
FANTA
p o w

MORE

REVIEWS
THAN
ANY

OTHER
MAGI

PLUS LO

WE'RE BRITAIN'S BIGGEST•SELLING C64 MAGAZINE! s p
cl . ta b,  * A l  I t  I ' V M A t  qp,MA itlik‘%‘

d  1 1 1 1 L  a l t ? re

BINEI

P WER
PACK

TURRICAN 2  PLAYERS GUIDE •  SUPERB FANTASY POSTER!

Y SPECIAL
RTESTED
HeroCluest

Ct7 ILI • 111 (SL1 I

, f l S T
PIREPOWE

WHAT!? You mean the best covertape in the world isn't
here? Well, you'd better see the newse right now and
get him to hand it over -  otherwise you'll be very. very

sorry. This has been a public information thingy•

Let us guide
through he

fantasy la l igh ,Five bran w
I s r  ay games

owerTested!

•11.1A0k— 1 9 9 1
Z2,217

COMPO!
Hero Quest -

5 boardgames
and 10 copies of

the 64 version
to be won!

Lue
P t L I S f f I r 1

Your guarantee Of valuP96,



OCEAN SOFTWARE
6 CENTRAL STREET
MANCHESTER
M2 5NS



14 1 1  Ill O P  l ib
esti; es to a woes  we 411111111101

NpennitioNM111111.1111

GAMES 7-'7-0 •
ONLY ON 4  / p i n

OA,

Alf INSTANT '1cfr
/P-1404,'  LOADING CO' '

IMPROVED
11 GRAPHICS

16411sinii. M I D G E

e-

101141Z;



A l /  F i g h t  your way to

viciory with Sego'sambitious martial arts game.
Battle against merciless

'  Streeifighters as you seek revenge
for the killing of your loyal student
- Kato,whi ls t  trying to foilthe evil Sauros.

Ae&, 4 2 1  I  WATN

ARCADE HITS

••••••
—•••so

A V A I L A B L E  O N :

, r 6 4 , o d  Cassette & Disk,
1 28k,

Amst
Spectrum Cassette,

- 'Atari ST & Amiga.
1991 SEGA'. All rights reserved. SEGArN is a trademark af

SEGA ENTERPRISES MUD. Pablished by SEGA EUROPE IAMBI - 4
Distributed under license by U.S. Gold Limited., Units 2/3

ctielford Way, HoNord, Birmingham 56 7AX, Tel: 021 623 3366.



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

POINC2-J'ATIADt
16HEROQUEST
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

WRAT
DEMO

ZAdIZARA
,•': H e w s o n

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

DEATH
KNIGHTS O N
KRYNN S PUS GOLD
Dragonlance beckons
once more.
The SSI team have
come up with
another epic
game based on
AD&19. Dragons,
as we all know,

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

out the compo too!

new
game?
Some
mistake?
No. Light
your torches and get on
down in the dungeon!

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

10 GAUNTLET IIIUS 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

' d o n  T h .
' . .41. -an o a k e n

ULTIMA VI
MINDSCAPE

The latest instalment in the
longest running series of
computer roleplaying games

finally comes to the 64. But has it
been out-evolved by others after all
this time?

71

ES
Rebs and Yanks come into head-
to-head confrontation on your
computer in this comic-strip

inspired strategy game. But it isn't
quite what it seems...

It just waiting
for your
undivided
attention.

FIRE
POWER
Microillusions
Get your head around this
forthcoming Choplifter-like
two-player raid'n'rescue

game.
Exclusively
yours on the
one and
only CF
PowerPack!
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1 6  HEROQUEST
GREMLIN
2 0  GAUNTLET I I I
US GOLD
41 I  PLAY 3 D  SOCCER
SIMULMONDO
4 4  NORTH &  SOUTH
INFOGRAMES
5 6  DEATH KNIGHTS OF

KRYNN
US GOLD
6 9  FIREPOWER
MICROILLUSIONS
6 0  WRATH OF THE

DEMON
EMPIRE
6 2  LUPO ALBERTO
IDEA
7 2  ULTIMA V I
MINDSCAPE
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1 8  HEROQUEST COMPO
Copies of the best-selling boardgame
and the stunning new computer
version are up for grabs... if you win.
3 8  POSTER
Have you got a wall tough enough for
our Fantasy Special cover art by Paul
Kidby? Turn to it and find Out.
4 2  PUBLIC D O M A I N
CF scouts around to see what public
domain software Is, and what it's like.

o t6

i i
Games that are hot on the streets
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SIDE 1

A mighty cheer all
round for Gremlin
who have pro-
vided us with
an absolutely
bostin• demo
of Hero Quest
where you
and three

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?

.04

° • • •
chums can play the very first level of this
corking conversion. Yolks!

rrrrni
11 AME

SIDE 2
BULLDOG
Combat the vile
Polon Empire in
this scrolly blast
'em up. Fly low
over enemy
Installations -  and
bomb the suck-
ers! Collect all the power-ups released
and generally have a whale of a time.

f i t t i ,
While everyone
else is merely
looking forward to
this simultaneous
two-player tank
trundling answer
to Choplifter,
loyal CF readers
can actually have
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 Ltd,
Harcourt, Holesfield 1 4 ,

Telford, Shropshire TF7 4 0 D
Ablex will then rush a replacement to you
as fast as possible.

fw  pi"-  - 11 .
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GAMEJoystick 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
heavy-duty firepower, sets a Deton-8 'Kiss

Your Ass Goodbye t ime 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 loystick 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.

Zamzara has a number of
Impressive weapons at

'174>
Standard

is what fire - t h i syou start
off wi th

I I I M r  I N K

F3 -  P h o l o g t e N ,
25 sh.p6 per o  rn

...•• c o l l e c t e d

z a l •
7,14

I  ! ,
0111retix

Keyboard killer
his disposal. accessed via s p a c e  bar. Take it away.
the function keys or the Z a m - b a b y . . .

"91411,

I t  4 4 4 4 1 * * *  • • • • •
SPACE -  Missile, I

I !  s h o t  per  icon
collected

E S  E n

PS -  N u , l C  l a s e r ,
10 Spots per icon

i f  c o l l e c t e d

r r i a l l 11 7  —

7 , - 1 *
g•-•44,4.

F t  -  Rapid fire, SO
- s h o t s  per icon

collected-311111-111P

•
•

•

F7 -  Web silipe,
8 shots pqr

Icon col lected

Zamzara - look at the stat(us) of that!
Super
weapon
charge bars.
Hold the fire
button down
and these
start to fill
with white:
when they're
full, release
fire for
instant al ien
doom!

Score

Weapon
selection.
The icon
shown here
signifies
which super
weapon is
currently in
use

r111.--"Ir I

•
-  -  1114-  1st- sr se- l i r  lig-

—4114-4-14 14
Ity
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Lives remaining

•  / \/ r i "  ••1!

,

A rather  scary dragon-type crea-
ture. This hickey's eyes l ight up
when you fire a  super weapon

vvro
5

as and

Humber of
gene bott les
you've col-
lected so far

Missile selec
Von.  If  you
tap the spec
bar, the little
missile •
glows to sig-
nify that  the
next t ime ye
press fire yo

a
The

shows how
many mis-
siles you
have left

The mag you can play: COMMODORE FORMAT 9, June 1 9 9 1
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Launch normal fire, rapid fire and missiles
by tapping fire. To  use the three types of
lasers, hold down the tire button until the
charge bars (on the control panel) are full.
Release the button and the lasers are
launched. R-Type fashion.

SCORING
The size of the monster destroyed
determines how many points you
receive for killing it. (Mind you, you have
to kill everything to get on, so I wouldn't
worry about the score too much.) Oh.
and collecting a gene bottle gives you
100,000 points and for every ten bottles
you gain an extra life.

CONTROLS
Joyst ick
UP -  Jump; repeatedly tap up to hover
DOWN -  Er... nothing. Sorry, 'down'
fans
LEFT -  Moves left
RIGHT -  Take a guess...
Keyboard
P P a u s e
w i l l - -  [ b a c k  ar row]  -  Abort game

BULLDOG
GREMLIN
Port two' l l  do  for  you
Once again it's you versus every-
one else in a one-man scrolly mission to the
death. This time i ts the dreaded PoIons who
are kicking up a storm -  time you went in and
sorted the blighters out.

Having been auto-piloted to the perimeter
of the Polon's defences, you now take direct
control of your spacecraft and must cruise

M O E

• D O U R  S c
S O D O D

low over their massed installations and gun
batteries with all lasers a-blazing.

Among the enemy installations lie equip-
ment stores labelled with letters and icons.
Fly over these and your craft powers-up (or
down) depending on the symbol. Continue as
far as possible.

S H I P S  H I G H  5 C D
Z g O D D I S,

To  whet  your appeti te,  here's a s l ice from a  later
level where  things start  gett ing rosi ly busy!

You have to face and destroy a mother-
ship. Kill this mother and you get to scroll
your merry way down poo creek on the next,
harder level. And that's all there is to it!

POWER-UPS
S S p e e d  upa - S l o w d o w n
 B -  Bonus firepower (autofire)
F -  Increases firepower
D -  Drains all your extra goodies

-  Clears the screen of enemy missiles
(just like it should)

-- Restricts your movement to left and
right only!

t -  Hit this and you can scroll back down
the screen for a while to collect any bonuses
that you missed!

Reel to reel excellence in COMMODORE FORMAT 9, June 1 9 9 1

Getting to grips with Zamzara
1 -  To get  going, simply let  off a
quick burst of your Nuclear  Laser
(F5) to demolish the first mean ie

1 -  (inlet-ash a Web Mine wi th  F7 to
destroy al l  the  monster's missiles,
then fire normally to  kill  off the beast

f l

I tkor l iSS
2 -  This second bad-
die is easy.  Stand
here and fire l ike  mad

-

2 -  Stand on the edge of the
lower  platform and fire l ike  mad
to destroy the second head

3 -  The third nasty is
best defeated wi th a
burst of Nuclear  Laser

-  More fire but ton hammer.
ing should see off the first
swarm of floating f iends

5 -  Then, to avoid any damage,
stand here and re lease a missile
to destroy the standpipe affair

3 -  I t  only takes  a bit  of jump-
ing and firing to  demolish the
next swarm of fklaters

\  •  •
- _  1

mr-amlegisait r = m ' ' . 1 1 7 1 1 7 - • :  • •  •• -,•••••
• •  •

•  k •
• •

' - • . • - • • • • • • ; . • • • • • . . - . , W

Nip down and swipe that  gene
bottle,  then hammer  away on the fire
button to slaughter those hoverers

4 -  The ball-releasing stand.
p i p .  can be a ki l ler is you let
it. Ni t  i t  with some Nuke  Laser

6 -  Quickly jump up onto
the ledge and see off this
last beast  wi th  normal fire

3 so 3
. 4 ,  . .„=„„. . . .„  ,v_v Ir-IF .4.7-1L-Ior  o •  • 0 -  - c -
,Swwri . •  wre.lvi,  v i t i n i t - ;

i t ;  w  ww w w  lit. . . M r

7 -  Shoot the remaining bad.
dies, hover up to the ex i t
and we're off to the level 2!

6 -  You can kill that
last head if you really,
really want  to...

111$
:r• •

7 -  A l t e r n a t i v e l y ,  launch some
Photon Laser  (F3) to  destroy the final
aliens and than jump up to the exit!

Kick some
building butt

Over 'ere son,
On their 'eads

Pick yourself up
some extra  fire-

r  power  -
40), n e e d  it

4 •
Now, should you go
for damage or power.
ups? Decisions.. .

Hit the
bomb icon
to kill  all
the enemy
fire, but
avoid the D ,  -

Start down here
somewhere (and
get that  speed-up)
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MICROILLUSION
Slot your turret turner in
port 2
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!

GREMLIN
Slaying st ick in the the
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 to 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.

: 1 1 i ; l i g l o i l i t i  • 1Ns,

The Elt's choice is more l imited than Wiz's

You start from your garage (the
green building in the middle of the
screen) 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
eventually blow up leaving lots of
lovely debris!

KEYS
F5 -  Abort F t  — Self-destruct

TAKE AIM
The idea is to go arid 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!)

Both the Wizard and the Elf 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 they all do, find out yourself).

The HeroOdest '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 move.

THE ICONS
From r ight  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 corner
(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 your adventurers
Picking up spells for the Elf or Wizard is as easy as ABC. h a v e  visited. To  exit from the

Level Map, click on Cancel (and

vs-

TAPE PAGES

— -  -
•

Watch out for the tank-busting helicopters. Make  sure
you're a helicopter-busting tank commander

Once you've filled up with troops, return
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 afresh 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 square above is your radar, on
which any advancing enemies show up_

Use direction arrows (bottom right) to  move

if the Cancel symbol 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).

Flight, 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 7 9 9 1 -  leader al  the pack
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r M A G I C  LAND D I Z Z Y  Code  M u s t e r s
PAPERBOY Encore

1 WAGE TURTLES irrorsoftThe green machine  trundles on, staying a t  number one.
The game looks bad, but plays well:  w e  gave it  7 0 %

Fhaernes.o.rfhteheonCiyodfilye'isn Dtlii2ezyoignatmmeonstciaont'theredailrloy Fgooswt wrongC P O  D I Z Z Y  COLLECTION Code Masters

L o p  NIN JA 3 ystem 3C I O 's p  gslot ai ne next  Corking month,orki ng o9h7%! )cso3messupsterrabigNhitnjian goat mh e in. 3w hTi co h gained , NE

C O  V i r g i n
Oh dear.  You  won't  be told will  you? We gave Viz  50% -
you gave it No. a. Hands up tape owners who are sorry N E

c...41 7 -Tut! Even with a Corking 91%,  Clyde and buddies stil l

couldn't hit  the top slot.  Superb, but stat ic  a t  No. 5  \ _ _ _ _ )4 : *  T h a l a m u s
Blimey! 96%er  Turr ican 2  has given up slithered down
to the sixth slot. I s  he on his way  Out already?6  " R a i n b o w  Arts

l a p  B I G  B B e a u  Jolly
30 games for a tenner  -  you can't  go far wrong, espe-
cially wi th Spindizzy, H a c k e r  and Ghostbusters in there

8  L O T U S  TU G r e m l i n Possibly the best two-player  race game to date.  We
Corkered! it wi th  9 0 %  and it deserves to do wel l  N E

9  G O L D E N  AXE irgin Virgin's good but slightly bugged coin-op convo copped
for 80%.  I t  did wel l  but is now on the slide to oblivion L - - • \

Ocean's stonking car t  i w e  gave it 90%)  climbs ten
places from last  month -  and deservedly so. I t 's brill! H1 0 ROBOCOP Ocean
We weren' t  too sure about this one and gave it an OK-
ish 70%.  Still, i t  looks l ike you lot l ike it! __-

SUPER MO U S  Gold

1 2  . O c e a n After months of hovering down in doldrums SC/ finally N Ehits the top 20.  With 74%, w e  weren' t  tha t  impressed

, - -

1 3 l i f i l f
Storm s superb shooter earned itself 88% and a p lace
in then charts.  Recommended for blasting addicts only N E

1 4  1 I L O  D i g i t a l  Intin Yep. I t 's  still here and selling in bucketloads.  Is there  [ 1 , , 7anyone who doesn't own a copy of this flight s im?

1 5  E m p i r e
The rather crummy Gazza I l l s  on the way  out.  And with ( - - - - - , ,
a puny 30% who can b lame him for slinking quietly off?

gm. .16 12 H a d .  SIRCE udiogenic Crazy Horse is stil l  doing the rounds, and looks l ike
he's taken up permanent  residence in the top 20!

A stunning collection,  which g o t a  Corking! Wt . . '  I f  you
haven't got it, wha t  are  you wai t ing tor?1 7  I E R  COLLE S y s t e m  3

1 8  C A L L " c o o n Big Arnie takes  a massive 12-slot drop this month. Will A
this 77  porcenter  still be around next  month? We l l  see  J - -

Not a bad compilat ion this wi th Indy Jones, Batman,
Ghostbusters 2  and Robecop all showing their  wares1 9  O c e a n

2 0  O F  -  Vi rg in And bringing up the rear  is this average (55%) compila-
tion from Virgin. Hardly  worth  bothering wi th,  real ly - ' - - - 3 ,

DOUBLE DRAGON Mastertronic
CPS ELEPHANT ANTICS Cod.  Masters
OUAITRO ADVENTURE Cod.  Masters

A

QUATTRO FIREPOWER Code  M a s t e r s

OUT RUN Klux

OPERATION WOLF Hit  Squad
KWIK SNAX Code Masters
GARY LINEKER'S HOT SHOTS Klux



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 i ts 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 theTURBOCHARGE
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Ws blip city on the
scanner and we're
in trouble! The
interceptor missiles
have failed, the
laser web has been
breached, and the
door to the lead-
lined bunker won't
shut properly. Too
late! Prepare to be
Turbocharged!

A
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working title of Borderline and was based
around a terrorist operation intent on captur-
ing UN stockpiles of arms in different parts of
the world. As a special customs officer, your
task was to track the terrorist convoy throug/
friendly territory as they make their getaway
toward the border of their own country.

This theme has since been honed down
and is now based upon a global drug-busting
operation. The two-part race remains the
same, where you chase a drug baron who is
making a break for his own country, loaded to
the hub-caps with naughty chemicals. Your
car is armed with a machine gun and a
ited supply of missiles and, as you can
imagine, the only way this guy is going to
stop is with a heat-seeker up his exhaust.

initially you are given back-up by friendly

police by vehicles. but if you don't halt Mr drug-gie  t h e  time he reaches the border, you

- -

tritlibo tech specs
Turbocharge is a regular goody-bag of technical excellence_ For anyone who's vaguely
Interested, here's the low-down on the hi-tech:
•  The large roadside objects are made of characters (called char sprites). You can have
any number up to an 18x18 configuration
•  Character sprites are full multicolour (eight colours in an individual sprite object)
•  You can Have 12 char sprites on screen at any one time
•  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.
•  The screen updates every two frames on average.
•  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.

All cars, vehicles, choppers etc are constructed from multiplexed sprites.



have to breach the border
patrol, enter enemy territory
and continue the chase on
your own.

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

YES, BUT IS IT
ANY GOOD?

Still sc
speed or
racer. H e t . ,  you
with buildings

_convey any of the
new road

a dip lined
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Mrbocharg
features

•  Roads Incorporate curves, hills, dips,
folks and tunnels.
•  Five levels with friendly and enemy ter-
ritory stages in each; ten loads in all
•  On entering tunnels, the road itself
changes colour and the highlights on the
car are darkened to give the impression
of decreased lighting. Subtle, but techni-
cally difficult
•  Large gunship helicopters hover in to
attack
•  Loads of large roadside features
•  You have an unlimited supply of can-

- n o n  tire and five missiles
•  Bullet holes on screen indicate damage
sustained
•  Soundtrack and effects have come
from a secret German source
•  True perspective roadway
•  Turbocharge employs an innovative
control method whereby the road is
moved in preference to the car. This pro-
vides extremely realistic and responsive
control
•  It's flippin' fast!

So, we've got a mad chase th g h  different
parts of the world, plenty of traffic to overtake
and a fair amount of trigger-finger action.
What makes Tarbocharge any different from
any other racing game? Well, although the
screenshots here don't even begin to tell the
real tale. Turbccharge is the fastest,
smoothest, busiest and most responsive road
racer we've seen. The read 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 a n d _  well... why not wait for the
exclusive PowerTest next issue?

24111416**
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 Saga'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 Shift) this could be a
real corker. Fantasy fans can look for-
ward to Mediaeval Lords from SSI plus
Tears Of Rage— a Greyhawk adventure.

SNOW BUSINESS
Latest update from Ocean: Tokl 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 Ninla (to be converted by
Eldritch the Cat, who coded the 16-bit
versions of Last Ninja 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 O IX
Following the scrummy 64 version of
Wrath Of The Demon, Empire are about
to unleash the Death Bringer on us,
another hack 'n' slay jobble 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 Vollied. This sounds like Olx
with monsters and blasting, so it
should be a good 'un.

ZOO GAMES
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.

E N " G E R - L A N D !
Following in the wake of Red October,
Grandlsam are about to release the
official England soccer slm (review
next ish), and watch out for a flaming
Die Hard Si crash-landing on your 64

Not wheels -  COMMODORE FORMAT 9, June 1 9 9 1



EARLY WARNING
SCANNER
Our spiffy scanner shows you how near
to review new games are. The concen-
tric rings display blips at monthly
Intervals, so those on the outer ring
are six months away. This way you can
keep track on incoming games from
month to month...

FIRST SIGHTING
The Power,

Demon ware.

I l k C u t e s i e  Puzznic-style puzzle
- I  g a m e .  Collect

li t h e  hearts and
'm e e t  up with

p  M i n i !
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FIRST SIGHTING
Does Up!,
Damonware.
Pang deriva-
tive, wi th
stunning
backdrops
and plenty
of action

FIRST SIGHTING
Security Alert,

First Star.  You
play a jewel
thief who
breaks into
a variety of
buildings
and has to
outwit  •

range of
sophisticated

security sys-
tems

FIRST
SIGHTING

Moms, US
Gold, Simultaneous

two-player
Commando style
shoot 'on" up.
Converted from the
Capcom coin-op. i t
features weapons
power-ops and giant
end-of-level hardware

FIRST
SIGHTING
REII.2
Baseball,
Domark- Well ,  it 's
baseball. . .  Check players s l a t s ,
choose your team and get those Runs
Bat ted  In. Free cap in every box, too
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Sigmar the barbarian discovers a secret  trea-
sure chest. Should he open i t  and ri5k sett ing
off a booby trap? Perhaps there's a huge wad
of cash inside? Fortune favours the brave, so...

Before you start  a new quest,  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 Endi

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

A cl imactic scene from the third scenario. Orc warlord Wa g  must be
killed to fulfill the quest, and here's the l itt le blighter.. .  er...  hiding
behind a ruddy great  Chaos Warrior.  Erm, excuse me, Mr  Chaos...?

COMMODORE FORMAT 9, June's runes 1 9 9 1

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 col lected can be
saved up to buy weapons in later  scenarios

its w a y  to the 64,  courtesy of a deal  between
Gremlin Graphics and Milton Bradley. Our
reviewer sharpens his blade on a f ew  of its bad
guys, creeps down its corridors and finds his
way back in t ime to file this report

Vs dark down here. And damp. I ts  hard
to keep the torch burning. And though
I've been down here for hours, I
couldn't tell you what's around the next
corner. The things I have to do to write

a review__ Even my portable PC is running
low on battery power. But now I can tell you
why I've put myself through this suffering.

HeroQuest the boardgame was brilliant.
Its simple rules and open-ended design
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
neatly 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 people to play it. Or at
least you did_ For now it
has been coded onto your
dear 64 and the danger awaits
yourself alone.

Hero Quest is played out over a series
of missions or guests. The goal of a quest
can be anything from saving kidnapped VIPs
to destroying a whole dungeon full of crea-

/ LIME,

The biggest boardgame
hit of  1989 finally finds

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
Morcar. 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

him — quite appropriate. we think.
There are twelve missions

— or scenarios — to choose
from, each one ascending

in difficulty_ And players
of the boardgame think
they know the score,
they're in for a sur-
prise. 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.

ut...1.1

Oh, rats to it. I  may as wel l  Just go and a t t a c k  the great  lummox. Oh.
I've defeated him. Blimey! flighty-ho, Wa g ,  you l itt le 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 secret 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
screen 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 p u t  t h e  w iof 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

Game Hero Quest
Publisher Gremlin
Cassette £11.99
Disk L't 5.99

Morcar ha
his for

more and y

tough you are. The
monsters usually
have only one body

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 ell 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.

11 Then there are traps.
s  m a s s e a  Take the pit trap: once
es once
ou have to

revealed it stays where it is
and has to be jumped
every time. Or there's
the spear trap: causes a

l i d  u p  h i n t  body point of damageal'a—outright but then it's ren-
dered useless. Traps, traps everywhere.
Make sure one of your characters checks tor
traps and secret doors each time you enter a
new area. (It's good advice - Ed.) Forget to
check and you get hammered.

Dicing with death

STEP I  -  Find a  suitable combat  opponent
lie; some puny l itt le scab who you can
defeat easily) and c l ick  on the combat  icon

Ftnripti*P-Sgt-ii
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STEP 3 -  The computer undertakes the dice.
throwing bit, automatical ly biased for
,trength and weaponry used

-T435re

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

STEP 4 -  Chuckle wi th  glee as your oppo's
body points disappear, taking the nasty l i t t le
beastie wi th them. Ha! Job done!

I'll just have a  look through here and -  Oh
blimey! I t '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
continue adventuring on your
64 until the early hours.
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gameplay
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tmospheric screen dispi
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magic, treasure,  the lot
•  Terrific lastabi l i ty -  plu

_scope for expansion se ts '

....AND THE UPPERS

POWER RATING
THE DOWNERS...

•  The game update is a little slow
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* W i z a r d
,1?(N Barbarian
11It Dwarf
A  Elf
6- S k e l e t o n

Z G o b l i n
7  Door
t  Exi t
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 -Slyly congratulations to
Gremlin for their Corki.eg
questing game. And
another big :Hurrah!. for
stumping up the neces-

sary readies for this neato camp°.
FIVE lucky CF readers are going tei

receive a copy of Heroauest the'. -
boardgame AND HeroOuest the com-
puter game Another FIVE runners-up
can take solace in the fact that they"
will soon be receiving HeroOtlest for
the Commodore C64.

As ever, we just cant  GIVE the
stuff away -  you've got to earn it (well,
sort of). Here s how.

On this page there should be a
detailed HeroOuest-style map of a

• dungeon (if there isn't we're in trou-
ble). Four adventurers: a wizard a n
elf, a barbarian and a dwarf are trying
to escape from the dungeon before

htfall ( ' ies it they dOn't they're ore
odder). BuTlate is cruel ( round 'ere).

There is only time for one of these
brave idiots to escape.

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

K W  it , WI I/Itibmittbxditliall

I r y  • h i g r-- • ' t • Ial  '  • Plea
1511:411;r11 .  M I M I  V A I V r 2 3 0 1 4111011Prom,.

W A I F  a i l l e m a t i e r a t i l  1  r f f i a M a i l  t a b Wa t t p a r i g , . . , . ; ,  •1  , •  • WA R  grartg.r9 g r l  1 F r i l l i R t e r 4P Nipli

Aru.  I i i r t  litta=thits prfirightitt:aarzikkle:

he %lily,

htiv0 A l a i  t k a l  • —  tr. vor.4p-1 ... -, 471191111
WI E f l i

IL kit faLai —K0 toillpitii11" litkaagta.v 4 1Il l ig .  / W V ,  PIP .  —.......••••.- -  --.•=pairma . . . . . . . . . -  l i p ,  ,.....

1 . 1 1 1 1 7 1 9  W I  9 4 1 1 , 1  r  1 6, '  1 ; • 1  SW TI 1,1 liFtlf V _  . •54,1167.i.VlbeltIelitIthalldhal l ibmitmei t&Li t4LA 6..- Dm b e a liv b o o b "  I .  1 1 . *  41, k  I  • r a . 9 1  41, pit i l .  _a •  laVjg
t k r o l l  k i l lIOW W h t b i l . . 1  1 st A - :glair- 1 4 - 4  f r e
hfq e l l  A, S E M  thrMTOFAIWitylr.li tril
1114,41, ...I., rml rzgrom Bull reititattrirti

1W411P-49---- rt,IFILFIVAirirlittir 11 r :  4tlamitlalVAell lbaltdbalit-.eLatifbalitalbirattaltm . . . o

oil
lof 0  •  0  bl -  0  . 0  q  . 0 ,  .  o t

mrzlx-ii , .- wira " I '  Wilpo, 141141• qpitiii-06,0 -.. bfo IN• plaap...,tabio . ;, amid, fl• abidtt.e.ix.A.101%.".
g y p r a r y l i r m l i n f l  R A M  K i l l  l l o t 0 1  '  •v A  htfl, to* I  t i p  sip -— L t d

ARS,WATILI Ireirsigralirlo enntiroverit4 - - -
t a m a t t i a d i  % B M  W i g  M a n i  M a t t i  P i t a /  d i  i t  f i l i . a i i  i t

:. I  1  1 1r

1. To escape before nightfall t h e
adventoiter must reach the stairwell In
18 squares (not counting the square
the journey begins).
2 T h e  survivor cannot move diago-
nally through squares.
3 The  adventurer only has ° k e l p
and all the doors are locked.
4. The adventurer can only survive
moving through one square occupied .
by a skeleton or an ore-
5. The adventurer must escape by
moving onto the stairwell from one of
the two Red Arrow squares.

Pop your answer (Wizard,
Barbarian. Dwarf or Elf) on the back of
a postcard or sealed envelope. scrib-
ble your name and address on it and
send it to:

'No. It's No Good I ' m
Completely Lost • Compo,
Commodore Format, 29

Monmouth Street, Bath, Avon
BA1 2AP.

You d better do it now. 'cos you've
only got until the 18th of June to gel
your entry(les) In (as long as you can
find the poSt box)
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B 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 torces 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 Cluestor the Elf 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
we heard all this somewhere
before? Well, yes. Twice,
actually. Gauntlet is a lot
longer in the tooth than one

A tomb with a view: our Intrepid Gaunt leteer
heads down amongst the dead men. You'l l
find no treasure in those caskets!

- 4  ,,--
.•-•
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GAME OVER
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Poor old Elly looks l ike 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

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...

or two che-
Ionian
pizza-
eaters I
could

mention. It's been around
as a computer game since

1986 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. Not 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 Ice Man and
Neptune 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 solo.
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-to-hand
bash. Rockman or Thor are best.

In addition to the original Gauntlefs
spooky ghosts there are different baddies for
each of the eight levels: everything and any-
thing from mummies, zombies and dragons

11111111.114rikliCir
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This is the very pretty character  select
screen which boasts smart  mug-shots and
some neat  Icon animation

A t _  S  COVE S C a t E  P R E S S- : -000001.0t  0 0 0 0 0 0 0 0 : 1 - I p E  T O
• 4 9 P 5 . .  •  5 0 0 0 1 ' C O N T I N U E

The Iceman looks a l i t t le  out of place in this green and (un)pleasant
level. Those chasms are  no doubt bottomless,  so watch  your step



Let's take  a scenic jaunt  through one of the
early levels. Starting from a derel ict  old house
(complete wi th moss on the beams).. .

. . .we wander  through a pleasant copse (or
Should that  be corpse?). Throw a penny in the
well -  and wish that  you were  somewhere  else

Back in the tomb room, our hero is under a t tack  from the blue-robed wizards lagain).
Although these guys feature heavily on the early levels, there is a huge number of enemies,
Including ghosts, sharkmen,  jelly-fish, poisonous vines and huge scaly dragons!

1 0  A V  L E V E L S
 Gauntlet III does at least let its adventurers out of those wretched dungeol ie l t i re  eath
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 to visit?

HOT: This is no place to go if you can't
stand the heat. With rivers of lava and walk-
ways warm
enough to
cook eggs, it's
a good place to
get a tan -  on
the bottom of
your feet
WET: The water world where your arthritis
plays up like mad and your shoes leak.

•••••

\  -- Adventurers
are going to-
need more
than a brolly
and galoshes
to survive this
haven of 1120

COLD: You'll certainly stay fresh in this cli-
mate, where water pipes are always burst

and thermal
undies are a
vital item in an
adventurers'
I nventory.
Even your
bogies freeze

GRASSY: Green and pleasant It may be, but
you can bet it's home to legions of creepy
crawlies intent
on harm. At the
very least
they'll stomp
all over your
picnic and gel
in your pants

„

ink

And finally w e  al ight upon a gurgling brook.
Take  one last, f leeting look a t  the scenery and
then prepare to get dul led up a treat. . .

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.

Gauntlet h a s  all of the original
Gauntlet's 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 leeling of deja vu
but if you're mad about
monster mashing, you
ought to give it a try.

KATI

Game
Publisher
Cassette
Disk

Gauntlet
US Gold
£10.99

5.99

POWER RATING
THE DOWNERS...

•  Small playing areas
•  Tedious multiload means long
waits between levels

I
and  smooth

e var ie ty  of  ghosts  a
leg, w h i c h  di f fer

Accord ing t o  the  t h e m e  of
t h e  leve l  you're  tack l ing
•  Deta i led  we l l -d rawn  back-

d graphics
s of  (s imple)  puzz les

Four n e w  charac te rs ,  a l l
d i f ferent  qual i t ies
ntic quick- f i re  a c t i o n

sic h ints  provided v ia
key
erent  w e a p o n s

" ce l lent  f ront -end music

...AND THE UPPERS

A fantasy come true: COMMODORE FORMAT 9, Juno 1 9 9 1



u s e  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 know).
So well  be coming back to it next month.

ati•-

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 drolds). You will
be rewarded with progress. Onwards...

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-

8

 •  ak  imp m
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HOW TO COMPLETE IT (PART ONE)

COMMODORE FORMAT 9, June 1 9 9 1  -  what you might call a Turd Can Opener

ing still. Once he's destroyed, go to the cavern
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 (C), fall
down the narrow passage to collect the two
extra lives. Follow the same route up again,
this time head for the exit.

ammo

or
i f  da a  i s  A l kask

•  l a m b ,  dab delmall11110111.1.
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er l v e d i v  Dyer's Andy Dyer's Andy

0
( a 41ar D s  Andy Dyer

Dyer

e e s  Andy Dyer'  b u s
otit / e k  a  114A

• 4 •  • •

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
(probably because he hasn't finished
the second bit yet -
E d ) .  B i g  g a m e ,  i n n i t ?  F r o m  the entrance, climb up and

gyroscope through the narrow
passage. At position (A) and (B)
are eltra lives. Make your way
bactOo the start and go down to
(C),,for some weaponry enhance-
ments. Then fall down into the
watery labyrinth and work your
way (firing like crazy. I should
add) to position (D) to collect
another extra life. Head for (E) to
get another life, then fight your
way up to position (F) where the
head-on-a-stick beastie resides.
Having a laser at this point helps
enormously. If not, use your
trusty lightning.LEVEL 2 . 2

LEVEL 2.1

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 oft, then aim for the sphere in the
centre (tricky but it's the only way). Once he has been quashed, fall
right down to (H) where two Oyes are waiting for you. Route (I) is an
optional extra—you can gyroscope through the tunnel to gain an extra
three lives but you'll have to renegotiate the wind tunnel. Head for
Exit. Level three, here we come.

A
B

You can do Turtican 2  in COMMODORE FORMAT 9, June 1 9 9 1



No time to waste. Let's get on with the third
and final part of our Creatures solution. I f  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

lot

au

4
ci

1. Oh good grief, here w e  go again. Drop down but keep left_
Fire breath the turnip each t ime it approaches until it's dead.
Then follow the bird across, ensuring you keep out of the
way of its droppings. Get  onto the first ledge and shoot the
blob. Jump up, dodge the bird and get  the creature.  Drop
down one level,  make  a dainty l itt le jump between the turnip
and the other fiend and kill  'ern both. Phew,  a journey of a
thousand miles has begun with a  single step

5. Shoot the turnip from the lower  lodge, jump up and kill  the
bird then col lect  the creature.  Kil l  the lower  bird with the
downward lire then fire breath  the other one. Kil l  the zombie
from the left  ledge than jump right. Use  uppy fire to  kill the  bird
and fire breath the cloud. Kill the  ghost with downward fire and
you're free to col lect  the lower creature.  Jump up avoiding the
bird and col lect  the creature  on the left.  Kil l  the blue bird (he's
a wimp).  Then drop down one level

r  e r r e  •  •  r  •
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9. Quite simply shoot  the  two turnips. Next ,  shoot the
blob, jump up and shoot the ghost to make  an extra  life
appear to your W t .  Drop down, avoiding the ghost then
kill it quickly.  Jump up to the top and move right, kil l ing
the beasts on each ledge. Don't be tempted by the
extra lives down below: the spikes wil l  kill you. Jump
the bird, move right collecting the creatures.  Dodge the
ghost white leaping the gaps

2. Dodge the bird then shoot the blob
and it turns into a sprinter.  Shoot this
and a creature appears.  Col lect  this
furry chum and drop down one level.
Use droopy fire on the blob then edge
into the pit  while dodging the bird.
Edge back  out again using the same
high level of caution. This is too easy.. .

3 . . . .  Me  and my bigiouth
gap then shoot the I t  co
the first gap,  makings's
then edge forward sil ye
ward and jump to ad th
jump up and keep Wtini
while fire breathinglitill
onus raised). Now

6. Kill the  ghost by dropping down, firing than  leaping back up to avoid it
Get the broomstick.  Go back left a  bit then up to the top of the screen.
Carefully t ime your move to go across the top of the screen, avoiding the
purple fly and halting just before the blue one. Next ,  drop down to the sa
ond ledge. Again, t ime your move so that  you avoid the blue fly and comsi
rest when you col lect  the creature  just before the blue bird. Good timing
again guys as you drop down between  the blue, purple and brown birds.
on the middle ledge untill your broomstick goes then kill the  yellow bird

10. Kill  the fire on the top logy th
screamer.  Shoot him then magic'
Stand stil l  and shoot until Mies.
half life then kill the  second's. C
drop and blast the screamizglge
hall. Shoot the jumpers, ecierighl
of the ca t -worm.  Get  the brooniti
redtyellow block. Wait  until I  bro

12. This next  bit  is horribly difficult. I t ' l l  take  lots of trial and error and even then it  wi l l
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. When 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 sweep-
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, w a t c h
out for the missiles, kill  the jumper and gosh, three years later  you've made it

03PAMODORE FORMAT 9, June 7 9 9 1  -  Clyde Radcliffe, he's our man...
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, big mouth. Dodge the firing bird and shoot the cute  bird. Jump the first
the ne]t cute bird. Now select  the triple arrow weapon and drop down
eking Ise you move left a bit.  Shoot the green turnip from a distance
erd untl you can just about hit the second turnip. Blast  it, then run for.
to avoil the worm's breath.  Keep jumping and shooting at  the worm. N o w
ep shooting the four beasts until they move away.  Turn around and jump
hing tokill the bird. This will  also get  rid of the screamer  (the one wi th  his
ow WHIP four beasts, use uppy fire on the bird and jump the turnip!

Id it.
a.

the
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nod

7. Drop down next  to the turnip then follow i t  across until you have enough
head room to jump (stand on the brown patch).  When the turnip makes i ts
return journey, jump vert ical ly.  Then, as it passes beneath you, push right.
Jump up one level and murder the blue jumper. Edge right and kill the  red
jumper. Kill the  ghosts If you wish but afterwards,  jump across the ledges.
DO NOT drop down. Kill  the  bird and keep  going right on the ledges. Stay
on the left  side of the last  ledge and follow the bird across, jumping over it
as It returns. Col lect  the green thing then drop down quickly

p  ledge then edge toward the
on run beck. Ile follows at  high speed!
Ill he  dim. Drop onto first fire, losing a
,end one. Carefully t ime your next
inter. Eige right and massacre  the fat
edge rbhtegain and shoot the head

e broomstick. Go right and land on the
etli thebr000nstick disappears

a)
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4. Shoot the gray zombies but stay left.  You  wil l  now see blue zombies
rising out of the dirt. There are  three of them, so make  sure you kill al l
three before you progress any further.  I f  you don't, they'll  sink into the
ground and reappear right up your furry l i t t le backside. Stand by the gap
in the wal l  and use uppy fire to  kill one of the flying blobs. Jump the
ghost, shoot the next  ghost then turn around and uppy-fire the  other
flying blobs. Shoot the next  ghost (still  wi th  uppy fire, shoot the zombie),
then dodge the lightning-firing ghost.  Oh yes, and blast that  turnip!

B. Select  triple arrow fire and edge right. Ready? FIRE!!! The huge
blue fat ty  should be dead now.  Jump up to the first ledge and blast
the ghost on the right. Next ,  kill  the  beast ie  to the left then jump
up to the third ledge. Select  uppy fire and shoot the discoloured
brick. This will  ki l l  the  screamer.  Power  over to the right (with
triple arrow fire selected)  and kil l  the  worm quickly to reach the
next section

11. Droopy fire the  blue beast  on the left.  Now use droopy fire on the fire. I t
takes a whi le  so have patience.  Next  shoot the discoloured blob to destroy
the fire a t  the top. Carefully avoid the brown bird as you jump up. Drop down,
one level, avoiding the ghost. Then droopy fire the  mustard bird. Drop down
get the creature,  then go all the  way to  the top, avoiding both ghosts. Drop
down to  the next  ledge. Shoot the purple screamer,  then move right avoiding
the lightning from the ghost. Shoot both the ghosts on the far right.
Thankfully you can droopy fire the  huge worm

13. Droy down and approach the gargoyle, being sure to leap
his miselles. Keep firing and jumping until  he's dead. (Got a  few
days tospere7) Jump up one level and fire breath  the large
ghost (another three days). Jump both the gaps avoiding the
bird and the two ghosts. Droopy fire the  flashing f lamer then
carefully time a couple of jumps to avoid the other two (prac-
tice makes perfect). Drop down and kill  the green screamer.
Then move right, jumping the blue one

e • -

14. Follow the purple screamer  closely.  Then jump it as it  turns around. The ghost's
fire should miss you. Blast  the last of  the big fat blobs, edge right. Avoid the skull fire
and jump up quickly to the second ledge. F lame breath the fire to  kill both it  and the
skull. Use swir ly fire on the right hand ghosts to kill  both of them. Use swirly fire on
the ghost et  the top, he dies and so does the flamer. Approach the red beast  to acti-
vate  all the others, then get up top. Use  missile fire on the top beast.  Drop down and
missile the big beast whi le jumping its fire. Ge t  up top again and kill  the flashing ghost
that has now appeared (again) wi th  missiles -  and that 's it

—if he can't do it, no one can -  COMMODORE FORMAT 9, Juno 1 9 9 1



0  Select  triplearrow fire.
Edge left  unti l  you
can shoot the
hanging thing.
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 ki l l
the hanging beast

Jack your buddy
(Torture Screen #3)

4
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0  Once the green guys have disappeared a  shiny ball mater ia l ises halfway along the platform. Get to  the right of it, turn to face  it, then give it
a whif f  of your fiery breath.  The  ball should then swing in a long arc, first lef t ,
then right again. At  the end of i ts 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.

0  Jump up to• t h e  top ledge.
This t ime edge
right unti l  you have
the two green guys
In range. Shoot the
bottom one and
the blokey on his
shoulders then
spits out four l itt le
terrors. Shoot two
of them quickly.
Then run as far left
as possible with-
out dropping down
to the next  ledge.
How turn quickly
around and shoot
the other two.  You
need to destroy
three complete
sets of gobbed
creatures before
the two greenies
disappear.

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.

P0KE15596,60 -  gets rid of collision
detection
P0KE15596,173 -  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 lives.

COMMODORE FORMAT 9, June

Chip's Challenge
chipper (part

W e l l ,  like the mansaid: 'This is
shaping up very nicely
indeed.' You should still
be hacking away at the

The second 5 0  levels
51 IGGJ
52 PPHT
53 CGMX
54 ZMGC
55 SJES
56 FCJE
57 UBXU
58 YBLT
59 BLDN
60 ZYVI
61 RMOW
52 TIGW
63 GOHX
64 UPC)
65 UPUN
66 ZIKZ
67 GGJA

7997 meets the challenge

first 50 levels, so keep
this list of codes handy
for when you're ready.
Only another 50 to go
(next month).

68 RTDI
69 NLLY
70 GCCG
71 LAJM
72 EKFT
73 OCCR
74 MKNH
75 MJDV
76 NMRH
77 FHIC
78 GRMO
79 JINU
80 EVUG
81 SCWF
82 LLIO
83 OVPJ
84 UVEO

level
2)

85 LEBX
86 FLHH
87 YJYS
88 WZYV
89 VCZO
90 CUM
91 JPOG
92 DTMI
93 REKF
94 EWCS
95 BIM
96 BIM
97 * C S
98 TKWO
99 XUVU
100 OXJIR

Send your tips, POKEs,
maps and pleas for help to
Andy Dyer at:
Gamebusters,
Commodore Format,
30, Monmouth Street,
Bath BA1 26W



wi t /gown ACTION BIKER -
THE HELPFUL
GUIDE
Now that he's probably finished Parallax,
Gareth Edmondson may want to have a
snout at this I t  lists all the objects to col-
lect (and where to find 'em). There is also
a reset POKE for infinite lives.

Crash Helmet is behind the tree next
to the lake. Riding Gear is behind the
garage next to the pond. Highway Code
Book is near the end of the roller coaster.
Gearbox is at the back of the building
site. Gloves are in the pen by the side of
the roller coaster. Headlamp is near the
beginning of the drag course. Petrol
Gauge is half way along the drag course.
Large Fuel Tank is at the end of the drag
course near the lake To o l  Box is behind
the garage near the drag course_
Mudguards are between the lake and the
roller coaster. Sunglasses are over the
stream behind the garage Fairings are
inside the roller coaster. Can of Pop is
near the drag course after the building
site Visor  is in the middle of the building
site. Exhaust  Pipe is in the pen beside
the roller coaster_ Power Brakes are in
the large pen in front of the building site.
Speedo is over stream behind the
garage_ Brake Lamp is inside the building
site. Oi l  Can is near the end of the roller
coaster. Turbo Charger is on the ramp in
the building site. Cooling Fins are in the
large pen in front of the building site.
Indicators are behind the garage. Mirror,
mirror, on the roller coaster. Two- tone
Horn is near the end of the drag course
Reflectors are in the building site Road
Map is by the drag course near the build-
ing site. Electric Starter is behind the
garage in between the trees. Lunch Box
is on the end of the roller coaster. CB
Radio is between the garage and the
drag course. 10-4, Go Faster Stripes are
in the building site_ Water Skis are by the
side of the garage. Fire Extinguisher is
between the large pen and the pond. Fog
lamps are on the big pond S top  Watch
is on the ramp in the building site.
Motocross Tyres are in the pen near the
roller coaster. Personal H in  is on the
ramp in the building site Electronic
Ignition is in the lake R e v  Counter is in
the pond behind the garage. Wind Shield
is in the large pen in front of the building
site. Drag Race Ticket is in the island in
the centre of the lake. And for the infinite
lives, enter POKE19287.417 followed by
SYS13312

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. Let this be a
lesson to you.

5 REM BATMAN THE CARED BLOKE PART 1
10 FOR 1=384 TO 432 :  READ A :  POKE
I , A  :  NEXT
20 SYS 384
30 DATA 3 2 ,  8 6 ,  2 4 5 ,  1 6 9 ,  3 2 , 1 4 1 ,
92,3,169
40 DATA 147 ,  1 4 1 ,  9 3 ,  3 ,  1 6 9 ,  1 , 1 4 1 ,
94, 3 ,  9 6
50 DATA 173 ,  8 9 ,  1 ,  2 0 1 ,  3 2 ,  2 4 0 ,  4 ,
173, 5 ,  2 2 0
60 DATA 9 6 ,  1 6 9 ,  1 6 9 ,  1 4 1 ,  8 9 ,  1 ,
169, 1 ,  1 4 1 ,  9 0 ,  I ,  9 6
70 DATA 1 6 9 , 1 8 1 , 1 4 1 , 1 5 9 , 1 2 5 , 7 6 , 3 2 , 6

5 REM BATMAN THE CAPED BLOKE PART 2
10 FOR 1=384 TO 432:READ A:POKEI,A
:NEXT
20 SYS 384
30 DATA 3 2 , 8 6 ,  2 4 5 ,  1 6 9 ,  3 2 ,  1 4 1 ,
92, .3 ,  1 6 9
40 DATA 147 ,  1 4 1 ,  9 3 ,  3 ,  1 6 9 ,  1 ,
141, 9 4 ,  3 ,  9 6
50 DATA 173 ,  8 9 ,  1 ,  2 0 1 ,  3 2 ,  2 4 0 ,  4 ,
173, 5 ,  2 2 0
60 DATA 9 6 ,  1 6 9 ,  1 6 9 ,  1 4 1 ,  8 9 ,  1 ,
169, 1 ,  1 4 1 ,  9 0 ,  1 ,  9 6
70 DATA 1 6 9 , 1 8 1 , 1 4 1 , 2 1 0 , 1 2 6 , 7 6 , 3 2 , 6

To complement the listings, here are some
tips especially for 0  G Evan: Use the FOOD
to restore energy, use the FALSE NOSE to
stop enemies attacking you. use the TRAIN-
ERS to move 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 REM BIONIC COMMANDO
1 FOR X=525 TO 580 :  READ I  :  C=C+Y
: POKEX,Y :  NEXT
2 I F  C=5093 THEN POKE157,128:S15525

3 PRINT 'DATA ERROR-
4 DATA 3 2 ,  8 6 ,  2 4 5 ,  1 6 9 ,  2 4 ,  1 4 1 ,
208, 8 ,  1 6 9 ,  5 8 ,  1 4 1 ,  2 0 9 , 8 , 7 6 , 1 6 , 8
5 DATA 7 2 ,  7 7 ,  8 0 ,  1 6 9 ,  4 5 ,  1 4 1 ,  4 0 ,
16, 1 6 9 ,  2 ,  1 4 1 ,  4 1 ,  1 6 ,  7 6 ,  0 ,  1 6
6 DATA 169 ,  5 8 ,  1 4 1 ,  1 8 3 ,  3 ,  1 6 9 ,  2 ,
141, 1 8 4 ,  3 ,  7 6 ,  1 6 8 ,  3 , 1 6 9 , 1 6 5 , 1 4 1
7 DATA 9 4 ,  2 9 ,  1 4 1 ,  1 8 8 ,  8 6 ,  7 6 ,  0 , 5

RAMBO III
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).
0 REM RAMBO : I I
1 FOR X=325 TO 414 :  READ Y  :  C=C+Y
: POKEX,Y :  NEXT
2 I F  C=9312 THEN POKE157,128 :  SYS
325
3 PRINT D ATA  ERROR'
4 DATA 3 2 ,  8 6 ,  2 4 5 ,  1 6 9 ,  3 2 ,  1 4 1 ,
84, 3 ,  1 6 9 ,  9 1 ,  1 4 1 ,  8 5 ,  3
5 DATA 169 ,  1 ,  1 4 1 ,  8 6 ,  3 ,  9 6 ,  7 2 ,
77, 8 0 ,  7 2 ,  1 6 9 ,  1 0 7 ,  1 4 1
6 DATA 8 9 ,  1 ,  1 6 9 ,  1 ,  1 4 1 ,  9 0 ,  1 ,
104, 1 7 3 ,  3 2 ,  2 0 8 ,  9 6 ,  1 6 9
7 DATA 128 ,  1 4 1 ,  1 3 5 ,  1 5 ,  1 6 9 ,  1 ,
141, 1 3 6 ,  1 5 ,  3 2 ,  1 4 3 ,  1 ,  1 6 9
8 DATA 7 6 ,  1 4 1 ,  1 5 6 ,  1 ,  7 6 ,  0 ,  4 ,
173, 1 8 3 ,  1 4 9 ,  2 0 1 ,  8 1 ,  2 4 0
9 DATA 8 ,  1 6 9 ,  1 7 3 ,  1 4 1 ,  9 1 ,  3 1 ,
75, 1 6 ,  1 6 9 ,  9 6 ,  1 4 1 ,  2 3 4
10 DATA 149 ,  1 4 1 ,  1 8 2 ,  1 4 9 ,  1 6 9 ,
173, 1 4 1 ,  7 6 ,  4 9 ,  9 6 ,  7 5 ,  1 6

PARALLAX
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?

Ono comer of COMMODORE FORMAT 9, Juno 7997



DIZZY

THAT DIZZY SOLUTION
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 T h e n  type SYS8192 to
restart the game.

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, R. U+L, L. dissolve rain, drop
raincoat, L, U+L, L, get crowbar, R, D+R. A,
open trapdoor, get raincoat, down trapdoor. L,
dissolve rain, L, get garlic, R, R, U. R, R, L (to
mine). D, A,  kill bats, drop garlic, get laser, L,
D. kill ghost, down chimney. R. drop laser, D,
get gold. U, L, U. U, R, drop gold, L, D, get
key, U. A, drop key, L, D. D. A. A, jump on
ledge beside pool and jump straight up to
lower beam.

R. get oil, L. L, L, U. U, R, drop oil+collect
gold, A, R, R. R. A, R. R, R, drop gold in
bucket, jump onto hut + jump straight up, col-
lect cloud's silver lining, L, L, L, L, L. I_ drop
lining in cauldron. L, L, get key. R. R. R, R, A.
R. R, R. R, open graveyard gate. I_ L. L. L. L,
L, L. L. L, get oil, A, A, R, A, A,  R. R, R, R, R.
R, R. Drop oil on cog, get feather. L. L, L, L,
L, L. L. L. L, L, drop feather in cauldron, A, R,
1=1.•A, A.

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

through! (Well it was just a ques-
tion of balance, after all)

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, A, R, get troll's
brew, L, L. L. L, L. L, L, L, L, L, L. L, drop
troll's brew in cauldron. L, L, L, L, L, L, U, L,
U, L, get emerald. R. D, A, D, R, A, R. R. A,
A, A, R, R, R, R. R, R, R. drop emerald on
god. R, get diamond. L, L, L, L, L, L. L, L, L, L,
L. L, L. L, drop diamond on sheet of glass,
U+L. get dry ice,

D, R, R,
R. R. A, R.
A. A. A, R.
D. L. Bounce
onto top
ledge and
drop dry ice,
walk through
maze to
eventually
arrive at the
pickaxe, col-
lect pickaxe,
go back to
waterfall. A, U, H. A, R, A, D, drop pickaxe to
remove obstruction, L. get dagger, A, U, L, L.
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L, L, L, L. L. L. L, L, L, L, L, go left into cave.
Cut raft free with dagger, L, L, D, get amulet.

U, H, R, R. R, R. R, R. R. drop amulet, H.
R, R, R, get 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, I_ I_ drop flask in
Cauldron, get amulet, H. P.  IR, R, R. R. P.  P.

R. R, R, U, R. destroy wizard's magic, L. drop
amulet. D, L, L, L, L, L, L, L. L. L, L, L, get
potion, A. R. R. A, A, R, R, A, R. H. 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.

Ob no, now
I'm going to

have 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 wizards
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
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HUNTER'S MOON
Martin Pugh has been up to his old tricks
again. Try this for infinite lives.

This POKE unleashes unlimited lives. What 4 DATA 169, 18, 141, 40, 3, 169, 2, 141, 41,
could be more useful? 3, 32, 86

5 DATA 245, 169, 32, 141, 178, 2, 169, 2,
0 REM CRYSTAL CASTLES CHEAT 141, 179, 2, 96
1 FOR X=513 TO 542 : READY : C=C+Y : 6 DATA 72, T7, 80, 169, 32, 141, 222, 3, 169,
POKEX,Y : NEXT 51, 141, 223
2 IF C=3120 THEN POKE157,128 : SYS513 7 DATA 3, 169, 2, 141, 224, 3, 32, 69, 3, 96
3 PRINT "DATA ERROR" 169, 255
4 DATA 32, 86, 245, 169, 15, 141, 251, 2, 8 DATA 141, 66, 13, 238, 32, 208, 96

0 REM HUNTERS MOON CHEAT (CASSETTE)
1 FOR X = 5 2 8  T O  5 4 7  :  READ  Y  :  C=C+Y
: POKE X , Y  :  N E X T
2 I F  C = 2 11 6  THEN P 0 K E 1 5 7 , 1 2 8 : S Y S  5 2 8
3 P R I N T  D A T A  ERROR'
4 DATA 3 2 ,  8 6 ,  2 4 5 ,  1 6 9 ,  2 8 ,  1 4 1 ,
229,  3 ,  5 6 ,  7 2 ,  7 7 ,  8 0
5 DATA 1 9 ,  2 4 R ,  1 4 1 ,  1 5 4 , 3 5 , 7 6 , 2 7 , 8

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

0 REM TOP C AT  CHEAT B Y  MARTIN PUGH
1 FOR X . 5 2 2  T O  555:READY:C=C+Y:POKE
X,Y:NEXT
2 I F  C = 3 7 9 5  THEN P 0 K E 1 5 7 , 1 2 8 : S Y S 5 2 2
3 P R I N T " D ATA ERROR'
4 D ATA 3 2 , 4 4 , 2 4 7 , 3 2 , 1 0 8 , 2 4 5 , 1 6 9 , 3 2 ,
141,93,3,169
5 DATA 2 , 1 4 1 , 9 5 , 3 , 7 6 , 1 6 7 , 2 , 7 2 , 7 7 ,
8 0 , 2 3 8
6 DATA 3 2 , 2 0 8 , 1 6 9 , 1 6 5 , 1 4 1 , 8 0 , 1 9 7 ,
1 4 1 , 11 4 , 1 9 4 , 9 6

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

0 REM SILKWORM CHEAT B Y MARTIN PUGH
1 FOR X = 3 7 6  T O  411 :READY:C .C+Y:POKE
X,Y:NEXT
2 I F  C = 3 2 9 8  THEN PDKE157,128 :SYS37E
3 P R I N T ' D ATA ERROR"
4 D ATA 3 2 , 8 6 , 2 4 5 , 1 6 9 , 1 , 1 4 1 , 2 9 , 4 , 9 6 ,
7 2 , 7 7 , 8 0
5 D ATA 1 6 5 , 1 2 5 , 1 4 1 , 2 4 5 , 1 3 , 1 4 1 , 7 , 2 0 ,
169,69,141,248
6 D ATA 1 9 , 1 4 1 , 8 , 2 0 , 1 6 9 , 5 5 , 1 4 1 , 9 , 7 5 ,
7 6 , 1 3 , 8

•

• . • -
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I  need y o u r
budget t ips

NOW! So send
'em in.- cheats,

maps a n d  tips.
OK?

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!

I know, this is the Budget Tips section and
yet the following listings are for the games
on our PowerPack from CFI. 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.

BLUE MAX
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 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, 169,
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

conrolla CASTLES

169, 2, 141, 252, 2, 96,169

Bust those budgies in COMMODORE FORMAT 9,  June 1 9 9 1

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

(11Eiklit
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 D ATA 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

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

0 IIVM UR1DIUM CHEAT
1 FOR X=517 TO 571 : READ Y : C=C+Y :
POKE X,Y : NEXT
2 IF C=5541 THEN POKE 157.128 : SYS517
3 PRINT "DATA ERROR"



1 affikshorts if we're
of giving awayThis radical

9INIP96NgPINIALLIN
Well here if is the

biggest pinball sensation in
years - The Gimpsonst And you

can get this machine which is worth
E2500 info your bedroom, if you're
the winner of our crazy competition!!
We've collieoted 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! 90 don't have a cow,

have a go now!!
Just...

all 089S 404610

'1.:1!•!•11,c1.t17:1;14'
ti.Wholhte•It i li • F I K  •

You could WIN this
awesome foursome!
Take control now and

A Commodore Amiga Computer
complete with colour TV is

waiting to be won! go call...
J 8 8  4r46 2

Calls cost 34p (cheap rate) and 45p (at all other times) per min incl VAT. For details of winners send SAE to: Pepperoni, Sandylands
House, Morecambe, LA3 1 DG Please ask your parents permission before you call. Average length of the call is 5.5 minutes.

These lines are unofficial and have no connection with the featured characters or their business organisation.



COMMODORE 64

PROGRAMMERS & GRAPHIC ARTISTS
Zeppelin Games Limited currently has a large number of
Interesting projects that we are looking to place with talented
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
knowledgable technical back-up.

If 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

Houg hton-le-Spring
Durham
DH4 6JP

All applications will be treated in strictest confidence.

POWER TOOLK IT

A powerful BASIC- Toolkit lAddittonal helpful
rommands/ that considerably simplifies prog-
ramming and debugwng. The toodui commands
can be ,,sed in your programs,

DMA TOOL
Using POWER.CARTRIDGE you can load upto
6 Imes faster from &It.
The Disk commands can be u,ed in your own
programs.

APE TOOL

Using POWER CARTRIDGE you can work opt°
0 times faster votti your data recorder. The

Tape commands can be used in your programs,

POWERMONI I  OR

A powerful machsre language monitor thatis
readily available and leaves all of your Commo-
dore memory available for programming.
Also works in BASIC-ROM. KERNAL and 1,0
areas

ko,c0,11,6-Lt sp

PPIINTERT001_

The POWER CARTRIDGE contains a very effec-
tive Printer•InterfaCe, that se0delects if a pnntrr
is connected to the Serial Bus or Llser.Rort.

edition's' all Commodore characters on Epsort
and compatible printers,
The onnter,interface has a variety of sel-u0 Pak.
sibildies, It can or ciduce HARDCOPY of screens
i t  only on Serial printers IMPS801, 802., gal
dcl but also on Centrong onnters (EPSON,.
STAR, CITIZEN, PANASONIC. etc).
The HARDCOPY function automatically distin-
guishes between HIRES and LURES. Multi-col-
our graphics are converted into shades of grey.
The PSET functions allow you to decrde
Large/Small and thiderhtkihtettle printing.
&Scoot Devitt,. lid don mot tuAhonte or purport to
audio...tit nit ritaktno r t i v A  nil or tor tor oorpow,
whattotwer oP copeck ur adrptions o p o n t i n  workt o.
MN, dr diatiOrraienal. and t.nerri of rho Power Cariralar
rnuil obiam nit MA Mary dim, content kerne malting.",
kWh (Viet Ctt adapnontlrornaltroaornana and other right
Pivot's. rooter-id ten U Coptopht. Devito& Patton,
Act 1%0

42 peas ManUid
"clammed good bandbocg

C C t  J a n  SO
Bitcon D e v i c e s  Ltd

On thi-bank ill the Pt M IR  CARTRIDGE there
i, a itenel Button Pre,singthn boon make, a
SPECIAL MENU appear on the N( mien.
CONTINUE -Al low,  you to return to Your

program.
BASIC R e t u r n  to BASIC
RESET N o r m a l  RESET.
TOTAL - S a v e s  the E omen!, of the
BACKUP m e m o r v  onto a Disk The
DISK p r o g r a m  can be reloaded later

with BLOAD followed by
CONTINUE.
- RESET of any program.
-  BACKUPDISK hullo TAPS.

RESET ALL
TOTAL
BACKUP
TAPE
HAIDCOPV -  Many morntnt, prim, out a

Hardcopy of tive scree,
LismgCONTINLIE afterwards
you can return to the program.

MONITOR - Ta k e s  you into the Machine
language Monitor

Sktcon Devices Ltd.
BB BE WICK ROAD
GATESHEAD
TYNE AND WEAR
NEB 'IRS
ENGLAND.

PAINT° clitt t h i n  found Ire somawisst
presiktable

rt IEJAnWit ILE •••

6a Camden Road, London
NW1 901

Tel 071 485 6600

Imports
lack Issues

Independents
Marvel /  DC
Small Press

Graphic Novels
Shirts

Badges
and dinar firm ' M i n i

Mall Order (Malcom avallabit; mrid a
very lard. SA/

ACCIat and v lsannon i

For hooks, for  comics, for  comic
books...and morel

TEL 001 400 1975 and 001 400 1919
FAX: 001 400 19111
To ardor Avows/Asa welcome -  Chows' or Pic

t r i b l t o  ROLorcitre add Li .20 post/pock total -  ti 8 50
Mot. V.A.T.
Europa order. add C2.50. Overseas add C3.50-
TRADE AND EXPORT ENQUIRIES WELCOME



* R E V E N G E  OFTHE MUTANT
CAMELS II
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 best,
featuring laser-spitting 60-foot camels, multi-
ple weapons, smooth controls and some
awesome firepower.

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 Racer and The
Sentinel) is a fully-fledged Formula 3 racing
simulator. Novices 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
C I N E M AWA R E
Released: February 1989
Availability: Cinemaware/Mirrorsolt,
14.99 (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 sequences.
Your aim? A Casual attempt to thwart Nazi
ambitions of world domination by infiltration,
buffing guards and rescuing scientists. Hurrah!

Never having guessed that there are as many
as twenty-six letters in the alphabet Gordon
Houghton slogs on in his quest for the C64ls
most memorable games beginning with the
letters R and S and finds bucket loads of
memory eatinl machine code worth a mention.
He goes on for so long in fact that the poor
chap doesn't have time to stop for T

sors. This is the scenario behind 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...

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

ROBOBOLT
ALPHA O M E G A
Released: December 1986
Availability: 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 been humanely killed
at a very early age. Fortunately, it has now
been put down.

\-ltSACREDARMOUR OF
ANTI RIAD
PALACE
Released: December 1986
Availability: HiTec budget label, 2.99. Also
appeared on Computer Hits 4 compilation
Centuries after a nuclear war, genetic muta-
tion and deprivation produced a hardier
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 °pores-

SAMANTHA FOX
STRIP POKER
M A R T I C H
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' soon
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 I 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

Let evit-doers t remble  before me,  for I am
Conehead the Rabbit.  Actual ly  it's Lisagi
Yojimbo and this is Samurai  Warrior
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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 Ninias 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
puzzles, but the action is displayed in smooth
first-person 30, 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: December 1985
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 hyperspace 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

'01, come here and say that . '  The Sent inel
doesn't respond to taunts,  he just blows the
crap out of you from a great  distance

SLIMEY/S MINE
SILVERBIRD
Released: October 1988
Availability: 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 look l ike anything special  but
Slintey's Mine is so polished, i t  made our
reviewer wibble on l ike  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 'ern like they
used to... (drone, waffle, etc etc).

SOKO-BAN
SPECTRUM H O L O B Y T I / M I R R O R S O F T
Released: April 1988
Availability: Deleted
Let's clear one thing up straight away: soko-
ban is Japanese for warehouse supervisor.
You play the soko-ban, and there are 50 lev-
els of a warehouse under your supervision —
OK? 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,
so 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 because it's only
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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
Availability: Winner budget label, 2.99.
Also appeared on Five Star and Computer
Hite 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 3D 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

AMR 1211•16
-
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SpindIssy has real d m .  It hasn't aged, It
hasn't been bettered. It's simply stunning

remote drold 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 to a CF
PowerPack real soon!

STUNT CAR
RACER
M I C R O P R O S E
Released: April 1990
Availability: MicroProse, C9.99 case,
£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

1



144 DC1T 9 PIN 144 DEIT 24 PIN

CITIZEN 120D +
The Citizen 1200 • is  one or the IJK's beet W i n g
printers It has a Stylish mesmeric* end excellent
Maurer WKS performance tor such an inexpensive
printer. The 1200+ Is amillable with either a serial
or comical interlsce and is an ideal fult printer,
•  flioin Printhead
•  Print Speed 144spe Dri f t
•  30cps N W
•  Epeon &IBM Grephice Emulation
•  Pull Tractor I  Bottom Feed
•  Superior Graphics -  240x216dp1
•  FREE Starter Kit
RRP   £ 2 3 3 . 3 3
STARTER KIT C29.01TrmiL RRP:

SAVING E l  12 20
S IMI  PRICE: 215131

CITIZEN 124D
The award winning Citizen 1240 brings high quali-
ty 24-pan dot matrix printing within every computer
imere reach. It is the ideel Ovate where high quali-
ty printing is required at a budget price
•  24-pin Impact Printer
•  Print Speed 144cpa Draft
•  2  LO Fortis (480p5)
•  SK Butter
•  Epson, IBM N E C  PE+ Emulation
•  Advanced Piper Parking
•  Superior Graphics -  380x360dpi
•  FREE Starter Kit
RRP   2 2 1 0 2 1 1 1
STARTER KIT E2995

TYITAL RAP 132213
SAVING E112 20

SILICA M C I :  121133

PRINTER
ACCESSORIES

SHEET FEEDERS
PRA 1200 1200   £ 7 1 . 3 8
PRA 1215 12404witt 124 2 1 1 7 3
PRA 1228 1240111.1ft 1124 2 4 2 1 0

SERIAL I N T E R FA C E S
PRA 1169 120D+   2 5 5 4 5
PRAl209 Swill WOOD  2 3 2 . 2 5
PRA1/Dg Swirl 24  2 1 1 3 $

PRINTER S TA N D
PRAl242 124011w11t 5124 2 2 4 1 3

ORIGINAL R I B B O N S
RIB 352E VIECIPatret I  Black ( 4 . 1 1
RIB 3924 124013wIll 24 Black E a T O
RIB 3936 WM 5124 Weer 1 - 1 5 - 1 3

COLOUR K I T S
PRAl235 IC/111 WIA  2 3 1 1 1 5

All prices thelude VAT and Free dolmen.

CITIZEN
FREE DELIVERY

Next Day - Artywhent in the UK mainland

FREE STARTER KIT
Worth E?9,95 • Win fiery Divan printer from Silica

FREE COLOUR KIT
WOrth E39.95 With Swift 9 and Swift 24 primers

2  Y E A R
WA R R A N T Y

Silica otter a 2 year warranty tinciuding the porter head)
with awry Citizen printer purchased Imm

W I N D O W S  3 . 0
Freie Windows 3.0 diner - In the Silica Starter M.

FREE HELPLINE
Technical support heisting open during office hours

MADE IN  THE UK
Citizen printers are manufactured to high standards

Silica presents some great
offers on the award winning
range o f  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, i f  you purchase your
Citizen printer from us, we
will give you a Silica Printer
Starter Ki t  (worth E29.95),
FREE OF CHARGE!

1 9 2  CPSDRAFT 9  PIN

SWIFT 9 - COLOUR!
The Cluten Swill 9 is pullout /or thug* who require
high gaiety dot meats black or colour printing at a
budget price. The print quality of Scelin 9 rivals that
of other manufacturer's 24-pin rttodels
•  fl-ain Impact Printer
•  Print Speed 1112cps Draft
•  3  NLO Fonts (4111cp4)
•  SK Buffer
•  Epson 5 IBM Graphics Emulation
•  Advanced Paper Parking
•  FREE Starter Kit
•  FREE Colour Kit

STARTER KIT E 2 9  96
COLOUR KIT E S A

M A L  RelP: 53611.43
S41/MI8,  t13•3.36

SILICA PINCE: 1 3 3 111  t,, + V A T  w  E 2 2 2  0 8

PRINTERS

FREE!
COLOUR

KIT

£189

1 9 2  DRAFCPST 2 4  PIN

SWIFT 24 - COLOUR!
The Citizen Swirl 24 al one 0  Europe's beet selling

Tlxhientrecarantdeatinli. tts"r:plawamild q u a l i t y  andarKi
black or colour options, mike  ii a  natural choice

•  24-pin impact Printer / n e w•  Print Speed 192cpe Draft
•  4  N W  Fonts (E4cps) C O L O U R
•  S E  Out lay K I T  1
•  Epson, ISM & NEC Pe+ Emuletion
•  Advanced P e w  Parking
•  FREE Starter Kit
•  FREE Colour Kit
nne  M a l e

SISMA M S c
coLouTvainsAmKkTapa...ammitLmA516

k + V A T =  42304 3 3
t 2 5 9

STARTER KIT ( 2 9 1 a 6

Every Citizen printer from Silica, comes complete with the Silica
Printer Starter Kit, including everything you need to get up and run-
ning with your new printer immediately, FREE OF CHARGEI
•  314 Dua l  Format Disk with Amiga & ST Printer Grimm
•  314'  Disk with Drivers for Microsoft Windows 3
•  2  Metre Parallei Printer Cable
•  200 Sheets of High Quality Continuous Paper
•  200 Continuous Address Libels on Porto( Feed
•  5  Continuous Envelopes on Rector Feed
if you a ready own a driMer and would lies a Silica Printer NORMAL RRP

Saner Kit, you ray WOW O n e * :  KIT 5aXII fOr the SCOOP E 2 9  9 5Since price of E24.95 • E5 off RSIPI •

FREE! STARTER KIT

AL

SILICA SYSTEMS OFFERS YOU
•  FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK.
•  TECHNICAL SUPPORT HELPLINE: Team of PC technical experts at your sews.
•  PIECE MATCH: We normally match competitors on e "Same product - Same price" basis.
▪ ESTABLISHED 12 YEARS: Proven trace record in professional computer sales.
•  t a w  T U R N O V E R  (w i th  5 0  s ta f f )  S o l d  and reliable with maintained growth.
•  BUSINESS/EDLICATION/GOVERNMENr  Vo lume  discounts available tor large orders.
▪ SHOWROOMS- Demonstration and training facilities at our London & Sidcup branches
▪ THE FULL STOCK RANGE; All ot your PC requirements from one supptlet
•  F R E E  CATALOGUES:  Wi l l  be  mailed to you with ohers and software/per, pharal details.
•  PAYMENT.  B y  cash, cheque and all major credit cards.

Mont you decide *him m our your new center. we suggest you think very carefully about WHERE you ociy it.
Commie what n will be nee a hair month, afar you haw hobo your Kuala's when you may require ackithOntil
periphamIS or software. co some technical help and advice And, meths company you bin iron, contact yciu with
Caen of new products/ At Silica Systems we ensure mat you win have nothing to worry about 34,-.1i Syron(
a amyl the Itaa leading independent computer Iselin arid V1,11619S ClUlitty evince to veers at hems Si oducaton
and in busineas throughout th• maw. Silos him* bean ootatillohed lor oder la N a m  and I n  annual tomoow
at Eta motion. With our undivelkod Orptylen01
• spertes ae can now claim to meet our c o m e r s
lazummenta with an undemanding which Is SKOV
to now. But mon't tom tam our word tor R. Compete
and return the coupon now for our latest Fre.
' thrum on the Cnizen primer range Inc begin to
accedence the -Silica Systems Service"

SiLiCA
SYSTEMS

NAIL ORDER: 1 - 4  The Mews, Hither* Rd, Sidcuo Kent, DAM 40X 111: 061-301 1111
Ordw  1,Loosec M e l t  1100am   N o l a n  Hight Ocarina F a x  lea 06,301 X03

LONDONSireW - f f  Toitlinham Court Road, London, MP SIM 1 0 :  i thit i  M t
Hours, M o n - l a t  8.30am410:prri N o  Law NVN Opening t i a x  No OtimiW3 4117

Inti I Z I E e i l r - - r i l e t  neon. Oxford Street, London,, W U  1AB l i t  1171•1129 U N  Ht10.10 istri-ea Ws aget woe Spin loweico Mu
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Also known as Bad Dudes vs Dragonninja,
this coin-op cony°  has dudes, and is badfishl

DRAGON NINJA
The Hit Squad, E.2.99
When you consider that the majority of Ninja
games are crap (Shadow Dancer and The
Last NOM series being obvious exceptions)
its a wonder people keep writing them.
Dragon Ninja is also guilty of deserving the C
word. Now some might say that if it's a bud-
get title, it doesn't matter. But when someone
goes through hell playing a tedious game, I
really don't think they'd say, 'Still it was only a
complete waste of three quid.'

The graphics in this horizontally scrolling
beat 'em up are pretty good: nicely defined
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 excitement is lost.

FRAME RATE
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
prospect of yet another mediocre game
of such similar structure to all the rest.

DRAGON
NINJA

LICENCE TO KILL
The Hit Squad, £2.99
Whoop de doo. another Bond title. I imagine
you either love 'em or you don't- Personally I
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' Om kid crisp -  COMMODORE FORMAT 9,  June 1 9 9 1

Some people only have to get their fingers
burned in order to learn a lesson. Typically,
however, our Roger had to go the whole hog.
Whilst reading his own work in Commodore
Format (the bighead) in his back garden, only
partially protected from the sun's rays by the
shade of a tree, he fell asleep and was done
to a turn by the time he woke. Is he still sore?
Read on and decide for yourself...

ARKANOID
REVENGE
OF DOH

game or mish-mash of disjointed arcade
ideas. This one is a mish-mash of styles but,
unlike many of the Bond games, isn't all bad.

Sanchez the drug smuggler is up to no
good so it's up to „limbo to kick his criminal
ass. Three -scenes' are each made up of
sub-sections, where a combination of heli-
copter shoot-outs, running about on foot, and
swimming for your life makes the challenge
varied and interesting. Gameplay is fast, the
graphics neat, and there's a distinctly arcade
feel about the whole thing. At a budget price
it could be hot to trot (like you? -  E .

In the first t r icky level of many,  similarly
tricky levels, James  pilots his hel icopter
into the enemy camp. Looks nice but plays
hard -  you have been warned.. .

FRAME RATE
Yawn, James Bond, licence to keel over.
Actually this isn't as snoozeworthy as
the rest of the Bond titles so if you (a)
like 007 and (b) can't choose which bud-
get game to buy this month, give it a go.

UCENCE TO
KILL

The Hit Squad, £2.99
I can't believe there's anyone out there who
doesn't know what this one's all about. Still,
for the benefit of Mr Eduardo Cortez of dark-
est Peru it's a Breakout clone with knobs on.

Ah, he  looks so peaceful  and serene When
he's asleep (and his mouth's shut -  Ed). i f
only our l i t t le penny-pinching pal  hadn't
ignored that  special  suncream offer...
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As you destroy the coloured blocks, bonus
Icons i looking l ike Contac 2000  capsules)
scroll down for a power-up. Touch this red
one and i t  Installs a machine gun in your bat

Breakout 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, Arkanoid 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 oodles
of features, it's hugely playable, more
addictive than. er, a very addictive thing
and, and... (yea I think we get the mes-
sage. Frames -  Ed).

ARKANOID
REVENGE OF
DOH

GALDREGONS
DOMAIN
Players, E2.99
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 l i t t le  adventuring is B
forming a sinister gig for 'Amazes,' Aid'
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Oh dear. Boi led Frames I  Is p o p ,carte. Soo, i f  Roger had boon
inside playing budget games
instead of sunning his fat  body
then ho wouldn't  be in tho state
he is now. Lot  that  be a lesson
to you (bit of c r a p  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.
Pretty 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
left, 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.

FRAME RATE
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
DOMAIN

The Hit Squad, E2.99
Once upon a time a senile American actor
who happened to get himself into a position
of considerable responsibility went com-
pletely mad. After 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

r e m .  p e r .

space. Needless 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 moves
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 completely

forget to release fire to move the satellite 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 speed, 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.

'Gee, Don... Where's the Wookle?'. This is
about as close as  Ronnie Ray-guns
strategic  Defence init iat ive got to reality

FRAME RATE
It's a lolly little blast with fairly good
graphics and sounds. It makes a good
first impression but I can't see interest
lasting.

SDI
COMMODORE FORMAT 9, June 1 9 9 7  (that's enough sizzlers -  Ed)
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C64
Repairs

FREE
SOFTWARE

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 E49.95 for an Amiga 500
and E39.95 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.

C o m m o d o r e
N a t i o n a l

R e p a i r  C e n t r e
0 7 3 3   3 9 1 2 3 4

FMG House
Newcombe Way, Orton Southgate

Peterborough PE2 OSF

£3995
COVERS

ANY
REPAIRS



T h i s  game's manual has to be read

to be believed. What with it being
translated from Italian and origi-
nally written by Nostradamus it
makes no sense whatsoever to

anyone other than intellectual Latin-folk. It
contains such classic lines as 'I, has a fully
subjective prospective [sic] of the game and
therefore "I" becomes the actual sponsper-
son, the real actor in the game. Wo t  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

Game Play 30 Soccer
Publisher Simulmondo
Cassette £10.99
Disk £15.99

Arif
AorSAIAmitt

rather than from overhead as is
usually the case. After the game
has loaded, turn the page on your
calendar and shave off your beard (I
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,
then specify
a l l e s  w h e t h e r  you're are cC I O  O m  npps w h i l e  you faff

with a  friend on s a i l d  v e r y  g o o d  c o n t r o l l e d  around.
playing alone,

1 , 0 0 u  t h  I f  the other teamthe same team or
e y  a r e  t o o )  is in possession.with a friend on the opposing team. You set ,  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.

up the game options next. These include
game length, difficulty, shirt colour, substitu-
tions and playing position. I 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 l ike
a sausage in the at tacker 's  eyes

CF9, Juno 1 9 9 1  -  for bettor porspoctlino

Confused? Don't worry,  It
doesn't take  long to make
sense of IP3DS

Once into the game it
takes a longtime 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.

4,5

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

spond to the direction you want to T h e  black t
travel. If you have the ball it sticks to i s  nowhere

f
your feet like glue, so you only have s q u a r e  Or  t
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
an opposing player wrests the ball from you

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 3 0  Soccer beats games like

Gazza 11 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
designing a football game handled from the

player's perspective is a tall
order). It's a pitch worth
peeking at even though
the graphics
came close to
scoring an

own goal.
ANDY

earn Is taking a  shot at  goal and the goalie
to be seen. Press fire and position the
he most ef fect ive shotPOWER RATING

THE DOWNERS...
•  Lack of detail graphically
•  Strange display may confuse and
out many off
•  Simplistic garneplay becomes as
repetitive as World Cup highlights
•  The scanner ain't too clear
•  No way to set up a league

layyourself With it
becomes ef fect ive
I I  Good range ol teams to
Choose from
•  Split screen t w o p l a y e r
option is fast and fun
111 intelligent computer  teams
•  Good goalkeepers often
Ames the day (pharp)

to cal l  for the I
you need  n e v e r

be  lef t  ou t  of  the  ac t ion

...AND THE UPPERS

100

0



DEMO) Ramo
Whiis -
encounte
stand. He
common ones.

oat

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 to use
other people's code and claim it as his
own work. Not surprisingly, tamers are
universally disliked (or at least poked
fun at).

RIPPED -  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.

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

-  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 Sof tware ,  185
Callowbrook Lane, Rubery,
Birmingham 645 9TG

Kingsway Computer Services, 72
Glencoe Road, Sheffield

Binary Zone, 153 Farriers Corner,
Westlands, Droitwitch, Worcs
WR9 9EX

E Masaba, 84 Garmoyie Road,
Liverpool 115 3JH

Phoenix, 64 Plumberow, Basildon,
Essex
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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 (P0). But
what if you don't even know what PD is?

PUBLIC DOMAIN

from ea other,  wending
knows? Others a

•
are written just forn d  e x p e c t i n g
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.

software house, who

WHERE IT
ALL STARTED
PD originated in America alter 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.

Public Domain software consists of all kinds M u c h  of it had little or no commercial value
of programs that have been made freely a n y w a y .  Instead, user groups emerged. User
available by their authors. Programmers of g r o u p s  met, swapped or copied each others'
PD software don't charge for their hard work. w o r k  and, in doing so, learnt from each other.
They don't expect financial. A s  modems became more widely avail-

Many PD programs were written to meet a b l e ,  users set up bulletin boards from which
programmers' needs and are subsequently d i s t a n t  enthusiasts could retrieve PD soft-
released into public domain so that others w a r e  or into which they could send their own
may benefit from it. Other programs may w o r k ,  Gradually, the bulletin boards and user
have been created simply to show off a pro- g r o u p s  extended an unofficial network of

grammar's talent -  p o  m o o t s  v i n g  information, every part ofmaybe so much so that t w e e  m o  w h i c h  would be available to

his work comes to w i t h  t h e  H i n e s ,  l e a r n i n g  every user. But PD distributesthe attention of a s l o w l y .  For a start,
downloading a long pro

h i g h e r  s t a n d a r d s  gram over the phonecan be a time-con-
suming (and expensive) thing to do.

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

Demo maker discoveries
A brief mention of some of the great 64 programming

discoveries made by PD entrepreneurs

•  Putting more than eight sprites on
the screen at once
•  Scrollers using screen colour
•  Rapid palette switching to produce
more than 16 colours
•  It's possible to have 25 on-screen
DYCP (different y-axis char position)
scrollers each with a different speed
and colour
•  Screen wobble over 8 pixels
(known as tech tech)

•  Two-way vertical scrolling
111 Border elimination that effectively
increases the available screen area
•  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
•  BOBs that animate hi-res 3D
shapes (usually balls!) in realtime



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

UTILITIES at
GAMES

Commodore 64 users. It was extremely U t i l i t i e s  are programs that can help when
sophisticated and enjoyed tremendous suc- y o u ' r e  trying to get the computer to do some-
cess as long as five years ago. Sadly, t h i n g  in particular, or they may be programs
Compunet is now history, but it contributed t h a t  allow you to use your computer to help
enormously to users' awareness of PD, made y o u  do something you never imagined using
vast numbers of PD programs easy to get y o u r  computer for. A sprite editor that lets
hold of andy o u  draw sprites simply with the
encouraged thou- It's coatunoto fcw efforts to a i d  of a joystick and
sands of programmers b e  c o m b i n e d  i n f o  m e i - l o a d  then saves the sprite
and C64 using enthu- • s o  that you can use it
siasts to get the most • x t m v a g a r t a s s  o c c u p y m g  a s  in  another program is
out of their machines. m i d , a s  h v a  s k i e s  o f  a  d i s k  an example of afine utility. It cer-

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

The list of utilities goes on and on, from
word processors 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 E3-20 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.

Ironically, a new era of
quality 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 were
moving with the times, learning from each
other. They also experimented more with
new techniques and ideas. Luckily for us, 64
PD is alive and well and can be broken down
into three types of PD program.

DEMOS
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 pioneers
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 impossible!).

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 Noise 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.

It you'd like to see more coverage of
Public Domain software in Commodore
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 ,  Monmouth Street,
Bath BA1 2 B W

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 removes 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 E2 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. I won't be
able to reply personally but if there's enough
response I might just come back
(editor willing) and discuss what's
happening on the PD scene.

s until you • m e .
picked out a few v i e w s  from
some of the curre c i r c u l a t i n g
demos for you. Froth over them in the
privacy of your own home!

ob Whi $  Ginger Fox
back to  t l o s  complete
noire ononoehrome

Germany's mighty Crest  crew have a
say wi th  their DYCP scrolling demo on
a rainbow background

Tony Crowther shows off animation in
stunning h i res  wi th a  C64 version of
The Juggler

Super Cool graphics make  their way
onto the 64  thanks to e f f o r t s  of
M a t  of MDA

Hennes Sommer demonstrates his 0
sprite mult iplexor routine and pushes
the 64'$ graphics to the limit

Dontonstrobly bettor - COMM000R1 FORMAT 9, Juno 1991
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F e w  people other than Chantal Cuer

and Francois Mitterand will have
heard of Les Tuniques Bleues.
They star in a series 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, were
not talking about a hexagons-and-blobs affair
with damage points and a 1000-page histori-
cal manual. No, 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-
tain is two opposing sides battling
for control of the disunited states
of America: you can choose to
play either the Yankees or
Confederates. entering the war at

The gray areas show which of
your units ere 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

ME

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 tour years and three difficulty lev-
els. The aim is to capture territory until all
enemy forces have been sent to the great

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 establish a rail supply line — so
its a wise idea to occupy states with rail lines
in them as soon as possible.

There are two basic ways of playing the
game: arcade and strategy. Arcade
mode allows you to directly influence
the course of battles, capture enemy
torts and raid trains; strategy mode has
no arcade

Ah t h o u .  hazy, lazy days of summer.  A f te r  a humiliating defeat ,  one of our boys in blue decides to
lay back and take  it easy.  He's staying awful ly still, though. Perhaps he's just a  heavy sleeper

COMMODORE FORMAT 9, Juno 1 9 9 1  with a Gotlythurgor to got

sequences,
gauging the
success of ( (
your actions
according to
probability — for
example, the

411"-•

The train is on the move, shuttling much
needed gold to your opponents
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CHARGE! When you give the order to a t tack
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 state).

which rooms swift ly across the screen to
reveal the poor blighters you're at tacking

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 excellent cartoon
sequences -  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
INDIANS Ostrich, ea course. they're not) -
Selecting this at  the alert at the game nfidillOne
Meg ward to have a bath, too, making every.
ona's life harder issossey there  orterttle'T Erg

Y o u c a n
tehret the
strength Cif Whin
army hero. The
uglier the mug, the
harder you are

ARCADE -  Morey,
you can even
det ide il you want
to play in strategy
or arcade mode

CLIMATE -  Whether
the weather be cold.
or whether the
weather be hot. WO
still m e , "  you up a
treat. Select It and
be damned

ql%116,4h.
monErot , P
U l l r  •

D AT E -  No. not the rived fruit but the Marton/ year of your
"MHO. The iflitiMi set-up will depend on which pew yew
chorus, land it's an hislowcally eccoratel.

OVERSEAS AID -  Select this and the
filthy southerner, occasionally receive
reintorc amen!. from across the pond

?ILL

REISS A s  with
the Vanilla. Wwl
t a n  C h , 3 0 , , P  h o w

weedy or hard
this side is. Malta
'am weedy rui ono
player game,

JOYSTICK -  Y o u
gue•sed didn't
you'  We thought
you would)

GO W h e n  youge MAlle all your other
choices. click on this and cleave through rile
Conletterates

Here it has a clear  run to its destination.
Stop it gett ing there to hinder the enemy

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

Then I t s  into batt le.  Move your unit using
the joystick but beware  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.

GORDON

SW J g H t l e i l l Y  S S A

Hanging about here is a big mistake really,
as Indians tend to a t tack  hapless Yanks

Game
Publisher
Cassette
Disk

North & South
Info grames
£10.21
£15.32

POWER RATING
ME DOWNERS...

•  Multiload is an intrusion for disk
owners, and an unnecessary bur.

I den on cassette users
! •  Once you've sussed Out the

hardest level, there's little to draw
you back
•  A couple of the arcade
sequences are too easy

1111 • non sty le
•  Fr:, f i l i c u l t y  l e v e l s
•  Three  ski l l  levels  for
human or  compute r  p layers
•  Tw o - p l a y e r  m o d e  e x t e n d s
the l i fespan
•  Opt ional  fea tures  sp ice  up
the a c t i o n
1111 A choice o f  games:  s t rat •
• g y  only,  or  a rcade-s ty le
•  Good sound e f fec ts
•  Exce l lent  d e m o  m o d e

...AND THE UPPERS

100

Blunt in' Grays' fIghtlni days In COMMODORE FORMAT 9, Juno 1991
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COMMODORE (64 REPAIRS Just £29.00 inc
*Commodore authorised and registered repair centre.
*Over 10 years experience with

Commodore computers.
*20 qualified technician engineers

at your disposal.
*We will undertake to repair your

Commodore 64 computer for just
E29.00 including parts, labour,
V.A.T. and post & packing.

* Most computers will be turned
around in just 24 hours!

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

*Power supplies replaced if necessary.
* All repairs covered by a 90 day warranty.

*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 E5,
else your computer will be sent back by contract parcel post.
(WIS 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)

T R E A S I J R E
I S  IL.4%.114

USE YOUR
VOICE T O

LOCATE THE
TREASURE
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Infodini PO Box 36151 4TB Coll Charges 34p Per min Cheap Rite 45p all other times

c9),0 W I N  WITHpo OISMASTER
The Football Pools Predictor

•  -A LICENCE TO PRINT MONEY • Mr F C Hernmona ot Essex.
•  W E  HAVE WON MANY THOUSANDS - Mr P E Roberts of Dorset
•  Just a couple or he many unsolicited testimone s about his truly amazing Football Pools Predictor

Programme which kis consistently estounood us with its acctoracy Check out Its features,. -
•  Predicts Homes. Aways and draws
•  No •KIltlY tirCsnc in Of teem names Unique indexing system tor quicx entry of fixtures and M a l l  •

141 type en the results eaon week Irom your usual
newspaper and the programme updates belt

•  Uses Scientific tormuia wilion a the result of rnany
Sears ol study or Its football poi:ft to give a
Strike rate whiCh is Cons,stently higher than the
laws ot average.

•  Also nas a SEQUENCE PREDICTOR option
in addition to form Predictions which analyses
coupon number sequence. This option has
asto.-ided us in Ins past and conlinuei to do so

•  Can be .sied for 'ague and cup matches.
UOdatea season aster season. No need to
buy a new copy every season

•  Send for POOLSMASTER today and increase
your chances ol Mat JACKPOT Comes con-Oete
with manual and informative POOla Guide.

Disks and Tapes M S S  Inc PAP and VAT.

And here's the proof.-Since pv04rasImg POOLSMAS ER Imo Iasi year
lot' P E Roberts at Dorset has had no less than
THIRTEEN w a r m  wins totaling an irCrOCitlie
C a n t  :1'1,0f0,..g9011 of wnntig S t e  evilelable
on r14181n.
Yips n e a r l y  F O R T Y  FOUR THOUSAND
POUNDSIII
POOLSNIASTER h e s  prov ided  l i tere i ty
H U N D R E D S  or ! M I N S '  divioirkill W E E K  A F T E R
WEEK. E v e r y  week Ishngs us news ol yel
another winner.
Jelin !heal winners send for POOtSMASTER
TODAY,

COURSEMASTER
The Horse-Racing Tipster

•  BEAT THE BOOKIE FOR A CHANGE!
•  RATES ANY RACE IN MINUTES A N Y DAILY NEWSPAPER IS ALL YOU NEED.
•  WONS on the s rnple principle that FAST HORSES BEAT SLOW ONESI
•  Gives clear forecast or best selection PLUS second and third tor Tricaala IMO and even

reoornmedit type of bet.
•  Works out your WINNINGS on most popular types of bet is. SINGLES. DOUBLES, PATENT,

YANKEE, CANADIAN ETC.
•  MAINTAINS A BANK ACCOUNT- Bet like a PROFESSIONAL'
•  PLUS the amazing COURSEMASTER SYSTEM BET This Superb easy to use betting system

revarty provaes our customers with MAJOR WINS for small slakes • try n and amaze yourself-
Will e,,en PRINT OUT YOUR BETTING SLIP for you .1 you have a printer,

•  COMPLETE WITH 20 PAGE BETTING GUIDE AND MANUAL.
Disks and Tapes E19,95 Inc P I P  and v.A T.

Both COURSEMASTER A POCLSMASTER available on TAPE or DISK Iv ALL IBM PC s and comostreles, at
APASTRAD PCs, ar PCI',r a  50W-urns Ca d o n e  f.4 •• 28 Alan Amos Inc sll AMS-RAD CPCss

HOW TO ORDER: CHEQUES R O I  TO: INTRASET LTD (Dept C.F.) FREEPOST,
No 10 WOODSIDE AVENUE, CLAYTON-LE-WOODS, CHORLEY, LANCASHIRE

PR6 7BR. OR PHONEFAX FOR LIGHTNING FAST SERVICE ON
02572 76800 ( M e e  Hrs & 24 Hr Order Line), 0480 3284 (Helpdeek 3-4P1A

Weekdays) Fax 02572 74753F51=— IOAJII

ONLY POOLS AND HORSES
Every program written by a mathematician who has spent many years In Me betbrig
Industry, Programs that utilise the tried and trusted methods of the professional, not pie In
the sky theories that fall to pass the test of time.
FOOTBALL SOXFOrnise Written by a former pools expert for Uttiewoods. The program has
forecast Over 501/4 more draws than would be expected by chance Homes, aways and
draws shown In order of merit and true odds given for every thatch. Melt  tables show at a
glance the team currently in form and those having a lean spell. Australian Pools program
Included in the priCe•
POOLS el-444tant by the same author' Full details given of 369 easily entered block perms
ranging from 9 to 73960 lines and from 12 to 56 selecbons All are accepted by the pools
firms and are checked in seconds by your computer.
RACING 110KFEMIAt Course characteristics (built into the program) as well as the fOrrn of
the horses are considerd to speedily produce an order of merit for each race. Designed
for flexibility allowing users to amend the program if they w i t .  Price still includes the h/ghly
acclaimed HANDICAP WINNER • more than 1000 winners every year - over 25% of them at
Si  or better
IrlutES (Tao() E15.95 each. E25.95 any two E35 95 all mime. For discs please add E2 per
program. Order two or more and receive FREE a program to work out almost any bet So
good It's used by bookies.

Advertised for six years in the sporting and computer press
BOXott CLEVER-01T THE BEST
BOXOFT (CF), 65 Aliens Meadow Heston,
South Wirral. L64 950. Cheque/P.01
Access:Visa Tel: 051 - 336 - 2668

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

SPECTRUMS

C O M M O D O R E
agfa-

S o f t w a r e  H i r e  Club
Send S .A .1  f o r  d e t a i l s  t o ,

C. S TAT H A M
3 ,  B r i a r b a n k  A v e

N o t t i n g h a m
N O 3  6 J U

Tal l :  0 0 0 2  5 6 1 0 3 5
W .  c o n d e m n  s o f t w a r e  p i r a c y .

USE YOUR VOICE
TO OUTDRAW THE

GUNFIGHTER
CASH PRIZES

0898 31 35 84
DEAD

JINXED

,114001AL POBox 36 LS1 fIN Col chages 34o Per Min Cheap 45o Per Mr. Al °het ikneit
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BIGGER K?
Dear MB
For four years I was the embarrassed owner
of a C16. Then I swapped it for a 064 (it's a
long story). I have had it for over a year now
and want to expand my memory. I 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 one?

Also, please, please could you tell me
where I can get hold of the tape version of
Firebird's Elite. If not then if anyone out there
has it for sale, I would be willing to buy it pro-
viding it is all there.
Jamie Edwards. 23 Meadow Drive, Market
Weighton, York Y04  3JX. Tel: 0430 871148

Memory upgrades for the 64 are about as
rare as chicken legs (that's chicken lips -  Ed)
so your best bet is to try and get hold of a
C128. I  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 10 (that's
true -  TMB) I 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, p lead?)
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 sof tware lines

Mortif ied 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  B A I  2 B W

The SCART's day Is coming: also known as
Peritel, this plug could c lean up your ac t

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 180 t o  the last, mak-
ing them easier to check and providing a
better, higher quality picture. The standard
employed in USA and Japan is NTSC
(National Television Standards Committee)
which, you'l l  be happy to hear, isn't a patch
on Ours.

SCART is the common 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 connected
to a SCART monitor or telly. It's also the
standard S-VHS video connection.
TMB

EXPAND-O-SPRITE
Dear Mighty Brain
I think Commodore Format is the best mag
about. There are a few questions I would be
grateful if you could answer:
1) I am having some trouble with a sprite
which I programmed my C64 to do. In the
C64 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 EXPANDED SPRITE. Please could you
give me a POKE which will make the sprite
bigger still.
2) I was thinking of buying an Action Replay
mk VI. I live near Bournemouth and I 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 pretty generous
expanding the sprites in the first place and
now you want them even bigger!
Unfortunately, this ain't 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 f loury
using several sprites joined together? Once
you've got the hand of that, you' l l  probably
never look back.
2) The Action Replay is sold by Date' -  look
for the ad in this very issue. or  call their hot-
line on 0782 744707.
TMB
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INQUISITIVE CREATURE
Dear Mighty Brain
I am currently in a bit of a dilemma. May I be
so bold as to trouble you with a few trivial
questions? Anyway, here I go:

Could you give me a run-down of all the
basketball sims on C64 tape and tell me
which is the best in your opinion? (How would
I 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? Is
there any other cheat for Creatures?

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

Please print this letter or else I 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, wel l
there have been a few -  and most of 'em
were crap(ish). Among the more noteworthy
titles are International Basketball from
Commodore 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
over in the GameBusterS section...

Tetris was Originally released by
Mirrorsoft, but has since made its way onto
budget, courtesy of the Mastertronic label. I f
you can't find it in the shops, give Virgin (they
handle 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 hopefully
start the ball rolling, here are my views on the
C64 cartridge.

A waste of money and resources. Is it
really worth spending E25 on a game of far
less quality than one of an
equal price, for the Amiga.
The games player would
much rather upgrade to a 16-
bit machine than pay O D
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 inquisitive Creature and
Andy Dyer's Gamebusters
on•qoing exposé

To save you wri t ing in wi th the same old
quest ions every month,  here are the
Brain's answers to the ten mos t  asked
quest ions:
1) Can you plug a C64GS game cartridge
into the C64?
Yap. Plugs straight in, no problem. Simple
as that,
2) What's your favourite game?
I don't have an all-time lave, 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 HeroGuest. It's
brilliant -  even by my standards.
3) How do I become a computer journalist?
Send your CV (Curriculum Vitae) and an
example of your written work to the maga-
zine you want to work for. I f  you're very,
very lucky (and talented) you just might get
a job as a lowly staff writer_ You should also
look out for jobs advertised in all of Future
Publishing's titles every month.
4) Is piracy really such a bad thing?
Yes. I t  stops programmers earning the
money they deserve. I t  stops publishers
from having the funds to invest in bigger,
better games. It can persuade software
houses to stop writing games for your
machine altogether. I t  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 illegal. So
don't do it,
5) If I find proof of piracy, what can I do?
Contact the Federation Against Software
Theft -  FAST -  on 0386 833501_ There's a
large reward for successful prosecutions.
6) How do I enter POKEs?
To enter some game cheats all you need to

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

COMMODORE FORMAT 9, June 9 9 1  's permanently pickled prophet pages

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 reset Switch (which simply
stops the game from running) requires a
SYS 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 I 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
alignment. There are kits available to help
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 to 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 I do?
Well, i f  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, Hales field 14. Telford, Shropshire
TF7 400.
9) Can we have a demo of (insert name of
five-month-old game here) on the next
covertape?
We always t ly to 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 tape 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
vegetable at:
Samaritan's Corner, GameBusters,
Commodore Format, 30 Monmouth Street,
Bath, Avon BA1 2BW.
TMB

adventure games. But these usually involve
game-saves and the use of the keyboard -
both of which are unavailable on cartridge.
No 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 to
do with this subject (and your reason for
upgrading would be fine i f  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 formal can
be 'simple arcade type', good or bad. Neither
format has a monopoly on depth or involve-
ment, though I agree that game-saves offer a
particular kind of involvement. Oh, and
System 3 haven't given up on anything.

Still, you wanted lively debate. Now you
should gel it. Other readers can come to your
defence or disagree.
TMB

1
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BOOK B R A I N - 0
Dear Brain
Just a few questions from a newcomer to
the C64 (though it's an old C64 I've got!).
1) Is the 1531/11 the only fully compatible
disk drive still available for the 64, or is the
Oceanic 118N lust as good/better?
2) Can you recommend a good reference
book for the 64, as the user guide is natl.
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 Vidcom
instructions if I send a quid 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 you get, do yourself a
favour and buy a fast load cartridge.'
2) Books on the C64 are pretty few and far
between. You  might still be able to get
hold of the C64 Programmer's
Guide (ISBN 0-672-22056-3 or 3-
88963-183-5) from Commodore
(lel: 0628 770088). Alternatively
try these for starters: The
Working Commodore 64 by
David Lawrence (ISBN 0-
946408-02-5): Commodore 64:
Getting The Most From It by Tim
Onosko (ISBN 0-89303-380-4): Easy
Programming For The Commodore 64 by
Ian Stewart & Robin James (ISBN 0-
906812-64-X): Your Commodore 64 by John
Heilborn and Ran Talbot (ISBN 0-88 134-
 114-2) and one more, Mastering The
Commodore 64 by Mark Greenshields
(ISBN 0-907563-38-4).

*hie

3) The cart versh' of Myth has a better intro
and very slighly tweaked garneplay.
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 ana

1280 run C/PM -  but slowly.
The C64 plus plug-In Z80 is
even slower.
5) Unbelievably, yes. The 64
can run PET (Personal

I E l e c t r o n i c  Transactor) softwarebut only text-based applications.V
A O * 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.
6) I f  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.
TMB

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) i t
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 128? As a
owner of a C128D I am constantly frustrated
by C64 games that won't load, like Vidcom
64 on PowerPack 3.
Marcus Gunning, Australia

The CP veggies use a C1280 in the office
as their main machine.Vidcom loads on it
with problem at all. The only game that has
refused to load so far was SSI's
Dragonstrike. We would tell you of problems
but the 128s are extremely compatible,
TMB

On the mail order page are the games
prices the actual price or with the money
taken off?
G Davies, L incoln

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 I
have tried have worked. You say press4:
but I have been looking for three months
and still cannot find this key.
S Davin, Hull

That's probably the cause of your troubles.
The ; (semi-colon) is on your 64 between
the = key and the (co lon )  key, above the ?
and right SHIFT key. Martin Pugh (aka The
Master Hacker) is an invaluable source of
POKE& 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).
TMB

What is a parallel computer and does
Commodore make one?
Key Moore, Norfolk

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

Parallel machines are usually found
where intensive number-crunching is
required, l ike 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 parallel processing machine.
TMB

What computer game has been the most
successful on the CM.  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 E24.95, while cassette
and disk are E9.95 and .C14.95 respectively.

However, the most successful C64
game has to be Robocop which busted its
way to number one in the charts -  and
stayed there for absolutely ages.
TMB

Recently 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 C64 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?
Neil 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 to stop produc-
ing 64 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 turn 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 to design
and make a new ROM containing your mes-
sage. A simple task for me but not one I'd
recommend to you, seeing as humans only
live for around 75 years.
TMB
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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

T h i s  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
LEFTS. RIGHTS and MIDS.

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 LEFTS,
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 Salt, Back To Basic,
Commodore Format, 30 Monmouth
Street, Bath, Avon BAI 28W.

Funny iooking characters
Encountered strange looking symbols
in Phil 's program. These are Control
Keys and Back To Basic told you how
to generate them in CF-7. Dig it out if
you get stuck.

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 symbol: 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 I F  3 < 4  THEN P R I N T ' Y E S -

-  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 I F  2.<0 THEN GOTO 3 1 0

or something. (Look at line 220 of the
last issue's Basic program for an example of
this in use!) 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 technique 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 L E T  M . 5
10 I N P U T  ' G i v e  me  a  n u m b e r " ; N
20 I F  N<>M THEN PRIN1 - . 4 r o n g l  T r y
A g a i n ! "
30 GOTO 1 0

Foolin' Boolean COMMODORE FORMAT 9 AND Juno AND 7 9 9 7

4

It 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 T h e  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 I N P U T  ' W h a t  d o  y o u  s a y  ( Y / N ) " ; a $
20 I F  a $ = " y "  O R  a S . " Y "  T H E N  P R I N T

The m a n  h e  s a y  Y E S ! '
30 I F  a $ = " n " O R  a S = " N "  THEN P R I N T
"The m a n  h e  s a y  N O V

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

1 OR 1 =  1
0 OR 1 = 1
1 OR 0 = 1
0 OR 0 = 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',
you wanted to be really flashy. AND is useful
in testing for more than one input. Like this:

10 I F  a S = " y e s "  A N D  s < I 0  THEN P R I N T
' Yo u ' v e  d o n e  i t ! '

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:

1 AND 1 = 1
0 AND 1 = 0
1 AND 0 = 0
0 AND 0 = 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. II something is true then it makes it
false, and if it's false then it makes it true. So:

NOT 1 a  O pNOT 0 -

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 Basic!).
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1  1 1 1 F  1 0 1 5' LEFTS, MIDS t
1 A N D  RIGHT$These are neat commands which enable you

to test strings (alphanumeric variables) con-
taining letters and words in very specific
ways. LEFT$ only looks at letters on the left
of a word, MIDS looks at letters in the middle,
and RIGHTS looks at letters on the right of
the word. Take the word 'Commodore':

LEFTS
1

MOS R I G H T S

COM M O D  O R E

i .  • B u t  these commands don't just look at anyold bit of the word. Just the bit you tell them
to look at. Take LEFT$ for example:

10 A S = • C o m u o d o r e •
20 B S . L E F T $ i A S , 4 )
30 P R I N T  B $

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

10 I N P U T  ' W h a t  d o  y o u  s a y  ( Y / N ) * ; f $
20 L E T  a $ = L E F T S ( f $ . 1 )
30 I F  a S - - - y *  O R  a $ = • Y °  THEN P R I N T
*The m a n  h e  s a y  Y E S ! '
40 I F  a $ = * n *  O R  a S . * N *  THEN P R I N T

The man h e  s a y  N O ! *

— which gives a better result, as you could
type 'Y', 'y', '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 MIDS.
These work like this:

10 L E T  AS="Commodore -
20 L E T  13$ .1 .41 IWAS,4 t3 )
20 P R I N T  BS

When this program is run the output is: 'mod'.
And finally RIGHTS, which as you can imag-
ine is just 11ks3 LEFT$ except it grabs letters
from the right hand side of the string, like so:

10 A S = - C o m m o d o r e
20 13$,-RIGHTS(AS,4)
30 P R / N T  BS

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

'MAT'S ALL
That's about it for this month. Drop me a line
if you have any questions about Basic pro-
gramming, hints and tips on things you've
discovered, or things I 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, Commodore Format, 30 Monmouth
Street, Bath, Avon BA1 28W.

ECHY TIPS CD
Snoutyt hi-score table
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.

2 0  P O K E  5 3 2 8 0
3 0  D I M  S ( 1 . 0 ) ,= 0 :  S S ( T ) = " S N
5 0  A S = " Y O U R  N
6 0  6 0 S U B  1 0 0 0
1 0 0 0  R E M  41-11Hil
1 0 1 0  P R I N T  " L .
1 0 2 0  F O R  1 = 1

1 2 0 0 :  6 0 T O  i
1 0 3 0  N E X T
1 0 3 5  F O R  1 1 = 1
1 0 4 0  P R I N T  " . 1
i 5 ) S S ( T 1 ) :  M
1 0 5 0  P R I N T " S N L*-11e1
1 0 6 0  P R I N T " "
WILI ." ,T*2)
1 0 7 0  P O K E  6 4 6
1 3 ( 7 ) S ( T ) T A B ( 1
1 0 8 0  I F  P E E K (
1 0 9 0  R E T U R N
1 2 0 0  F O R  1 1 = 9

S S ( T 4 - 1 ) = S S ( T
1 2 1 0  R E T U R N
2 0 0 0  P R I N T  P E
READY.

k6
S S ( 1 q ) :  F O R  1 = 1D U T Y " -  N E X T
AME H E R E " :  S = 1 . 0 0
: E N D

n A I N O N I V E 5 L N R E
TO 1 0 :  I F  S ( T ) < S
0 3 5

TO 1 0
e i r T i " E " T A B ( 7 ) 5 (

* *  P R E S S  A N Y
L E F T S ( " . 1 1 1 1 1 1 1 1 1

, R N D ( 1 ) * 4 4 - 1 2 :  P R5 ) S S ( T ) :  W A I T  1 6
1 9 8 ) = 0  T H E M  1 0 7 0

TO i  S T E P  - 1 :  S) :  N E X T :  S S ( T ) = A
E K ( 1 6 2 ) :  6 0 1 0  2 0

TO 1 0 :  S ( T )

T I M E  * * *
L O F  F A M E !

THEN 6 0 S U B

T i ) "  r r T A B (
TO C O N T I N U E

JulaaJJaaaaaaaallasag
I N T  " C " T  T A
2 , 1 8 0

( T - 4 . 1 ) = S ( T ) :
S: S ( T ) = S
00

-X-PF

Y O U R  M A H E  H E R E

S M O U T V

S M O U T V

S M O U T V

S M O U T V

S M O U T V

S M O U T V

2 1 : 5 : R M i l ; N I M i l i M f f i t i l l : I M I N U M E M

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 I
think) one called S and the other called SS.
It then fills the scores (S) with 0 and the
names (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.

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?

Andhoniesthat
high score table
In full.
from some
scores, some
names and a
g m m e t o g o i n
h o n t o f i t . W h y
n o t t r y t o g e t
e a c h n a m e t o
appear in a differ-
ent colour, or
even cycle
through different
colours? (And
w h f t e y o u r a b o u t
it, wr i te  a game
to go on our
c o v e r t a p e o s
w e l t - E d )

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 I tell you it isn't hard! Let me see what
you've come up with, and if you're lucky I
might give you a prize.
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1-Z
LASER SQUAD- z  z

(ASS

_

C A S S  ONLY HOSTAGES zz._ -"STIR atAZY1'77.
DISK ONLY H O B O  ) .

E.3.99
71- \,•\,-\/ 9 9

SPECIALS D ISK
3 Stooges. ...
l imo & Magic_

.3.99

Bloodeych

CASS C7•99

Dela Vu .4.99

President Elect .... . . . 4  99

Snare .. 299
Uneheed .4.99
Ferrari Formula 1 6.99
Peke Potation .

Cass £3.99

Demons Welter (SW) - . . . . .

OragcnSprll A Type 4 99

Hamm...191 .8.99

4 es
Dositorat 4 99

Games Sommer Edtbon 4 99
... . 2 . 9 9

Ghostbusters 2 4 9 9
Thunder a ' 1 9

MIND- SOCCER
STRETCHERS MANIA
CASS OR DISK CASS C7•99

£13.99 DISK E9.99

Monopoly
Scrabble
Clue-do

Microproser SocCer,
Gazza's Soccer,

Football Manager 2,
Football Manager

World Cup

WORLD CUP THALAMUS THE
COMPILATION 90 HITS CASS OR

Cass £3.99 DISK E6.99
Disk £11.99 Hur le rs  Moon
011. Cavy Level*,

lioNhat Tracksuit
Manager

Due Dex
Hawkeye, Armalyte,

Delta Sanxion

TOLKIEWS
TRILOGY
Only 8.99

DYNAMiTE
Only E9.99
Cass Only.

Attertkener. Last
The Hobbit Ninja II, WEC Le

Lord or the Rings Mans. Double
Shadows ot Mordor Dragon

FIVE STAR VOL. 3 SEGA MASTER
Cass Only £4.99 MIX CASS £11.99
Way at the Exploding DISK t  14.99

Fad. Trelatimir lkietud,•
Tao Cell, Fireaxd.

S.,,ket-urce karrhte.

Staler Wordertoi,
Crackdown

Thunderotede.
nynamde Dot. 11,rboAhem allrun

UP CONSTir 11/1111.8.1„7
4 4 e

SPECIALS CASSETTE
30 Poca
Atiertourner
Atomic Reboidd
Barbarian 2
Blooderych
Brian Cbughe Football
Carrier Consinarld

Daily Doutee Horse Radng
Defender at Croen
DOubla Dragon
Dragon Breed
Drasty Wars
E-Moson
Fitrntos Quest
Grostbusters 2
Headcoach
int. 3D Tennis
Law  Squad
Last Nine 2
Mr Ka i
Nine Spill
P47 thunderbolt
Pro Tennis Tour
Pub Games
Rek Dangerous
Silkworm,
Snare
Steel Thunder
Stir Crazy - Bete
Time & MagicTime Machine
Tracksurt Manager
Tumcan
Weird Dreams
X-Out
Zombi

G a m e r !  CSlisich 2
Only 58-99 Otek 81299

Mateheey It Ian
Botherns Test Makti
Beaker Master, Stew

Hang On. had.. n' Ptak"
Sueedeor Wirder

etyrnplad. &eye Nevis
SeInnitar Nick F-adn's

Oven

IN CROWD
ONLY C10-99

Barbarian. Gry.or.
Cre2V Cars

Predator, Kano,
Combat &Swot.

Target nemeade
Platoon

SUPREME
CHALLENGE
ONLY E4.99
DISK E10.99

Elite. Ace, Sentinel.
Stargisder, Terns

MEGA MIX
ONLY £9.99
Barbanan II

Dragon Ninja.
Operation Woil,

The Real
Ghostbusters.

.399
2.99
499
399
4.99
3.99
7.99
3.99
4.99
4 9 9
2.99
3.99
3.99
3.99
4.99
3.90
2.99
3.99
4.99
3.99
3.99
4.99
4.99
4.99
2.99
4.99
2.99
1,99
3.99
2.99
3.99
3.99
2.99
4.99
2.99
2.99
4,99

FIVE STAR VOL. 1
Cats only £4.99

Spinclaty.
bolds,

Scarabaeus.
Batelyx,
Equinox.

TArro COIN OP
ONLY £8.99

Hawn. FlY,N shark
Btallas Bobbre,

Arkanoe Staaa178t
Arkanerd II Reregaide

Legend or 'cage

SOCCER
SPECTACULAR

Only £4.59
FOOtbdi Marager, Peter

Heardstwie Soccer.
World C,rempuare.

h e l l  Morectoone.
Scx.yer Supremo

THE 812
ONLY C10-99

Operation Wall
R• Type.

Batman Caped
Crusader.

Double Dragon

30 RED HOT HITS
ONLY E7.99

Ghosibusiers FA Cup.
Agent X 2, Kane. LA Swat, Nina Master.

Rasputin 011ie and Lissa. Ricochet Zolyx,
Way al Exp Fist, Dan Dare,

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

Thrust. Harvey Headbanger, War Cars,
Tarzan, Ninja Hamster, Enlightenment-

Druid II. Mystery of the Nile. Mega
Apocalypse, Magnetron, Morpheus,
Frightmare. Traz. Samurai Warrior

CBM64 TOP 50 HITS
CASS D I S K

Shadow Waniors 7 . 9 9  1 1 . 9 9
Robocop , . . , . . . .  ................. .7.99...  11 .99
Chase HQ 7 . 9 9  1 1 . 9 9
Operation Thunderbolt 7 . 9 9  1 1 . 9 9
F16 Combat Pilot . . 1 1 . 9 9 .  1 4 . 9 9
Rainbow Islands _.._....._ ............. 7.99  1 1 . 9 9
Batman the Movie ................7 .99 . ,  11 . 9 9
New Zealand Story 7 . 9 9  1 1 . 9 9
Project Sleadth Fighter ...... t  .99.  1 4 . 9 9
Midnight Resistance 7 . 9 9  1 1 . 9 9
Rick Dangerous 2 7 . 9 9 .  .  11.99
Kick Off 2 7 . 9 9  1 1 . 9 9
Golden Axe . . .   1 1 . 9 9
Greg Normans Ultimate 0011...11.99 1 4 . 9 9
iron Man oft Road Racing,- -.7.99  1 1 . 9 9
Mutant Ninja Turtles 9 . 9 9  1 2 . 9 9
Creatures. . 7 , 9 9   1 1 . 9 9

11.99
Buck Rogers N / A  1 8 . 9 9

14.99
Gazza 2 ...............................8.99 1 1 . 9 9

1 1 . 9 9
1 2 . 9 9

Saint Dragon__ ....... . . . . . . . . .  .8.99 1 2 . 9 9

CBM 6 4  CLASSICS
CASS D I S K

Colossus Chess 4 7 . 5 0  1 1 . 9 9
Colossus Bridge 4 8 . 9 9  1 1 . 9 9
Airborne Ranger 1 1 . 9 9   1 4 . 9 9
Oualerback  7 . 5 0  1 1 . 9 9
War in Middle Earth 7 . 5 0  1 1 . 9 9
Heroes of the Lance .........  1 1 . 9 9
Oragorts ot Flame 7 . 5 0  1 2 . 9 9
Pools of Radiance N / A   1 9 . 9 9
Hillstar  N I A  1 5 . 9 9
Curse ot the Azure Bonds W A  1 9 . 9 9
Silent Service 7 . 5 0  1 1 . 9 9
Red Storm Rising 1 1 _ 9 9   1 4 . 9 9
Super Cars (I  D.11)  W A  6 9 9
Caktornia Challenge (T.D. II) W A  6 . 9 9
Dragon Wars  N / A  1 2 . 9 9
Risk  9 . 9 9   1 2 . 9 9
Pirates  1 1 . 9 9   1 4 . 9 9
Addrnall  W A  1 3 . 9 9
Russia  W A  1 3 . 9 9
Panzar Battles N / A  „ 1 3  99
Panzar Strike,  N / A  . 1 9 . 9 9
Carrier Command 1 1 . 9 9  1 3 . 9 9
Football Man II •  Exp. Kit 7 _ 5 0  1 1 . 9 9
Baniechess W A  1 2 . 9 9
Muscle Cars (TO II)  6 . 9 9
Ultima 5 W A  1 4 . 9 9
Knights of Legend W A  1 5 . 9 9
Jet  W A  2 6 . 9 9
Bushido 7 . 5 0  1 1 . 9 9
War of the Lance N / A  1 9 . 9 9
Tangled Tales W A  1 5 . 9 9
Times of Lore 7 . 5 0  1 4 . 9 9
Skint Car . . . . . . . . . . . . . . . . .  - 7 ,99 .  ..... 1199
Gunship 1 1 . 9 9   1 4 . 9 9
Dragon Nina 7 . 9 9  1 1 . 9 9
Flight Simulator 2 1 2 . 9 9   2 8  99
Castle Master 7  99 1 1  99
Space Rogue N / A  1 4 . 9 9
Might & Magic 2 N I A  1 5 . 9 9
Test Drive 2 8 . 9 9   1 2 . 9 9
Eintyn Hughes Soccer 8 . 9 9   1 2 . 9 9
Monty Pythons Flying Circus. 13.99  1 2 . 9 9

CARTRIDGE CBM64
Batman the Movie ....  1 9 . 9 9
Badlands  . . .   19.99
Operation Thunderbolt  1 9 . 9 9
Chase HQ 2 1 9 . 9 9
Robocop 2 1 9 . 9 9
Shadow of the Beast 1 9 . 9 9
Last Ninia Rents 1 4 . 9 9
Plotting  1 9 . 9 9
Pang 1 9 . 9 9
Oils Wets 7 . 9 9
Myth 1 7 . 9 9

CASS D I S K
Super Cars   8 . 9 9  1 2 . 9 9
Night Shift ..... ...„. . . 8 . 9 9  1 2 . 9 9
Tumcan 2 8 9 9  1 1 . 9 9
Chips Challenge . . . . .  .8.99 1 1 . 9 9
S . . 8  99  1 1 . 9 9
Lotus Turbo Challenge 8 . 9 9  1 1 . 9 9
Back to the Future 3 8 . 9 9  1 1 , 9 9
Last Ninia 3 _  ... . . . . . . . . . . .  10 99 1 2 . 9 9
Exterminator 8 . 9 9  1 1 . 9 9
Loopz  8 . 9 9  1 1 , 9 9
Extreme 7 . 9 9  9 . 9 9
Ultima 6 Disk ordy
Warlock • The Avenger 7 . 9 9  ........11.99
Welltris  7 9 9  .......
Edd the Duck 7 . 9 9  1 1 . 9 9
Skull & Crossbones 8 . 9 9  1 2 . 9 9
Super Monaco OP . . .  9 9  1 2 . 9 9

_12.99
Viz the Games . . 8 . 9 9  1 2 . 9 9
Elvira M A  1 9 . 9 9
Moonsharki* 8 . 9 9  - 1 2 , 9 9
AtOMit10 8 . 9 9  ..... _12.99
Narco Police  8 . 9 9   1 2  99
The Power 8 . 9 9  1 2 _ 9 9
Navy Seals (cart only) ......  1 9 _ 9 9

FORTHCOMING
ATTRACTIONS

CASS D I S K
Beach Volley 7 . 5 0  1 1 . 9 9
European Super League 7 . 5 0
Night Breed 9 . 9 9  1 3 . 9 9
Player Manager 7  50 1 1  99
Sly Spy  7 . 5 0  1 1 . 9 9
Twin  9 . 9 9  1 2 . 9 9
Night Hinter,, 9 . 9 9  1 2 . 9 9
Liverpool the Gams 7 . 5 0  1 1 . 9 9
Orcus 7 . 9 9  9 . 9 9
Wrath or me Denton N / A  1 4 . 9 9
Duck Tales 8 _ 9 9  1 1 . 9 9
Betrayal  1 4 _ 9 9  1 6 9 9
StargIsler 2 1 1 . 9 9  1 4  99
Stratego 7 . 9 9  1 2 . 9 9
Hard Drivin 2 8 . 9 9  1 1 . 9 9
Shadow Danot 8 . 9 9 - -  ....... 11.99
Star Control  8 . 9 9  1 1 . 9 9
Brain Blasters 8 . 9 9  ....... .. -11 .99
Lone Wolf 7 . 9 9 _ ,  ......... .....WA
Death Knights of Krynn W A  1 9 . 9 9
Gauntlet 3 ...,...... ............... .. 8.99 1 2 . 9 9
Z Oul
Hydra 1 3 . 9 9  ....... - -12.99
Fl GP Circuits 8 . 9 9  1 2 . 9 9
Terminator 2 8 . 9 9  1 2 . 9 9
Code Scuba 8 . 9 9  1 2 . 9 9

Please note that the majority of me
forthcomIng attractions are not re/eased at

time of paint; to press. Mose wilt be
despatched within 24 hours of release

subject to avattabitrry

EDUCATIONAL
CASS D I S K

Seem Maths 112-161 N A  1 2  99
Better Spear(' riF-Adut5

1 2 99

Cherreary 1 F12-16) 8 9 9   1 2 9 9
French iskese (Beg). .  .  ..6 99 . N A
Freneli Misses§ (Ache.  6 . 9 9  P l i A
si.", School 2 under e 7 _ 5 0  9  99
Fir  Scheel 2 6-8 7  50 - -  9  99

Fun Scheel 3 Ulder St .  . 9 1 9 . . . . .  1 2 . 9 9
Rot School 3 5-7.............- ....... - ......... .... . - - - 12 .99
Furl Scheel 3 7. , .  . . . . . . „  .. ,., ,  .. 9 9 9 .  .  14.89
G900raelyw Carnets N A  . - - . 1 2 . 9 9
Ghana. meow (Beg) 6 . 9 9  h i %
Genran lutesSef )  6 9 0  1 4 %

M810001.1, (12-17)... 1 2 . 9 9
Marie Mania 01.121 N A  1 2  99

Gooys Flareerf Eitgas 8 . 1 9  _ 1 1  99
Miaey's Crossword Maker.  B  99 1 1  99

30 MEGA GAMES PACK
CASS ONLY E12.99

Karnov, Gee Bee Air Rally Aeons, Super
Hang On, Real Ghostbusters_ Guaclal
Canal, Firetrap. Knightmare, Galactic

Games. GFL Amercan Football.
Woriderhoy. High Frontier. Inc Shrinking
Sphere, Supersonnt, Prodigy, Basketball,

Park Patrol, Ace 2088, Star Raiders 2,
Explorer, 134g Trouble in Little China.

Mermaid Madness. Corporation. Hacker,
Grostbusters Spindizzy, Baseball, Dandy.

Rampage, Enduro Racer.

Please charge my Access/Visa No:  E x p i r y  date:

ORDER FORM j i  J 6 1 4  VISA
Please supply me with the following for
Computer
Titles Price

Customer Number:

COMMODORE FORMAT JUNE 191

DATE:
NAME*
ADDRESS*

P o s t Code
TEL:

Please make cheques
& PO payable to

Turbosoft
Credit card orders taken, payment
cashed only on despatch. Orders

111111E7' 45 add 75p P&P per item. For
f i rs t  class add 75p P&P per item UK

only, EEC countries add 1.2_00 per
item, Non EEC countries add .C3 00
per item Express Elt1717111114,00 per
I:tern_ A l l  i t ems  sub jec t  to ava i lab i l i t y.
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
Please 11111111. for cheque clearance.



t  C A P T A I N  - 101:77 r- 1,-7 BrUBLOG'I
GOLDEN f " .  - I PCass £8.99 J U D G E  DREDO BLOOD S T E A L 1 1 1

DISK ONLY MISSION - - -
Disk C11.99 2 1 - - .  Cass "-99 4 : 1 1 "  z p i S K  ONLY CiLt111..rs E 1 9 9

Dragon Wars

In Stock Now

13 99
Europe Ablaze... ....................

CART. £19.99 DISK Ell 99

Fire King ............. .  ...... ........... 14.99
Halls M

CARTRIDGE

.... 4 . 9 9
mtArems War 14.99

Panzar Battles ......... • - - -  .....
Patton V Rommel,.

DISK

11 99
Rommell

DISK Ell 99

14.99
Russia

SIN crrT

14 99
Starlight ,

£9.99

1199
Wasteland. 13 99
Banat M Antietam

CASS E7.99

2 4  9g
Battles al Napoleon ................ 19 99
Fast Over Germany .....19.99
Gemstone WoMor. .14.99
Gettysburg, .2499

Mach 24  99
OV13111t1 .19.99
Paant  . . . . . . . . . . . . . ........ 1999
Phantase 2 14.93

Rebel Crtaroit 19 99
Stuloh 19.99
SQ,,1 of liberty ..,.., .......... .............._19 99
Typhoon of Steal . .19,99
War of the Lance 19.99
Warbame Const101 14 99

NINJA 3

In Stock Now

CASS £10.99
DISK E13.99

GOLDEN AXE
CASS. £8.99

CART. £19.99 DISK Ell 99

DEFENDER OF

Chase HO, Powerdritt, Hard
Drivin% Turbo Outrun

MYTH
THE CROWN CARTRIDGE
CASS 0 .99 0  7.99

NINJA REMIX
CASS Esse
DISK E8.99

cAFrr, E14.99

EXODUS
ULTIMA 3

DISK E4,99

IRON LORD WELLTRIS
DISK CASS £7.99
£7.99 DISK Ell 99

FLIMBO'S GUESTSIN crrT
DISK CASS E4.99
£9.99 DISK E6 99

LOAD IT CREATURES
TAPE DECK CASS E7.99

EV-99 DISK E11.99

In Stock Now In Stock Now
T.N.T. WHEELS

Cass E11-99
Disk El 8.99

OF FIRE
Cass E11.99
Disk El  8.99

Hard Drivin', Toobin. APB,
Dragon Spirit, Xybots

Chase HO, Powerdritt, Hard
Drivin% Turbo Outrun

PLATINUM In Stock Now
COLLECTION HEROES
Cass El  2.99
Disk El 4.99 Cass £11.99

Disk £14.99

JOYSTICKS &
ACCESSORIES

Pro 5000 Black 1 2 . 9 9
Pro 5000 Clear 1 2 . 9 9
Pro 5000 Clear Extra  13.99
Quickjoy Turbo 7 . 9 9
Ouickioy 3 Supercharger  8.99
Quickjoy Superboard .14.99
Quickjoy Megaboard ..19.99
Quickjoy Topstar 1 9 . 9 9
Quickjoy Jettighter  12.99
Konix Navigator 1 1 . 9 9
Cheetah 125+ 6 . 9 9
Mouse Mat 6mm 3 . 9 9
5.25" 50 Lockable Disk
Box 5 . 9 9
5_25" 100 Lockable Disk
Box 7 . 9 9
Mouse House 3 . 9 9
Loadit Data Recorder.37.99
5.25" Disc Cleaning Kit 3.99
1541/2 Disk Drive 1 4 9 . 9 9
0BM64 PSU 2 0 . 9 9
064 Dust Cover 6 . 9 9

10 C O M P U T E R  H I T S  V O L . 2
Cass or Disk E4.99

Super Pipeline 2. Mutant Monty.
Henrys House, Gribbly's Day Out,

Snooker, Mama Llama, Raskel. Aqua
Racer. Frenzy, Circus

In Stock Now
HOLLYWOOD
COLLECTION
Cass E11.99
Disk El  4.99

Robocop, Ghostbusters 2,
Indiana Jones, Batman The

Movie

AMERICAN
DREAMS

Cass or Disk E4.99
Hostages
Super Ski

Bubble Ghost

Strider, Black Tiger, Leo
Storm. Ghouls n Ghosts.

Forgotten Worlds

POWER
PLAY

Cart. E24.99
Stunt Car Racer

Microprose Soccer
Rick Dangerous

Turbosoft
Unit 6  & 7

Acacia Close
Chenycourt  Way
Industrial Estate
Stanbridge Road

Leighton Buzzard
Beds. LU7 8 9 E

Opening hours are
Monday to Friday

9.00am to 5.00pm
Saturdays

10,00am to 4.00pin

All prices include VAT
Tel: (0525)  3 7 7 9 7 4
Fax: (0525)  8 5 2 2 7 8

Independent Stockist.
Riombaire Software,

Dublin Bazzaar,
Unit 34 Thomas St.

Dublin 8 Eire.
Shop prices will vary.
Personal callers only

10 C O M P U T E R  H I T S  V O L . 3
Cass only £4 .99

Geoff Capes Strongman. Elidon Cauk3ron.
Blagger- Goes to Hollywood. 30 Lunar
Attack. Crazy Comets, Dynamite Dan,
Banadon Bond. Herbens Dummy Run,

Attack 04 the Mutant Camels

DRAGON BREED
CASS ONLY

E3.99

04.11CKJOY
TOPSTAR

07.99

OUICKSHOT
PYTHON

ES 99

TURRICAN 2
CASS E8.99
DISK E11.99

COMING SOON
SHADOW DANCER

CASS £8.99
DISK £12.99

COMING SOON
GAUNTLET 3
CASS E8.99
DISK E12-99

Licence to Kill, Star Wars,
Running Man, Barbaian 2

ULTIMA 6
DISK ONLY

E19.90

CARRIER
COMMAND

CASS ONLY E7,99

COMING SOONz•oirr
CASS te le
DISK E11.991

TIME MACHINE
CASS ONLY

0 .99

FERRARI
FORMULA 1
CASS E3.99
DISK E7.99

S
CASS E8.99
DISK E 11 .99

10 C O M P U T E R  H I T S  1101-4
Cass only £4 .99

Bride of Frankenstein, Alley Kat.
Starquake, Classic Snooker, Lichl
Mata, Sacred Armour ot Antiriad.

Doactivators, Spindizzy, Skate Rock,
Irldis Alpha, Magic Madness. Dandy

C O L L E c , ) ,
- 0 1 , v  C a s s  E12.99 / Q v

Disk 0 4 . 9 9
Last Ninja, Last Ninja 2,

Flimbds Quest. Dominator.
International Karate, Myth

ATOMIC ROBOKID
CASS ONLY

E4 99

LOTUS TURBO
CHALLENGE
CASS ES-99
DISK E11.99

CHIPS
CHALLENGE
CASS £8.99
DISK Ell 99

COMING SOON
DEATH KNIGHTS

OF KRYNN
DISK ONLY 09 .99

EVORA
MISTRESS OF

THE DARK
DISK O N LY E19.99

HAMOSERFIST
CASS E3-99
DISK E4_99

FUN PLAY
Cart. £18.99
Fast Food

Pro Tennis Sim.
Pro Skateboard

Sim.

WAR GAMES/
STRATEGY

Amencan Civil War 1 1 4 . 9 9
Amencan Clv11 Wm' 2 1 4 , 9 9
AnlerICIPM CiVii Wa r  3 1 4 . 9 9
Banta. Tale 2 6 . 9 9
Bards Taw 3 .  1 2 . 9 9
Badlocheaa 1 1 9 9
Battlefront .
Battlers in Nonnandy....- ..............
Carriers Al War 1 4  gg

5 C O M P U T E R  H I T S
Cass only E3.99

Wizards Lair,
Kettle,

Skool Daze,
Trap,

Popeye_

POWER UP
Cass. E12.99 Disk

E15.99
X-Out, Turrican,
Altered Beast,

Rainbow Islands,
Chase H.Q.

(Personal callers welcome)
HOW TO FIND US

LEIGHTON BUZZARD
LUTON

Maps showing direct routes from the motorway and A5



TECHY TIPS

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

I have written quite 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, Liddingston, Glasgow

11030 FOR T = 4 9 1 5 2  T O  4 9 11 7 6 : R E A D  Q :
POKE T, Q : N E X T
11040 D ATA 1 6 5 , 1 6 , 1 4 1 , 0 , 3 2 , 2 3 8 , 3 ,
1 9 2 , 1 7 2 , 2 5 5 , 3 2 , 4 8 , 2 4 3 , 2 3 8 , 4 , 1 9 2 , 2 3 8
11050 D ATA 1 0 , 1 9 2 , 1 7 2 , 6 3 , 6 3 , 4 8 ,
2 3 2 , 9 6
1 0 6 0  EYE 49152 :PETURN

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 Weer ' .  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 ASCII 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:

POKE 5 3 2 7 2 ,  P E E K  (53272)  O R  8
POKE 5 3 2 6 5 ,  P E E K  (  53265)  O R  3 2

1100 REM . *  B I T  MAP CLEAR R O U T I N E * *
1110 REM * *  CLEARS 8 0 0 0  BYTES FROM
8192 U P
1120 REM * *  C A L L  USING S Y 5 4 9 1 5 2
1130 T = 0 :  F O R  N=49152  T O  4 9 1 7 6
1140 READ A :POKE N , A : T = T + A : N E X T
1150 READ A : I F  T < > A THEN P R I N T  D A T A
ERROR': E N D
1160 P R I N T  "LOADED OK":RETURN
1170 D ATA 1 6 9 , 0 , 1 3 3 , 2 5 1 , 1 6 9 , 3 2 ,
133 ,252
1180 D ATA 1 6 2 , 3 2 , 1 6 0 , 0 , 1 6 9 , 0 , 1 4 5 , 2 5 1
1190 D ATA 1 3 6 , 2 0 8 , 2 5 1 , 2 3 0 , 2 5 2 ,
2 0 2 , 2 0 8
1200 D ATA 2 4 6 , 9 6 , 3 8 8 7

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

Take a look in our Technical  Editor's toolbox
and discover the strange uses Paul Lyons has
in store for your Commodore. Apar t  from his
hi-res antics, a  special  fx fix and  an end to the
decimalisation of  digits, our  Tech Ed reckons
it's t ime to build some character  into your 64

100 REM * T E X T  ON BITMAPPED SCREEN*
110 POKE 5 6 3 3 4 ,  P E E K ( 5 6 3 3 4 )  A N D  2 5 4
120 POKE 1 , P E E K ( 1 )  A N D  2 5 1
130 R = 1 : C = 1 6 : C G = 5 3 2 4 8
140 P = 8 1 9 2 + 3 2 0 * R + 8 * C
150 FOR N=1 T O  11
160 READ A:CP=CC4-8*A
170 FOR J = 0  T O  7
180 POKE ( PA - J ) ,  P E E K ( C P + J )
190 NEXT J
200 P=P+8
210 NEXT N
220 POKE 1 ,  P E E K ( 1 )  O R  4
230 POKE 5 6 3 3 4 ,  P E E K  ( 5 6 3 3 4 )  O R  1
240 D ATA x x , x x , x x , x x , x x , x x , x x , x x , x x ,
x x , x x o c x o x x , x x
250 RETURN

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.
3 In line 240 put your message using the
ASCII codes for each character from the back
of the manual.

FX CONT...
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.

Dear Paul,
I've got two simple music programs for Inside
Info, but before I start, could you answer two
questions for me:
1) Can you transfer tape games on to disk
without using a cartridge?
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 E5
more expensive than the same tape game?
Disks are more expensive to duplicate than
tapes, 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-
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ence between the two.
0 R E M   "  WAVES B Y  PA U L MORG,L •
10 S = 5 4 2 7 2 :  REM S I D  START ADDRESS
20 POKE S + 1 , 2 5 5 : R E M  START FREQUENCY
30 POKE 5 + 5 , 2 1 9
40 POKE 5 + 2 4 , 1 5 : R E M  MAX VOLUME
50 POKE 5 + 4 , 1 2 9
60 FOR Z = 1  T O  5 0 0 0 : N E X T
70 POKE 5A-4 ,128
80 I F  A $ < > "  THEN 2 0

0 R E M  * *  S I R E N  B Y  PA U L MORGAN * *
10 5 = 5 4 2 7 2 : R E M  S I D  START ADDRESS
20 POKE SA-14 ,5 :P0KE 8 4 - 1 8 , 1 6
30 POKE S+3,1:P0KE 5A.24,143
40 POKE SA.6,240:POKE 5+4 ,65
50 F R = 5 3 8 9
60 F O R  T = 1  T O  2 0 0
70 FQ=FR-1-PEEK(S+27)*3.5
80 H F = I N T  ( F Q / 2 5 6 ) : L F = F Q - H F * 2 5 6
90 POKE S , L F : P O K E  S4-1 ,HF
100 NEXT
110 POKE 5A-24 ,0
120 G E T A S : I F  A $ < > "  THEN 2 0

Do you
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, B M  26W_

No SAE's please, as I don't have the
time to reply to every single query per-
sonally. Sorry.



STRONG
CHARACTERS

Decimal Binary
lOs 1 16s 8s 4s 2s
0 1 0 0 0 0
0 2 0 0 0 1
0 3 0 0 0 1
0 4 0 0 1 0
0 5 RI 0 0 1 0
0 6 0 0 1 1
0 7 0 0 1 1
0 8 0 1 0 0
0 9 0 1 0 0
1 0 0 1 0 1
1 1 0 1 0 1
1 2 0 1 1 0
1 3 0 1 1 0
1 4 0 1 1 1
1 5 0 1 1 1
1 6 1 0 0 0
1 7 1 0 0 0

8 1 0 0 1
1 9 1 0 0 1
2 0 1 0 1 0

Dear Inside Info
I recently discovered a great way of

designing your own character set on the C64
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 . 1 2 : Z = L * 1 0 2 4 / 2 5 6
20 POKE 5 3 2 7 2 ,  ( P E E K ( 5 3 2 7 2 ) A N D
240)OR L :  POKE 5 2 , Z : C L R : L = 1 2
30 POKE 5 6 3 3 4 ,  P E E K  ( 5 6 3 3 4 ) A N D  2 5 4 :
POKE 1 ,  P E E K ( 1 )  A N D  2 5 1
40 F O R  J = 0  ' M  5 6 8 3 2 - 5 3 2 4 8 P O K E

The eight by eight grid contains
the character  (a smiley lace  in

this case).  Turning a  pixel  on or
oft (making it  l o r  0) al lows 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*10244-J,
PEEK(53248-13):NEXT J
50 POKE 1 ,  P E E K ( 1 )  O R
4:POKE 5 6 3 3 4 , P E E K
(56334)  O R  1
60 S C = 0 : Z = 1 0 2 4 * 1 2 : F O R
J=Z-F(SC*En T O
Z + ( S C * 8 ) . 7 : R E A D  AS
70 N = 0 :  F O R  T = 1  T O  LEN(AS)
80 N = A S C ( M I D S ( A S , T, 1 ) )
4 8 : N . ( M ( M > 9 )  * 7 ) * 1 6 < U P
ARROW>(LEN(AS)-T)+N
90 N E X T T: P O K E  J , N : N E X T  J
100 D ATA
3 C , 4 2 , 9 9 , A 1 , A 1 , q 9 , 4 2 , 3 C

Run the program and wait. The program
takes about a minute before the READY
prompt appears. When it does, press CI 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
Bound up by binary? Hexed by hexadecimal? Neither of these two counting systems
are diff icult 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. Using 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.

Hexadecimal
is 1 6 s  i s
1 k l  1
0 0  2 1
1 0  3
0 0  4
1 0  5

0 1  0 6

1 0  7
0 0  8
1 0  9
0 i  0 A
1 ' 0  B
0 0 : 1  C
1 0  D
0 0  E
1 0  F
0 1  0
1 1  1
0 1  2
1 i i  3
0 ' ,  1 4

IECHIt TIPS CD

0 0

11.

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 statement 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.

110 S C . 4 2 : Z = 1 0 2 4 * 1 2 : F O R  J=Z4- (SC*8)
TO Z-1-(SC*8)-1-7:READ AS
120 N = 0 :  F O R  T . 1  T O  LEN ( A S )
130 M . A S C ( M I D S ( A S , T, 1 ) ) - 4 8 : N =
(N-1-(m>9)*7)016<DP ARROW)-(LEN(AS)-

T).-N
140 NEXT T: P O K E  J , N : N E X T  J
150 D ATA x x , x x , x x , x x , x x , x x , x x , x x

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 W h e n  you
RUN this program you will find your new
character has been substituted for the
asterix_ ASCII 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.

Freaky Fractals
One minute our fractal generator (CR)
was working fine, next thing it's in the
mag littered with mistakes! To make sure
you're getting a regular supply of frac-
tals, type in the main listing exactly as it
appears, but delete the exclamation
marks (!) in lines 320, 510, 520 and 560.
Also make sure that )(OFFSET in line 280
is one word. OK?

How do you value your COMMODORE FORMAT 9, June 1 991 ?



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 ADM)
alliance

Five or six years ago, SSI 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 AMID  itself had its
roots in traditional wargaming.

Four years later, the list of AMID  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. HMsfar 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!

across them in Death  Knights of  Krynn

COMMODORE FORMAT 9, June 1 9 9 1  Death knights -  evil frights

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...)

F e a r  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 ACM() games jointly devel-
oped by the ISR!SSI alliance, it's the fifth
game based the same player interlace and
the eleventh AD&O computer product
overall. It begs the question, how
many people are they still interested
in the series? It 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 quick-start saved game position)
and a couple of high quality manu-
als which contain a wealth of
information. You control a group
of detailed characters; wizards,
fighters, thieves and the like,
by using a joystick to select
moves from menus.

The initial task the
characters have to com-
plete is the successful
defence of a friendly outpost
from hordes of evil creatures -
Draconians -  and their allies (these
include zombie dragons, skeleton
warriors and many others). There are
many more tasks to be accomplished as the
adventure unfolds and you play out these as

A ,  i i  t a g  GOW r  L O W E D  1, ,

F1 m

. I l l  4- ‘ M L E r  5 n n  tome TEE
1 s l  Li_ A ; L L  I -EMMY- I  OM. M O O  M O T E  s 6 11 L  TM 1 tki

r  t i l l i  L 1 i l l  e t i O t r f  T I M  t o t  Cit3r1 MG 1 2 , 6 11 E /  !1 oIor TUE Dtaaos.

I n .  I L I . .  •  •  1 . •2101,01110,0 M U M  S M .  m a k e r a d .  a a l e a , . . •  w a w a  y o u  , m a a wet-

A year af ter  Champions of Krynn, the adventure
begins at  a celebrat ion 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-
ground these
encounters
are easily

related as sto-
ries. And that's

when you know
how much fun you

had, when you tell
somebody the next

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

1

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 I
thought I'd got it sussed
and speeded up my instruc-
tions I 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
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Game DKOK
Publisher SSI/US Gold
Disk £24.99

ni

adventure, there's more to
it than that: later you
might find yourself on a
wilderness 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 quite
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

one is as good a
game of its type
as any (it has
six difficulty lev-

els). However, if
you have bought

one before but haven't
finished it, why not? I 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
buy another. On the other hand, this is a

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. S E A N

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

)
3  3 i

This is Ariela. She can be
found in the city of KaInman
and warns you of a trap

•

Sir Kart a Champions of
Krynn hero returns, undead,
riding a zombie dragon

Sir D r y * *  the heed of the
party, takes a break from all
this OK duffing

A priest from eargath 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.

,

This is the leader of the
Knights of Solara/Ma Me
asks you to train with them

Lady Mayen bereaved of Sir
Karl, this feared huntress of
evil is really a si lver dragon

Legions of skeleton warriors and combined
creatures inhabit the wi lderness areas

The combat display is crude but the program
does important work behind the screen-

-al lowing you to respond to the best of
your characters'  abil it ies

POWER RATING

perbly
with..,

any disk swappi
: play any way you

to
trot is easy (and fast

co you get used to it)
•  You only need to look in the
manual every now and then
•  The Adventurer's Journal
packed full of interesting st
•  Mix of gameplay styles to
keep boredom at bay
•  Plenty of special missi
to choose from

You can use characters'
bum Champions of Krynn or
:ItitN new ones when you start'

•nture

Make  that COMMODORE FORMAT 9, June 1 9 9 7



WIN! W I WIN! WIN! WIN! WIN!
OVER E1000 WORTH OF PRIZES!!!

A COMMODORE CD TV!!
0839 - 121236
basically an Amiga with a
cd/rom. worth E600!!!!

SOFTWARE SCOOP!
0839 - 121221

megadnve, master, nes, lynx
famicom etc. ENO to spend.

SEGA MEGADRIVE
0839 - 121222

the awesome 16 bit console
and you can choose a game

WIN!

WHAT-U-WANT
0839 - 121223

whatever your heart desires
up to M O .  Absolutely anything!

The more entries you make, the better your chances

PLUS PLUS PLUS PLUS PLUS PLUS
0839 - 121224 could win you a SEGA GAMEG EAR

All calls last approx 4  mins. One prize per competition.
Calls are charged at 34p per min. cheap rate and 45p per min. all other times.

It you are under 18 please get permission to use the telephone.
PLAY TO WIN, 159  STRATHMORE AVENUE, LUTON, L U I  3OR

TEL: 0582  413943.
WE BUY /SELL /  EXCHANGE ALL USED HARD/SOFTWARE

EPPS

WIN! W I N !  W I N !  W I N !  W I N !  W I N !  W I N !

Game Set &
Match

Matchday 11. Ian Botharns
Test Match. Basket Master.
&ore  Hang On Trace 'n
Feed Steerbenal Wintae
Olympiad. Steve Dans

Smoker, Flick Faldo's Open
ONLY Cass £7.99

Disk E11.99

Taito Coin Op
Hits

Haman Fly Shark, Bulaye
Bobble. Areanoid Slantighl

ArkancadII ,  Renegade.
Legend 00 Kage

ONLY
Cass £7.99

The Biz
Operation Wolf

El-Type, Batman Caped
Crusader, Double

Ofaclof,

ONLY
Cass £9.99

100% Dynamite
Aftenaurrer.
Last Netia II,

WEC Le Mans,
Douhke Dragon

ONLY
Cass E8.99

LAZER SOFTWARE

In Crowd
Barbarian, Giyzor

Craiy Cars, Platoon,
Target Renegade,

Karnov Combat School.
Predator

ONLY
Cass E9.99

Mega Mix
Barbarian

Dragon Ninia
0$aeration Won

The Real Ghositusters
ONLY

Cass £8.99

Magnificent 7
Head Over Heels, Cobra

Arkanold. Short Caron.
Erankle Goes to

Hollywood. Great
Escape. Vie Ar Kuno Eu
ONLY Cass £7.99

Disk E12.99

Sega Master Mix
Super Wonderboy.

Crackdown.
Thundertlade,
Dynamite Dux,
Turbo Cutrun

ONLY
Cass E11.99
Disk E14.99

16 Linden Gardens, Chiswick, London, W4 2EC1.
Tel: 081 747 9344 Fax: 081-995 1325

EIP__59 e a s e
Arnaz no Speeerrnan............  8 52
Atomic % w o o 850
Bad, to the Four. 2. 8 5 0
Esedands _ 7 5 0
BAT
Bawler the PAovis .  0 9 9
etiederT6 . 7 5 0
Bud, Ficgewe 1 1  99
Castle Master . 7 5 0
Chase HQ . 6 9 9
Crealdres . 1 5 0
Da c ,  thunder
De a r t s
Eirisyn Hughes Sacco.
F.Seral 0 . 5 0
Flg. Combat Pilot. , .  .  .  11 5o
N M  &manor 11 1 3 5 0Gazza 2

fireg Norrnane Ultima* God .7.50
international 20 Imes 7 . 5 0
iron Lord  8 . 9 9
tror, O i l  Rd Fledge_ 7 . 5 0

Oft 2 7 5 0

liedroght Ree•alance., 6  99
Mate • Magic 2 999
Wet,. Pythons Flying Circus 7.50

N i r o  Tudidd 9 . 5 0
tem Zealand Story 6 9 9
Nino Revels . . . . . . . . .  5 0
Operation Thundefbal 9 9
°rental Games.. .........  1 1  50
Proiect Stealth Fighser. .....  11 50
Reindue islands  6 9 9
PK* Dangerous 2   . 7 5 0
Ildboca°  6 9 9
Satan
Shadow Warriors. . 6 9 9

Stride. 2 . 7 5 0
Stu,' Runner . 7 5 0

7 50

disk
ti 50
1354)
11.50
11 50
14 99
1999
1350
1899
11 50
10 99
11.50
1150
11.50
11 50
3250
3450
2599
11.50
11.50
11.50
11.50
14.50
1110
1150
1250
1050
1099
1550
l t .50
12 SO
10 in/
11 5 0
10 99
14.50
14 50
1150
11 50
10.99
11 50
10 99
14 50
it SO
1150
"Si )
9 50

Tesl Omen 7 . 5 0
Tone Maciane .  7.50
Tatman 7 . 5 0
IVInCrs or 1-,in
CJIMKOWEERS
%axe Voley .  . . .  ., 699

14 50
Dickafraoss. 6  99
Deck Tees, .... . . . . .  8  50
Ed Me C410k . .  7  50
Ea•ndean Sacer League 6 9 9
Hied Dovio 2 8 5 0
Hoot Ice Rad October 750
Judge Prodd .........................699
Max . 0 9 9
iiverpoot Ihe 6 9 9
NARC . 6 9 9

14019 Hunter - 9 5 0
Night 51119

Player Manage-. _ 6 9 9

Stargider 2 . 1 1 1  50

Taa l  N o e l  0  99
T%Inn World- 9 . 5 0

Warioce
Wellies  8 . 9 9
W.Rah oi the Demon ......

1090
1850
11 50
11 50
1150
'ISO
oi 50
ti 50
11.50
11 50
1099
1099
1290
12.50
12.50
950

1154)
i i  50
3450
3250
12.99
1199
12.50
11.50
11.50
11.50
11.50
14.50

a d e n z z o i  _17 99 Fleeced° 2 . 1 6  99
Cytoerhall ...-..17 99 Chats/ 1i0 2 _16 99
1•4414 3 . . . . .  _17 9.3 Pang _ 1 6  99
Pionag V o g a .  ..... ...17 99

°penmen fiturularbell .....................1699
Searle,* di me Beast 1 6  99
Reirson The Mover 1 6  99
La5t 1 • n o  Reimer 1 4  99

Big Box
Ace 2068. gages. Big ToduNe n Utile China ChapeinnOle Basebetl, Champonshp
Basketball Charnoorehe Feolball Corporabon. Dandy, Ender!) Rarer Leaorie. Eve
Trap Gee Bee Ar Salty, Galactic Games Gnosibusairs, Guadel Canal Hacker High
Fronaev, Incredible Shrnkno Sphere. Karnds. Knghenate, Mimed Magness. Park

l'.r'ol Pmeagy. Rampage. Real Gnostbuslers Spin Dizzy Star Raders 2 S o w  Hang
On Siversort, Wanderboy

ONLY E9.99

Hollywood
Collection

Rotocop, Ghostbusters 2,
Indiana Jones,

Batman The Mowe
ONLY

Cass £10.99
Disk E13.99

Tolkien's Trilogy
The Hobbri. Lord 01 the Rings,

Shadows or Mordor

ONLY
Cass £7.99

Heroes

Licence to Kill. Star Wars,
Running Man. Barbarian 2

ONLY
Cass £10.99
Disk £14.99

VISA

Wheels of Fire
Chase HQ.
Powerdritt

Hard Drmn',
Turbo Outrun

ONLY
Cass. £10.99
Disk E17.99

Please make cheques and or postal orders payable to: Lazer Software

Supreme
Challenge

Elite, Ace. Sentinel,
Starglider. Tetris

ONLY
Cass E4.99
Disk E9.99

Platinum
Collection

Strew Black Tiger, Led Slog,
GitotAt '4 Ghost F04991W4

ONLY Cass £12.99
Disk £14.99

TNT
Hard Drivin',

Toobin, APB, Dragon
Spirit XybotsONLY

Cass E10.99
Disk £18.99

Soccer
Spectacular

Football Manager. Peter
Beardsley Soccer. Worlo

Champon Handball
Maradonna. Soccer

Supremo
ONLY

Cass £4.99
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Game Fire Power
Publisher Microillusions
Cassette C11-22
Disk £15.3115
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here's nothing I like more after a
hard day at the office than to slide
into my Scorpion tank and ride
rough-shod 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 extra pair of eyes.

Each player can also select which type of
tank he wishes to con-
trol from a choice of
three: Scorpion (most
powerful), Shadow VI
APC (slowest but tough-
est) and the Marc XJ1
(fastest). Each one has has a different speed,
armour value and firing ability which consti-
tutes difficulty levels. Choosing a wimpy tank
makes completing the game that bit harder.

Uh-oh, i t  looks l ike tanks at  dawn for our
two intrepid flag-hunters

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, dumb.  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 mill-

tary compounds

*the plot goes like this•cetontaining gun tur-• r s ,  hangars,

T H E  F L A G ,  barracks, prison cells,1! roads, fuel dumps and so
on. One compound belongs to you and one is
your opponent's. Seek and destroy tactics
must be employed here. First find the other
player's compound (easy peasy). Then just
methodically destroy every single building

you encounter.
If you hit a barracks, enemy sol-

diers rush out. You can kill them by the
rather messy technique of running them
over. Now. 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.

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.

ANDY

POWER RATING
THE DOWNERS...

•  Game slows down when the
screen gels busy
•  Strangely, the two-player game
can prove monotonous
•  Shame there is no map screen

In The  play a r e a  is  huge
ishing p e o p l e  is blood-

ty  but  i t  does  add to the
alk ingo

•  Good t rundl ing noises
•  The  ' rescue  t e c h n i q u e
earning more  t a n k s  is rea l ly
t h e  business

Exce l lent  a t t e n t i o n  to
raphica l  de ta i l
Hec t ic  sc raps  w h e n  hell-

ors and  gun
c e m e n t s  get  going

A m i n e  dropper 's  del ight

...AND THE UPPERS
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Ride on

Oh very funny I must say.  Which joker
put Vasel ine on my saddle. Actual ly  this
is the grab option on level one

Here w e  see our n g  majesti-
cally over a t ree  s - t i m e  the
jumps and he falls flat ast his soft parts

...and for those of you who thought the
Hokey-Cokey was  just a crap dance.  It 's
dead useful for punching beasts to death

This agile l i t t le fel low appears in the first boat  'om up encounter.  He's
lean, he's green and he's, or  rather pathetic.  Just  get  in close and
swing l ike your life depended on it— which It does

reviewer takes up arms
will relate the plot of this game in

shorthand as it's far to convoluted and
tedious otherwise. 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
Demon 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 ccillect-'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 joystick — Ed) makes your steed
jump to avoid the various crates and rocks
scattered about.

COMMODORE FORMAT 9 ,  June 1 9 9 1  a t  the l i tHe dev i l  leve l
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Dynamic is what  this dude is. Just one of hi m o v e s  is shown
here in detai l .  He's capable  of more but the question is: is it all  for

show or does he deliver the killing blow? Read on and find o u t . .

s

1 1 I 1 4 4 1 1 ?  / 7
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

and legs

This bloke appears about half  way  through
the game but is one 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 midriff and he'll never suffer those vanity blues again. To
be honest,  it takes  rather  m o m  than one blow to hal this fellow



other one. Level three is a
bit more challenging. A
huge green dragon
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 best 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. I f 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 horned beasts, giant spikes, worms,
huge ants and flying gargoyles. Tragically,
even when this is burned into your memory,

It takes a skilled warr ior  to reach this far. This is outside the
demons castle.  The flying beast ,  whi le  weedier  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,

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 troll 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
I 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 gel 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 arthrit is of the left  leg. But that  doesn't
stop them kicking your barbaric butt
Beast is where to find 'ern. 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

A 0 ,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
Publisher
Cartridge

Wrath of  the Demon

Empire
£24.95

POWER RATING
THE DOWNERS...

•  Only two distinct types of game.
play, hardly any puzzles
•  Collision is unforgiving

stunning scrol l '
backdrops  a r e  s o m e  of  _
best  you' l l  e v e r  see
•  Posi t ively  w i z a r d  anima-
tion (groan)  on both  the  herb
and t h e  bad  guys
•  H u g e  spr i tes  give the
g a m e  the  fee l  of  a  ca r t
111 Loads of levels  w i t h
ent cha l l enges  in t h e m
•  Opportuni ty  for explo-
rat ion in the  last  level
•  Good final e n c o u n t e r
•  Exce l l en t  ' t w e e n  leve l
screens to  drool  over
•  Easy to  r e m e m b e r  joyst ick
control  opt ions

...AND THE
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LIP*

Gosh! What an enormous pear! Lupo leaps up a t ree  only to discover
that its fruit-bearing properties are minimal.  As you can see, this is
one of the more interesting levels

O n l y  last month we told you of a

string of games coming from
new Italian 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; i ts  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. A s  you move through the landscape the
The aim is to traverse these regions and b a c k g r o u n d  scrolls in one of four directions,
return to your own home. You have then fin- d e p e n d i n g  on which way you're travelling.
ished the game. Style-wise Idea have tried to T h i s  is one of the few redeeming features of
come up with a bit of a Mario t h e  game: it's not just a tedious horizontal

Bros clone but, for rea- S O m e t t m e  c .  s roller (more of a
sons that will become s ,  w h e n  y o u  t e d i o u s  four-way

failed miserably. pass a bush or head-buttscrolier then — Ed).
There's a whole host

apparent, they've

Each level con- a platfor

of death-dealing nasties in
-  •  -
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The sign above LA shows that  our lupine hero has to head down-
wards. The large beast  in tow is of unknown origin: I reckon its a
bull, white the Ed is convinced i t s  a  bear  with horns (mad fool)

Down in the sewers,  Lupo passes a floodlit
table (some sort of underground Subbuteo
competit ion perhaps?)

tains platforms dependent m, fruity each level but unfortunately
on the scenario. You can i t e m s  t h e  only way they differ is inM
stand on rocks and logs in a t e r i a l i s e  their appearance. They all
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.

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
headless 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
items 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 Lupo is a few inches

Will you go for Lupo? COMMODORE FORMAT 9, Juno 1 9 9
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illEIMEIts tot*
Lupo (Blue Lou to  his mates)  str ides purposefully across a log
bridge. Having been jumped on, an enemy duck dangles precari-
ously over some deathly spikes. Sadly,  the l i t t le sackers  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: t h e  last level has
no more elaborate traps than the first, there'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
woirs clothing if you like.

ANDY

Lupo Alberto
Idea
£10.99
£14.99

Game
Publisher
Cassette
Disk

POWER RATING
THE DOWNERS...

•  Repetitive levels with only minor
graphical differences
•  Most of the monsters move in a
similar way. No variety in challenge
•  The backdrops and sprites are
generally bland and indistinct
•  No surprises: get from A to B and
that's it
•  The only power up is the boxing
glove and that's weedy
▪  More minus points for the
hideous glitching both of sprites
and background

•
i t s

of  the  f e w  M a r i o  Bros
cl  a r o u n d
•  I t 's  c a r t o o n  t h e m e  and
simpl ic i ty  could  appea l  to
younger  ga iners
•  Pain less  mult i lood,  e v e n
on t a p e

...AND THE UPPERS
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•  F u l l  feature Centronics Printer
Interface.
•  C o n n e c t  your 64 /128  to a range of
full size Centronics Parallel Printers.
•  E a s y  to use - supports
Commodore Graphics Set.
•  O n b o a r d  Microprocessor Chip
means no more programs to load.
•  W o r k s  with most applications.

ONLY £29.99

DIGITAL
SOUND

SAMPLER

•  T h i s  NEW Sampler allows you to record any sound digitally into
memory & then replay it w i th  some astounding sound effects.
•  P layback  forwards/backwards wi th echo/rt.-verb/ring modulation.
•  N o w  with ful l  sound editing module for outstanding effects.
•  F u l l  8bit  D to A &  ADC conversion.
•  M I D I  compatible with suitable interface (Datel Unit  4,;39.99. see
•  L i v e  effects menu includes realtime display of waveforms.
•  L i n e  M i m i c  in / l ine  out/feedback controls.
•  Load /save  sample. U p  to 8 samples in memory at one time.
•  Comple te  software/hardware package. Ta p e  or Disk (please state).
•  N o w  you can tu rn  your Digital Sound Sampler into a Digital Drum
System with your FREE Corn-Drum.
•  8  digital drum sounds In memory at one time.
•  Comple te  with 3 drum kits. R e a l  drum sounds - not  synthesised_
•  C rea te  superb drum rhythms with real and step time.
•  F u l l  editing. M e n u  driven. L o a d / S a v e  facilities.
•  O u t p u t  to HI-FI or through TV speaker.

STILL ONLY E49.99
COMPLETE WITH FREE COM•DRUM DIGITAL DRUM SYSTEM

UNBEATABLE MIDI
PACKAGE!!

•  KEYBOARD MODULE._ a l l ows  101- t-ntry ot
music from the QWERTY keyboard. Sequence i
works l ike digital recorder.

NEW VALUE
PACK

NOW WITH
FREE

COM•DRUM DIGITAL
DRUM SYSTEM

ORE' . 1  midi Dirk
blE 'cm omzs

The 1541 M k  II is a superb quality Disk Drive
specially designed for the Commodore 64/128.
JUST LOOK AT THESE FEATURES...
•  S l i m l i n e  design - an  extremely
compact uni t .
•  Externa lPower  Pack so no
overheating problems (unlike some
other types).

TOTAL PACKAGE INCLUDING
TRIVIAL PURSUIT,  SNARE,

CONFLIZION, SPLIT PERSONALITIES,
SECRET AGENT, NIGHTBREED,

SHADOW WARRIORS, MIDNIGHT
RESTISTANCE DISK SOFTWARE

ONLY
El 49.99

ADD E5 IF NEXT DAY COURIER
IS REQUIRED

FREE m -  ,
MIDI

CABLES

DATEL MIDI 64
INTERFACE PLUS
ADVANCED MUSIC

SYSTEM ONLY £39.99
AVAILABLE ON DISK ONLY

•  T h e  Advanced Music System is probably the  best  MIDI /music  package  ever
produced for the  64 /128  offering a huge range of musical  composit ion features
plus MIDI  compatibi l i ty  • add the Datel  M ID I  In ter face  and you have  the TOTAL
MIDI SOLUTION!!
•  E D I TO R  MODULE... j u s t  l ike a word
processor for music_
•  M I D I  MODULE... t h i s  is the module which
allows the ful l  potential of the Music System and
your MIDI keyboard to be achieved. U s i n g  the
Datel MIDI 64 Interface any MIDI Instrument can

COM It
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•  D i r e c t  drive motor for super quiet
operation and extra long life.
•  P l u s  fabulous collection of Disk
Software - see below for details!!
•  C o m e s  complete with manuals,
connecting leads. etc.. etc.

121111P-_;1-1f-1111111M
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DATA REc-oRD
•  Q u a l i t y  Commodore compatible
Data Recorder.
•  P a u s e  control, counter. etc.
•  S u i t a b l e  for 64/128,
•  Comes  complete - no more to buy!
•  S e n d  now for quick delivery.

ONLY £24.99

be connected to your 64.
•  H U G E  RANGE OF FEATURES-. t o o
numerous to list_ A d v a n c e d  Music System has
literally hundreds of commands and features - •
we have only outl ined some of the main headings
- this is a t ru ly  professional package.
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WITH ADVANCED ART STUDIOUD
•  1 3 5 1  Mouse  is a high resolution two  button mouse featuring optical  counting,
trsflon guides, microswitches,  rubber coated ball and high quality inter lace.
•  W h e n  combined wi th  OCP Advanced Art Studio this graphics package is quite
simply the best system available. T h e  features are unmatched.. .
•  C r e a t e  an image - shr ink  11, expand it, move It, rotate it, copy it, colour it. etc.. etc.
•  S p r a y  patterns or shades. make elastic lines - stretch and manipulate shapes.
•  Z o o m  in to add detail in l ine mode.
•  P u l i d o w n / l c o n  driven menus for ease of use.
•  M o u s e  operation. plus Joystick and keyboard control
•  1 6  pens. 8  sprays, 16 brushes - so f lodble anyone can create superb graphics easily
•  F u l l  cut and paste facilities plus excellent pr inter support.

ONLY
£34.99

TOTAL PACKAGE
INCLUDES 1351 M O U S E

MOUSE MAT/HOLDER
AND OCP ADVANCED

ART STUDIO
M A A S /  STATE IF YOU REQUIRE TAPE OR DISK

ALSO GEOS
COMPATIBLE

•  r i t e  1351 Mouse has two
selectable modes - Mouse or
Joystick mode for max imum
compatibil ity.
•  E v e n  works with the
"Best Selling" GEOS uti l i t ies.
•  S u p e r b  quality.

6c..siniel 1  S t
•  b .  mime, •  •  •
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FREE!
MOUSE MAT AND
MOUSE HOLDER

IWORTH £12.99)  -
WITH EACH PACKAGE

LC 200 6- O U  P R I N T E R  PACKAGE
NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
•  T h e  Star LC200 Colour Printer not only pr ints in Near Letter Quality for your regular Jobs but  also
prints out your pictures from Art  Studio, Act ion Replay, etc.. In generous colour!
•  L C 2 0 0  is a full Centronics pr inter so it works with other computers (Amiga. ST. etc.).
•  M a d e  possible by Daters unique colour printer d r iver,  now you can have a hardcopy in up to 16
colours!? •  N o  more to buy - Just plug In and print l !

PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00
SPRINT 128 PRINTER INTERFACE RRP C29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP C19.99
NORMALLY £394 .98

COMPLETE PACKAGE NOW ONLY £ 2 5 9 . 0 0
COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  £ 1 9 . 9 9

i f  you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.
Works with Serial Version of LC10. Parallel Port, Spr int  128, etc.

HOW TO GET YOUR ORDER F A
TELEPHONE (24 Hrs) - 0782 744707 - CREDIT CARD ORDERS

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS_ NOT WEEKS.
ORDERS NORMALLY DESPATCHED W H I N  411 Hrs. ALL PRICES INCLUDE VA T  UK ORDERS POST FREEEUROPE ADO ETOVERSEAS ADD El. PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS AND SUBJECT

TO CHANGE WITHOUT NOTICE CALLERS WELCOME • Please reserve good* by lessishone prior to ylett A L L  CHEOUESPOSTAL ORDERS MADE PAYABLE TO...

D ATM_ ELECTiOI1CS LTD.,
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,  STOKE-ON-TRENT,  ST4  2RS, ENGLAND

TELEPHONE SALES ONLY 0 7 8 2  744707  F A X  0782  744292  T E C H N I C A L / C U S T O M E R  SERVICE 0782  744324

C O M  M S E  2
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MOST POWERFUL, FRIENDLY AND FEATURE PACKED UTI.
CARTRIDGE EVER CONCEIVED!.

•  TI  ' 11 0  LOAD._ L o a d  202 block program in under 6
seconds - world's fastest disk serial loader. On-board RAM and
ROM achieves high loading speeds. Wo r k s  with
15411571/Oceanic/1581. •

•JFINITE LIVES GENERATOR- Automatic infinite lives!!
Very easy to use, works with many programs. N o  user
knowledge required.
•  PROF- C O D E  ML F u l l  64K Freezer Monitor -
examine ALL memory, including stack, 10  area and registers in
their frozen state. Idea l  for de-bugging or lust for fun!
•  SPRITE ( L  - Freeze the action and view the sprites-
watch the animation customise your games - kill sprite
collisions.
•  FREEZEI- N o w  you can make your old slow
loading programs load faster. S imply  freeze the action and save
to tap;ebi*disk to reload, independently, at superfast speed - no
more waiting for programs to load.

;OMES OF AGE!

PLAY
WILL L

200 BL
PROGRAM

UNDER 6 '
SECONDS •  -

HERE!

•  D I S ,  P Y  E a s y  to Use aiskifile copier. M u c h  faster than
conventional methods. Idea l  for backing up data disks.
•  TA P E  TURBO - This feature will add Turbo Reload to the•
programs that you save to tape - no user knowledge required.
•  FA S T  F01:11AT - Format an entire disk in about 10 seconds
- no more messing about.
•  PRINTER DUMP - Print out your frozen screen to printer -
MPS 801, 803, Epson. Star. etc. - very versatile. *
•  CENTRONICS INTERFACE F o r  parallel printers, Star,
Epson. etc. P r in t  out listings with graphic characters etc.
(Cable required for parallel poll E12.99).
•  E D I T O  N o w  you can edit the entire frozen
screen with this text editor - change names on high scores. etc.
Great fun!! •
•  r  F-N2ED TO01 IN M a n y  single stroke commands for
Load, Save, Dir, etc. P l u s  range of extra commands, i.e. Auto
Number. Old, Delete, Merge, Append, Linesave. etc.

DE SHOW V i e w  ' r i t e  screens in a slide show ty
splay

LOW UP - U n i q u e  utility al lows you to take  any part  of a  pict
"blow it up- to full screen size

SPRITE EDITOR A  complete sprite editor helps you to create,.
edit sprites

MESSAGE MAKER - A n y  screen captured with Action Replay •
created wi th  a graphics package can be turned into a scroll'

screen message with music

W••• • -

HOW TO GET YOUR A crlop,--1-071,Vsl:7mic•
TELEPHONE (24 Hrs)',i0.782 744707 - CREDIT CARD ORDERS

WE WILL DESPATCH YOUR ORDER QUICKLY 6 • E r n e l o r t v  l e , s e s i s e 4 N A g i r - M O V V I N O  THE BENEFITS OFVOLIM INJFICNASE WITHIN DAYS. NOT WEEKS.

ORDERS NORMALLY D E S PAT C M E€ 0 11 4 1 4 0 1  /411.1.1DESTOIEVAL,0410EMS MADE PAYABIAirra„•i•••-•- pATELmheoltntool-cF LtD.,
dtJSTRIAL ESTAtE,ViNTON,  STOKE-ON•TRENT, ST4 2RS, ENGLAND

,;TECHNICAL/CUSTOMER SERVICE 0 7 8 2  7 4 4 3 2 4

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

WARNING 1 8 8 8  COPYRIGHT ACT WARNING
DEMI Electronics Lid nata l  cOOCIOriefi or aultonses the use or ts procloCIS for lIe revddixedu 01

cripyright meter 1,
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Infodial PO Box 36 ISI 41.1i Call (loges 34p Per min Cheap Rate 45p all other limes

COMMODORE SUPPLIES
C64 Power S u p * E 2 5 . 9 9 64 Parallel ConverterE 1 9 . 9 9
C128 Power Supply P.O.A- Vic-20 Modulator E14.99
C16 Power Supply E I 4.99 64 Instruction manual1 9 . 9 9
+4 Power Supply
C2N (64) Datasette

E29.99
E24.99 Dot Matrix Printer E119.99

C3N (+4) Datasette E24.99 64 Reset Cartridge E6.99
64 Slimline Case E11.99 801/803/LC10 Ribbons....i5.99
Mini Office 2 (64 cass).,..S:17.99 Mini Office 2 (64 disk) ...E20.99

MAKE YOUR EARN!
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 irrelevant.
Make the initial effort NOW by starling your own

HOME BASED BUSINESS
This may be the most important move you will ever makel

REMEMBER You'll never get rich by digging someone else's 'ditch". Anyone in the
country. including YOU, can become very rich in a relatively short period of time just
by doing a few basic things! It's more rewarding than playing games. The benefits
are many and varied. Full or part time For FREE details send S.A E. to:
5 1 . M . - 11 . . M . , M W L . W t r , e 1 , — , .3

c
c.

VISA

LIVE
COMBAT

IN
ANCIENT

ROME

A L I E N S
Can You Kill
The ALIENS

For
CASH PRIZES

COMMODORE

me 0 BIALRED)
a  a s i m a s e

COMMODORE 64  REPAIR

31, PILTON PLACE (CF 9)
KING AND QUEEN STREET,

WALWORTH, LONDON 9E17 1DR

Only i:23.50 1 -icluding parts and labour i f  repairable_ Send  machine
only with fault description. I nsu rance  included. Chq/P.O. 's  to

O m n i d a l e  Supp l ies ,
23 Curzon Street, Derby. DE1 2ES,

Tel: 0 3 3 2  2 9 1 2 1 9

0 8 9 8  8 0 0  8 9 1

GLADIATOOREENsI\/IAN EMPIRE

£100
WEEKLY

PRIZE

Call; iia moee Mailmen leen °refine,' tete/ACM tells end sheele only be mode meb It.. peemzeinn or tbe leetcelber.
Cele cosi .14a per min c l i i i  end Itep Per Min ell OOOOO b men. CammeierMal LW. Geildreed. Seem GUI 4.e11

-  LAUNCH MS (COLLECTOR'S ITEM? PROBABLY)
Complete guides to Tau Ceti, Wonderboy In Monstarland and Dkr Herd. Full
games: Tau Ceti, Rebel. Demos: Off-road Racer and St. Dragon
• • •  RICK DANGEROUS 2

Corking Alicroprose platform action powertestad. exclusive Lucastilm Inter-
view. Full games: Pig Tales, Empire and The Blob. Demo: Lords of Chaos

-  CHASE NO2
Carl game powertest. Full games: Split Personalities, Gutz. Demos:
Spiderman. Midnight Resistance, Badlands - plus full Vkicom 64 act utility!

-  GOES TO THE MOVIES
Film tie-in special. Full games: Beyond the Forbiden Forest and Bounder.
DOITIOS Robocop 2 and Lotus Esprit Turbo Challenge

-  DICK M A C Y

One of the worst games of all timel Rick 0 2  and Monty Python mapped. Full
games: Sun Star and Shockway Rider. Demos: Viz and Warlock

W P M  CLASH
Last HIND 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 (iridium. Crystal Castles, Blue Max and 5th Gear

-  PREDATOR EXCLUSIVE
First Predator and Viz reviews. Full games: Mean Streak and Top Duck
Demos: Predator and Elvin'

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 dash (like a
cheque or postal order) for E2.20 per issue. If you're ordering out-
side mainland UK, each magazine costs E3.45 'cos of the
expensive mail costs. Sorry but it's a cost we have to meet.



II

EXTRA'ET O F
GET A FREE COVER MOU CASSE , RY MONTH
GET ONE OF THESE FOUR GIFTS - EEI
GET AN EXTRA FREE MYSTERY GIFT - IT COULD BE A GAME OR T-SHIRT

J - \ L L - • = - 2  ; 1 1  — 1 )  ( J J J j

BACK ISSUES SELLING OUT? GASP! I'D BETTER SUBSCRIBE FAST TO AVOID MISSING OUT!
Save the time 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. 11 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!!

f1Nic 9r:11,1)

owe i s e r  -  The reviewers' choice of joy-•-
k, with adjustable torque and subtle CF colour scheme!

A comprehensive, user
friendly art and design package. Special version, duel cassette

, comes without e .  Sells for an amazing £22.99.
•

rEMS71117A771=11111

T U R B O
CH FILLsnoe

va t

1111

lin's corking new race game for one
t e d  9 0 % .  (CASSETTE ONLY)

An atomic bonding game from Ps n o s i s .

or two players!

CF rated 83%.

10194PPLEASE ENTER MY SUBSCRIPTION TO COMMODORE FORMAT MCK AS APPROPRIATE)
12 ISSUES U K  E26.40 E U R O P E  138.35 R E S T  OF WORLD E51.90 6  ISSUES

To ensure you receive your magazine and tape quickly and undamaged. all overseas subscriptons are sent Air Mail

MY CHOKE OF FREE GIFT IS (Ohlt Y APPLES TO 12 ISSUES - TICK ONE ONIM

PLEASE ALSO SEND ME THE FOLLOWING BACK ISSUES ISEE OPPOSITE PAGE)

TOTAL PAYMENT E

MY METHOD OF PAYMENT IS (TICK YOUR CHOICE)

VISA

CARD NO1
ACCESS E X P I R Y  DATE

171 1
CHEQUE MAKE PAYABLE TO FUTURE PUBLISH(NG LTD)

Enclose this coupon (together with your cheque ;t applicabk) in an envetooe and send to:
COMMODORE FORMAT SUBSCRIPTIONS, FREEPOST, SOMERTON, TAI I 78R
THIS COUPON IS VALID UNTIL 30TH JUNE 1991

UK ONLY E13.20
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a  SPECIAL

H o w  did life in the Universe

begin? Why are we here? What
did I do yesterday afternoon? If
these are the kind of questions
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 into
shoot iem ups, Gordon
Houghton plonks the aliens
themselves on the table and
prods them until they talk

ALIENS

TYPE: Varied 1

If you've ever
wondered what
your internal
organs would
look like if they - ,
had legs and

COMMODORE FORMAT 9 ,  June 1 9 9 1  -  i t  covers the m e a n  scene

Allen Syndrome squidgyeyes, wonder
things strut their stuffno more. 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.
Unfortunately, they also
home in on you...
Location: Alien
Syndrome

1
- H o w  do you separate one alien from

another? The most important feature of

1 ' 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
• a n d  get annoyed if you disturb it or does

it stand there, point to its chin and say,

•en think about getting in the
these guys

o h o  n Species like this
••"' •  a r e  all teeth and

lasers. If you think
you're intelligent,

they're more intel-
ligent; if you
think you're
stupid, you're
right.

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 o e n  -  hit me'? There are other
lectors to take Into consideration, too:
how ugly is it? Does it have bad breath?
Is it just a humanoid with a blue rinse an
a big nose? The following icons indicate
aliens' Danger Factors and help you sort
the Predators from the Morons From
Outer Space.

As dangerous as a
doughnut (or
two) H A t
These aliens t r -
wear targets
on their head and signs
on their back saying 'Kick
me'. Is it worth killing
them? Do you care?

t s  4

o r g h ! "  Possibly danj
gerous to smal

0 c h i l d r e n ,  animals and
fragile ornaments,

Enough 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.

1111.1ffiwano

NA!

4

BYDO
TYPE: Bio-
meichanold
It 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
animal -
which gives
them com-
bined S m i l e  please.  There are  some
strength and f a c e s  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 arid grisly mother aliens dotted
around. If your stomach is made of anything
other than Teflon, you'd be advised to take
albng a sick bag.
Location: R-Type

CELLS
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
vast 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
unique cells, workers and
spores.
Location:
Hunter's
Moon

Like one great  organism,
the Hunter 's Moon cells
get their  act  together

i  ,  7  ,  •  4,1 ir
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GAPLUS
Typal
Insect°id

The Gaplus
have
appeared
in several
mutations

through
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 Gataxibirds).
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.
Location: Gapkis

/PAKICIO

111.1111111.1111411.11111111

Wave goodbye to this lot for now,  but the
insectoid Gaplus have a habit  of returning

GIANT BIRDS
TYPE:
Mammalian
The universe doesn'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
live 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

.1-11:1As ati ;Laand cat food.
Location:
Eagle Empire / -

;q1;10,1

And what
would
Tony
Soper
say about
this lot,
that
they've
got n ice
plumage?
It's about
their
most
frighten-
ing
feature

Malevolent machinery charges its batter ies
and awai ts  the unwary in Ci tadel

GUARDIANS
TYPE: Methaneid
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
them is quickly and ; . , ( 1 , 4 : 1 4 1 , - . 1  J.;
at a distance — if • • - •—
you're hard.
Location:

Citadel /

/ = 7

.••••.

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
oy Androids: these avoid fire, attempt to cap-
ture humans and transform into deadly
Nemesites: 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
nodules and these
guys go out without
coats on. The mes-
sage is clear: kill
or die.
Location:
Dropzone

• tz:j.14;144

The perpetual  quest to save men and
women from Shredded Wheat-eating al iens

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

called
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
much needed.
Location:
Mutants

•  e  •  •• •  •  e• * a  •  • • • •
•• • • • • • 4 0 1  •  •  • •  • ••  •  0 *• •ee a.

One of Mutants  mutants going through that
random evolution phase in l ife

MECHANOIDS
TYPE: Mfahanold
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
dynasts. Many of

171 Nif
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Mechanoids throw a span-
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
most of them.
Location: Firefly

MORGUL
TYPE: Mammalian
If you don't know
about these horrors,
you haven't played
one of the best shoot
'em ups going. The
number of aliens con-
trolled by Morgul is as Q u a n t i t y  or quality? 'dens
large as the crowd at a In Torr ican are both
Barcelona vs Real Madrid cup tie, arid about
ten times more dangerous. Most aliens home
in on you, most of them either fire lasers or

missiles, and they all reduce •  ..%J.Lid id
your energy levels,
Only xenophob
should take up the
gauntlet. Do it.
Location:
Turrican,
Turrican 2 e s/ N a o m i

move 1 1 1

jbai.111

"

1 1 1
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littlir NOW Atm BEAT um BUDIMELPRIF-SUPREMACY
Melbourne House
Simply the best space strategy
game on the 64! Gorgecu s
graphics, stunning sounds and
licredible depth. And it all loads
in one go!

Description P r i c e
Supremacy Cass t i l  .99
Supremacy Disk 614.99

8
Descr iption
Turrican 2
Turrican 2

Price
E7.99
C10.99

Order No
CM155
OM 56

T U R R I C A N  2  Rank* Arts
One of the most technically
advanced C64 games of all
time. Stunning visuals spread
over massive game areas, with
mammoth guardians and mega
awesome weaponry!

Order No
CM143
06144

FORMAT BINDER

Description P r i c e
One binder £ 4 . 9 5
Two binders E 9 . 0 0

PICKED BY THE TEAM , THE BES , R O G R A M S  AROUND FOR YOUR MACHINE!

9

Keep your issues together in this
high quality binder with the
Commodore Format logo printed
on the front and spine in whizzy
daglo orange. Save those mags
- bind 'em!

Description P r i c e
Chip's Chall Cass £8.99
Chips Chan Disk El 1.99

Order No
CAI 03
CA41 04

CHIP'S CHALLENGE
US Gold
Nerdy Chip MacCallahan fancies
Melinda something rotten, but
must complete a challenge first.
This amazingly addictive puzzle
game is a real Corker!

Description P r i c e
Cruiser joystick 6 9 • 9 5

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 OUR 74011

CRUISER JOYSTICK
Powerolay
The games reviewers' favourite
joystick in the snazzy
Commodore Format daglo
colours, Pick the winner and
'shoot 'em up every time!

PRICES INCLUDE
POSTAGE, PACKING

AND VAT
NO HIDDEN EXTRAS

Order No
CM149
CM150

10
Description
Creatures Cass
Creatures Disk

2

10

CREATURES Thalamus
A stunning scrolling platform
game! Guide Clyde Radcliff
through Fuzzy-Wuzzy land to try
and rescue his chums. make it
through to the torture screens for
some brilliant black humour!

Price
£7.99
El 0,99

Order No
OM 05

Order No
CM147

411

STOP PRESS &
M O U S E  Database
Get into the world of DTP with
this brilliant program complete
with mouse. Generate your own
magazines!

Description P r i c e  O r d e r  No
& mouse £ 2 4 . 9 5  C M 1 0 6

5111 OUR AMAZING SUISCRIPTION O M R  OP
FRU B O M A R '  3N PAW 87

11
MIGHTY BOMBJACK

Elite
Bombiack comes of age in this
amazing fly-around-and-collect
'ern-up Loads of levels, hordes
of hidden rooms and stores of
secrets. A great game!

Description P r i c e  O r d e r  No
M Bombjack Cass C7.99 C M 1 5 7 - : .
M Bomb)ack Disk E10.99 C M 1 5 8



Sw MUD FOR U .S  MOWN

5
SUPERCARS Gremlin

Superb racing game with a good
dose of strategy thrown in. Direct
your car found an eightwray
scroling course, make it to the
finish line first and win some
dosh. No messin - Its A Corker!

Description   P r i c e  C I r d e r  No
Total Recall Cass e8.99 0 4 1 4 5
Total Recall Disk £11.99 C M 1 4 6

FUN SCHOOL 3 Database

12
Make leanling fun with these
superb programs designed to
prepare your children for the
National Curriculum.
Fun School 3 is the follow up to
the sensational Fun School 2.
•  Button badge i every box.

•  Designed by a team of educationalists.
•  Comprehenswe manual with separate
parent/teacher notes.

Description P r i c e  O r d e r  No
ES-Under 5 Cass £9.99 C e t t  35_
F.S.Undar 5pisk_ 611.99_ CM136
F.S.S-7  Cass £ 9 . 9 9   0 - 4 1 3 i
F.S.5-7 Disk £ 1 1 . 9 9  C M 1 3 0
ES.Over 7 Cass 69.95____ chAl 39
F.5.0ver 7 Disk £ 11 . 9 9  C t r i l  40

EXTERMINATOR R I C K  DANGEROUS 2

6
Descnphon P r i c e  O r d e r  No
Extennlor Can e8.99 0 4 1 5 3
Exterrn'tor Disk £10 .99  C M 1 5 4

Name

Address

Postcode

AuchogenK
The most unusual coirFop
conversion of al tone Swat the
flies, crush the wasp and batter
the rats in this peculiar pesticide
punch 'em up!

1

Description P r i c e  O r d e r  No
Rick Dangerous 2 67.99 C M 1 4 1
Rick Dangerous 2 CT 0.99 C M 1 4 2

COMMODORE FORMAT MAIL ORDER
Description

Phone number

Method of payment (please circle) Access • Visa • Cheque • PO

Credit Card No

Expiry date Please make all cheques payable to
Future Publishing Limited

Mcroctose
Its A Corkert Without a doubt the
best platform puzzler ever! Amazing
animation, gorgeous graphics and
devish gameplay. A sure fie
winner with al 64 owners!

TOTAL ORDER

CARTRIIIIE
USEFIS!SAVE E5
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 tot E18.99
made payable to Future
Publishing Ltd along with

this voucher to
Narco Police Cartridge Offer,

Commodore Format
The Old Barn

Somerton, Somerset
TAII 711A

This offer Is valid until
31st August 1991

_

Order NoPrice

•  For overseas orders
call Clare tor prices
on 0458 14011

SEND THIS FORM TO: Commodore Format Future
Publistwig Ltd. freepost. Somerton, Somerset. TAll 7BR

No Aaron reamred it imbed lo the Mk. Channel 11.11reSs or the hae of Man



Get going

First of all, relax in front of the loudest
rock video you can get

Make sure it's a really stormy night -  the
wobblier the lightning the bet ter

Check for pizza-shaped gardens strewn
with olive-like deposits

Nip through the first trans-dimensional
portal that pops up

And Bingo! Abandon reality all  ye who
enter here

'Are you the human embodiment  of  ult imate
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 Minds cape

B r i t a n n i a  has had the kind of

history that makes the knees
of Avatars turn to jelly.
(Avatars, for the uninitiated, are
the human embodiment of ulti-

mate wisdom, a title which you gained in
Ultima IV). First there was dastardly Lord
Blackthorn, conspirator in the perversion
of all things good and part-time cider
merchant. Having sent him packing to
the great orchard in the sky. you
face a new challenge: in a
word, gargoyles.

These underground,
unctuous, ugly ungulates
are seizing Britannia's
places of holiness and
enlightenment, applying
thumbscrews to innocent
villagers, defeating all
armies that face them and,
worst 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
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

COMMODORE FORMAT 9, June 7 9 9 1  -  gets a fix on Ultima VI

The party wander  around a cast le  gett ing their
kit together.  Potions l ike the green one in the
corner have to be used to be identified

di - -  o n c e  you've generated a hero, via a nattybit of chemical wizardry inside a gypsy's
caravan, you're thrust straight into the
action: a pair of gargoyles assaults

your band as soon as you set foot in
Britannia. And it doesn't let up: after you've
received details of your mission from Lord

British himself, you're free to do
as you please.

This means that you can
explore an enormous

(no exaggeration)
landscape, interact

with scores of dif-
ferent characters
and use a Santa-
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
amount of disk use: it detracts from the atmo-
sphere to have to swap disks every time you
want a conversation or to wait every eight

-iv
-

.4. •

-Aft

: 4  •

.ap a
• in

_

Going for a rap with Lord British himself.
Never tires, does this old fella, from telling
you all about the plot
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Game Ultima VI
Publisher Mindscape

(Tel: 0444 831545)
Disk £25.53

0 4 . u 7  u l b i  M i n d (

' - I

iX14
9 i r d o nt a t t - 4
P o t i o n .
' A i r d o n  t n .
A l s o - o

d o o r .

. 4 r d w i  . h

Floor ti les and house plants make  the scenery
interesting but the price you pay is lots of disk
access and a s low game

paces for a new section of the map to be t h e  presentation drawbacks. For fans of the
loaded in. The high price tag is less ot a prob- U l t i m a  series this is the best version yet,
!ern: i ts  justified by the l a r g e l y  due to the new, helpful
size and amount of A  p a i r of gargoylesJ command and control system,

detail in the game, and a s s a
ults

all the freebies you get Y o u r  b o l o  but also because of themasses of text and graphics- If
a  s o o n  y o u  can endure its faults.s a s  _ e t  WOin the box: an excellent

compendium of infor- a .  Y O U  S  m a  VI will grip

mation about Britannia, a f o o t  I n  B r i t a n n i a  you until the very 7 111 k ,towel-cum-map, and a e n d .  It's impossible to ...f.•••• -
'magic stone that looks like a cross between d e t a i l  all of its many excellent fea-

tures in this review, so try it for
yourself and see just how good it is.

GORDON

a Blackcurrant and Liquorice sweet.
It's definitely a game where patience is

well rewarded, particularly if you can ignore

The contents of rooms are  only revealed when
you enter them. The flickering candle  lights a
chest that  should be investigated

The rules of Britannia
Time p i n  Ul t ima 111 whether  or not
you do anything. But creatures of the
night in this neck of the woods have
extremely anti-social tendencies.  Watch
yourself af ter  dark

•  d i

scrolling map area.  You can
Joystick to  move, shoot and
commands m o r e  complex

e input from the keyboard. I t
r party and I ts immediate  sur-
-  opponents, objects,

plus information about the
date, t ime of day and wind direction

The status display reveals just how wel l
your party is doing. Attr ibutes increase as
exper ience is gained. The window also
displays individual character 's  Invento-
ries, as this one does

Keyboard inputs are  registered here in the
message display. Avai lable actions
include the abil ity to examine,  get,  use
and drop i tems, a t tack  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

ME DOWNERS...
•  Hassle to start playing. and an
annoying amount of disk activity

POWER RATING
100

to •
gargoyles

d o t  a t u r e s  to
ea t ,  m a n y  o ther

e rec te rs  to  e n c o u n t e r
Over  5 0  d i f ferent  spel ls
C u s t o m i s e  your compan-

s by a l locat ing  a t t r ibu tes
An easy- to-use  c o m m a n d

s y s t e m
•  De ta i l ed  colourful  graph-i '
ics give you a t m o s p h e r e  •
•  A beginner 's  guide  to
first f e w  s teps  is inc luded
•  Exce l len t  d o c u m e n t a t i

• Al F reeb ies  t h r o w n  in
Clue book ava i l ab le

D MS UPPERS• ,

mai

0Despite the Buddhist saying, W h e n  at  the
crossroads, take  all four roads a t  once, '  you
can't, so you've got a  lot of leg work ahead
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CF COMPETITION WINNERS
EAT PROTON
DEATH...
We had a huge amount of entries
for this portable CD/copies of
Supremacy compo, all of which
were of an amazingly high quality
(thanks guys, really made the
judging easy we don't think).

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.
Peckham; Christopher
Mackenzie, Birmingham: Louis
Liddle, Hexham; Oswyn Jones,
Caernadon; G J Watkins,
Topcliffe: Darren McNaney,
County Tyrone; S Wynne, Bristol;
John Malcolm, Paisley; Gary
White, Wythenshawe; Laura
Bolton, Sheffield; K Kenning,
Goole; Trevor Bolton, Sheffield.

NEXT MONTH
N o w  we I I  you that the BIG treats

we've ,  e d  up for you are playable
demos e a  couple of new games from
Audiogenic and Gremlin. No, we

wouldn't be talking about Exile and Switchblade
would we? Well, why not time in and find Out?

Even though that should be reason enough for
buying our next issue, take a gander at the games
ready for the PowerTest shakedown: Switchblade
and Exile (of course), Di's Extreme, dub from
Demonware in The Power and Gem-X. Then
there's Security Alert, Turbocharge, 13812
Baseball, Deathbringer, Ili:pitied, Medieval Lord,
Hydra, 3D Construction Kit, World Championship
Soccer and The Ball Game. Blimey!

Will there be room for anything else, you won-
der. So do we. Oh, we'll find room for the atlas-like
line-up of maps we've got for GameBusters. We
can lop off a couple of corners for listings in Inside
Info and Back To Basic. We've got the last part of
the Mean Compendium to come and A-Z and RF's
bit and... Actually, if you don't mind, we'd better
start work on it now. Time to say 'Goodbye, CF9'.

FOUR STEPS
TO C64 HEAVEN...
We've been getting loads of letters and phone
calls from irate readers who just can't track down
their monthly supply of Commodore Format. So
here's the CF guide to making sure you never
miss out on the hottest 64 action each month.
Step 1: If your local newsagent doesn't have a
copy of Commodore Format (on sale every third
Thursday of the month) ask why not. If there are
no copies on the shelf they may have more copies
in their storeroom and they can order new copies.
Step 2: Check one of the bigger newsagents such
as W H Smith or John Menzies. Again, ask if they
have more in reserve somewhere.
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 well).
Remember, every single newsagent in the country
-  from W H Smith to the corner shop -  will be
delighted to reserve you a copy each month.
Step 4: If you're still having no luck. call Kate
Hodges on 0225 442244 and tell her which mag
you're after and where you've tried

Yes. We know. That's only
12. Er... we'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
NorthropiSukhoi 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 on the runners-up
list. OK?

4 0 3  GOOD
REASONS...
The answer to 'which port would
you plug an AR cart into?' was,
of course, the expansion port.
And the five lucky recipients of

0011100000110001100110000000111000111000000000001100*
MAKE SURE OF YOUR
COMMODORE FORMAT
EVERY MONTH!
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
Commodore Format just waiting for you to pick it
up. Now that's something to look forward to.

Here comes the sum COMMODORE FORMAT 10,  July 1 9 9 1

these wonderful gizmos are:
Andrew Bloomfield, Orpington;
John James, Great Dunmow: N
Patel, West Bromwich; Andrew
Palmer, Woolwich; and Rick
Warman of the Netherlands.

BILAH B U N
TREASURE...
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. Now the game
isn't finished yet, so runners-up
will have to wait a while. OK?

Please Mister (or Missus) newsagent, please
reserve my copy of Commodore Format each
month, starting with the July issue, on sale
Thursday, 20th of June. Cheers, chum.
MY NAME
MY ADDRESS

P U B L I S H I N G

'Your guarantee of value'
This magazine comes trOM Future Publishing,
a company founded just six years ago, but
which now sells more computer magazines
than any otter publisher in Britain. We offer:

Better advice,. Ow Mies are packed with
Tips, suggestions and eKplamtory features.
written by the best m the buSilesS

Stronger reviews. We have a cast-ton PokCY
GI editorial ridependence. and our reviews
ghe clear buying recommendatons.

Clearer design_ You need solid information
fast Sc, cur designers highlight key elernentc
by using charts, diagrams, summary boxes,
annotated photographs, etc.

Greater relevance. At Future, editorr nopr
are under two golden rules:
• Limterstand pair readers' needs.
• Satisfy them.

More reader Interaction. We draw strongly
on readers' contributions. restiltng in the liVeri-
est *tiers pages and the best reader tips.
Buying one of our magaznes is like pining a
nationwide user group

Batter value for money. More pages, better
quality: magazines you can trust_

ure
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Home of Britain's finest computer magazines.
Amstrad &CtiOn • 8000 Plus • PC Plus

Amiga Format • ST Format
New Computer Express • Your Sinclair

Commodore Format • Sega Power
Amiga Power • Amiga Shopper

Commodore
EDITOR Stem Jarrett
ART EDITOR Ohio AlaNtrion
DEPUTY EDITOR Seen Masterson
STAFF WRITER Andy Dyer
DESiGNER Lam Tang
TECHNICAL EDITOR Paul Lyons
c o t e r r i t e m o n s  Martin Pugh. Andrew Robelia,
Kati Hamm Gordon Naughton. Phil Scum
CONSULTANT EDITOR Gary Penn
GROUP ADVERTISING MANAGER Sutton Moss
GROUP DEPUTY AD MANAGER Phil Mown:port
AD PRODUCTION Melissa P•hilAISOn
CIRCULATION DIRECTOR Sue Halley
PUBLISHING ASSISTANT Michels Harris
PUBLISHER Greg ingbany
PRODUCTION DIRECTOR Ian Searaer
COVER ARTWORK Paul KitRtit
ARTWORK Mike Robed% slim McCarthy
COLOUR REPRO Avon Scanning & Plannhst
Onstea Aeon
PRINTERS Redwood Press Ltd. Wilshire
UM NEWS TRADE DISTRIBUTORS Future
PceliaIvng Tel 0225 442244
WORLD WIDE DISTRIBUTION MMC
Tel 0483 zr isTh
EDITORIAL ADVERTISING CIRCULATION
30 No/mouth Street Bath. Avon BA1 211W
Tel 0225 442244
It anybody out there has a feature idea tor
Clawaddoet Format why not drop us I o n .  I t

rial address. We welcome un
• But can  o n l y  MINIM W W I ' S  IN

a setl-srldrossed stamped

'Hey Steve? You know we lorgot to
tell them something in CF7?'

'Yes Andy:
'Well we've gone and done it egain.!!

'Oh... rats;



Are you ready to take on Kiki and her
friends in this unique game of strategy and

skill?

RCM.
HOME

VERSION,

till i•(11r

(P)1991 KAIKO © 1 9 9 1  DEMONWARE SOFTWAREHAUS GHBH.
MI rights reserved.
Exclusive marketing and distribution by D,M.I.

tc u p  t  e 2 patterns o stones on t  e
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 ST (24-99), PC (24-99),
and C64 (10-99 cass., 14-99) disk)_
To order this product or for further information please contact

Digital Marketing International Limited
Unit 3, Poyle 14, Newiands Drive, Colnbrook, Berkshire SU ODX
Telephone: 0753 686000 F a x :  0753 6E10343
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Ocean Software Limited 6  Central Street
AA3nchester M 2  5NS • Telephone- 061 832 6633
Telex 669977 OCEANS G • Fa A 061 834 0650

Set in W,re,  t c h  you control
a "Mauler" Assail Tank in one of 16 missions, in a war
fought between two dominant races of the New World. Such
are the defensive capabilities of the opposing armies that
any offensive moves must entail
"behind the lines" actions performed
by elite troops in specially designed
vehicles. The Mauler is the latest
machine capable of being lifted in

out of hostile terrlfd armed with
the most advanced weaponry. Select your mission and the
armoury you will require. The 360 radar sweep, in and out of
cockpit views and area maps showing terrain, and complete

theatre of operations, all combine to
give a full picture of the battle as you

.strive for victory in a 30 arena where
tactics go hand in hand with lightning
reflexes and a true-grit determination

IBM/ AMSTRAD PC & Compatible
CBM AMIGA ATARI  ST
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