally
stop demonstrating.

PD LIBRARIES

Public Domain libraries concentrate on get-
ting their hands on everything they could in
PD, cramming compilations of programs onto
disks and then making those disks available
to the user. This remowves the high cost of
downloading a lot of programs from a bulletin
board and makes the software easy to get
hold of. PD libraries usually cover their costs
by selling the disks they collect as blanks, so
you can reformat the disk if you don't want to
keep the programs that were on it and the
libraries aren't crippled by the cost of disks,

C64 PD

There’s good news for those of you who've
been encourage by this article to try out PD
software for yourself. Send an SAE to any of
the addresses on this page for a free list of
what they have on offer. Prices usually start
from about £2 per tape or disk.

Maybe you've just got an idea of what PD
is and now you think you'd like to try some.
Maybe you're thinking that it was about time
Commodore Format addressed the subject
anyway. Whatever you think, write to me at
the Commodore Format address. | won't be
able to reply personally but if there's enough
response | might just come back

(editor willing) and discuss what's
happening on the PD scene.

PD PICTURES

It's hard to imagine how good PD soft-
ware Is until you see some. So we've
picked out a few choice views from
some of the currently circulating
demos for you. Froth over them in the
privacy of your own home!

LRI

back to the fifties complete with film
nigire monoechrome

ot o b e g i:ii (o b [
EEBrEES L
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Germa n.'.r's I;Ii;_.;.l:lt.y' !.‘.‘ﬂ;.r.t_:r; ;.Eu;; -;;_._
say with their DYCP scrolling demo on
a rainbow background

Tony Crowther shows off animation in
stunning hi-res with a C64 version of
The Juggler

e

Super Cool graphics make their way
onto the 64 thanks to the efforts of

Hannes Sommer demonstrates his own
sprite multiplexor routine and pushes
the 64's graphics to the limit
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ew people other than Chantal Cuer

and Francois Mitterand will have

heard of Les Tuniques Bleues.

They star in a serles of Belgian

comic books (in English, The Blue
Jackets) which take an unusually light-
hearted look at the American Civil War. Over
30 have appeared In the series so far.

This collection of cute cartoon characters
has been translated into the strategy game
you see here,

Before you yawn and turn the page, we're
not talking about a hexagons-and-blobs affair
with damage points and a 1000-page histori-
cal manual. Mo, this is a curious combination
of boardgame-style deep thinking, and some
neat arcade sequences to boot,

Just like the comic which inspired it, the
game is deliberately scanty on
historical detail. What it does con- B
tain is two opposing sides battling |8
for control of the disunited states &8
of America: you can choose to
play either the Yankees or
Confederates, entering the war at

The grey areas show which of
your units are open to orders.
Click on a man and you'll be
shown the areas you can move
into. Judging from the pointer
this bloke's about to desert

A Belgian comic strip

inspired American

Civil War game, eh?

Well it sounds weird and wonderful. But is it
Yankee Doodle Dandy or a load of Bull Run?
Does Infogrames’ mix of arcade and strategy
clash or conquer? With a rebel yell, our
reviewer jumps into the fray

any one of four years and three difficulty lev-
gls. The aim is to capture territory until all
enemy forces have been sent to the great

s
1!} i
¥ :

-y

-

=
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Ah those hazy, lazy days of summer. After a humiliating defeat, one of our boys in blue decides to

lay back and take it easy. He's staying awfully still, though. Perhaps he's just a heavy sleeper

COMMODORE FORMAT 9, June 1991 with a Gettysburger to go!

firing range in the sky. (Well, now you've got
no excuse for not knowing your objective.)

The course of events is mainly directed
from a map screen which shows all the states
and troop positions and reveals who occupies
what. Each soldier on this map represents a
platoon of riflemen, cannon and cavalry — and
it's their job to capture adjacent territories.
That's not all: the more troops you have, the
more chance you have of winning, but the
only way to get more troops is with hard
cash. Cash drops magically into your coffers
only when you astablish a rail supply line — so
it's a wise idea to occcupy states with rail lines
in them as soon as possible.

There ara two basic ways of playing the
game: arcade and strategy, Arcade
mode allows you to directly influence
the course of battles, capture enemy
forts and raid trains; strategy mode has
no arcade
sequences,
gauging the
success of
your actions
according to f
probability — for
example, the ‘g;;

-

The train Is on the move, shuttling much
needed gold to your opponents



CHARGE! When you give the order to attack
you get to see an animation of your charge
more troops you have, the more likely it is
that you will win a battle. In effect, this mode
is virtually redundant: it cuts out a lot of disk

loading but it also lessens the atmosphere

and sense of involvement.

You can also include random elements -
such as clouds, neutral opponents and sup-
ply troops — for a bit of spice (see Don't get

into a stats).

« Which zooms swiftly across the screen to
revaal the poor blighters you're attacking

All these factors make North and South
one of the better-presented games around. It
has a neat intro sequence, a cleverly
designed options screen (try tickling the pho-
tographer's fancy for a few Terry Scott-style
laughs) and some axcellent cartoon
saquenceas — all nice touches.

But the basic gameplay isn't quite so
impressive. Once you've sussed out how to

Don’t get into a state

TNDIANS jwhich, of course, they're not]
Selecting this at the starl of The gams maans
they want to have a bazh, oo, making cvery
one's lite harder | surely thal's ‘sharter' 7 Ed)

o

strength of your
army here. Tha m ty

YANKSE - You can
bt the

uglier the mudg, the

harder you are

ARCADE - Marcy,

YOU Can even TR
decide il you want 9

to play in strategy

or arcade mode

DATE - Mo, not the dried fruit but the starting year of your

.

gama. The inilial set-up will depend on which year you

choose [and it's all historcally accurate).

Here it has a clear run to its destination.
§top it getting there to hinder the snemy

CLIMATE - Whather
the woeather be cold,

OVERSEAS AID - Selact this and the
fillthy southesmers occa manlly receive

ar whather the reinlorcements from across the pond

wiather e hot, 170

wlill moss you up a
treat. Salect i and
b darmnaed
* REBS - As with
the Yanks, you
can choose how
— wandy or hard
i this slde is. Maka
‘om o weady on one

]
player games
— . E— &
W

JOYSTICK - |You
guessed didn't
you? We haught

you woeuld)]

GO - When you've made all yowr othar
chaices, click on this and cleave throwgh the

Confederates

The loco got through and the Confederates
are laughing all the way to the bank

Then it's Into battle. Move your unit using
the joystick but baware of the river

win on the hardest level, there isn't much to
keep you coming back for more. However,
long-term appeal lies in two-player mode: if
you have a friend you can play the game with
regularly, there's plenty of fun to be had. If
not, the attraction
will surely fade all
too quickly.

Hanging about here is a big mistake really,
as Indians tand to attack hapless Yanks

North & South
Infogrames
£10.21

£15.32

POWER RATING

W Multiload is an intrusion for disk
owners, and an unnacassary bur-
den on cassetta usars

W Once you've sussed out the
hardest level, thera's little to draw
you back

B A couple of the arcade
sequences are too easy

Game
Publisher
Cassette
Disk

B Neat cartoon style

W Four difficulty levels

B Three skill levels for
human or computer players
B Two-player mode extends
the lifespan

B Optional features spice up
the action

W A choice of games: strat-
egy only, or arcade-style

B Good sound effects

B Excellent demo mode

--.AND THE UPPERS
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* Commodore authorised and registered repair centre.

* Over 10 years experience with | |

£29.00 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.

COMMODORE Cé4 REPAIRS Just £29.00 inc

CF

* How to take advantage of this exceptional offer:
Simply send or hand deliver your machine to the workshop
address below, enclosing payment and this advert, and we
will do the rest. (If possible, please include a daytime
telephone number and fault description).

* If you require 24 hour courier to your door, please add £5,
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).

WTS Electronics Ltd, Studio Master House,
Chaul End Lane, Luton, Beds LU4 8EZ
(0582) 491949 - (4 lines)

Commodore computers.
* 20 qualified technician engineers
at your disposal.
USE YOU
J VOICE TO
LOCATE THE

* We will undertake to repair your
Commodore 64 computer for just
i3\ TREASURE
| — i

S

Infodial PO Box 36 LS1 4TN Call Charges 34p Per min Cheap Rate 45p oll other times

ONLY POOLS AND HORSES

Eve arn writter by & mathematician who has spent many years in the betting
Inm':g.ngwlm that utlilse the tried and trusted methods of the professional, not ple In
the sky theories that fall to pass the test of time.
FOOTRALL BOXFORM Written by & former pools expert for Littlewoods. The program has
torecast over 50% more driws than would be expected by chance. Homes, Aways and
draws shown In order of merit and true odds given for every match. Merit tables show at &
glance the teams currently In form and those having a lean spell. Australian Pools program
included In the price.
POOLS PLAMHER by the same author. Full detalls given of 349 easily entered block perms
ranging from 9 to 73960 lines and from 12 to 56 selections. All are accepted by the pools
firrnis anc are checked in seconds by your CoOmputer.
RACING BOXFORM Course characteristics (bullt Into the program) as well as the form of
the horses are considerd to speedily produce an order of merit for each race. Designed
tor flexibility aliowing users to amend the n‘a&m it they wish. Price still includes the highly
ascclaimed HAHI:ICA%WNNER - more than 1 winners every year - over 25% of them at
51 or better.
PRICES (Tape) £15.95 each. £25.95 any two. £35.95 all three, For discs please add £2 gr
program. r two or more and receive FREE a program to work out almost any Det.
good It's used by bookles.

Advertised for six years in the sporting and computer press.

B BOXoft CLEVER..GET THE BEST
BOXOFT (CF), 65 Allans Meadow Neston,

South Wirral. L64 95Q. Cheque/P.O./

BBC B & MASTER
AMSTRAD CPC & PCW
COMMODORE 64/128

SPECTRUMS

Access/Visa Tel: 051 - 336 - R668

s WIN WITH
2 POOLSMASTER

The Football Pools Predictor
Just & couple of the many unsolicited lestimonials about this bruly amazing Football Paols Predicior

A LICENCE TO PRINT MOMEY" - Mr F G Hammond of Essax.
Programme which has consistently astoundad us with its acouracy. Check oull its features:- -
Pradicts Homes, Aways and draws k :
Mo fiddly typing in of team narmes: Unigue indexing systam for guick antry of fixtures and resuits -
just type i the results each wask from your usual

roof.... ||

newspaper and the programme updates itsalf And here's the
Usas Sciantific lormula which is the result of many Sinc-dmiaifangDLSMAS ER Iate last yoar
yaars of study of tha lootball pacls 1o give a Mir P é’

Robens of Dorset has had no less than
girikm rabs which |8 consistantly higher than the

laws of nvaraéa.
& Also has a SEQUENCE PREDICTOR option

THIATEEN separate wins totaling an Incradisle
£43 888 (Phatocopies of winning slips available

on reguest).
in addition o farm Predictions which analyses
coupan number sequences. This cption has ;'OLNES’"',"!' FORTY FOUR THOUSAND

| astounded us in tha past and continues 1o do so
& Can b used for league and cup matches.
Updates season ater season. Mo need 1o
buy & new avary season
| & Sand for P%EM& TER aday and Increasse
your chances of that JACKPOT, Comas camplate
weith mdnual and infarmdative Poals Guida.
Disks and Tapes £19.95 Inc. PAP and VAT,

COURSEMASTER
The Horse-Racing Tipster

BEAT THE BOOKIE FOR A CHANGE!!

RATES ANY RACE IN MINUTES - ANY DAILY NEWSPAPER IS ALL YOU NEED.

Waorks on the simple principle that FAST HORSES BEAT SLOW ONES!

Gives clear forecast of best selection PLUS second and third for Tricasis etc. and avan
racommads type of bat.

Warks ouf your WINNINGS on most popular types of bat ie. SINGLES, DOUBLES, PATENT,
YANKEE, CAMADIAM ETC.

MAINTAING A BANK ACCOUNT - Bat like a PROFESSIOMNALI

PLUS the amazing COURSEMASTER SYSTEM BET. This superb aasy 10 use betting systam
reggularty provices our cusiomers with MAJOR WINS for small stakes - try it and amaze yoursall. |
Will even PRINT OUT ¥YOLUR BETTING SLIP for you H you have & printer! |
@ COMPLETE WITH 20 PAGE BETTING GUIDE AND MAMNUAL

Disks and Tapes £19.95 Inc. PAP and VAT,

Bath COURSEMASTER & POOLSMASTER available on TAPE or DISK for ALL IBMPC's and compatibles, all |
AMSTRAD PC's, all PCW's, all Spectrums, Commadors 64 &128, Man. Amiga and all AMSTRAD CPC's,
| HOW TO ORDER: CHEQUES P.0'S TO: INTRASET LTD {Dept C.F) FREEPOST,
! Ho 10 WOODSIDE AVENUE, CLAYTON-LE-WOODS, CHORLEY, LANCASHIRE
i PRE& 7BR. OR PHONE/FAX FOR LIGHTNING FAST SERVICE
| 02572 76600 (Office Hrs & 24 Hr Crder Line), 0480 3284 (Helpdesk 3-4PM
Weekdays) Fax 02572 74753

I PN > O B

POOLSMASTER has provided |i1¢rall'£
HUNDREDS of smaller dividends WEEK AFTE
'WEEK. Ewery week brings us news of yat
angther wianner.

Join these winners send for POOLEMASTER
TODAY!

2 o

COMMODORE

<
Software Hire Club
Send S.A.E for detalils to,
€. STATHAM
3, Briarbank Ave
Nottingham

NG3 6JU

Tel: O602 581635
We condemn soffware piracy.

W

NTED

USE YOUR VOICE
TO OUTDRAW THE
GUNFIGHTER

CASH PRIZES

0898 313584

INFODIAL POBox 36 LS1 4TN Coll charges 34p Per Min Cheap 45p Per Min All Ofher Times




BIGGER K?

Dear MB

For four years | was the embarrassed owner
of a C16. Then | swapped it for a C64 (it's a
long story). | have had it for over a year now
and want to expand my memaory. | have
looked through your cool mag and have only
found expansions for Amigas. Please could
you tell me the greatest expansion for the 64,
how much it costs and where the nearest
place is for me to get ona?

Also, please, please could you tell me
where | can get hold of the tape version of
Firebird's Elite. If not then if anyone out there
has it for sale, | would be willing to buy it pro-
viding it is all there.

Jamie Edwards, 23 Meadow Drive, Market
Weighton, York YO4 3JX. Tel: 0430 871148

Memory upgrades for the 64 are about as
rare as chicken legs (that's chicken lips — Ed)
s0 your best bet is to try and get hold of a
C128. | presume you want to write your own
programs (though how you're filling 64K is
beyond me). The C128 has twice the RAM of
the 64 and also has a better version of
BASIC. However, you're going to have to
look long and hard to find one.

TMB

EURO VIDEO

Dear TMB

As you have a very, very, very high 1Q (that's
true = TMB) | thought you might just be able
(if you have enough time, that is) to answer
my questions.

1) Has Bionic Commando been deleted?

2) If not please could you give me the
address of the company that sells the game,
or a free copy (plead, plead!?)

3) Please could you tell me what PAL and
SCART mean?

David Brooks, Redditch

1 & 2) You can still get Bionic
Commando on the
Kixx label (US
Gold: 021 356
3388).
3) PAL is the
Fighting on: US
Gold's Bionic
Commando on a

mission behind bud-
get software lines

L “

Mortified by mundanity?
Bored with banal break-

fast ideas? Lost in
lethargy? Behold! The

Mighty Brain is among us
with his words of wisdom
(for a small fee, he also

does after-dinner speak-

ing). Write to him in his frothing jar of
formaldehyde at: Commodore Format, 30,
Monmouth Street, Bath BA1 2BW

The SCART's day is coming: also known as
Peritel, this plug could clean up your act

European standard television system. This
stands for Phase Alternation by Line and
{very basically) means the signal for each line
of the picture is sent at 18CF to the last, mak-
ing them easier fo check and providing a
better, higher quality picture. The standard
employed in USA and Japan is NTSC
{National Television Standards Committee)
which, you'll be happy to hear, isn’t a patch
on ours.

SCART is the cormmaon name for PERI-
TEL - the standard Euro video connector —
which was invented by Phillips at their
Eindhoven plant. The RGB SCART lead pro-
vides a really sharp picture when connecfed
to a SCART monitor or telly. It's also the
standard 5-VHS video connection.
™B

EXPAND-O-SPRITE

Dear Mighty Brain

| think Commodore Format is the best mag
about. There are a few gquestions | would be
grateful if you could answer:

1) | am having some trouble with a sprite
which | programmed my C&4 to do. In the
C6&4 manual it tells you how to enlarge the
sprite but not it still isn't big enough. The
poke was: POKE V+23, 4: POKE V+29, 4:
REM EXPAMDED SPRITE. Please could you
give me a POKE which will make the sprite
bigger still.

2) | was thinking of buying an Action Replay
mk V1. | live near Bournemouth and | don’t
know a computer shop which sells them.
Please could you give an address.

Brent Campbell, Ferndown

1) Now don't you think you're being a bit
greedy? The 64 is being pretly generous
expanding the sprites in the first place and
now you want them even bigger!
Unfortunately, this aint gonna happen:
expanded sprites are a function of the VIC
chip and it only does double-sized sprites.

If you want a large character, why not try
using several sprites joined together? Once
you've got the hand of that, you'll probably
never look back.

2) The Action Replay is sold by Datel = look
for the ad in this very issue, or call their hot-
fine on 0782 744707.

TMB
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(D) YOUR LETTERS

INQUISITIVE CREATURE

Dear Mighty Brain

| am currently in a bit of a dilemma. May | be
s0 bold as to trouble you with a few trivial
questions? Anyway, here | go:

Could you give me a run-down of all the
basketball sims on Cé&4 tape and tell me
which is the best in your opinion? (How would
| get hold of the best?)

On the screenshot of the shop in your
Creatures review, how did your reviewers get
their grubby little mitts on 99 of each MPC? |s
there any other cheat for Creatures?

Where can | buy Tetris on tape? I've
been looking for years!

Please print this letter or else | won't like
Mighty Brains anymore.

R Smith, Merseyside

A reset device is simply a switch which
‘grounds’ the 64, resetting the machine back
to its start-up screen while retaining all the
code in memory. Carts like the Action Replay
actually have special utilities encoded into
them which allow you to find your own
POKEs, print out screens and provide a num-
ber of programming tools.

As for basketball sims on the 64, well
there have been a few — and most of ‘em
were crap(ish). Among the more noteworthy
titles are International Basketball from
Commaodore and Street Sports Basketball
from Epyx. As usual, your best bet is small
ads and bargain buckets.

Those nice chaps at Apex sent us a spe-
cial cheat version of Creatures so that we
could see all the features — however, Thicky
Dyer has some good news for Creatures fans
aver in the GameBusters section. ..

Tetris was originally released by
Mirrorsoft, but has since made its way onto
budget, courtasy of the Mastertronic label, If
you can't find it in the shops, give Virgin (they
handie Mastertronic) a call on 071 727 8070,
TMB

CON-CENSUS

Dear Brain
Your letters pages is like the Census: full of
jibbering imbeciles asking millions of stupid,
petty questions. Whatever happened to
informed, inquisitive debate? To hopeafully
start the ball relling, here are my views on the
C&4 cartridge.

A waste of money and resources. Is it
really worth spending £25 on a game of far
less guality than one of an
equal price, for the Amiga.
The games player would
much rather upgrade to a 16-
bit machine than pay £10
extra for a game which has
only one distinct advantage:
instant loading. Even this
does not stand up to scrutiny
— the much cheaper format of
disk gives you loading which
is only a few seconds slower
than cartridge. Aha! You say
cartridge gives you the

A feast for Creatures fiends:
see Inguisitive Creature and
Andy Dyer's Gamebusters
on-going exposé

COMMODORE FORMAT 9, June 1991’s permanently pickled prophet pages

To save you writing in with the same old
questions every month, here are the
Brain's answers to the ten most asked
guestions:

1) Can you plug a C64GS game cartridge
into the C647

Yep. Plugs straight in, no problem. Simple
as that.

2) What's your favourite game?

| don’t have an all-time fave, but the game |
was most impressed with recently was
Supremacy. a smart strategy game with
plenty to get the brain cells into. My choice
from this issue has to be HeroQuest. It's
brifliant — even by my standard's.

3) How do | become a computer journalist?
Send your CV {Curriculum Vitae) and an
example of your written work fo the maga-
zine you want to work for. If you're very,
very lucky (and talented) you just might get
4 job as a lowly staff writer. You should also
ook out for jobs advertised in all of Future
Fublishing's titles every month.

4) Is piracy really such a bad thing?

Yes. It stops programmers eaming the
money they deserve. It stops publishers
from having the funds to invest in bigger,
befter games. It can persuade soffware
houses to stop wriling games for your
machine altogether. It can kill a machine
stone dead (the Atari ST is suffering badly
because of it; seen any ST games in the all-
formats top 10 recently?) It is iNegal. So
don't do it.

5) if | find proof of piracy, what can | do?
Contact the Federation Against Software
Theft — FAST — on 0386 833501. There's a
large reward for successful prosecutions.

&) How do | enter POKEs?

To enter some game cheats all you need to

do is type in the listing, RUN it and load the
game, Other cheats require that you break
into the game using a reset switch or car-
tridge (like the Action Replay or Power
Cartridge). A resel swilch (which simply
stops the game from running) requires a
SY'S number to restart the game, whereas
cartridges can restart the game automati-
cally. Versatility, that's what it is.

7) My copy of (insert game name here)
won't load. What should | do?

In most instances this is the fault of the tape
deck. The utterly inept C2N only needs an
ant to cough 600 metres away for it to stop
loading. 1) Check your tape head azimuth
alignmant. There are kits available to halp
you to do this. 2) Take the game plus
receipt (you did keep it didn’t you?) back to
the software store and ask for a replace-
ment. 3) Send the fully packaged game
back fo the publishers (their name and
address should appear on the box or in the
instructions) and ask them to send a
replacement. 4) Panic.

8) My Powerpack tape is faulty. What
should | do?

Well, if you're sure that it isn't your tape
deck or the head alignment, pop your tape
(without the box) into an envelope and send
it, with a self-addressed stamped enve-
lope please to Ablex Audio Video Ltd.,
Harcourt, Halesfield 14, Telford, Shropshire
TF7 4Q0.

9) Can we have a demo of (insert name of
five-month-old game here) on the next
covertape?

We always try o have demos of games that
are being reviewed that issue, or the issue
after. There's no point putting a demo of an
old game on the taps when a lot of readers
will already have it.

10} Do you have a cheat for (insert any
game name here)?

No. That's Thicky Dyer’'s task. Write to the
vegelable at:

Samaritan's Corner, (GameBusters,
Commodore Format, 30 Monmouth Street,
Bath, Avon BA1 2BW.

T™MB

chance to have beautiful presentation
screens etc, These screens are usually
bolted onto simple arcade type games trans-
ferred to cart. For that price, games should
not be completeable in a couple of hours.
They should offer in-depth, involved game-
play which is only available in strategy or

adventure games. But these usually involve
game-saves and the use of the keyboard —
both of which are unavailable on cartridge.
Mo wonder System 3 have given up on it.
Nizam Ahmed, Middlesex

You make some good points, Nizam but
some of your letter ‘doesn't stand up to
scrutiny'. The Amiga doesn't have anything fo
do with this subject {and your reason for
upgrading would be fine if it were true).
There's no way disk loading is ‘only a few
seconds slower than cartridge’ — come on!
You can have beautiful presentation on car-
tridge or disk and games on either format can
be ‘simple arcade type’, good or bad. Neither
format has a monaopoly on depth or involve-
ment, though | agree that game-saves offer a
particwiar kind of invelvement. Oh, and
System 3 haven't given up on anything.

Still, you wanted lively debate. Now you
should get it. Other readers can come fo your
defence or disagree.

T™MB




YOUR LETTERS G

BOOK ‘IM BRAIN-O

Dear Brain

Just a few guestions from a newcomer to
the C&4 (though it's an old C&4 I've got!),

1} Is the 1531/l the only fully compatible
disk drive still available for the 64, or is the
Oceanic 118N just as good/better?

2) Can you recommend a good reference
book for the 64, as the user guide is naff.

3) Is the cart version of Myth any better than
the cassette version.

4} Is there a Z80 expansion for the 64
enabling it to run CP/M software (I don't
want to buy a C128).

5) In the user guide it suggests the C64 can
run PET software, is this so?

6) Could your team rustle up some Vidocom
instructions if | send a guid and an SAE.

7) Please, please could some articles on
C64 hardware appear in the mag.

P Reeves, St Neots

1) Both drives work fine (if slowly) with the
64. Whichever one yvou get, do yourself a
favour and buy a fast load cartridge!

2) Books on the C84 are pretty few and far
between. You might still be able to get
hold of the C&84 Programmer's
Guide (ISBN 0-672-22056-3 or 3-
88963-183-5) from Commodore
(tel: 0628 770088). Alternatively
iry these for starters: The
Working Commodore 64 by
David Lawrence (ISBN (-
946408-02-5): Commodore 64: P
Getting The Most From It by Tim
Onosko (ISBN 0-89303-380-4); Easy
Programming For The Commaodore 64 by
lan Stewart & Robin James (ISBN 0-
906812-84-X); Your Commodore 64 by John
Heilborm and Ran Talbot (ISBN 0-88134-
114-2) and one mors, Mastering The
Commodore 64 by Mark Greenshields
{(ISBN 0-807563-38-4).

“rg.so*

3) The cart versh' of Myth has a better intro

and very slighty tweaked gameplay.

4) If you want to run C/PM software you
would be better off going the whole hog and
buying something like a second-

hand Amstrad PCW. The 128 and
1280 run C/PM - but slowly.
The C84 plus plug-in Z80 is
even slower.
&) Unbelievably, yves. The 64
can run PET (Personal
Electronic Transactor) software
but only text-based applications.
Stuff with graphics in won't work.

What's more only disks formatted on

440 drive will work. High density disks (like

those formatted on a 1541) will not.

&) If you put it like that... yes.

7) Hardware for the 64 is thin on the ground

now, compared to a few years ago but yes,
we are planning a peripherals round up.

TT™MEB

The Brain's pretty busy, so he prefers to
answer quick questions. To stand a bet-
ter chance of getting your name in print,
make it short and get it in here...

How about a classifieds column as I'm (as
well as many other people) always on the
look out for bargain peripherals, and so on?
Philip Merricks, Southport

We'd like to do a small ads section but 1) it
takes up vital editorial space and 2) it's a
breeding ground for piracy.

TMB

Is it possible for you to tell us if games are
compatible with the Commodore 1287 As a
owner of a C128D | am constantly frustrated
by C64 games that won't load, like Videcom
64 on PowerPack 3.

Marcus Gunning, Australia

The CF veggies use a C128D in the office
as their main machine. \idcom loads on it
with problem at all. The only game that has
refused fo load so far was SSI's
Dragonstrike. We would tell you of problems
but the 128s are extremely compatible.

T™B

On the mail order page are the games
prices the actual price or with the money
taken off?

G Davies, Lincoln

The amount of money shaved of the full
price is shown in the little red ovals. The
price shown next to the code number is the
amount you actually have to pay.

TMB

Who is H M Pugh and why don’t his cheats
work for me? In fact none of the cheats |
have tried have worked. You say press ')
but | have been looking for three months
and still cannot find this key.

S Davill, Hull

That's probably the cause of your troubles.
The ; (semi-colon) is on your 64 beiween
the = key and the : {colon) key, above the ?
and right SHIFT key. Martin Pugh (aka The
Master Hacker) is an invaluable source of
POKEs. The only way his listings don’t work
is if you've typed it in wrongly (as is usually
the case) or we managed to print it with a
mistake in it (which doesn't happen often).
™B

What is a parallel computer and does
Commodore make one?
Kev Moore, Morfolk

The normal type of computer — named after
the german scientist Von Neumann — does
operafions sequentially, that is one after the
other. In a parallel computer, many opera-
tions can be carred out simultanaously by
different processors, speeding up arithmeti-
cal functions tremendously.

FParallel machines are usually found
where intensive number-crunching is
required, like at NASA, in airline flight simu-
lators, the military or at the Met office where
huge amounts of data are processed every
hour. Parallel processing computers are
called transputers.

Most home computers have a degree of
parallelism’ in that there are different chips
all doing different things, however
Commodore themselves do not produce a
truly paralfel processing machine.

TMB

What computer game has been the most
successful on the C64. Please could you tell
me the overall percentage and what the
cost is.

Matthew Bodenham, Bristol

The highest scoring game reviewed in
Commodore Format was Last Ninja 3, which
scooped a whopping great 97%. The cart
version is priced at £24.95, while cassetie
and disk are £9.95 and £14.95 respectively.
However, the most successful C64
game has to be Robocop which busted its
way to number one in the charts —and
stayed thera for absolutely ages.
T™MB

RBecently my friend bought a copy of the
ACE Magazine. In the magazine was a sec-
tion about computers and consoles.In the
part about the C84 they stated that games
for the commodore 64 were to be stopped
being made. Please could you tell me if this
is true or not?

Meil Bust, Bridport

Some companies might stop making games
for the 64 but others will replace them if they
do. ACE are mistaken if they really mean
that all companies are going fo stop produc-
ing B4 software. But they don't have a
Mighty Brain working for them, so what do
you expect?

TMB

When you turn the Commodore on it dis-
plays a message saying Commodore 64
Basic V2 etc.., can you change it so that
whenever you turmn on the 64 it displays
what you want it to?

Alastair Hawkins, Southampton

Nice idea but I'm afraid you can't. The first
thing your 64 does when you switch it on is
charge up its operating system, ready for
use. This operating system is a program in
ROM (which cannot be changed) and the
message is stored and triggered by the
operating system. You would have fo design
and make a new ROM containing your mes-
sage. A simple task for me but not one I'd
recommend fo you, seeing as humans only
five for around 75 years.

T™MB
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Booleans
bothering
you? How
long is a

piece of string? Has anyone got a good home

for a high score program? And why don’t we
just get on with it? Phil South answers all
these questions and more in his on-going
beginners’ guide to programming

his month we start using >, < and all

their friends, along with AND, OR

and NOT — otherwise known as the

‘Boolean operators’. These opera-

tors are named after the English
mathematician George Boole, and 'Boolean’
is the name of a set of logical functions. They
work like the normal arithmetical operators
but in slightly different ways. Then we'll be
looking at chopping bits of text around with
LEFT$, RIGHTE and MID%.

Funny looking characters

Encountered strange looking symbols
in Phil's program. These are Control
Keys and Back To Basic told you how
to generate them in CF7. Dig it out if
you get stuck.

Homework
Prob No. 5

Once again we get to the part of the
show where we set a puzzle for those
of you who want to race ahead of
everyone else and do you own thing.
Okay, here’s a real tricky one for you,
clever dick.

A ‘parser’ (pronounced PAR-zer) is
the bit of an adventure program which
tests the words you type in and
matches them to words that it has in its
memory. See if you can use the LEFT$,
MIDS and RIGHTS commands to write a
mini parser of your own that will accept
any short sentence and try to make
some sense of it. Simple, isn't it?

The best programs sent in will get
printed: Parse The Sall, Back To Basic,
Commodore Format, 30 Monmouth
Street, Bath, Avon BA1 2BW.

LESS THAN,
GREATER THAN

You may have noticed in a lot of our pro-
grams that the < and = characters are used
rather a lot. These are the Less Than and
Greater Than characters, and you will know
these if you do any maths. The way to
remember which sign is which is to look on it
as a pure symboal: if the symbol is starting at
a point (less) and expanding to two widely
spaced points (more), it's Less Than. If it
starts big and gets small, it's Greater Than.

Another way to remember the difference
is to see the sign as an arrow pointing to the
lesser figure. In use you would compare two
numbers like so:

10 IF 3<4 THEM PRINT *¥E=2"

— which it would, as 3 is less than 4. If
you wanted to test if some number in your
program was creeping down less than zero,
then you would test like this:

20 IF Z=0 THEN GOTO 310

— or something. (Look at line 220 of the
last issue's Basic program for an example of
this in usel) This is a good way to keep num-
bers, and the things that those numbers are
moving around, within certain boundaries.
You can use a technigue like this to keep a
sprite graphic within the boundaries of the
screen, or within an area smaller than the
screen itself.

There is another set of ways you can <
and =, and that is together. The figure <>
means ‘less than or greater than'. This can
be used to check for figure other than a
specific one. For example:

5 LET M=5

10 INPUT “Give me a number® ;h

20 IF Ne<>M THEWN FRINT *Wrongl Toy
Rgain!”

30 GOTO 10

Foolin’ Boolean COMMODORE FORMAT © AND June AND 1991

If you put in any number other than 5, the
program will tell you that the number is
wrong. With this approach you can put a
password into a game, to limit access to later
levels, for example. Another one of these var-
ious ways of using < and = is using them in
combination with =. The two types are:

== and <=

These mean ‘greater than or equal to’ and
‘less than or equal to’. This operator is used
when you want to check if a number has
reached a certain figure, but also want to be
sure that it doesn't go over or under it.

BOOLEAN AROUND

The Boolean or logical operators are also
used for comparing numbers (and in some
cases letters) called the 'operands’ in the
comparison statements like IF THEN. There
are three logical operators. They are AND,
NOT and OR. Here are some examples:

10 IMPUT *What do vou say (Y/N}*:;as
20 IF as="v" OR a%="Y" THEN PFRINT
*The man. he say YES!”

30 IF aS="n" OR aS%="N*" THEN PRINT
*The man he say NO!”

This program can tell if you press SHIFT
when you type your answer. The different
states for OR can be shown by the following:

1C0R1=1
OOR1=1
10R0=1
ODORO0=0

So OR is true if either of the operands is
tested and satisfied. You could also test for
the words ‘yes' and 'YES' or even “Yes’, if
you wanted to be really flashy. AND is useful
in testing for more than one input. Like this:

10 IF as="ves” AND s<l10 THEN FRINT
You've done it!”

If both the tests are true, the line continues to
print the words. If either test is false, it
doesn't. The table for AND goes like this:

1AND 1 =1
0AND1=0
1ANDO=0
OANDO=0

So AND only returns a true if both operands
are true. This is what Boolean stuff is all
about, testing and getting a true or false
result. The NOT command reverses the
operands (or numbers as variables) that you
pass to it. If something is true then it makes it
false, and if it's false then it makes it trua. So:

NOT1=0
NOT 0 =41

NOT is in some ways the hardest logical type
to get to grips with. The best way to get your
head around them is to try them yourself
{which pretty much goes for everything you
find in Back To Basicl).



LEFTS, MID$
AND RIGHTS

These are neat commands which enable you
to test strings (alphanumeric variables) con-
taining letters and words in very specific
ways. LEFTS only looks at letters on the left
of a word, MID$ looks at letters in the middle,
and RIGHTS looks at letters on the right of
the word. Take the word ‘Commodore’;

LEFTS MID$  RIGHTS

| | |
COM MOD ORE

But these commands don't just look at any
old bit of the word. Just the bit you tell them
to look at. Take LEFTS for example:

10 AS="Commodore®
20 BS=LEFTS({45,4)
30 PRINT BS

Run this program and the screen prints:
‘Comm’. The command has counted 4 letters
into the word and put them into variable BS.
This can be handy for that little yes/no ques-
tion routine | just did, like so:

10 INPUT *What do yvou say (Y/N)~;fS
20 LET a&=LEFTS(f%.1)

30 IF as="yv" OR aS="Y" THEN PRINT
*The man he say YES!”

40 IF a%=*"n" OR a%=*N* THEM PRINT
*The man he say NO!*

— which gives a better result, as you could
type ", %', ‘yes', "Yes', or even, "Yesterday
all my troubles seemed so far away,’ and get
the same result that can then be tested.

MID$ needs similar parameters in order
to function. This time two numbers are need,
telling you the number of the letter to start
with and how many letters to grab into MID%.
These work like this:

10 LET AS="Commodore”
20 LET BS=MIDS(AS,4.3)
20 FRINT BS

When this program is run the output is: 'mod".
And finally RIGHT$, which as you can imag-
ine is just like LEFTS except it grabs letters
fram the right hand side of the string, like so:

10 AS="Commodors”
20 BsS=RIGHTS [.1";3,4]'
10 PRINT BS

This program puts ‘dore’ on the screen.
These commands are very flexible and
enable you to get all sorts of sense from the
most garbled input.

THAT’S ALL

That's about it for this month. Drop me a line
if you hawe any questions about Basic pro-
gramming, hints and tips on things you've
discovered, or things | haven't covered in
BTB that you'd like to know about. Drop us a
line at the Basic Cave: Phil South, Back To
Basic, Commeodore Format, 30 Monmouth
Street, Bath, Avon BA1 2BW.
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This month’s program is for your own
games, and what it does is very simple, it
generates high score tables. So when you
win a game and get more than the scores
in the table, you can type in your name.
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YOUR MAME HERE
SHOUTY
SHOUTY

SHOUTY

SHOUTY

SHDOUTY

SHOUTY

This isn't a stand alone listing, as you
need to write code either side of it to get it
to accept names and to function as part of
another program, but the guts of it are
there so why not dive in?

PRINT "7 Th
HAIT 162,186

And here's that
high score table
in full. Er... apart
from some
sScores, some
names and a
game to go in
front of it. Why
not try to get
each name to
appear in a differ-
ent colour, or
even cycle
through different
colours? [And
while your about
it, write a game
to go on our
cover tape as
well - Ed)

How Snouty scores...

Line 20 POKEs the border colour to blue.
Line 30 dimensions a pair of arrays (some-
thing we’ll be getting to in the next issue |
think) one called S and the other called S%.
It then fills the scores (S) with 0 and the
namas (S$) with ‘Snouty’.

Line 50 GOSUBs to the main routine.

Line 1010 prints the title ‘Hall Of Fame'.

Lines 1020-1040 print out the hi-score table
one after the other.

Line 1050 prints the press-a-key prompt.

Lines 1060-1090 does a flashy trick of
cycling the colours on the entry that says
Your Name Here. (It does this by poking
the register 646 with a random number
over and over till you press a key.)

Line 1080 checks to see if you have
pressed a key yet.

Lines 1200-1210 counts down from 9 to 1
and resets the hi-scores.

I'll be interested to see if any of you can
come up with a better one than this one,
and | tell you it isn't hard! Let me see what
you've come up with, and if you're lucky |
might give you a prize.
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:Cmuhrrs of anand
at

Bushido .. il
War of the Lance. MR
Tangled Tales ...... VA ..
Times of Lore ...... e o
St 7.99....
Gunshq: 1.89 ...
...... 7.88....
Flrgl'lt SlmrTallnr 2 299 ...
Castle Master...............ccociernees 7.99....
Space Rogue ...... T
Might & Magic 2 .. S NUA,
Test Drive 2 .. B8.99 ..
Emiyn H hes Soccer....

Moty Pythons Flying Circus....8.99 .

CARTRIDGE CBM64

e 19,90

1509
s saeeas 1 2288
A

12.99

55

Cars....

eng
Black to tha Future 3
Last Minja 3...
EmrmlnaWr
Loapz ..
Ertrama-
Ultima & Disk untgr

b ;;;@F?
88885588388

w
=
c
=
E F
= X . R R
[}
i

:?3??? |

e A e e
B L R R

0 0 b0 B0 Ly B0 0 B B0 S 0

=
B

Navy Seals jcart. only).............

FGHTHCDMIHG
ATTRACTIONS
CASS

Beach Vollay... 750 y
Eummn Sl.par Leoapa .50 & b B
Might Breed e 899............13.99
Flayer I.tunagar e s .11.84
Sly 5 - 11940
Twin - 12,90
Might Hunlnf . L . L1299
Liverpool the f3am e s 1 .11.99
Oreus ... R /- W 9,949
Wrath of the. L‘Jarmon MR - 14.99
Duck Tales ... - B89 ..11.99
Batrayal .. 1489, .-.18.99
Starglider 2 L1189 1489
Stratego ... 788, ..12.99
I-Lan:iDr'r'.'inZ.... BB .. 1189
Shadow Dancer .., -B.89.... -11.99
Star Controd ......... ...B.99 5
Brain Blasters .. B.93...

Lone Walf... 7.099.,

Daath Kn-gnls nf mrnn oA

Gausrtlat 3 .. B.99...

Z-0ut .. . B.99,.,

oo T AR R L 8.99...

F1 GP Gin::u'nﬁ. ..... B.99...

Terminator 2... ....5.99

Code Scuba.... ...8.89

Plaase note that the ma,mryurm
farthcoming affractions ane nof releasad at

tirme of to prass. Thesa will be
m&ﬁﬁﬁnﬂhmmmm

subject fo availability

EDUCATIONAL
CASS

Batter Marths (12-16] ..

A0 Pood . 3199
AHartumion .99
Abomic Robokid . i )
glamapim;z.. s g
Brian Clougha Foatbal £
Carrlar Command gl
Daily Double Horse Racing ... 9
Datendar of Crown 99
Doubsks Dragan o3
B e -
rs ]
E-Mation ... K]
Flimbos Cusest k]
Gihostbustens 2 .99
Headcoach ... 299
Int. 30 Tennis k]
Lagar .99
Last Minja 2 99
Mr Heli... %3
Mirija Spirit 39
P47 Thunderbalt .33
Pro Tennis Towr . .99
aroLs. o
ERITI i v 85
Stwel Thundar........ Ex]
Stir Crazy - Boba 99
Tima & Magic ... 99
Time Machina... 99
Trachswt Manager. 2.99
TUTICEN .o 4.99
‘Waird Dreams 2.99
Zombi ........... 4.9
Game Sel & Mabch 2 FIVE STAR VOL. 1
Mm?nmmmﬂf:;i o Cass only £4.99
Bathams Test Match
Basket Masier, Supear Spindizzy,
Hang On, va;irr Fliald Loids,
Superbowl, Winser abas
Olympiad, Steve Davis 5“;;“5]“”“'
m Faldo's Equing.
IN CROWD TAITO COIN OP
OMNLY £10.99 OMLY £8.98
Barbarian, Gryzor, Faslan, Flying Shark,
Crazy Cars. Buishie Botibie
Fredater, Kam, Arkancid, Siapight
m Arkancid ||, Fanegade
Pigloon Legend of Kage
cﬂ?fgﬂéE SPEET.I.CI.ILAH
ONLY £4.99 m‘im i
DISK £10.99 Beardslay's Saccar
Elite, Ace, Sentinal, \Ork] Laencanne,
ET-HFMEF. Tatris Handball Maradonna,
SOCDET SUDFBMG
MEGA MIX THE BIZ
OMLY £9.99 OMLY £10.99
Barbarian I, Oparation Wolf,
Dragon Minja, H-Ty?.
Oparation Wol, Batman Caped
The Real Crusacdar,
Ghostbusters. Double Dragon
30 RED HOT HITS
ONLY £7.99
Ghosthustars, FA Cup,

Agent X 2, Kane, LA Swat, Ninja Master,
Rasputin Ollie and Lissa, Ricochet, Zolyx,
Way of Exp Fist, Dan Dare,

Formula 1 Simulator, Brian Jack's
Superstar Challenge, Tau Cati, Park Patrod,
Thrust, Harvey Headbanger, War Cars,
Tarzan, Minja Hamsier, Enlightenmant -
Dirwid 11, Mystery of the Nile, Mega
Apocalypse, Magnetron, Merpheus,
Frightmare, Traz, Samural Warrior

Mickey's Flunaway y
Mickey's Craggwand Maker ...

Y
299
..... 499
4.599
3.99
288
28
-
e B8
4.99
4.99
499
4.99
,,,,,, 4,99
e 38
4.9
-
Y-
Thundar Chopper 4.95
MIND- SOCCER
STRETCHERS MANIA
CASS OR DISK CASS £7.99
£13.99 DISK £9.99
Monopol Microprose Socoer,
ey Gazza's Soccer,
Scrabble Football Manager 2,
Cluedo Faothall Manager
Warld Cup
WORLD CUP THALAMUS THE
|
DISK £6.99
Disk £11.99 Huntars Moon
Kick Off, Gary Linsker's Cue-Dex,
Hatshat, Tracksuit Hawkaye, Armalyte,
Manager. Defta, ion
TRitoay | | e
cn: ﬂn
Oniy 8.99 Atorboman: Last
The Hobbit Minja Il, WEC Le
Lord of the Rings Mans, Double
Shadows of Mordor Dragan
FIVE STAR VOL. 3 SEGA MASTER
Cass Only £4.99 MIX CASS £11.99
Wiary of the Exploding DISK £14.98
Figd, Trapdosor, Udum, Super Wanderbey,
Tau Ceti, Firelord, rﬁ&ﬂjﬂ“l .
Guikn Force Harer, Cynamita Du, Turbo
Aliens. ':\LU'I.H
30 MEGA GAMES PACK
CASS ONLY £12.99
Kamovy, Gee Bee Alr Rally, Aliens, Super
Hang On, Real Ghostbusters, Guadal
Canal, Firetrap, Knightmare, Galactic
Gamas, GFL American Football,
Wonderboy, High Frontier, Inc. Shrinking
Sphera, Suparsprint, Prodigy, Basketball,
Park Patrol, Ace 2088, Star Raiders 2,
Explorer, Big Troubde in Litte China,
Mermaid Madness, Corporation, Hacker,
Ghostbustars, Spindizzy, Baseball, Dandy,
Rampage, Enduro Racer.

Please charge my Access/VIsa NO: .........ccccvviicisnmsirncisnnssnsssansssnssnssssssassnsessesness ATy date: ....

AR R R R R R PR R R R

Please make cheques
& PO payable to
Turbosoft

a
ORDER FORM PN (E. | (@) T custons: tumber i
IPlEEEE Supp!y mE Wlth the fﬂllﬂwlng fur DATE. ...................................... :
| NAME: ............ pesene o4
5Ta gy a1 1 e G S e N A SR R e ADDRESS. i
Tilen o T R e
I

et e D L e N B |

................. Post Code................|

b LRl o AT i

1

COMMODORE FORMAT JUNE '91 i

Credit card orders taken, payment
cashed only on despatch. Orders
under £5 add 75p P&P per ltem. For
first class add 75p P&FP per item UK
only. EEC countries add £2.00 per
itern. Non EEC countries add £3.00
per item. Express airmail £4.00 per
iterm. All items subject to avallabdlity.
All prices subject to change without
notice, E. & O. E. Please remember
Mail Order Companies may take 28
days to deliver from receipt of order.
Flease allow for cheque clearance.
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JOYSTICKS &

CASS £10.99

GOLDEM AXE

L
.EF

== TURBOSOIT =

P e
CAPTAIN oy S SUBLOGIC 12

STEALTH -
MISSION

3 ZDISK ONLY £3
La PP

ULTIMA & ATOMIC ROBOKID

WAR GAMES/
STRATEGY

Beds. LU7 BQE

Opening hours are
onday to Friday
9.00am to 5.00pm
Saturdays
10.00am to 4.00pm

All prices include VAT

Tel: (0525) 377974
Fax: (0525) 852278

A'.n'l?

STANBRIDGE

HEMEL
HEMPSTEAD

AL14E

ACCESSORIES CASS. £6.99 JLY CASS OMLY
Faa. 139 DISK £11.99 £18.99 £4.59 ik
Pro 5000 Black........... 12.99 G i bttt o v
Pro 5000 Clear........... 12.99 mm;ﬂﬂéﬁ' War 3., :
Pro 5000 Clear Extra .13.99 DEFENDER O MYTH QUICKJOY CARRIER L:_:.LIELT:I;JJEEE g::mds e 3 i 3
Quickjoy Turbo ............. 7.99 c CARTRIDGE TOPSTAR COMMAND c i e e
Quickjoy 3 Supercharger .8.99 S R K . gi'fn?ré'h”ﬁg?m’ B, 7
Quickjoy Superboard .14.99 é‘?&'ﬁ;ﬂ;m S—
Quickjoy Megaboard..19.99 COMING SOON CHIPS S :
QuicKOY Topetar .. 1890 |  Sxoass e cnimnge | GiSenns 115
Quickjoy Jetfighter .....12.99 | DSKe4.98 CART. £14.98 DiSK£11.99 | Madden Footal 11
Konix Navigator.......... 11.99 Patton V Fo mm";'u' '. 11 i .ﬁ
Cheetah 125+ .............. 6.99 S S e Aussia . I T
Mouse Mat 6mm .......... 3.99 L CASS £7.99 - 1399
5.25" 50 Lockable Disk £7.99 DISK £11.99 g%‘*‘m"ﬂgﬂjgn i T
B A REL R R AN 5.99 R s e TR
5.25" 100 Lockable Disk gaﬁﬁumm S T
Bon .2 e B 7.09 SIM CITY FLIMBO'S QUEST S e e T
Mouse House 3.99 DesK | e Rt
............... - WVETTLI ..
Loadit Data Recorder.37.99 vt DIeK 2590 DISK ONLY £19.99 E:@m’ﬂ’g e
5.25" Disc Cleaning Kit 3.99 Raiel Charpe - 19.99
1541/2 Digk Drive.....149.99 LOADIT CREATURES HAMMERFIST ﬂ'ﬂﬂ 1 e e }333
CBM64 PSU.............. .20.99 TAPE DECK CASS £7.99 R T g
C64 Dust Cover ........... 6.99 £37.99 DISK £11.99 Wargame Gunsr Kﬂ 14,99
Warship .. i 24.00
10 COMPUTER HITS VOL.2 10 COMPUTER HITS VOL.3 10 COMPUTER HITS VOL.4 5 COMPUTER HITS
Cass or Disk £4.99 Cass only £4.99 Cass only £4.89 [ Iy £3.99
Super Pipeline 2, Mutant Monty, G-aéalrf Camﬁ'in suongmln. Eumr;{i]:autcamn. SE:r‘ide gL Fr%r;:;n_artgn .ugﬂey Eag.r : .;:irlg::ﬁrmir.
Henry's House, Gfibb|'_|"'5 Dﬂf Out, e El-uukﬂfc EI'S;G 0 'p"ﬁ'lamd Lgnar MEI;ELIS a, ada:slc i +ﬁ|ﬂ'r1, 'adl Smﬁ DE.
Srocker, Mama iiama, Raskel, Aaua | | 345k Gy Comes Dy e, |  Mata, Sacred Armour of A, o
Racer, Frenzy, Circus Aftack of the Mutani Camals Iridis Alpha, Magic Madness, Dandy Popeye.
'lllia ?_tl:-:vc{c' lg:bwn GEII..&E:;IUI&I In Stock Now In Stock Now In Stock Now
LECTION HEROES T.N.T. WHEELS
COLLECTION Cass £12.99 OF FIRE
Cass £11.99 Cass £11.99
H{,mﬁ"‘gﬁgsfhhﬁ,s 2 Strider, Black Tiger, Led : : i Disk £15.99
Indiana 6ne5 Batman Th:a Storm, Ghouls n Ghosts, Licence to Kill, Star Wars, Hard Drivin’, Toobin, APB, Chase HQ, Powerdrift, Hard
Maovie Forgotten Worlds Running Man, Barbaian 2 Dragon Spirit, Xybots Dirivin', Turbo Outrun
AMERICAN POWER Nu ER COLL ECT FUN PLAY POWER UP
DREAMS PLAY ? E. Cass £12.99 104, Cart. £18.99 Cass. £12.99 Disk
Cass or Disk £4.99 Cart. £24.99 Disk £14.99 Fast Food 5 :—‘11 ﬁ-ﬁ_can
H-:::atagesl -‘.?tunt Car Racer Last Ninja, Last Ninja 2, Pro Tennis Sim. Altered Beast
Super Ski Microprose Soccer Flimbo's Quest, Dominator, Pro Skateboard Rainbow Islands,
Bubble Ghost Rick Dangerous International Karate, Myth Sim. Chase H.Q.
Turbos Qf't (Personal callers welcome)
HOW TO FIND US......
Unit 6 & 7
Acacia Close
Cherrycourt Way ,‘\
Industrial Estate
mﬂﬂ ‘um LEIGHTON BUZZARD \\ nockuere e g

LUTON JUMCTION 11

A5 JUMCTION 8

LIPTOMNS
STAMBRIDGE ROAD

ACACIA CLOSE

AR
LHMOD AHHIHD

Maps showing direct routes from the motorway and AS




Dear Inside Info,
In CF4 you went into hi-res graphics. Using
hi-res graphics can be interesting and fun,
but waiting for the memaory to clear isn't.

| have written gquite a good program to
speed this up (a lot). Add this routine at the
end of you program and call it using a
GOSUB statement.
Stephen Corry, Uddingston, Glasgow

Dear Inside Info,

Here are two useful programs for use with the
high-res screen. The first one is a machine
code routine for clearing the screen. It is a lot
faster than using BASIC.

The second one is for putting text on the
high-res screen. This is very useful if you
want text and graphics at the same time. The
data line (240) holds the character codes and
must be changed if you want it to display a
different message (these ASCI| codes are the
the same ones used in the program above
and can be found in the back of the C64
owner's manual).

Johnathan Spread, Mawnan, Falmouth

To use this in high res mode first type (or put
in your program) these lines:

PEEK (53472) OR

I E i3

1200 DATA 246, 96, 3BT

To use this routine in your own programs,
first GOSUB 1100 near the beginning of your
program. Then, when you want to clear the
screan, use SYS 49152, Now, why not put
some text on your freshly-cleared screen...

For pages of programming - COMMODORE FORMAT 9, June 1991

Take a look in our Technical Editor’s toolbox
and discover the strange uses Paul Lyons has
in store for your Commodore. Apart from his
hi-res antics, a special fx fix and an end to the
decimalisation of digits, our Tech Ed reckons
it’s time to build some character into your 64

ence between the two.

100 REM *TEXT ON BITMAPFED SCREEN* 0 EREM ** WAVES EY PAUL MORGAMN
110 FOKE 56334, PEEK(56334) AND 254 10 5=54272: REM SID
120 POKE 1.PEEK(1) AND 251 20 POEE S+1,255:REM 5
130 B=1:C=16/:0G=53248 30 BPOEE 5+5,21%
140 P=8192+320*R+8*C 401 FOKE 5+24,15:REM MAX VOLUME
B M=1 TO 11 50 BIEE S5+4,129
Y ACP=CG+B*A 60 FOR E=1 TO 5000:MNEXT
=T B b 70 POKE S5+4,128
{P+J1 ., PEEEK(CP+J) B0 IF AS<="" THEN 20

L MORGAMN =

' ADDREES

FEEK(l) OR 4 S+41E.16
5 56334, PEEK (56334) OR 1 S5+24,143
0 DATE 300,300, 300, 2000, 300, 300, 3050, 300, 6,

i, X A
] RETURM
To make the program work, remember:

1 In line 150 change the number 11 to the
number of characters in your message.

2 In line 130, R is the number of the row
which the text will appear on. 120 GET AS:IF ASextr
3 In line 240 put your message using the

ASCI| codes for each character from the back

of the manual.

Fx com.. L

I've had loads of little sound progs that make
different sound effects or play tunes. Here
are three short samples, the first two from
Paul Morgan in Port Glasgow.

need info?

Is there a particular problem you can't
solve? A kind of programming (graph- |
ics, music, etc) you can't quite get your |
head around? Perhaps you've been
working on the same routine for the last
eight months but it still won't work. Or
perhaps there’'s a piece of computer jar-
gon that you don't understand.
Why not let me and the other 49,999
people who read Commodore Format
every month see it? If we can't solve it
together, it can’t be solved.
Send your letters and listings to:
Paul Lyons, Inside Information,
Commodore Format, 30 Monmouth |
Street, Bath, Avon, BA1 2BW. ;
No SAE's please, as | don't have the |
time to reply to every single query per- 1
sonally. Sorry. j

Dear Paul,

I've got two simple music programs for Inside
Info, but before | start, could you answer two
questions for me:

1) Can you transfer tape games on to disk
without using a cartridga?

Yes, but putting this knowledge into the
wrong hands is dangerous, so we can't go
into it here.

2) Why are disk games usually about £5
more expensive than the same tape game?
Disks are more expensive lo duplicate than
lapes, and sometimes the packaging has to
be different to accommodate the disk. Some
people argue that if you can afford a disk
drive, you will pay more for software, but that
doesn’t really excuse the huge price differ-




STRONG
CHARACTERS

Dear Inside Info,

| recently discovered a great way of
designing your own character set on the Cg4
and decided to share it with you. It takes the
required characters from ROM and copies
them into RAM, as ROM cannot be altered.
Once the characters are in RAM they can be
changed. The program then goes into action
and changes the character(s) that you chose.
Christopher Warrington, Worksop, Notts

10 L=12:Z=L*1024 /256
20 POKE 53272, (PEEK(53272)AND
240)0R L: POKE 52,Z:CLR:L=12

i0 POKE 56334, PEEE (56334)AND 254:
POKE 1, PEEK(1l) AND 251
40 FOR J=0 T 56832-53248:POEKE

The eight by eight grid contains
the character (a smiley face in
this case). Tuming a pixel on or
off (making it 1or 0) allows you to
make a new character. Plan
them on graph paper, mark on
the pixel values and work out the
correct hexadecimal data using

the conversion table
L*1024+J,
FPEEK (532484+J) :MEXT J
50 POKE 1, PEEK(l) OR

4:POKE 56334, PEEK

(56334} OR 1

60 SC=0:7Z=1024*12:FOR
J=Z+{8C*8) TO

Z+ (SC*8)+7:READ AS

70 N=0: FOR T=1 TO LEM(ASZ)
80 M=ASC (MIDS{AS,T,1))

4B :N=({M{M>9) *7)*16<UF
ARROW= (LEN (A%) =T} +M

90 NEXT T:POKE J,M:NEXT J
100 DATA

3C 42,99,A1,R1,99,42,3C

Run the program and wait. The program
takes about a minute before the READY
prompt appears. When it doas, press @ to
view your new character.

The data in line 100 holds the values for
the new character. It is created by drawing an
eight x eight grid and creating your character

Base numbers

Binary

16s 8s 4s
0 0 0
L] 0 0
0 0 0
0 0 1
0 0 1
0 0 1
0 0 1
0 1 0
0 1 0
0 1 0
0 1 0
0 1 1
0 1 1
0 1 1
o 1 1
1 0 0
1 0 0
1 0 0
1 0 o
1 0 1

Bound up by binary? Hexed by hexadecimal? Neither of these two counting systems
are difficult to understand if you think a little about how they're made.

Normally we count in decimal or base 10 numbers. Think about how you count in
decimal. Uging decimal you count up to nine and on the tenth number you start a new
column of figures (the tens) with a one. To get more numbers after ten, you count up to
nine again in the first column and when you get to ten you change the number in the
tens column to a two, and so on. Well binary (base 2) and hexadecimal (base 16) are
counted in exactly the same way. Except with binary you start a new column not after
the nine, but after the first one, so you only use the digits 1 and 0 and the number of
columns grows quicker. With hexadecimal you don't start a new column until you count
up to 16, so to make the extra digits the letters A, B, C, D, E, and F are used. In the table
below are listed the numbers 1 to 20 and decimal, binary and hexadecimal. The num-
bers at the top of the columns shows the decimal number for each column.

Hexadec
28 1s
0 1
1 0
1 1
0 0
0 1
1 1}
1 1
0 0
0 1
1 0
1 1
0 0
1] 1
1 0
1 1
(1] 0
1] 1
1 0
1 1
0 0

A

How do you value your COMMODORE FORMAT 9, June 19917

© 000
O\ 0

e
00

by colouring in squares. Now turn the white
squares into 0 and the black squares into 1.
Split each line down the middle so you have
eight two-digit numbers. Finally, to get the
new data line for your character, translate
each digit from binary into hexadecimal.

So, if your first line is 00111100, that
gives two 4-digit binary numbers of 0011 and
1100, Using the conversion table gives you
two numbers, 3 and C, so your first value in
the data statemnent is 3C. Now do the same
with the other seven lines, and you have a
complete character. How do you add your
new character to the program? Just add
these lines to the end of the program above.

10 SC=42:8=1024*12:FOR J=2Z+(SC*8)
TQ Z+(5C*8) +7:READ A3

120 N=0:; FOR T=1 TC LEN (AS)

130 M=ASC (MID$(AS,T.1))-48:N=

(M+ (M=9)*7) *16<UF ARROW=(LEM{A%) -
T)+H

140 NEXT T:POKE J,N:NEXT J
150 DATA 00, 305, 300, 300, 200, 200, 30, 30k

Substitute your character's new values for
the eight sets of xx's. In this subroutine, the
variable SC has been changed to 42. This is
the ASCII value of the asterix '#'. When you
RUN this program you will find your new
character has been substituted for the
asterix. ASCIl codes are in the back of the
C64 Manual. Add more characters by dupli-
cating the last five lines, changing the line
numbers, the values for SC and the

DATA statements. Better still, put

the lines in a loop and stack all the

DATA at the end.
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The exploration screen uses simple anima-
tions and a text box to update the adventure

move by move. A menu appears in the prompt

bar, each entry in it leading to other menus
and screens under joystick control

The AD&D
alliance

Five or six years ago, 551 were famous for
an extensive catalogue of historical
wargames and fantasy roleplaying (FRP)
games, most of which were developed
under their own roof.

Their experimentation with roleplaying
adventure formats made them ideal candi-
dates when TSR began looking for a
company to computerise AD&D. Both com-
panies were used to developing on-going
series of games and AD&D itself had its
roots in traditional wargaming.

Four years later, the list of AD&D titles
has grown to 12 (including the 16-bit Eye of
the Beholder) and SSI have also converted
TSR's Buck Rogers RPG. This puts them
firmly among those companies which have
converted real roleplaying games on com-
puter. SSI have explored several styles on
these games as well. Hillsfar was a gladia-
torial combat based game. War of the
Lance was a wargame in which you con-
trolled whole armies fighting Dragonlance
wars across the face of Krynn. Dragons of
Flame (reviewed in CF1) was an adventure
in arcade format that didn’t really work very
well and Dungeon Master's Assistant Vol.1:
Encounters is a game-aid program for
Dungeon Masters running AD&D games for
a group of friends. (The original game will
be 20 years old in 1994.)

But the most successful games in the
series have been those using the same
menu driven interface as Death Knights of
Krynn. Pool of Radiance, the first computer
AD&D game ever and the game which also
introduced the menu system has now sold
over 250,000 copies across all formats!

In the land where
silver dragons appear as beautiful
blondes, there’s more danger than
you could throw a spell book at.
For this is Krynn (agynn), the domain
of the dungeon masters of TSR/SSI where the
adventures go on (and on and on...)

ear of aging affects games too.
Death Knights of Krynn continues
the on-going saga of Dragonlance
adventure games begun with
Champions of Krynn. As part of the
wider range of AD&D games jointly devel-
oped by the TSR/SSI alliance, it's the fifth
game based the same player interface and
the eleventh AD&LD computer product
overall. It begs the question, how
many paople are they still interested
in the series? If Police Academy
syndrome is anything to go by,
people can stomach the same old
stuff forever (nobody gets bored
of fish and chips).

But Dragons of Krynn isn't
stodge. What you get are three
double-sided disks (complete with
a gquick-start saved game position)

- = -
A year after Champions of Krynn, the adventure

begins at a celebration of the defeat of Myrtani
at the Gargath outpost [bottom right)

a series of encounters or
mini-games.

Because of the game's
predominant plot and
detailed back-

and a couple of high guality manu ground these
als which contain a wealth of encounters
information. You control a group are easily

I related as sto-
¥ ries. And that's
I when you know
how much fun you
Il had, when you tell
somebody the next
I day what you played
¢ the night before.
Your party’s
¥ very first encounter in
Death Knights is a fight
against a skeleton wrecking
crew who are almost impervious to your
party’s magical abilities. You can input an
: instruction to make the
computer play all your
moves for you during com-
bat but it's more fun to take
control yourself. This isn't
too difficult to do. Even if
you make mistakes the sys-
tem often lets you correct
them (though when |
thought I'd got it sussed
and speeded up my instruc-
tions | accidentally got the
wizard of the party to deto-
nate a fireball right on top of
everybody except the bad
guys).
Though there are plenty
of fights lined up over the

of detailed characters; wizards,
fighters, thieves and the like,
by using a joystick to select
maoves from menus.
The initial task the
characters have to com-
plete is the successiul
defence of a friendly outpost
from hordes of evil creatures —
Draconians — and their allies (these
include zembie dragons, skeleton
warriors and many others). There are
many more tasks to be accomplishad as tha
adventure unfolds and you play out these as

Colourful scenes like this make a real impact when you come
across them in Death Knights of Krynn

COMMODORE FORMAT 9, June 1991 Death knights - evil frights



adventure, there's more to
it than that: later you
might find yourself on a
wildernass mission to
recover a valuable lost
dream that contains some
pearl of knowledge. This is
high fantasy on computer
and the squillions of
quests and encoun-
ters tweak your
imagination glands
until they burst. They
also allow you to play the
game in small chunks
which make you think
you've accomplished guite
a bit, though you've barely
scratched the surface. But
then for around 25 quid you shouldn't
really expect anything less.
One last thing though. If you haven't

played one of these
games before, this
oneis as good a
‘game of its type
any (it has
difficulty lewv-
[ ) els). However, if
you have bought
one before but haven't
finished it, why not? | wonder how
many people play something like
this to the finish. If you can't face
another six week tromp through the
adventure you've got, you'd be mad to
b buy another. On the other hand, this is a
b great sequel to Champions of Krynn,
really well programmed to give you
-' the best adventure based
on the original story it's pos-
sible to give. Now, can we have a
new adventure next time please?
The Dragonlance story is a bit
long in the tooth, after all. ~ SEAN

Good, bad but ugly?

Like all good roleplaying games, Death
Knights of Krynn is packed full of charac-
ters, good and bad. Most are just like bit

= =%

]

:rhis is Ariela. She can be
found in the city of Kalaman
and warns you of a trap

E 1 E

E E E

Sir Karl: a Champions of
Krynn hero returns, undaad,
riding a zombie dragon . ..

fir Dryden, the head of the
party, takes a break from all
this DK duffing

A priest from Gargath begs
your cleric for urgent assis-
tance treating the wounded

part actors in films - there one minute,
gone the next. Others sick around and
which side they're on isn't always obvious.

E | = | E

- 3

This is the leader of the
Knights of Solamnia. He
asks you to train with them

Lady Maya: bereaved of Sir
Karl, this feared huntress of
avil is really a silver dragon

POWERTEST 57,

Legions of skeleton warriors and zombified
creatures inhabit the wilderness areas

el
Wi nreaTrEL

i HIGHTHEEL

NICHTHAEE

The combat display is crude but the program
does important work bahind the screaen...

E ]
[HICHTIHRED

«-allowing you to respond to the best of
your characters’ abilities

Game DKOK
Publisher SSI/US Gold
Disk £24.99

THE DOWNERS...

B Disk users only: a bit long winded

B Three disks of superbly pro-
grammed roleplay with...

B ...Hardly any disk swapping!
B Flexible: play any way you
want to

B Control is easy (and fast
once you get used to it)

B You only need to look in the
manual every now and then

B The Adventurer's Journal is
packed full of interesting stuff
® Mix of gameplay styles to
keep boredom at bay

B Plenty of special missions
to choose from

B You can use characters
from Champions of Krynn or
roll new ones when you start
a new adventure

...AND THE UPPERS
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WIN!

WIN!

WIN!

WIN!

WIN!

WIN!

OVER £1000 WORTH OF PRIZES!!!

WIN!

WIN!|

A COMMODORE CDTV!!

0839 - 121236

basically an Amiga with a
cd/rom. worth £600!!!!

SOFTWARE SCOOP!
0839 - 121221

megadrive, master, nes, lynx
famicom etc. £200 to spend.

SEGA MEGADRIVE
0839 - 121222

the awesome 16 bit console
and you can choose a game

WHAT-U-WANT
0839 - 121223

whatever your heart desires
up to £150. Absolutely anything!

Calls are charged at 34p
If you are under 1

The more entries you make, the better your chances

PLUS PLUS PLUS PLUS PLUS PLUS
0839 - 121224 coudwinyoua SEGA GAMEGEAR

All calls last approx 4 mins. One prize per competition.

r min. cheap rate and 45p per min. all other times.
please get permission to use the telephone.

PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 3QR
TEL: 0582 413943.

WE BUY /SELL / EXCHANGE ALL USED HARD/SOFTWARE

WIN!

WIN!

WIN!

WIN!

WIN!

|

LAZER SOFTWARE

16 Linden Gardens, Chiswick, London, W4 2EQ.
Tel: 081 747 9344 Fax: 081-995 1325
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here’'s nothing | like more after a
hard day at the office than to slide
into my Scorpion tank and ride
rough-shed over a few villages,
bumping off its inhabitants as
evening falls. I'm not the only one either, in
fact, so many people do the
same Microillusions have
produced a 64 game based
on this popular pastime.
The instructions on the
inlay card are laughable.
The plot goes like this: wait
for it... CAPTURE THE
FLAG! And that's about it.
The game is always
played head-to-head with
each player, whether he's
human or computer con-
trolled, trying to capture the
other one's flag. If you play
against the computer then yours is the only
view displayed on screen. Select the two-
player option and the display becomes
split-screen to cater for an exira pair of eyes.

Each player can also select which type of
tank he wishes to con-
l h 0€S lik o CONtaining gun tur-
€ plot g ¢ this' rets, hangars,

trol from a choice of
three: Scorpion (most
powerful), Shadow VI T HE FLA.G! barracks, prison cells,
roads, fuel dumps and so
on. One compound belongs to you and one is
your opponent's. Seek and destroy tactics

APC (slowest but tough-
must be employed here. First find the other

est) and the Marc XJ1
(fastest). Each one has has a different speed,

player's compound (easy peasy). Then just
methodically destroy every single building

armour value and firing ability which consti-
tutes difficulty levels. Choosing a wimpy tank
makes completing the game that bit harder.
you encounter.
If you hit a barracks, enemy sol-
diers rush out. You can kill them by the

rather messy technigue of running them
over. Mow, if you hit a prison cell, allies
run out instead. Don't kill these guys.
Stop your tank and let them climb
aboard. If you manage to get fifteen
men back to the Red Cross hut in your
own compound, an extra tank is
awarded (you start the game with a
squad of only five tanks).

Keep an eye on your fuel. When it
runs out of fuel, the tank explodes to
prevent it falling into enemy hands. If
your fuel is low, try to find one of the
large circular fuel dumps. The act of
destroying them refuels your tank as
well as annoying the enemy.

One more thing: you can drop
mines. But be careful, especially if
you're moving. If you unknowingly drop
a mine just before you come to a stand-
still, you'll be caught in its blast. Other
than that it's destroy or be destroyed. If
a helicopter appears, make it your pri-
ority target, as it causes damage at an
alarming rate. Gun turrets too should
be destroyed ASAP.

Your tank is very unwieldy to control, to
begin with but it is ultimately manageable.
Basically, the eight joystick positions corre-
spond to the eight possible directions of
travel. However, if you're travelling in one
direction and then push the joystick in the
opposite direction
you will reverse
rather than do an
about-face. In order
to travel the opposite
way you need to
rotate the joystick
and physically swing
the vehicle around.

Your mission
then, is to capture
the opponent's flag
before he either finds
yours or destroys all
of your tanks. Easier
said than done. What does the flag look like?
Er, dunno. Where can it be found? Hmmm,
tricky. The phrase 'looking for a needle in a
haystack’' is a pretty good description of the
task that lies ahead. There are two huge mili-

tary compounds

Uh-oh, it looks like tanks at dawn for our
two intrepid flag-hunters

The three Firepower tanks show off their differ-
ent capabilities. If it's spead you're after go for
the Marc XJ1; the Scorpion can take the heavi-
est pounding; and the Shadow can carry the
most men. Decide on your strategy, then choose
the hardware best suited to the task in hand

NMAaeC =~J1
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Time to take a dump - a fuel dump that is.
Blow this sucker away for a full tank

Fire Power isn't the nicest game to look
at, especially not first time you set eyes on its
garish display. But there is a great deal of
attention to detail. The atmosphere generated
by the cumbersome tank controls is fairly
substantial — as is the feeling of panic when
you enter the heavily guarded compound.
And it is this that can keep you playing even if
you're making no significant progress. All in
all, Fire Power is a competent
game which is sufficiently
different to make it worth at
least a second look.

Game Fire Power
Publisher Microillusions
Cassetite £11.22

Disk £15.31

THE DOWNERS...

W Game slows down when the
screen gets busy

W Strangely, the two-player game
can prove monotonous

M Shamae there is no map screan

b
B The play area is huge
B Squishing people is blood-
thirsty but it does add to the o
challenge
B Good trundling noises -—
B The 'rescua’ technigue of
earning more tanks is really -
the business
B Excellent attention to
graphical detail e
W Hactic scraps when heli-
copters and gun e
emplacements get going
B A mine dropper's delight

0
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Dynamic is what this dude is. Just one of his moves is shown
here in detall. Ha's capable of more but the gquestion is: is it all for
show or does he deliver the killing blow? Read on and find out...

@? C7 il A< 513 J:!}
: )

Oh very funny | must say. Which joker
put Vaseline on my saddle. Actually this
is the grab option on level one

Here we see our hero leaping majesti-
cally over a tree stump. Mis-time the
jumps and he falls flat on his soft parts

s {E S

;..an:i for those of -rnu who thnughi the
Hokey-Cokey was just a crap dance. It's
dead useful for punching beasts to death

This agile little fellow appears in the first beat ‘em up encounter. He's
lean, he's green and he's, er rather pathetic. Just get in close and
swing like your life depended on it... which it does

77 P ®

Empire’s
long-awaited
cartridge
attempts to
over-shadow

Shadow Of The Beast - so, does it parallax
scroll into legend or limp into obscurity? Our
reviewer takes up arms and legs it...

will relate the plot of this game in

shorthand as it's far to convoluted and

tedious othe . Wizard summons

demon, demon kills wizard, demon lays

waste to land then has a long kip
before people return. Demon wakes up in
order to lay waste again. People get a bit
miffed about it and send best warrior to give
demon a good going over. Wrath of the
Dermon is very much a Shadow of the Beast
clone — not in structure but in the fact that
there is less to it than meets the eye, but
more on that later.

The game unfolds over a series static
screen beat-"'em-up and scrolly collect-"em-up
levels. In level one our hero is on horseback
as eight levels of parallax backdrops scroll
from right to left. You can move the horse
right and left but it's a bit pointless really as
the best bet is to stay to the far left to give
you plenty of time to see oncoming hazards.
Pushing up on your tendril of titillation (/ think
he means foystick — Ed) makes your steed
jump to avoid the various crates and rocks
scatterad about.

COMMODORE FORMAT 9, June 1991 at the little devil level

This bloke appears about half way through
the game but is ane of the more challenging
opponents. Mainly ‘cos of his huge staff
Occasionally, potions and other treasures
pass by. When they do, pull your 'stick down
and your man will dexterously reach down
and grab them. Press fire to make the char-
acter punch at flying creatures which would
otherwise cause serious head injuries.
Levels two and three are beat 'em ups.
Level two contains a staff-wielding goblin and
his stone throwing cohort. Ignore the stone
thrower and concentrate your attacks on the

Does this guy want a pedicure or a haircut? I've got it, one swift slash
across the midritf and he'll never suffer those vanity blues again. To
be honest, it takes rather more than one blow to fell this fellow
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other ona. Level three is a
bit more challenging. A 8
huge green dragon 4§
kicks and head butts
you into oblivion.
Sadly though, his
attack patterns are
much the same as
the goblins. In each
case you simply
have to find the bast way
to attack then repeatedly
use it until the beastie dies.

So far the challenge has
been all but non-existent. Then
suddenly, in level four, it all becomes
nightmarishly difficult. It's another scrolly
bit but this time you're on foot, You can't use
your mastery of the sword but have to rely on
your ability to perform spectacular rolls,
jumps and punches.

Completing this level relies solely on
remembering a sequence of hazards which
includes homed beasts, giant spikes, worms,
huge ants and flying gargoyles. Tragically,
even when this is burmed into your memaory,

_

-]

It takes a skilled warrior to reach this far. This is outside the
demon's castle. The flying beast, while weadier than his master is
still no push-over. Especially when helped by another stone thrower

Level three, you know, the really hard one.
This is the geezer who holds the key. Which
key? The one that opens the gate...

it's still nigh on impossible to

& complete. The problem is,
e ants and worms are a
piece of cake to avoid
when met head-on. But
as soon as you travel
back in the other direction

they become next to
impossible. Bad colli-

sion detection mars what
would otherwise be an
excellent level to play.
It's fisticuffs again for lev-
els five, six and seven. The
same rules apply as for levels
two and three except the
adversaries have changed. First
of comes the huge trall with a
stick. Beat him up in the same way as before
but watch out, his stick gives him a longer
reach. Level six features a swamp beast, a
large green man with hippy hair and a power-
ful foot. The final fight scene is outside the
demon's castle and pits you against a mini
demon and another stone thrower.

Once you're in the final level — the castle
—you have to find and destroy the demon.
There's map making potential here as there
are doors in the background which you can
enter. As you traverse corridors and rooms

there are potions to find
and minor beasts to Kill.
Also, before you reach
the final encounter,
there are two more
beat-'em-up rooms.

But enough of this
waffle, what of the big
guy himself? Well, he's
big and spits fire.
Lightning bolts shoot
from the ceiling and fire
spews from the floor. If
| were the hero, I'd just
nip off home and have

| a cup of Rosie Lee but

for those who can cope
with this sort of power,
victory awaits.

If you get off on won-
derful graphics then
this, like Shadow of the

. Well blow me. Here's that very gate. What
we didn't show you though was the dozens
of opponents you had to cleave through

All the beasts in this place seem to suffer
from arthritis of the left leg. But that doesn't
stop them kicking your barbaric butt

Beast is where to find ‘em. However, what
puzzles there are take a simple form and
even the combat sequences are pretty basic.
This aside, Beast fans will find this a T
natural progression, show offs will * # :
have fun wowing their friends with it, .
but sadly thinking gamesters could '
probably find better ways of spend- '
ing such a big wad of dosh.

ANDY

Game Wrath of the Demon
Publisher Empire
Cartridge £24.95

POWER RATING

M Only two distinct types of game-
play, hardly any puzzies
W Collision is unforgiving

B The stunning scrolling
_backdrops are some of the
best you'll ever see
- W Positively wizard anima-
. tion {groan) on both the hero
. and the bad guys
' ® Huge sprites give the
game the feel of a cartoon
B Loads of levels with differ-
- ent challenges in tham
B Opportunity for explo-
ration in the last level
B Good final encounter
. W Excellent ‘tween level
screens to drool over
W Easy to remember joystick
control options

...AND THE UPPERS
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one of the more interesting levels

nly last month we told you of a
string of games coming from
new ltalian software house
Idea. The first, Moonshadow,
wasn't half bad. This month we
put Lupo Alberto to the test and find that... it's
not half bad; it's totally bad.

The plot involves Lupo the wolf who is
desperate to do a bit of lovey-dovey stuff with
his woman (well, chicken). The game follows
his exploits in trying to find a suitable place
for them to suck face. The quest takes Lupo
through caves, African villages. desert
islands and sewer systems, all to no avail.
The aim is to traverse these regions and
return to your own home. You have then fin-
ished the game. Style-wise Idea have tried to
come up with a bit of a Mario

sons that will become

Gosh! What an enormous pear! Lupo leaps up a tree only to discover
that its fruit-bearing properties are minimal. As you can see, this is

Ll

R C o

Down in the sewers, Lupo passes a floodlit
table (some sort of underground Subbuteo
competition perhaps?)

As you move through the landscape the
background scrolls in one of four directions,
depending on which way you're travelling.
This is one of the few redeeming features of
the game: it's not just a tedious horizontal

tedious four-way

Bros clone but, for rea- someumes Wh'eﬂ YOU scroller (more of a
»

apparent, they've
failed miserably.
Each level con-
tains platforms dependent
on the scenario. You can
stand on rocks and logs in

the outdoor levels, ladders and bricks in the
sewer system, roofs in the village, and so on.
Throughout each level, arrow signs point the
way you're supposed to go. But taken too lit-
erally they often lead to instant death on a
spikey trap, so venture carefully.

The sign above LA shows that our lupine hero has to head down-
wards. The large beast in tow is of unknown origin: | reckon its a
bull, while the Ed is convinced it's a bear with horns (mad fool)

PaSS a bllSh or head'bn“ ?fgff; :.:rf:n;é ﬁ}ést

of death-dealing nasties in

a p latform, ffui_ty each level but unfortunately
e only way they differ is in
item’s materiaﬂse I:eir agpearalnc; Elj'he'_...r all

move in pretty much the same way

and can be killed by leaping on their heads.
Some of the larger beasts are nicely detailed
but that's about it. Another downer is that
sprites often become corrupted and you get a
neadless moose body, or worse still a body-
less moose head. Whoops.

As for collectibles,
there’s not much worth
mentioning. Sometimes,
when you pass a bush or
head-butt a platform, fruity
iterns materialise which you
can collect these for extra
points, Like, wow.

Occasionally — and it is
only very occasionally —
you can pick up a floating
boxing glove which pro-
vides you with limited
firepower. The trouble is
that the screen only scrolls
when Lupao is a few inches

Will you go for Lupo? COMMODORE FORMAT 9, June 1991

Lupo (Blue Lou te his mates) strides purposefully across a log
bridge. Having been jumped on, an enemy duck dangles precari-
ously over some deathly spikes. Sadly, the little suckers never fall...

from its edge, leaving you almost no warning
of oncoming opponents. You're killed all too
quickly and the boxing glove is lost.

The graphics are colourful but crude and
tend to glitch badly. The opponents are bland
and the action repetitive: the last level has
no more elaborate traps than the first, thera's
just more happening on-screen. This would
have made a just-above-average
budget game, but as a full pricer it's
a bit of a disaster — a sheep in
wolf's clothing if you like.

ANDY

Lupo Alberto
Idea

£10.99
£14.99

POWER RATING

THE DOWNERS...

W Repetitive levels with only minor
graphical differences
B Most of the monsters move in a

Game
Publisher
Cassette
Disk

similar way. Mo variety in challenge =2
B The backdrops and sprites are

generally bland and indistinct ]
B Mo surprises: get from A to B and

that's it

B The only power up is the boxing .
glove and that's weedy

M More minus points tor the mm
hideous glitching both of sprites

and background s

B One of the few Mario Bros
clones around

-
B It's cartoon theme and
simplicity could appeal to
younger gamers £

B Painless multiload, even
on tape

---.AND THE UPPERS




NEW VALUE
PACK

@& Full feature Centronics Printer
Interface.

® Connect your 64/128 to a range of
full size Centronics Parallel Printers.

® Easy to use - supports
Commodore Graphics Set.

® Onboard Microprocessor Chip
means no more programs to load.

#® Works with most applications. ; _ commODoRE ’s+’ mk'"' D"“
ONLY £29.99 & DRIVE FOR G%/I28

The 1541 Mk Il is a superb quality Disk Drive
specially designed for the Commodore 64/128.
JUST LOOK AT THESE FEATURES... @ Direct drive motor for super quiet

DIGITAL

Sou " D @ Slimline d._-.ﬁign - &N ﬁ'n:un:]}- ﬁ[n‘.rd.liﬂ-t'l and exira ]I.'I'I'I.ﬁ life.
compact unit. #® Plus fabulous collection of Disk
SAMPLEH ® ExternalPower Pack so no Software - see below for detailsi!
overheating problems (unlike some ® Comes complete with manuals,
other types). connecting leads, ete,, ete.
NOW WITH ypes) g
FREE : TOTAL PACKAGE INCLUDING

COM-DRUM DIGITAL - i TRIVIAL PURSUIT, SNARE,
DRUM SYSTEM _ ~ I CONFUZION, SPLIT PERSONALITIES,
e 5 SECRET AGENT, NIGHTBREED,

SHADOW WARRIORS, MIDNIGHT
® This NEW Sampler allows you to record any sound digitally into RESTISTANCE DISK SOFTWARE

memory & then replay it with some astounding sound effects.
Playback forwards /backwards with echo/reverb/ring modulation. o N L I

Now with full sound editing module for outstanding effects. £ 1 49 99

Full 8bit D to A & ADC conversion. L]

MIDI compatible with suitable interface (Datel Unit £38.99, see ad.). ADD £5 IF NEXT DAY COURIER
: it fp ik IS REQUIRED

Live effects menu includes realtime display of wavelorms.

Line in/mic in/line out/feedback controls.
Load/save sample. Up to 8 samples in memary at one tme.

Complete software/hardware package. Tape or Disk (please state). - 3 DJ I'-Jl RE’CORE'E[

Now you can turn your Digital Sound Sampler into a Digital Drum
stem with your FREE Com-Drum.

8 digital drum sounds in memory at one tme.

Complete with 3 drum kits. Real drum sounds - not synthesised.

Create superb drum rhythms with real and step time.

Full editing. Menu driven. Load/Save facilities.

Output to Hi-Fi or through TV speaker.

STILL ONLY £49.99

COMPLETE WITH FREE COM-DRUM DIGITAL DRUM SYSTEM

UNBEATABLE MIDI DATEL MIDI 64 AR
PACKAGE!! INTERFACE PLUS o MU FREE

ADVANCED MUSIC TERES c;ﬂ:::zs

' SYSTEM ONLY £39.99 : T

AVAILABLE ON DISK ONLY

® Quality Commodore compatible
Data Recorder.

® Pause control, counter, etc,
@ Suitable for 64/128.

® Comes complete - no more to buyl
® Send now for quick delivery.

TE A AR RN R N N

ONLY £24.99

& The Advanced Music System is probably the best MIDI/music package ever
produced for the 64/128 offering a huge range of musical composition features
plus MIDI compatibility - add the Datel MIDI Interface and you have the TOTAL
MIDI SOLUTION!!

® EDITOR MODULE... just like a word be connected to your 64.

processor for musie. ® HUGE RANGE OF FEATURES... too

@ MIDI MODULE... this is the module which numerous to list. Advanced Music System has
® KEYBOARD MODULE... allows for entry of allows the full potential of the Music System and literally hundreds of commands and features - *
music from the QWERTY keyboard. Sequencer your MIDI keyboard to be achieved. Using the we have only outlined some of the main headings
works like digital recorder. Datel MIDI 64 Interface any MIDI instrument can this is a truly professional package.

COM B
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PACICAGE FUR 1OYN COLILIODONE Shh28
AT A TRYLY GNDEATADLE PRCEN

COMMODORE
1351 MOUSE

COMES
COMPLETE

WITH ADVANCED ART STUDIO

® 1351 Mouse is a high resolution twe button mouse featuring optical counting,
teflon guides, microswitches, rubber coated ball and high gquality interface.

#® When combined with OCP Advanced Art Studio this graphics package is quite
simply the best system available. The features are unmatched...

® Create an image - shrink it, expand it, move it, rotate it, copy it, colour it, ete., ete.
® Spray patterns or shades, make elastic lines - stretch and manipulate shapes.
® Zoom in to add detall in fine mode.
® Pulldown/lcon driven menus for ease of use,
® Mouse operation, plus joystick and keyboard control,
® 16 pens, B sprays, 16 brushes - so flexible anyone can create superb graphics easily.
@® Full cut and paste facilitles plus excellent printer support.
ONLY ALSO GEOS
COMPATIBLE
£34 I99 ® The 1351 Mouse has two
TOTAL PACKAGE selectable modes - Mouse or FH E E' .
INCLUDES 1351 MOUSE/ Jovstick mode for maximum g -
MOUSE MAT/HOLDER compatibility. MOUSE MAT AND
AND OCP ADVANCED ® Even works with the 5 MOUSE HOLDER
ART STUDIO "Best Selling” GEOS utilities. Fi - (WORTH £12.99) . -
PLEASE STATE IF YOU REQUIRE TAPE OR DISK ® Superb quality. WITH EACH PACKAGE

C oo __

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
® The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular jobs but also
prints out your pictures from Art Studio, Action Replay, etc., in generous colour!
® LC200 is a full Centronics printer so it works with other computers [Amiga. ST, etc.).
® Made possible by Datel's unique colour printer driver - now you can have a hardeopy in up to 16
colours!! @ No more to buy - just plug in and print!!

PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00

SPRINT 128 PRINTER INTERFACE RRP £29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.60
NORMALLY £394.98

COMPLETE PACKAGE NOW ONLY £259.00
COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99

® If you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.
® Works with Serial Version of LC10, Parallel Port, Sprint 128, etc.

HOW TO GET YOUR ORDER FAST...
TELEPHONE (24 Hrs) - - CREDIT CARD ORDERS E

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO EMABLE YOU TO START RECEIVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS.
ORDERS MORMALLY DESPATCHED WITHIN 48 Hrs. ALL PRICES INCLUDE V.A.T. UK ORDERS POST FREE'EUROPE ADD £1/OVERSEAS ADD £3. PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS AND SUBJECT
TO CHANGE WITHOUT NOTICE. CALLERS WELCOME - Pleass ressrve goods by telephone prior (o visil. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO...

DATEL ELECTRONICS LTD.,

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND
TELEPHOME SALES ONLY 0782 744707 FAX 0782 T44292 TECHNICAL/CUSTOMER SERVICE 0782 744324

COM MSE 2
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i Load 202 block program in under 6

seconds - world's fastest disk serial loader. On-board RAM and

ROM achieves high loading speeds. Works with

1541/1571/0ceanic/1581. L >
Automatic infinite lives!!

Very easy to use, works with many programs. No user

knowledge required.

& Easy to Use disk/file copier. Much faster than
conventional methods. Ideal for backing up data disks.
% - This feature will add Turbo Reload to the
programs that you save to tape - no user knowledge required,
% Format an entire disk in about 10 seconds
- no more messing about.

Print out your frozen screen to printer -
I'u'IPE 801, 803, Epson, Star, etc. - very versatile.
& For parallel printers, Star,
Epson, etc. - Print out listings with graphic characters elc.

£ Full 64K Freezer Monitor -
examine ALL memory, including stack, 'O area and registers in
their frozen state. ldeal for de-bugging or just for fun!

Freeze the action and view the sprites -
watch the animation - customise your games - kill sprite
collisions.

Now you can make your old slow
loading programs load faster. Simply freeze the action and save
to tape 'ordisk to reload, independently, at superfast speed - no
more waiting for programs to load.

. (Cable required for parallel port £12.99).

& Now you can edil the entire frozen
screen with this text editor - change names on high scores, elc.
Great fun!!

© I . Many single stroke commands for
Load, Save, Dir, etc. Plus range of extra commands, i.e. Auto
Number, Old, Delete, Merge, Append, Linesave, etc.

L

THE REVIEWERS SAID...

"I'm stunned, amazed and totally impressed. This is easily the best
value for money cartridge. THE CARTRIDGE KING!"

COMMODORE DISK USER
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HOW TO GET
TELEPHONE (24 Hrs) - ki

WE WILL DESPATCH YOUR ORODER QUICKLY & EFFICIENTLY TO ENABLEYDY TE! afﬂi T HE.QH'-'PNE THE BENEFT -n:mh PURCHASE WITHIN DAYS, NOT WEEKS,
(m DERS MORMALLY DESPATCHED -.rr'H;u q,:-nr, .|.,|_:|_, C Htﬂl S r-vae"j.l. CORDERS MADE PAYABLETO

SPDATEL EWECTROMCES LTD.,

GOVAN HMFTWIHWETRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, EHGLAND
- r il .TECHNICAL/CUSTOMER SERVICE 0782 T44324
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ALIENS

Can You Kill
The ALIENS
For

CASH PRIZES

MAKE YOUR cuuuononsm

‘Yes making money with your Commodore becomes incidental when you know how.
Your micro is, if only you knew it, a gold mine. The size and make is irelevant.
Make the initial effort NOW by starting 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 daing a few basic things! It's more rewarding than playing games. The benefits
ara many and varied. Full or part time. For FREE details send 5.A.E. to:

‘J".] LALMLLL L UUPUNULrLn
)
I =

é

31, PILTON PLACE (CF 9)
KING AND QUEEN STREET,
WALWORTH, LONDON SE17 1DR

Cé4 Power Supply ......... £25.99 )| 64 Parallel Converter

C128 Puwer.SUP?l}* ........ POA. ||| Vic-20 Modulator............£14.99

C]'E"j Power :"“P[i" Y = 1%, 64 Instruction manual

E‘ELI‘J[W&;; e b Dot Matrix Priner...... £119.99

C3N “ 4} Dataserte f4 Reset (..:!r:rldgle vererarenens 20,99
801/803/L.C10 Ribbons....£5.99

64 Shimline Case } /1
Mini Office 2 (64 cass)....£17.99 |[| Mini Office 2 (64 disk) ...£20.99

COMMODORE 64 REPAIR

Omly £23.50 including parts and labour if repairable. Send machine
only with fault description. Insurance included. Chg/P.0O.'s to
Omnidale Supplies,

23 Curzon Street, Derby, DE1 2ES,
Tel: 0332 291219

| Access

(PR
VISA
e ]

STEVE JACKSON'S

GLADIATORS%ROMAN EMPIRE

;1£
I -"'.-r-'l-"'

d:
LIVE £100
COMBAT WEEKLY
IN PRIZE
ANCIENT |
ROME [ Fre
7

0898 800 891

Cally are mgre pxpensive than urulnm: Dedgphone calls and showld only be made with the permission of the subgeriber.
Calls cost Mg per min theag and 45p per min all otber limes. Computerdial Lbd., Guildtsrd, Serrey GU1 4JU
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= LAUNCH ISS (COLLECTOR'S ITEM? PROBABLY)
Complete guides to Tau Celi, Wonderboy in Monsterfand and Die Hard, Full
games: Tau Ceti, Rebel. Demos: Off-read Racer and St. Dragon
7 = RICK DANGEROUS 2
Corking Microprose platform action powertested, exclusive Lucasfilm inter-
view. Full games: Pig Tales, Empire and The Biab. Demao: Lords of Chaos
~ = CHASE HQ2 :
Cart game powertest. Full games: Split Personalitios, Gutz. Demos:
Spiderman, Midnight Resistance, Badlands - plus full Vidcom 64 art utility!
= GOES TO THE MOVIES
Film tie-in special. Full games: Beyond the Forbiden Forest and Bounder.
Demos: Robocop 2 and Lotus Esprit Turba Challenge
= DICK TRACY
One of the worst games of all time! Rick D 2 and Monty Python mapped. Full
games: Sun Star and Shockway Rider. Demos: Viz and Warlock
= NINJA CLASM
Last Ninja 3 powertested, Shadow Dancer previewed. Full games: Tenth
Frame, Chameleon. Demos: Shadow Dancer, Star Control, Chips Challenge
= SUPREMACY EXCLUSIVE
Action Replay POKEs booklet containing over 400 POKEs absolutely FREE.
Full games: Uridium, Crystal Castles, Blue Max and 5th Gear
= PREDATOR EXCLUSIVE
First Predator and Viz reviews. Full games: Mean Streak and Top Duck.
Demos: Predator and Elvira

WE'VE FOUND SOME MORE BACK ISSUES!

We employed special CF sniffers to locate some more back issues
(including numbers once believed to be extinct). So all you have
to do is fill in the form (or a photocopy of it) with your name and
address and pop it in an envelope. Don't forget some dosh (like a
cheque or postal order) for £2.20 per issue. If you're ordering out-
side mainland UK, each magazine costs £3.45 ‘cos of the
expensive mail costs. Sorry but it's a cost we have to meet.




GAME 'l.l.ﬂﬂll Esprit Turbo Challenge

THE ADVANCED OCP ART STUDIO
GAME 2 Atomino

GET 12 ISSUES OF THE BEST C64 MAGAZINE DELIVERED AT NO EXTRA CHARGE
GET A FREE COVER MOUNTED CASSETTE EVERY MONTH

GET ONE OF THESE FOUR ACE GIFTS — FREE!
GET AN EXTRA FREE MYSTERY GIFT — IT COULD BE A GAME OR T-SHIRT

aihE ‘fj-JJ: 205 JJ PRl L E

BACK ISSUES SELLING OUT? GASP! I’D BETTER SUBSCRIBE FAST TO AVOID MISSING OUT!
Save the fime and hassle of having to go out and get your copy every month. Avoid that gut-wrenching feeling when you're

told, “Sorry, sold out.” Act today, guarantee your copy and get it delivered at no extra charge. Complete and return the
coupon below or call our credit card hotline on 0458 74011. DO YOURSELF A FAVOUR. SUBSCRIBE NOW!!

9
) | 22 PLEASE ENTER MY SUBSCRIPTION TO COMMODORE FORMAT x5 sseosriro

12 ISSUES UK £26.40 EUROPE £38.35 REST OF WORLD £51.90 b ISSUES UK ONLY £13.20
To ensure you receive your magazine and tape quickly and undamaged, all overseas subscriptions are sent Air Mail

MY CHOICE OF FREE GIFT IS (ONLY APPLIES TO 12 ISSUES = TICK ONE ONLY) JOYSTICK LOTUS ESPRIT ATOMIND OCP ART STUDIO

PLEASE ALSO SEND ME THE FOLLOWING BACK ISSUES (SeE OPPOSITE PAGE)___

TOTAL PAYMENT £
Name

MY METHOD OF PAYMENT 15 (TICK YOUR CHOICE)

VISA ACCESS EXPIRY DATE [' ]:]:D Address
CARD NO
GHEQUE (MAKE PAYABLE TO FUTURE PUBLISHING LTD)

Enclose this coupon (together wath wour cheque if apphicable) in an envelope and send to;

EDIIMUDUI[ FORMAT SUBSCRIPTIONS, FREEPOST, SOMERTON, TAI1 7ER
THIS COUPON IS VALID UNTIL 30TH JUNE 1991

e ———————— e —

Post Code
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ow did life in the Universe
begin? Why are we here? What
did | do yesterday afternoon? If
these are the kind of gquestions
bothering you right now, see a
doctor. If not, you're probably more interested
in pumping laser death into an alien than tak-
ing its antennae measurements and asking it
about the wife and kids.

Well, in most shoot ‘em ups all you have
to do is wait for the bug-eyed baddie to
ponce around a bit before zapping it with a
laugh. Some aliens are different, however:
they wait to see what you do and react
accordingly, or they invite you round for
dinner and then kill you. Unless you kill them
first, that is...

In this penultimate probe info
shoot ‘em ups, Gordon
Houghton plonks the aliens
themselves on the table and
prods them until they talk

ALIENS | [if

TYPE: Varied
| D

If you've ever I
| é"a il

wonderad what
your internal
organs would
look like if they

had legs and s
en Syndrome squidgy
=] . 4
s et things strut their stuff
no mora, A

colony of space ships in deepest space has
been invaded by seven alien species, each
one covered in more slime than an excited
slug on a hot day. These include huge,
squirming maggots, green bug-eyed hoppers
and slithering red things which look like roses
but smell like a dog's breath after a dozen
tins of Pal.

Their defence mechanisms are almost
perfect: all are capable of unleashing bullets,
poison or laser fire, and contact with
them results in immediate death. el
Unfortunately, they also :/ﬁ

home in on you... / o
Location: Alien /'ulm.

FAETOR
Syndrome - o

Meanness measurements

How do you separate one alien from
another? The most important feature of
any xenomorph is its intelligence: does it
respond to your actions or does it sit in
the corner and wibble, ‘Duuuuh... where'd
he go?’ Does it go about its own business
and get annoyed if you disturb it or does
it stand there, point to its chin and say,

Don’t even think about getting in the
way of these guys
Species like this
’# rghl s are all teeth and
4" lasers. If you think
you're intelligent,
they're more intel-
ligent; if you
= think you're
& &y stupid, you're

Put some distance

between you and the

fearsome dudes

Reinforced anti-g

trousers are still

advised if you

encounter a crea-

ture in this class, since you'll spend most
of your time running away.

‘Go on then — hit me'? There are other
factors to take into consideration, too:
how ugly is it? Does it have bad breath?
Is it just a humanoid with a blue rinse and
a big nose? The following icons indicate
aliens’ Danger Factors and help you sort
the Predators from the Morons From
Outer Space.

a9l " possivly dan-
gerous to small
children, animals and
fragile ornaments.
Encugh to give you the
willies for a couple of
seconds, creatures in
this category often fol-
low predictable
movement patterns. Alien
soup is usually the result.

N a

As dangerous as a

doughnut (or
two) r‘p!

These aliens

wear targets

on their head and signs
on their back saying ‘Kick
me’. Is it worth killing
them? Do you care?

HA!

COMMODORE FORMAT 9, June 1991 - if covers the mean scene

If you're looking for a
bag of Alien Allsorts you
could do worse than pilot
your space ship into the heart
of the Bydo Empire; this belligerent
bunch of bug-eyed baddies has plans to con-
quer the entire universe before tea-time.
They are | ) -
mainly bio-
mechanoid
—ie, part
machine,
part squidgy

Like one great organism,
the Hunter's Moon cells
get their act together

animal —
which gives
them com- g ’ .
bined Smile please. There are some
strength and faces you never forget...
intelligence in a variety of guises. Most
appear as metallic walkers, patrolling the
landscape and firing shots when they sniff
enemies in the air — but there are countless
numbers of insectoid flyers, slithering
amphibians and grisly mother aliens dotted
around. If your stomach is made of anything
other than Teflon, you'd be advised to take
along a sick bag. ™ "
Location: R-Type d mlgeda
AN 2 |
CELLS — 'aam
TYPE: Spore
This is a real alien's alien: nasty, self-replicat-
ing, indifferent to other life forms and BIG.
Composed of individual cells grouped into
vasl hives several screens across, it's con-
stantly monitored
and repaired by
invincible
patrolling worker
cells. These
worker cells
also release
spores which are
deadly to any
invader without
shields. The pur-
pose of the hives
is unknown, other
than that they
guard starcells which can be converted into
warp fuel, and which may be sources of
energy for the hive. The sheer variety of the
hive designs is overwhelming: over 128 types
so far counted, each with il {
unique cells, workers and 4 /-—“‘J s O
- (=

spores.
Location: i
Hunter's i
Moon / TArror f



GAPLUS
TYPE:
! Insectoid
#\ The Gaplus
";;- have
appeared
| in several
@4/ mulations
through
i time, all of
them insect-like
— xenophiles
should check out
their appearances in
Galaxians, Galaga and
Galaga 88, as well as that
of several sub-species (such
s the Galaxibirds).
They are a simple race whose for-
mations consist of waves of defenders lining
up in rows and columns — this makes them
an easy target for any aggressor. Their
advantage lies in a relentless determination
not to give in, and sheer weight of numbers.
Once aligned in formation individual patrols of
ships do launch short and predictable runs
against enemies — but any pilot
proud of his trousers should
have no trouble.

o sl
_r"r e w1 g T
/ ¥ Y

Location: Gaplus /

Wave goodbye to this lot for now, but the
insectoid Gaplus have a habit of returning

GIANT BIRDS
TYPE:
Maommalian

The universe doasn't
often throw up
species parallel to
those found on
Earth, but this collec-
tion of feathered foes
is an exception.
About 400 times
larger than your
average sparrow,
they can spit lasers
non-stop. There are
five basic types: two kinds of phoenix who
whizz around in apparent confusion before
deciding to attack you; two kinds of giant
eagle (blue and pink), which can only be
destroyed with a laser blast in the breast; and
a mother alien surrounded by patrolling birds.
At first you think these defences are impossi-
ble to defeat, since the movement patterns
are random; however, it won't take experi-
enced fighters long to turn those cute

birdies into pillow filling

and cat food. / i

Location: ] '&TA F-HF

Eagle Empire

And what
would
Tony
Soper
say about
this lot,
that
thay've
got nice
plumage?
j It's about
their
most
frighten-
ing
feature

..i'"J . :'-EI.I'I ilyy
&

Malevolent mal:hiner:r charges its batteries
and awaits the unwary in Citadel

GUARDIANS

TYPE: Mechanoid

If the best alien is a dead one, the worst one
is the kind that waits to see what you're
doing, lulls you into thinking it's rubbish and
then unleashes a hail of bullets. Mercenaries
and regular fighters who have ventured into
the citadel know to their cost that it contains
some of the most intelligent and mean oppo-
nents in the Galaxy. Most of them are inert
until they spot you, at which point they rise
from bunkers and unleash their firepower.
The only way to destroy - -"_,JJ.H ds
them is quickly and *

at a distance — it

you're hard.
Location: \
Citadel nanses

JOVIANS
TYPE: Varied
Like any complex society, the aliens in the
Dropzone vary from real dumbos to creatures
so powerful and intelligent that you might as
well say, ‘I'm rubbish — kill me.”

They consist primarily of Planters piloted
by Androids: these avoid fire, attempt to cap-
ture humans and transform into deadly
Memesites: in effect, very fast, intelligent
homing missiles. Spore pods, when shot,
release a quartet of Trailers = worm-like indi-
viduals which fly randomly and cause an
extreme hazard. Besides these enemies
{which are fatal to the touch and launch
bombs as well), there are violent storms, vol-
canoes and anti-matter

J.‘ﬂ

nodules and these M dad 4
guys go out without = Ffr M -
coats on. The mes- "N i
sage is clear: kill ] -#j

or die. A B =
Location: _"':ﬂﬁaﬁ :

Dropzone ¢ - - “;?_:‘

The perpetual quest to save men and
women from Shredded Wheat-eating aliens

MACRO-GENETIC

MUTOIDS

TYPE: Spore

The Survivor Zero Corporation has supplied
armaments to conflicting forces across the
galaxy for millennia. Their latest research has
turned up a new generation of weapons

Macro-
Genetic Mutoids,
or Mutants. At the
moment there are
only 16 varieties in exis-
tence, all of them spores
and each one capable of
crude but deadly growth.
Most develop randomly, but
some create intricate shields or vast
clouds penetrable only with the severest
firepower. The worst problem appears to be
that most of the spore systems are capable of
regeneration — so swift thinking as well as

accurate shooting is ﬁ ‘
much needed. f.ﬁ T
lf;’nt;allnn: fffm-nk i

utants [ e N\ e

One of Mutants mutants going through that
random evolution phase in life

MECHANOIDS
TYPE: Mechanoid
After years of scientific
research in the outer
reaches of the galaxy,
the space ship Firefly
returned to the Solar
System and found it
covered with a vast,
chrome grid inhabited ,
by mechanoid Mechanoids throw a span-
dynasts. Many of ner in the works in Firefly
these sectors are unconstructed or dead, but
some contain the aliens’ power source — and

this is the ultimate target. Defending the

source are a range of alien-occupied craft

and weird space creatures, most of whom

simply home in on their enemy or release

weak firepower. The Firefly's octophonic

plasma disruptor is enough to see off i jdad ™
most of them. ,/ﬁ:
Location: Firefly

MORGUL /= “““\
TYPE: Mammalian oo i
If you don't know
about these horrors,
you haven't played
one of the best shoot
‘emn ups going. The
number of aliens con- :
trolled by Morgul is a5 Quantity or quallty
large as the crowd at a in Twrrican are both
Barcelona vs Real Madrid cup tie, and about
ten times more dangerous. Most aliens home
in on you, most of them either fire lasers or
missiles, and they all reduce

Sl = fﬂj.]ii’i
your energy levels. i
T

Only xenophobes A

Ailnl

should take up the W A
gauntlet. Do it. . -
Location: I_,-’\ ...- E |
Turrican, S | ’
Turrican 2 / i i - "1::1

Rate that inverfebrate in COMMODORE FORMAT 9, June 1991



SUPREMACY

Melboume House

Simply the best space strategy
gamia on the 64! Gorgeous
graphics, stunning sounds and
mcredibbe depth. And it all loads
in one go!

Description P Order Mo
Supremacy Cass £11.99  CM155
Supremacy Disk £14.99 CM156

FORMAT BINDER

Keep your issues together in this

high quality binder with the
Commodare Format logo printed
on the front and spine in whizzy
daglo orange. Save those mags
= bind ‘ern! ;

Description Price Order No
One binder £4.95 CM103
Two binders £9.00 CM104

CRUISER JOYSTICK

Powerplay

The games reviewers' favourite
Description Price

joystick in the snazzy
Cruiser joystick £9.95

Commadore Format daglo
colours. Pick the winner and
‘shoot ‘em up' every time!

Orecler No
CM105

| STOP PRESS &
MOUSE Database

Get into the workd of DTP with
this brilliant program complete
with mouse. Generate your own
magazines!
Description
S/P & mouse

Price
£24.95

Order No
CM106

-

PICKED BY THE TEAM , THE BEST PROGRAMS AROUND FOR YOUR MACHINE!

HOW TO ORDER...
JUST MAKE A NOTE OF
THE PRODUCT NAME
AND ORDER NUMBER
AND FILL IN THE
ORDER FORM
OPPOSITE... OR RING
OUR HOTLINE NUMBER
ON 0458 74011

HOTLINE
0458 74011

PRICES INCLUDE
POSTAGE, PACKING
AND VAT

NO HIDDEN EXTRAS

Commuodore:

SEE OUR AMAZING SUBSCRIPTION OFFER OF

FREE SOFTWARE ON PAGE 87

TURRICAN 2 Ranbow Arts

One of the mast technically
advanced C64 games of all
time. Stunning wisuals spread
OVEr Massive game areas, with
marmmath guardians and mega
awesome weaponry!

Description Frice Order No
Turrican 2 £7.99  CM143
Turrican 2 £10.99 Cm144

CHIP’'S CHALLENGE
U5 Goid

Merdy Chip MacCallahan fancies
Melinda something rotten, but
mist complete a challenge first,
This amazingly addictive puzzle
game is a real Corker!

9

Description Price Order No
Chip's Chall Cass £8.99 CM149
Chip's Chall Disk E11.99 CM150

! CREATURES Thalamis

A stunning scrofing platform
game! Guide Clyde Radcliff
through Fuzzy-Wuzzy land to fry
and rescue his chums. make it
throwgh to the torture screens for
some brilliant black humodsr!

_Order No
CM147

10

Descri_pjlun
Creatures Cass

Price
£7.99

Creatures Disk £10.99 cMm148

MIGHTY BOMBJACK

Elite

Bombjack comes of age in this
amazing fy-around-and-collect:
‘emAup. Loads of lavels, hordes
of hidden rooms and stores of
secrets. A great game!

11

Dgs-:nptmn
M Bombjack Cass £7.99
M Bombjack Disk £10.99

_ Order No_
CM157
CM158

Price

ey g i



SU PE RCARS Gremiin

Superb racing game with a good
dose of strategy thrown in. Direct
your car round an eight-way
seroling course, make it to the
finish line first and win some
dosh. Mo messin’ - It's A Corker!

5

Descripon ~ Price Order No
Total Recall Cass £8.99 ~ CM145

Total Recall Disk £11.99

. |FUN SCHOOL 3 vatabase

Make learning fun with these
superh programs designed to
prepare your children for the
Mational Curriculum,

12

the sensational Fun School 2.
@ Button badge in every bow,

@ Designed by a team of educationalists.

® Comprehensive manual with separate

parent,/teacher notes.

Descripion  Price  Order No

F.5.Under 5 Cass £9.99 CM135

FS.Under 5 Disk £11.99 CM136

F.5.5-7 Cass £9.99 CM137

F.5.5-7 Disk £11.99 Cm138
i |FS.Over 7 Cass £9.99  Cm139
| | ES.Over 7 Disk £11.99 CM140

CM146 |

Fun Schood 3 is the follow up to |

EXTERMINATOR

Audiogenic

The most unusual coinop
conversion of all time! Swat the
flies, crush the wasp and batter
the rats in this peculiar pasticide
punch ‘em up!

\

Description
Exterm'tor Cass £8.99 :
Exterm'tor Disk £10.99 CM154

Order No
CM153

Price

o..

Postcode

[ Phone number

| Method of payment (please circle) Access « Visa « Cheque » PO

Credit Card No

12‘*;--

| COMMODORE FORMAT MAIL ORDER

RICK DANGEROUS 2

Microprose

It's A Corker! Without a doubt the
best platform puzzler ever! Amazing
animation, porgecus graphics and
devilish gameplay, A sure fire
winner with all 64 owners!
Description Frice Order Mo
Rick Dangerous 2 £7.99  CM141
Rick Dangerous 2 £10.99 CmM1482

Description

. < P

TOTAL ORDER

CARTRIDGE
USERS!

SAVE £5

OFF THE

CARTRIDGE
VERSION OF

NARCO
POLICE

FROM
DINAMIC

Take control of a drug-
busting squad in this
stunning 3D shoot 'em up!

Send a cheque for £19.99
made payable to Future
Publishing Ltd along with
this voucher to
Narco Police Cartridge Offer,
Commodore Format
The Old Barn
Somerton, Somerset
TA11 7TBR

This offer is valid until
st August 1991

H_H_=E = __=m

® For overseas orders
call Clare for prices
on (458 74011

SEND THIS FORM TO: Commodore Format, Future

Publisheng Ltd, Freepost, Somerton, Somerset, TALl JBR
Please make all cheques payable to

Expiry date .
' Future Publishing Limited

Mo staenp required if posted in the UK, Channel lslands o the Ishe of Man



Get going
—

Y

-

First of all, relax in front of the loudest
rock video you can get

‘Are you the human embodiment of ultimate
wisdom? Well, do you think you could muddle
through?’ We had to ask this of our reviewer
when we packed him off to the land of

Britannia, courtesy of Origin and Mindscape

ritannia has had the kind of d once you've generated a hero, via a natty
history that makes the knees Y bit of chemical wizardry inside a gypsy's
of Avatars tumn to jelly. caravan, you're thrust straight into the
(Avatars, for the uninitiated, are action: a pair of gargoyles assaults
the human embodiment of ulti- your band as soon as you set foot in

mate wisdom, a title which you gained in Britannia. And it doesn't let up: after you've
Liltima IV). First there was dastardly Lord received details of your mission from Lord
Blackthorn, conspirator in the perversion - British himself, you're free to do
of all things good and part-time cider as you please.

mearchant. Having sent him packing to This means that you can
the great orchard in the sky, you i explore an enormous

face a new challenge: in a
word, gargoyles.

These underground,
unctuous, ugly ungulates
are seizing Britannia’s
places of holiness and
enfightenment, applying
thumbscrews to innocent
villagers, defeating all
armies that face them and,
waorst of all, they're looking
for you. With a band of inex-
perienced revellers, it's your
job to find them first and, just
possibly, save the world again,

Before you can do all this, there are
a few practical considerations. You need

Make sure it's a really stormy night - the
wobblier the lightning the better

Check for pizza-shaped gardens strewn
with olive-like deposits

(no exaggeration)

landscape, interact
with scores of dif-
ferent characters

sized sack of
objects along
the way — not to
mention the
spell-casting,
combat and puz-
zle-solving. It's an
adventure that's full
of surprises and very
enjoyable to play.

The major drawback is in
presentation, particularly the annoying

and use a Santa-

amount of disk use: it detracts from the atmeo-
sphere to have to swap disks every time you
want a conversation or to wait every eight

three blank disks and some kind of copying
device: try as you might, you can't create a
new character from the original disks. But

Nip through the first trans-dimensional
portal that pops up I

L [ " e | ¥ ¥

ol ol ] ] T STy ————

L
L
L
L
L
L
L
l.
L
]
L
L
L
L
L
L

And Bingo! Abandon reality all ye who
enter here
corner have to be usad to be identified

COMMODORE FORMAT 9, June 1991 - gets a fix on Ultima VI

The party wander around a castle getting their
kit together. Potions like the green one in the

il sl ) Sl ) i) il el
‘ﬁﬁﬂﬂ‘h“q%—

.

a

Going for a rap with Lord British himself.
Never tires, does this old fella, from telling
you all about the plot

T ——————
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Floor tiles and house plants make the scenery
interesting but the price you pay is lots of disk
access and a slow game

paces for a new section of the map to be
loaded in. The high price tag is less of a prob-

e R
assaults

detail in the game, and
all the freebies you get
in the box: an excellent
compendium of infor-
mation about Britannia, a
towel-cum-map, and a
‘magic’ stone that looks like a cross between
a Blackcurrant and Liquorice sweet.

It's definitely a game wheare patience Is
well rewarded, particularly if you can ignore

. -
e o e o o o e o oy =
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The contents of rooms are only revealed when
you enter them. The flickering candle lights a
chest that should be investigated

gargoyles
Your ban
as SO0N ag you s€t Utima viwingrip -
foot in Brjtapnia’n s e o

The rules of Britannia

Time passes in Ultima VI whether or not
you do anything. But creatures of the
night in this neck of the woods have
extremely anti-social tendencies. Watch
yourself after dark

/e

04-07-0141 Hind:S5E

This is the scrolling map area. You can
use your joystick te move, shoot and
execute commands - more complex
actions are input from the keyboard. It
shows your party and its immediate sur-
roundings - opponents, objects,
obstacles - plus information about the
date, time of day and wind direction

the presentation drawbacks. For fans of the

Ultima series this is the best version yet,

largely due to the new, helpful

command and control system,
but also because of the

d masses of text and graphics. If
you can endure its faults,

detail all of its many excellent fea-

tures in this review, so try it for

yourself and see just how good it is.
GORDON

Despite the Buddhist saying, ‘When at the
crossroads, take all four roads at once,’ you
can't, so you've got a lot of leg work ahead

The status display reveals just how well
your party is doing. Attributes increase as
experience is gained. The window also
displays individual character’s invento-
ries, as this one does

+

g

Use-a pool.
Hish

lilo eFfFect.

For:
Cort

Keyboard inputs are registered here in the
message display. Available actions
include the ability to examine, get, use
and drop items, attack or talk to other
characters, and to cast spells.

Messages which are too long to dis-
play in the window all at once have
flashing down arrows to indicate more

Game Ultima vi
Publisher Mindscape
 (Tel: 0444 831545)
£25.53

POWER RATING

THE DOWNERS...
W Hassle to start playin
annoying amount of dis

Disk

and an
activity

* ® Huge landscape to explore
‘® Vast hordes of gargoyles
_and other creatures to
. defeat, plus many other

- characters to encounter -

W Over 50 different spells

__H Customise your compan-’

. lons by allocating attributes

. M An easy-to-use command

£ system vl AL ;

" Detailed colourful graph-

" ics give you atmosphere

- B A beginner's guide to tluj

- first few steps is included -
‘H Excellent documentation.
@ Freebies thrown in

M Clue book available

- * e
...AND THE UPPERS

Gargoyle foilin’ COMMODORE FORMAT 9, June 1991




. CF COMPETITION WINNERS

EAT PROTON
DEATH...

| We had a huge amount of entries

I for this portable CD/copies of

| Supremacy compo, all of which
were of an amazingly high quality
| (thanks guys, really made the

g judging easy we don't think).

1 Anyway, we finally narrowed

: it down to a winner, so take a
bow Daniel Foote of Bury.

The 15 runners-up are (in no
particular order): Roger James,
Peackham; Christopher
Mackenzie, Birmingham; Louis
Liddle, Hexham; Oswyn Jones,
Caernarfon; G J Watkins,
Topclifte, Darren McNaney,
County Tyrone; S Wynnea, Bristol;
| John Malcolm, Paisley; Gary

White, Wythenshawe; Laura
Balton, Sheffield; K Kenning,
Goole; Trevor Bolton, Sheffield.

ow we can tell you that the BIG treats
we've got lined up for you are playable
demos of a couple of new games from
Audiogenic and Gremlin. No, we
wouldn't be talking about Exile and Switchblade
would we? Well, why not tune in and fmd out?
Even though that should be reason enough for
buying our next issue, take a gander at the gameas
ready for the Po shakedown: Switchblade
and Exile (of course), DI's Extreme, dub from
Demonware in The Power and Gem-X. Then
e's Security Alert, Turbocharge, RBIZ2
Bas I, Deathbringer, Volfied. Medigval Lord,
Hydra, 30 Construction Kit, Warld Championship
Soccer and The Ball Game. Blimay!
for anything else, you won-
der. So do we. Oh, we'll find room for the atlas-like
line-up ot maps we've got for GameBusters. We
can lop off a couple of corners for listings in Inside
3 got the last part of
the Mean Compendium to come and A-Z and RF's
if you don't mind, we'd better
start work on it now. Time to say ‘Goodbye, CF9',

Will there be room

Info and Back To Basic. We™

bit and... Actually,

MAKE SURE OF YOUR I
COMMODORE FORMAT |

Yes. We know. That's only
12. Er... wa've had a bit of
mishap. We — that is, Andy — lost
three names and addresses. So,
if these snippets of information
mean anything to you, phone in
and let us know: the
Morthrop/Sukhoi RSV-17-A
14th Marine Squadron ‘White
Giant’ spaceship; ‘Animo Et
Fide' banner slogan, and the
‘HEX’ Hostile Environment
Combat Suit. If you pass the
entry recognition test, we'll put
your names an the runners-up
list. OK?

403 GOOD
REASONS...

The answer to ‘which port would
you plug an AR cart inta?' was,
of course, the expansion port.
And the five lucky recipients of

have more in r

Remember,

delighted to
Step 4: If yo

you're after and where you

these wonderful gizmos are:
Andrew Bloomfield, Orpington;
John James, Great Dunmow; N
Patel, West Bromwich; Andrew
Palmer, Woeclwich; and Rick
Warman of the Netherlands.

menéunﬁ...

The winner of the collection of
Enid Blyton books is D Palmer of
Ashford in Kent. The ten run-
ners up are: Daniel Tilbrook,
Woking; John Hoolahan,
Thurmaston; S Gregory,
Middleton; Andrew Pielorz,
Leicester; Robert Johnstone,
Exeter; Mrs Angela Handford,
Sleaford; Steve Ashby; Harwich;
Sandra Brown, Market Drayton;
Fraser Black, Angus; Daniel
Gray, Croydon. Mow the game
isn't finished yet, so runners-up
will have to wait a while. OK?

FOUR STEPS
TO €64 HEAVEN...

We've been getting loads of le
calls from irate readers who just can't track down
thair monthly supply of Commuodore Format. So
hera's the CF guide to making sure

miss out on the hottest 64 action

Step 1: If your local newsagent d

copy of Commedore Format (on 5

ers and phone

no copies on the shelf they may have m

in their storeroom and they can order

Step 2: Check one of the bigger ne ants

as W H Smith or John Menzies. Again, aqh if they

rve somewheare.
Step 3: Fill in the form below and hand it to your
newsagent (a photocopy or the same information
on a piece of paper will do just as wall).

vary single n
- from W H Smith to the ¢

igent in the country
shop — will be

you a copy each month.

| having no luck, call Kate
2244 and tell her which mag
ve fried.

| Please Mister (or Missus) newsagent, please
reserve my copy of Commodore Format each
month, starting with the July issue, on sale

EVE RY M o "TH ! : Thursday, 20th of June. Cheers, chum.

Don't risk the horrible side effects of not getting
CF regularly. Fill in the form below, cut it out
(rather than hand over the entire magazine) and
give it to your friendly newsagent. This ensures
that when CF comes rolling in, hot off the presses,
you'll be safe in the knowledge of a crisp, new

up. Now that’'s something to look forward to.

|

I

|

| MY NAME :
| MY ADDRESS I
|

|

I

|

o T W e s s s e i . s e s i

Here comes the sun: COMMODORE FORMAT 10, July 1991

‘ Commodore Format just waiting for you to pick it

vivre

PUBLISHING

Your guarantee of value'

This magazine comes from Future Publishing,
a comgany founded just six years ago, but
which now sells more computer magazines
than ary other publisher in Britain. We offer:

Better advice. Our titles are packed with
tips, suggestons and explanatory features,
written by the best in the busmess.

Stronger reviews. We have a castiron polcy
of editorial mdependence, and our reviews
gwe clear buying recommendatons.

Clearer design. You need sobd information
fast. So our designers highlight key elements
by using charts, diagrams, summary bomes,
annotated photographs, etc.

Greater relevance. At Future, editors oper-
ate undear two golden rules:

* Lindberstand your readers’ needs.

# Satisfy them.

More reader interaction. We draw strongly
on readers’ contributions, resuting in the livel-
est etters pages and the best reader tips,
Buying one of our magammes s like joining a
nationwide user group.

Better value for money. More pages, better
quality: magazines you can trust.

viure

FPUBLISHING

Home of Britain’s finest computer magazines.

Amstrad Action » B0O0O Plus = PC Plus
Amiga Format = ST Format
Mew Computer Express = Your Sinclair
Commaodore Format » Sega Power
Amiga Power = Amiga Shopper

Commodore:

Hey Steve? Y
tell them

‘Well we've gone and done it again.
Oh... rals




Are you ready to take on Kiki and her
friends in this unique game of strategy and
skill?

Match up the 2 patterns of stones on the

screen - special combinations give bonuses
and secret levels. Succeed within the time limit and gorgeous girls

will lead you to the next tantalising level.
If Kiki isn't temptation enough, then 400 levels of stunning
graphics, sound and speech, and gameplay so addictive that you
will have to be dragged screaming from the screen, surely is.

Available on Amiga (24-99), Atari 5T (24-99), PC (24-99),

and Cé64 (10-99 cass., 14-99) disk).

To order this product or for further information please contact
(P}1991 KAIKO © 1991 DEMONWARE SOFTWAREHAUS GHBH. Digital Marketing International Limited
All rights reserved. » ﬁ .Unit 3, Poyle 14, Newlands Drive, Colnbrook, Berkshire 5L3 0DX
Exclusive marketing and distribution by D.M.I. Telephone: 0753 686000 Fax: 0753 680343
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Set in the future, in which you control out of hostile territory and armed with
] Wsr‘ Assault Tank in one of 16 missions, in a war the most advanced weaponry. Select your mission and the
twuht Mm two dominant races of the New World. Such armoury you will require. The 360 radar sweep, in and out of j
 are the defensive capabilities of the opposing armies that  cockpit views and area maps showing terrain, and complete

any offensive moves must entail theatre of operations, all combine to
"behind the lines" actions performed e give a full picture of the battle as you
by elite troops in specially designed strive for victory in a 3D arena where
vehicles. The Mauler is ltln |atest such tactics go hand in hand with lightning
| nmlnna capaue of heing lifted in and reflexes and a true-grit determination

- 'ouean Software Limited - 6 Central Street
Manchester - M2 5NS - Telephone: 061 832 6633
Telex: 669977 OCEANS G - Fax: 061 834 0650

IBM/ AMSTRAD PC & Compatible
CBM AMIGA . ATARI ST




