
Revealed: all time top•ten mega•game
cot *641 ik 11A:sat , I v w %

POWERvdab p a
l i C e ,  me Mr N•ws Vendor, can I a  myGraphic a t u r e  Creator B e c a u s e ,mine n e ,  um, mi

WWF
The Blues Brotthers

VIEWS'-4—sWorld Class illiegbyf

THAN Cisco Heat
ANY Super Space invaders

OTHER Double Dragon Ill
MAGI Rolling Ron ie

PLII C O D S  Al

Diamond Back
Mounta in  Bike

worth over

P V I L I S M I N G

You guarantee of value

2 FANTASTIC GAMES! 2  SCORCHING DEMOS!
FREE GAMES CREATOR!

mih Commodore
2 E  00111PLOS 01101111124
w o o  i n  f l a j j

0 0 1 1 r W A t
Its

- ,  M
) t r k l i s 0 4 % 1 :  4 k 7- • •

es! Missing cover-tape alert_
gent person and ask for your



Find Fight' 1991
CAPCON1 USA, INC.
AM rights reserved.

CAPCOMarts a
regniered tradematt
at Cot:corn USA Inc.

TM F r o m  City Hall to the city
streets. NOTHING HITS HARDER...

Jessica has been kidnapped
by the lawless Mad Gear Gang

and Haggar, Mayor of Metro City,
must face his Final Fight.

Available on:
Amstrad, CBM 64/128 Cassette & Disk,
Spectrum Cassette, Atari ST & Amiga.

First there was
GAUNTLErtm, the

arcade sensation.
Then came

GAUNTLET.11 I , On
Innovation. Now U.S. Gold brings

to you GAUNTLET"Alli. The Revelation.
Available on: Amstrad, CBM 64/128

Cassette & Disk, Spectrum Cassette, Atari ST & Amiga.

The ultimate in action,
excitement and challenge

by car, bike and jet ski
OUTRUN EUROPA!

Available on: Amstrad,
CBM 64/128 Cassettes & Disk,

Spectrum Cassette,
Atari ST 14 Amiga,

OUTRUN EUROPA' is a
trademark of SEGA

ENTERPRISES LIMITED.
SEGA' is a trot:lona& of

SEGA ENTERPRISES LIMED.
19118.1991 SEGA".
All rights reserved
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Mega - mischief with the
desperate duo - twice the
fun, double the trouble
Thrills and spills galore.
Done dare miss it!

Available on: Amstrad,
CBM 64/128 Cassettes & Disk.
Spectrum Cassette, Atari ST & Amiga

Monster Blood - just in your
street! Who you gonna call?
Alien Busters! Mass beast
busting in this perfect
Arcade conversion

Available On: Amstrad CBM 64/128
Cassettes & Disk. Spectrum Cassette.
Atari ST & Amiga

Can the shady duo keep
their cool, lay their hands
on some hot property and
still ovoid the blues! Its up
to you!

Available on: Amstrad, CBM 64/128
Cassettes & Disk, Spectrum Cassette,
Atari ST & Amiga

MEGA TWINS. i 199
CAPCOM USA. INC
All nghls reserved.
CAPCOM Es o registered
trodemmt of Capcom
USA, Inc

C4990.1991 SEGA"
Al nhis reserved. ALIEN
STOW' is a trademark of
SEGA ENIIRPRISES LIMITED
SEGA' 40 Isociemait 011
SEGA ENTERPRISES LIMITED.

s' 1990,1991 SEGA'
All tights reweved.
BONANZA BROS' is
trodemcwk of SEGA
ENTERPRISES WIRED
SEGA' is a trademark of
SEGA ENTERPRISES LIMITED

CAPCOPOU
USA

Screen shots are only intended to be illustrative of the gameploy and not the screen graphics which vary
considerably between different formats in quality and appearance and are subiect to the computers specificatiori.

U.S. Gold Ltd, Units 2/3 Holford Way, Holtord, Birmingham B6 7AX.TeL 021 625 3366.



This s  t r i c k y  side-
ways scrolling full game
will send you bonkers.
Destroy or avoid the
troublesome monsters,
and pick up some good-

ies on the way. Be
warned. This is a platform game that

requires precision joystick control. (You
have been warned, now get in there!)

CREATURES II
Simple addictive fun from our chums the
Apex boys. Guide Clyde through bouncy
winterish mayhem, saving your fuzzy bud-
dies as you go. It's a Corker in the making,
and no mistake.

FIRST SVAURAI
Warrior of the past is whisked into a future
crammed with magic, baddies, and action.
You'll be playing this demo for yonks so
get stuck in!

MISSION
IMPOSSABUBBLE
Weird arcade action in the classic mould.
Guide a bubble through a maze of odd
thingies. Er, i ts a bit strange...

JANUARY 1 9 9 2

GRAPHIC
ADVENTURE
CREATOR
6  iFnosut rr upcat gi oenss of n dtips to comple-
ment this month's cover
offer start on page 68.
Go ahead — design your
own adventure. It's
easier than you might
think (and we'll help you
along). There's ample instructions
and tons of helpful hints from original pub-
lisher Ian Andrew, It's all down to you...

BUNDLE
54 ALERT

Compilations eh? There are tons of the
blighters, but are they any good? We lift
the lid on all the latest releases, and decide
which ones are worth forking out for.
Everything from multi-genre bundles to
those special packages are reviewed by
our man with the pennies, Neil West.

All the new games for 1992 are here...

DOI BLE DRAGON
STORM

0088 VIA I G  RONNY
So it's easy to be a secret agent, is it?
There's nothing wrong with a skateboarding
spy, even one who skates along telephone
lines and has a second job as an errand boy.

Is this barmy plot a good starting point
for a platform game? Or does it set your
alarm bells ringing? Tread carefully in the
direction of our PowerTest on page 88.
Things are set to get even stranger.

WORLD WRESTLING
32 FEDERATION

Ark

BART SIMPSON VS THE
40 SPACE MUTANTS
Here comes the kid with the attitude problem.
He's the worlds most splendidly famous
under-achiever and now he's hit the 64
(along with aliens, man). So could
he be the next number one? Can
Bart even count to one? Eat our
PowerTest now, man. Wh000ah.

Haiiaahhh!!! It's beat-'em-up-martial-arts-take-
no-prisoners time again! Prepare yourself as
Billy and Jimmy return for more hard-core vio-
lence, beat-'em-up style. The stuff you get up
to in this game makes Jackie Chan's exploits
look as deadly as flower arranging.

But this is the first time Storm have pro-
grammed a DD game. Is it a crowning
achievement or a cringing catastrophe? We
put the deadly duo to the ultimate test there is
on page 60. Kung RI? Hal We PowerTest.

WWF superstar Hulk Hogan and chums bend
over backwards to beat the hell out of one
another. It's wrestling gone blimmin' mad and
what's more, it's on the C64.

But have Ocean tried in vain to get their
licence to work? Or could this be the game
that puts a half-nelson on any other? We've
spent 10 rounds in the ring with it and it's
knocked us out for the duration. Try some
outrageous moves and spiffy graphics, check
out our WWF PowerTest now, on page 32.



7 a n d  they've been...

34 CISCO HEAT
What a coin-op this was, eh? When a game
with fantastic graphics, stunning speed and
superb sound turns up on the 64, we're
always there to see what happens.

After all, who can turn down the chance to
drive a high-speed police car?

So. is it 'Hurrah! al l  round to the roar of
engines? Or does it break down the moment
you get it home? We look under the bonnet in
search of a Corker on page 34.

36 ytHJE BLUES BROTHERS

MARK

These guys just won't give up, will they? The
suckers keep coming back for more (have a
look right; they've just given you a wave). Arm
yourself for another massive invasion of
fiends from outer space. Domark's been busy
and seen to it that there are plenty of 'em, and
they're all as dumb as rocks.

But is this an out-dated nostalgia trip,
back to 1978 and the days when any graphics
were great? Or have our space invading foe
finally come of age? We PowerTest waves
and waves of the blighters on page 44.

79 WORLD CLASS RUGBY

- -NMI zelmaimb •mama I ob
VAI RID CLASS

Everybody loves a platform romp, especially
when the stars are Jake and Elwood, belat-
edly making their debut on the C64, 12 years
alter the cult film f irst appeared. Is Palace's
effort destined to achieve the same status?
Or is it too little, too late for this mad match?

Join us as we join them for a Corking,
magical musical time, spiced up with more
than a splash of colourful characters and
console action. There's a happenin'
PowerTest on page 36.

' PACE INVADERS

1.• !  I L  b l o c _

k t 3 / 1 4 . . . c r
r. • f.

Just a couple of months late for last year's
World Cup action, Audiogenic try their hand
at the latest sports fashion. All the funny
rules and ridiculously shaped goalposts you
expect in Rugby are there. You can choose
to play nearly every team in the book as well.
But will you want to? Have the big A out-
done Domark or have they delivered a dodo?
You've already seen last month's cover-tape
demo. Now spend 80 minutes with our page
79 PowerTest and see if you're converted.
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5 4  BUNDLES OF FUN
Mull over more new compilations than you
could throw a C54 at.

6 0  ALL-TIME TOP TEN
Check out our bottom line in essential
games. Ten true classics you need for
your collection.
6 8  BEGINNERS' GUIDE TO
GRAPHIC ADVENTURING
Start here for detailed Graphic Adventure
Creator instruction.

7 0  TEN TIPS FOR TOP
ADVENTURES
Incentive's Ian Andrew has some sound
advice for apprentice adventure authors.
8 4  THE CLYDE GUIDE
The Rowland brothers continue trying to
convince you that they've been working
hard on their new game.
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Check out the contents of this month's
cool two tapes.

1 0 4  -_,11114‘
Brides ofT h i u l a ,  The Shoe People and
Indy Heat show up. Plus the charts!

4eZirr.TV,cf,f1T-1110_
Catch the first glimpses of the latest
games to Matte a blip on our radar.
' T e r r e "
Everything you need to know about our
PowerTests (and reviewe
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Last HMO Ill draws to a close, Batman The

Movie is mapped and much m o r e . m i e t6 3
Your I .
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6 ON THE TAPE

MISSION
IMPOSSABUBBLE
us a liddly joystick twiddler wherein you
must guide your bubble through an infuri-
ating maze racked with goodies, and a
matey bubble that needs to be saved.

HEAD ME BAIL
Stick your 'slick into port two (or even
one) and bounce a weird body-less head
through all manner of flashes. It's addic-
tive all right, but are you up to the job?

DEMOS A I M
FIRST SAMURAI
Possibly the most eagerly awaited martial
arts game in years. Fantastic graphics is
mixed with great gameplay. Kick off by
plugging your slick into owl Iwo. We
reckon this is easily the best demo CF has
ever featured. Have lun.

CREATURES II
You've followed The Clyde Guide, now
play the demo. I ts  childishly simple in a
Christmasy kind of way, but just wait til
you start playing. Unstoppably lab...

NO LOAD ZONE!
NO LOAD ZONE!
II your tape should fail to wort( properly
follow these simple instructions:
1) Switch oft the machine, and start all
over before you try loading again.
2) Check that your machine is not faulty,
by loading a piece of software you know
works properly.
3)11 all attempts fail, put the tape in a
strong jiffy bag, with a Stamped
Addressed Envelope, and send it to:

Ablex Audio Video Ltd,
Harcourt,

Halesfield 14 ,
Telford,

Shropshire,
TF7 40D .

Ablex will swiftly send you a replacement
cassette. Please DO NOT send the tape to
Commodore Formal in Bath, as this will
slow down the replacement process to
such a degree that ii could lake months
for you to receive a replacement.

NO LOAD ZONE!"i10 LoAr -Or'1E!
Bess ever  demos on COMMODORE

FULL GAME

ALL t h . s e  g a m e s  and  d e m o s  a r e  l o a d e d  us ing  t h e  norma

We've been banging on about First Samurai
for months. Now it's your turn to have a go.
We reckon you'll be impressed by its colour
and playability. And then there's Creatures II
which is more fun than a lorry load of blimmin'
kangaroos. Add to that the two full games and
GACy and you've got some real corkers..

1ST CE
RTAINMENT

This nai l -Minty  addletiVe arcade game is
destined to eat your processor. The idea is
simple, the game is not. Take one bubble
and guide it around a maze, avoiding other
bubbles and wandering rainstorms
as you go. You have to collect
eight pieces of a map. These are
lying all over the place, so
there's no problem about
finding them. However, you can
only pick up the pieces in the right order
and there's no way of telling what the right
order Is. To make matters even more com-
plicated, there's a little bubble at the other
end of the maze, which you have to rescue.
And yap, you guessed it, you can only res-
cue your bubbly buddy once you've

''1111111

collected all eight parts of the map. Then
you have to get back to the beginning, at
which point you're teleported to the next
level.

On your travels you're going to be has-
sled by those other bubbles and rainciouds
but you can destroy them (increasing your
score in the process) by Equating bubbles

at them (le hitting the fire button).
But beware! if the nasty is too far

away (or even too close!) you'll
miss, and the last thing you want

to do is get stomped on by a bub-
bleicious baddie.

Oh, yes, life becomes even more compli-
cated when you realise that it involves
Stepping into telepoilers after every other
turn. Teleporters are all over the place and
they're the only way some parts of the map
are connected to the rest of the level. Miss
these and you'll be bimbling about like a
fool for yonks. Eat the mushrooms for
energy, keep your eyes peeled and your
finger over the fire button. Last person toJ A I S t i  sJJ ' i

J J I J
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1,01•

'
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•O•

'lb

••
/14•0---4,1-%

,  ,  • • • •

Teleperters can be short-cuts or essential
•routes. IKeep your eyes open et  t i m e s  or
you'll miss the magical  moment.

7 ,  Jenagory 1992

k e e p  to
freaks -
clams or you'll be e * q u i  p h i b u t i b l e :
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I t s  good old I n '  slash stuff at
first but  look for anything you might
be able to pick up. Weapons abound.

IMAGEWORKS
Joystick in port 2
We previewed this in CF14 and we said then that it
looked frighteningly good. It's now much nearer to com-
pletion and we can bring you this exclusive display of
Vivid image and Imageworks' handiwork in what could
be our biggest ever playable demo (yes, they keep get-
ting bigger!) -  the whole of Level One. So load it up and
get playing!

Right, you've got this samurai dude, so far
so good. Try out a few moves. You can kick,
punch, crouch, jump and walk. On the left
side of the panel at the bottom of the
screen a white bar shows how much physi-
cal energy you've got. When this runs out you
lose a life. The white bar on the right displays your mys-
tical energy level. This starts off at nil but every time
you kill a creature, its mystical energy is released and
transferred to you (you can see this happening). When
your mystical energy increases to a sufficiently high
level you receive a magical sword. Your old punch and
kick manoeuvres are replaced by various Sword
slashes. Your mystical energy suffers when you get hit
and you can lose the sword. But don't worry, just kill
some more creatures and you'll get it back.

••_.,••••z• 41,04••••Nigr•s-Imme.elrob,• -  1104 414 • • • • : ,
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Now then, you probably want to know what to do, so lis-
ten up. To finish the demo you have to get past an
active volcano. The only way to get past it is to extin-
guish the flaming thing. To do that, you'll need to collect
a number of special devices. These are hidden in chests
throughout the level. You have to smash a chest open in
order to see (and get) what's inside i t  Sometimes a
chest contains extra weapons such as axes or knives.
Once in possession of such weapons, you can activate

Ifterri by holding down the fire button and moving

A i d g m b i t h . .  t h e  joystick left or right. Your samurai willthen hurl a number of them in the indicated
direction. Other chests contain food. Tuck
in because this is the only means you have

________________ o f  replenishing your physical energy level.
But there are even more chests and these con-

tain magical items. You can't pick up a magical item
unless your mystical energy level is fairly high but
that s all we're telling you. The rest is up to you.

Okay then, we'll give you a few tips. The lamp
reveals objects in hidden locations. The face that
appears occasionally is a friendly wizard. Where he
shows up, you ought to be using an object. It you're not
you're obviously doing somrthing dumb. Walls are not
always what they seem. Juju trees are indigenous to
Japan as are pocket calculators. Sayonara.

•

A

lete the level you must extinguish a fiery volc-
is can only be achieved by picking up the right

objects in the correct order. I t  ain't easy.

await, 4 0 M . a .

and you
pnents.

Walls may look

So, you you reckon you might make a pretty
useful adventure creator boffin type person
eh? Well, think again. Even with this top-
selling program it's no breeze. We haven't
enough space here for full instructions, but
if you turn to page 68 you'll find four pages
packed with hints, tips and essential advice.
We've even drafted in the game's original
publisher to offer some pearls of wisdom.
And there's a competition to find the best
adventure written by a CF reader. It could
even be published on a future Powerpack. If
you want more into check out our srwcial
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some baddies
ors. Understand r e
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, but the fact  of
the mat ter  is t  o n ' t  withstand a f ew
knocks. Check around for the best route.

-Mac

instructions offer in the same pages. You
don't have to get hold of the full instruc-
tions, but budding professionals will
definitely be interested.

One word of advice. This program
essentially makes a difficult task much eas-
ier, but that's not to say you'll have created
the next Zork over a rainy weekend. The
idea is to be creative, learn a bit about game
production, but mostly to have some tun.
We've certainly had a wheeze with this pro-
gram in the CF office, and we reckon you
will too n e t  stuck in

-  COMMOD011reliRMAT, January 1 9 9 2



When tho Apex
and Clyde Gu
would e n e

(Creatures authors
rdosi t h e i r  demo
, we r r i f i e d . . .

...but even though It's totally
also outrageous tun. Bounce y  on
the trampoline frontorie led 0  to another-.

•  sli , y o u ' r e
wi t o o  much

tcwgit that there l i e  -always more

Please put your hands together for the a n o t h e r  one.
fuzzies! Putting in a special appearance on T h e  more creatures you rescue, the
our covertape (and bringing to it some- h i g h e r  your score but you face a few

thing of a Christmassy feel) is the „...„,"••••••"11M11•••••• p r o b l e m s .  As you can see, it's
fantastic game that appears as s n o w i n g .  That makes the
an interlude in the forthcoming
Thalamus release, Creatures 2_
This totally addictive single
screener gives you control of two
trampoline carrying fuzzies.

They have to catch fuzzy buddies who
are thrown from the ledge above by the
mean green creature perched there. Then
they have to bounce the fuzzy to the safety

"11111111"._

of the ledge on the other side. And when
their catapulted pal's safely landed they
have to return to the first ledge and catch

ground slippery, so it you run
too fast in one direction, you

can't stop. To tilt the trampo-
line, you press the fire button and

move the stick left or right. But it you don't
get the timing right, you'll simply spin your
falling fuzzy. Take too much time and you'll
miss one of your mates. (You can bounce
more than one fuzzy at the same time.)

iltr,4444:1161.4

AA I

HEAD THE BALL
21 ST CENTURY
ENTERTAINMENT
Joystick in port 2
This games going to have you gnawing
through the joystick cable with your little
sister's teeth. You control a head, and a
professional gem-collecting one at that.
The gems you're after are dispersed
unevenly across an increasingly haz-
ardous landscape of platforms and
bonkers pillars.

Three varieties of 'orrible little mon-
sters occupy strategically troublesome
vantage points along your route. Some of
them patrol left to right, others float up
and down the way your mother does
when you strap her to a sufficiently large
helium balloon. Come into contact with
any of these freaks or fall off a platform
and you lose a life. While you're contem-
plating this (and noticing the timer count
precious seconds away). pull down on the
joystick while keeping the fire button
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Get your head past the monsters by stealth or
by violence but bear in mind that  you've only so
many weapons to use. Alter they're gone, so are
you. Take  it nice and easy.

pressed. Doing this repeatedly cycles
through your inventory of weapons (of
which there aren't all that many). Your
choice of weapon is indicated in the cen-
tre of the panel right at the bottom of the
screen display

There are three weapons.
Fire -  This is the default weapon. You
have ten shots which are launched in an
arc towards a fairly close target. (Note:
this means that if the target is too close,
you'll miss). You begin the game with a
measly 10 shots.
Shield -  You only have one shield. When
you use it a counter races down from 60
to O. While your shield is working you
are invincible and kill any monster you
bump into. You turn grey for as long as
the shield lasts.
Bomb -  You start the game with two
smart bombs. Detonate a smart bomb to
destroy everything on the screen.

You can jump great heights by push-
ing up on the joystick. Jumping is a

pretty good way of getting past monsters
because your supply of ammo is severely
limited. Ammo is not replenished when
you lose a life. We'll leave you to discover
the rest. Anyone who completes this while
the kettle is boiling is a liar or a tea-bag.
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Big cash prizes are avai lable for speed
freaks who manage not to end up trashed.

o you remember Ivan 'Iron Man'
Stewart's Super Off-Road Racer
(detailed CF2)9 Just in case you
don't, it was a off-road truck rac-
ing game converted from the

excellent Leland coin-op. Now Leland have
come up with Indy Heat a  sequel that's
even better a n d  the C64 version looks hot.

Unlike Off-Road Racer (which was con-
verted by Graftgold), Indy Heat is being

nyone who hasn't heard of

A D i z z y  and the Codemasters

must have spent the last cou-
ple of years with their head in
a bucket. Dizzy is one of the

most famous great 8-bit characters, along
with other ancient stars such as Monty Mole
and Jet Set Willy. Dizzy's adventures usually

—  -  —

COMMODORE FORMAT, Januaty 1 9 9 2  -  a good egg

INDY NEAT

V888
2t188 465808

ErMS .gt-18n2 ENT5 0 . 0 0 0

Players can soup up their 'motors' as they
earn more abundant cash prizes.

programmed by Storm, who are currently on
a roll of great games with Swiv, Rod/and and
Double Dragon

In Indy Heat you race Indianapolis 500-
style around a series of 16 different tracks.
The yellow car is always driven by Indy
Champ Danny Sullivan, but you and two other
mates (yes, it's a simultaneous three-player
game!) get the chance to challenge for the
title by accruing points over the 16 circuits.
W i n n i n g racesbr ingsb i g pr izemoney

which you can spend on upgrading
your wheels of steel. There are bigger
and better engines, new brakes and
tyres, a faster pit crew and powerful
turbos that give your car a kick of
speed every time you punch the fire
button. There's also the added techni-
cality of pit stops to refuel and repair
your turbo-charger. If you hit the walls,
screetch the brakes or waste the tyres
around tight corners then you have to

,  I  pit stop more often, which is, of
I course,a rea lp a i n i n t h e dfr ivingseat.

Your rivals are  in the pits as you scream ahead -  but T o  make  pit stops even more perilous,
can you stay in the lead for the last half  of the race? t h e  other competitors can knock your

take the form of flip-screen graphic adven-
tures with cranky characters, surreal scenes
and a plethora of puzzles. This pack includes
Spellbound Dizzy and Dizzy: PrInce of the
Yolk Folk two new adventures in the classic
Dizzy style. On the arcade side there's Dizzy
Down the Rapids (a Toobin'-style whizz down
the river) and two previously released arcade

games, the great Kwik Snax
and Panic Dizzy.

Unfortunately, most com-
pilations have a dud game
and the Codemasters aren't

Weird puzzles and dodgy
'almost Spectrumishl  graph-
ics. Why is this so popular?

car oft its jacks, slowing tyre changes down
even further. Winning this game is like, really
tough, even for driving nuts.

The completed game should be out at the
end of February, and we're hoping to get hold
of a playable version the next PowerPack.

Game
Publisher
Release
Contact

(tidy Heat
Storm
Late January
071 585 3308

INIDY NEAT
oF WAZINSL, FAricL

ta
, .OPLE

Choose your own face  for the race  ahead,
and you'll be programmed into the game.

rg Y&:&?2i7
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Dizzy goes fantast ic  in a f ive-game pack .

the kind of people to do anything terribly dif-
ferent. Panic Dizzy is the dud that makes
ordinary dud games look positively brilliant in
comparison. When Roger Frames reviewed it
in CF13 he gave it 13% m a k i n g  it the sec-
ond worse game we've ever seen (in case
you're wondering, only Dick Tracy got 11%).



G r e a l  games gurus, Gremlin

Graphics are about to launch
a new early learning soft-
ware label called
First Class. The

first release on this new label
is First Class with The Shoe
People and stars the car-
toon characters
of the very
same name

SNOF APEOPIEF
Through six sub-games, The Shoe People
is designed to introduce younger (4-6 year
olds) to 'simple concepts and skills' by hav-
ing a it of a laugh. After a bit of help from a
parent, or older brother or sister, the child
can play unaided and the difficultly level
increases as their own skill grows.

The six sub games are Trampy Visits
His Friends (matching shapes, colours.
oblects, letters. etc.); Charlie's Big Day
(prediction of event and sequences);Sgt_

F ind  a  s i m i l a r  o b j e c t

to t t i l lOo lge l l r  ,
• v oft, 111 IOWA-MO.

i i i i i i  t O s i n I t M .
t r k  • 11111 P l r e l t i • O O M  0,1614.11000' . . ( e i r  I W O  OW 09110- -  •  ,

Bright colour t imer for the youngsters
(Amiga shot) wi th  The  Shoe People.

But we shouldn't speak ill of the dead — for-
get Panic Dizzy — there are two new great
new Dizzy adventures and two Dizzy a rca&
games (one old tab one and a new one we
haven't seen).

The only problem with the Dizzy series is
the fact that they all look as if they've been
ported directly from the old (eek) Sinclair
Spectrum — Prince of the Yolk Folk is almost
identical, even down to the smaller screen
area and let's face i t  even the new ones
look old. But they're quite fast, fun to play
and younger adventurers in particular will
love them. So, Dizzy fans will want to add
this to their collection. And for anyone who's

Cheap and cheerful Dizzy
in a classic (ahem) pose.

r'r5•-•

Major Sorts it
Out
(classification of
shapes, colour,
size and pat-

terns); The
Great
Alphabet Robbery

(recognition of letters and words);
Wellington Goes to the Park (number

recognition and simple addition) and
Margot's Magic colouring book (creative fun

with lines. shapes and colours),
When a wrong answer is given,
the child is given another chance,

sometimes with another clue, but when
a correct answer is given there's a range of
animation and sound effects that reward the
right answer.

First Class with The Shoe Peo l e  is
released any time now at
E10.99 on cassette and
C15_99 on disk. The
only real problem is
that you'll have to let
your younger
brothers
and sisters
use up your
prime game-
playing time
on the C64
(hmmm).

1 Terminator 2
Ocean

2 Rugby -  The World Cup
Domark

3 Speedball 2
Mirrorsoft

4 Final  Fight
US Gold

5 S.C.!.
Ocean

6 B ig  Box
Beau Jolly

7 Manchester United Europe
Krisalis

8 Turbocharge
System 3
9 Wor ld  Class Rugby

Audiogenic
0 F u n  School 3

Europress Software

1 N e w  Zealand Story
Hit Squad

2 Altered Beast
Hit Squad

3 Turrican
Kixx

4 C J  in the USA
Code Masters

5 Muitimixx 1 Golf
Kixx

6 Bubble Bobble
Hit Squad

7 Power Drift
Hit Squad

8 American 3D Pool
Zeppelin

9 Batman -  The Movie
Hit Squad

10 Turbo Outrun

T2 stays at the top for another month.
Will it stay there 1111 summer?

Game T h e  Shoe People
Publisher G r e m l i n
Release F e b r u a r y
Contact 0 7 4 2  753423

never tried these games
(there must be someone),
Dizzy's Excellent Adventures
looks like a great value-for-
money way of seeing if this
egg-head Eggstravaganza
is all that it's cracked up to
bet (Snip—Ed).

Game
Publisher
Release
Contact

Dizzy's Excellent Adventure
Codemasters
Out now
0926 814132

COMMODORE FORMAT, January 1992  gets the first glimpse of games to come
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c o u n t  Dracula is not

the kind of immortal
blood-sucking vam-
pire who does
things by haft So

hen he decides to get mar-
ied, he reckons that only 13
I the fairest lasses in the

and will do. Amazingly, the
ocals take offence at the
ount's plan to turn the vii-

age's hottest prospects into
he undead and they call in
an Helsing, the corner-shop
empire hunter and Dracula's There's thirteen tweedy I
rch-enemy.

So while Drac chases around wooing
he 'chicks' with some serious necking,
an Helsing has to sprint around the area

ooking for the thirteen holy weapons
hat will * l o w  him to defeat the Count in
he ultimatebatt le  to come. The area
etween the village and castle is enor-
ous -  a long smooth-scrolling corridor
ith houses, rooms and secret passages
caftered•along its length. The brides, the

Yokes (above)and bl imey Ibolowl.  Dracula
and Van Hef t ing are  out o r  a bite to  eat .
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on the loose fhurrab).

anti-vampire weaponry and lots of other
bits and pieces are hidden In these
rooms. But beware, nothing is as it
seems as each room is a series of tricks,
traps and puzzles that need to be mas-
tered before each character can claim his_ -
goodly prize.

Either two-players can fight against
each other In this battle of good and evil,
cor_a single-player can choose which of
the two characters he I she wishes to
play: DraCUIS or Van Helsing_ Each player
has their own half of the screen as they
scroll around, but because they are oper-
ating in the same world they keep
meeting when they can try and hinder the
other's progress. Watch out for a full
review in next's full moon's issue of CF.
Spook fans will not be disappointed.

•••••••,.•

COMMODORE FEARMAT, January 1 9 9 2
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Game B r i d e s  of Dracula
Publisher G o n z o  Games
Release L a t e  December
Contact 0 4 8 0  496497

K .
FUZZB1 L
Frantically addictive. marvello
tic and and bags of fun. That's what Amiga
garners are saying about System 3's latest
platform puzzler Fuzzball. And the good
news is (hurrah etc), it's coming to the 64.
Fuzzbalt is a kinds cute cross between
Pacman and Donkey Kong, but there's
nothing archaic about the gameplay. It
should be here by early Easter.

The Sysies are also releasing cartridge
versions of the excellent Turbocharge and
Last Ninla Ill. They're out any time now, at
a not unpleasant price of 09.99.

SHOOT-iEM-UPS
HOME MADE STYLE
Gremlin are to release the Shoot-'Em-Up
Construction Kit on their cheapo GBH
budget label. Back in 1988. SEUCK was a
smash for Palace and it's sure to be a
mega-hit at a paltry E319. The kit is the
easiest way to write your own fast-moving,
alien scumbag death-dealing games and
even non-programmers can produce good-
looking blasts with a little time and care.
The program also allows you to create
stand-alone games to give to your friends
(or to put out as PD). If you've ever bought
a budget shoot-'em-up and thought 'I can
do better than this pile of poo', now's your
chance to prove it.

RAMPARTS REPEALED
Domark's wall-building, castle-smashing
coin-op conversion. Ramparts. is not, after
all, going to be out in time for Easter.
Because Domark want to make the C64
version as close to the coin-op as can be,
the extra work means you won't be able to
man the battlements until around August.

MORE SUPER
SEYMOUR
Yet another Codemasters' character gets
sequelised as Seymour returns from
Hollywood to become Super Seymour -
Green Avenger. As the world fills with
waste it's Seymour to the rescue in a
Captain Planet-style clean-up and baddie-
stamping platform romp. In  our hero's
battle against the bilge, he can use his
super powers of Super Blow (!), Super
Spit, Super Snare, Super Sprint and Super
Doopa Leap. Super eh? Super Seymour

se i s  ou
at the budget
price of 0 .99.

The sequel
arrives in
February. We
reckon this
character's here
to stay.

I t s  green Seymour t ime
, „



Look out he's back!

No window is safe. No fence is too
high. The paperboy is determined
to deliver the paper to his
subscribers any way he can.
Tossing papers left and right, riding
in three directions, jumping
anything, this free-wheeling carrier
visits more neighbourhoods and
houses, faces more targets and
obstacles, in more vivid colours
than ever before.
Plus, rad stunt riding and BMX
tracks in bonus rounds. Choose to
ride as either Paperboy or
Papergirl tool

- 4 1

For your local dealer, contact Mindscooe International Ltd, The (each House, Hooklands Estate, Scaynes Hill, West Sussex Dill MG. Tel: 0444 831 161

Copyright 1991 Tengen Int
Paperboy 2 is a trademark of Tengen
All rights reserved gr

114a.

M I N D S C A P E



141, FREViEWS
Our scanner shows you how soon well be able to review new
games. Each ring represents a month, so games on the outer
ring are live months away. Well  update them each month, so you
can plan your purchases. The beginning of 1992 looks like it's
going to be full of licences -  new film lie-ins, sports personalities
endorsements, even cartoon characters -  so use the scanner to
do some star-spotting of your own...

WAINING!
SCANNER I N D I A N A JONES A N D  THE FATE OF ATLANTIS

LucasArts/US G e l d
Not a film release, but it's from (the people who

did Night Shift) LucasArts, so it's bound to
be spiffy, and probably very bard
to play (we can
hardly wait).

R O S O C O P 3
O c e a n
The future of law enforce-
ment is back -  and this time

he's not a platform game.
Oceans latest licence is

going to be an isometric 30
graphical wonder -  like Castle

Master but much faster,

M E  A D D A M S  FA M I LY
O c e a n
; They're crazy and they're
spooky, they're mysterious
and kooky ; O h ,  and by
the way, they're coming to a
cinema and a CEA near you
around Easter. Lock your doors
and windows...

NIGEL v i
MANSELL

Greml in
Gremlin have

secured what has
to be the ultimate

spoils license of the
big Nigel and Britain's •
fastest moustache.

Rumours that it is
another golf game ,11

entirely without
foundation...

COMMODORE FOREWARNED, January  1 9 9 2
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"A Crash Smash 80"ri"
Best budget - Sinclair User

Inspiringly Adventeroulk
Splashing fun with a MEGA

Soundtrack

Up to the usual high Dizzy
standards'

Amstrad Action

"It's damned BIG!'
Amstrad Action

"SHEER DIZZY HEAVEN!"
CRASH

92%CRASI-11
"A smashing game!"

New Computer Express

0898 555
0898 556
0896 556
0898 556 04

44, •!'
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ATARI ST AND ANSA
TREASURE ISLAND Den
LITTLE PUFF
ROCKSTAR
FANTASY WORLD Dan'
SEYIJOUR iN HaLywdoo
SPIKE IN TRAPLSYLVANIA

CODEMXSTERS
Codernasters Software Company Limited 1991 P O  Box 6 Leamington Spa. England, 0133 OSH

HELP UNES
NEW RELEASE INFO LINE 0898 555 OM (Tells you what is terc Released ems month)

If you cant get any lurther in any of these games and would like us to gyve hints a tips on how to solve all the puzzles just
rOone the numbers below Please don't phone unless you are really stuck and make sure you gel pernession from the

person who pays Me recce be N U  Cans costs 36p per minute during off peak lime and 48p per minute at all cellar halos.
'GREAT BRITAIN ONLY)

SPECTP11110, ASISTAA13, C14
Exa-Y
TREASURE ISLAND 0122Y
FANTASY INOALD ERZZY
LITTLE PUFF
ROCKSTAIR
NIAGICLANO DIZZY
5LiGt-rItY MAGIC
SEYNOull NACLLYM4:00
SPIKEI i  TIWISTLYANIA

0990 555 093
1)095 555 09i
0090 555 078
O M  555 004
0050 555 ogo
(Mg 555 096
Oggg 555 050
m16555010
0998 555 11,..•





Who actual ly  reviews all  these games? What
are all  those mad  little cartoony symbols on
the reviews pages? And how do you know if a
game real ly is worth buying? All your
questions are answered here, the  Powerplay
page. Look no further if  you want  to fathom
Commodore Format 's  radical  ratings...

Just who are these people who get to
spend their whole time going joystick
frantic? it's time to meet the incredible CF
Reviews Posse...

COLIN CAMPBELL
Our Ed spends far too
long playing C64 games,
longer than any sensible
person would. But then.
what's sense got to do
with being an Ed? Col's
favourite games at the mo

are Smash TV (-because i ts got lots of
weapons in it") and The Blues Brothers (-it's
like Super Mario, except better").

SEAN MASTERSON
Sean"s an all round weird
person, which is why his
favourite game of all time
is Creatures ("I like to lose
on the torture screens").
These days he's playing

• T h e  Blues Brothers and
Super Space Invaders -I've always had a soft
spot for mutated cows," he said, which is a bit
odd. Isn't it?

PAUL LYONS
W h e n h e ' s n o t r idingh i s

push-bike all over the
place (or falling off it, for
that matter), Paul likes to
get stuck into cutesy plat-

'. form games and big
..,strategyaffairs."Myall-

time favourites are Rik Dangerous and
Supremacy, but once I get started, I kind of
forget about everything else, like eating,
sleeping, knowing what year it is..."

STUART CAMPBELL
When he's not playing
games on his 64. Stuart's
a star reviewer for our sis-
ter mag Amiga Power.
But he still reckons 16-bit
games are over-rated.

• The emphasis is usually
on playability with 8-bit games, which is why
I'm so often disappointed by what's on the
Amiga," says Stuart. That sounds about right
to us. Yep, we could learn to like this guy,
even if he does work for the wrong mag most
of the time.

I t c l ;

UNDA BARKER
Mmmm. Linda's always
been a bit of a Spectrum
person but we sweet-
talked her in to checking
out a few 64 games and
now she's hooked. "My
favourites are puzzle

games,' she says. But you'll sometimes find
her having a secret blast with un-girlsome
games like Speedball IL She's started wear-
ing kevlar body armour as well but apparently
that's nothing to do with us...

MARK RAMSNAW
Mark was born into gam-
ing. You see, his folks run
a computer games shop in
Sunderland, and he likes
to program every now and
again. Trouble is, he
never finishes a project

"because I get bored and start playing other
games". So we persuaded him to apply his
talents to some of our trickier reviews and he
didn't get bored and did get them finished.
Mark's been playing WWF. Elvira and Battle
Command. All three made him smile (ahh).

NEIL WEST
All round raver and man
about town, Neil tries to
squeeze some home
entertainment into his
busy social schedule but
often ends up failing. Mind

-111101MIIIIIIIIIimmi you ,  the prospect of a
night in with Turbocharge or Terminator i s
usually enough to tempt him away from the
local nightlife. He's a funny boy, our Neil -
but he knows his beatem-ups.

i i
ROGER FRAMES

Budget bankers Roger
has invested in a calendar
so he can tick off the days
when the best full-price
games come out on bud-
get. He'll stop at nothing

•t o saveh i s preciouslol ly.
Lately Rog has been getting a swelled

head after being featured on the cover of
Codemasters' game Tilt. Roger's been hav-
ing a rough time recently. Check out his latest
escapades on page 48. Our fave skinflint of
on the brink of going hatstand loopy.

POWERPLAY

Commodore Format s review system is as
simple and can be. There's none of that
tricky hard-to-follow nonsense here. Each
review is packed with as,. much information
as you'll need to decide if a game's for you,
and it will help you get started playing. At
the end, you'll find a straightforward rat-
ings system that tells you exactly what's
good about a game, and what's not so hot...

CF RATINGS
When you arrive at the end
of a review you'll see one of
these egg-timer shaped
thingies. At the top will be
the game's poor points.
and at the bottom its

-  s t r o n g  points. The shape
of the ratings box depends
on the mark it achieves,
so there's plenty of room

to detail a good game's strong points, and
vice versa.

The highest rating a
game can get is 100
per cent, but none
ever has,

If you see a
game review fea-
turing this symbol , it
means it's rated more than 90 per cent, so
it's an 'official' corker and could well be
worth a good look.

Positive
points

GAME ICONS
To make life easier for you we've knocked
together a few 'tell-at--a-glance' icon
thingamajigs so you can tell at a glance
what standard feature each game contains.
They are:

( i ) F A C E  -  Number of players.

The more heads, the more
people can play.

KEYBOARD /  JOYSTICK
-  Bit obvious really. It sig-
nifies the control
mechanisms.

A i i i M O U N T A I N S  -  if you can see a
mountain, it means there are
difficulty levels.

OCTOPUS -  Multi load, the
game's in bits if the octopus
appears (tape users beware).

•• G O A L I E ' S  S H I R T-  This
means there's a save option
available (groan).

, . . . 0 1 0 0 1 6 6 •

B L O C K S -  You can prove to
everybody how good you are
at a game by using a high-
score table.

PAW S  -  Yes, were  afraid
that really is what it means.

There's a pause mode

The cote of COMMODORE FORMAT, January 1 9 9 2



ATARI ST AND AMIGA
-FIEASURE ISLANO DIZZY

TILE PUFF
=,73CKSTAR

' W O R L D  DIZZY
HOLLYWOOD

.AlkiISYLVANIA

CODEMA,STERS
AMIGA screen shots shown.

odemasters Software Company Limoted 1991: PO Box 6. LeaMing1011 Spa, England, CV33 OSH
HELP LINES

NEW RELEASE INFO LINE 0896 555 000 (Tees yCu what b e r g  wieased m c r a h )
If you canl get any further in any ot Mime games and would like us to grve tents & tips On how to salve al  the puzzles just

phone the numbers below. Please dan'i phone unless you are many stuck and make sure you get permission from the
person who pays the phone bill NV! CEdts costs 38p per minute dunng off peak lime and aeo per minute at all other *was

(GREAT BRITAIN ONLY)

SPECTRUM. AMSTRAD, CRA
DUZY
TREASURE ISLAND DIZZY
FANTASY WORLD DIZZY
LITTLE PUFF
ROCKSTAM
MAGICLAND DIZZY
SLIGHTLY MACRO
SEYMOUR It HCALYWOOD
SPKE Pt TRANSYLVAMA

DSOS 5E6 Y,
01110 555 re
Ortile 555 m-
OMNI 555 0.-
08911555c-
sass 565 r•-•
o e * w • : -
oeee556
001106 5551

'A Crash Smash 9 0 . "
The game that launched your

favourite mega star.

8 558 09
555
555 0

96 555 01

"A glorious bounce around
platform game packed with

colour and playabilily"
ZZAP

1"Graphics and presentation are
excellent and all in all Slightly

Magic is absolutely
magic. "YOUR SINCLAIR

AH, t • ad users have I P u f f  substituted tor a r s  Elephanf ArMc5

"Extremely accessible.
re f resh ing ly  o r ig ina l  i n  ideas

and great slaying power.•
ZZAP

"Seymour is completely
brilliant. It's packed with great

g raph ics ,  i t 's  g o t  a k lek in
sound track and i t s  very, very

playable.' YOUR SINCLAIR



5 003
5 091
5 0711
5 094
5 090
5 0915
5 050
5 010
5105

THE LAST
OF SPIKE IN
TRANSYLVANIA
We found the number of mistakes (groan)
and omissions in our original map and solu-
tion (CF13) hard to count (aargh), there were
so many of them. Thanks to Ash Hogg and
Dave Clarke we brought you the first half of
the official solution last month (last year, in
fact). This month's guidelines do two jobs.
They enable you to complete the game and
they allow us to bury it (eeulgh).

We begin one room left of the bot tom
of the belfry. By the way, if you're having
problems getting this far into the game, hold
down the keys C J and 2 for infinite lives (and
subliminal advertising for a r s  Elephant
Antics 2. perhaps).

Go through the left-hand doorway arid get
the key from the bedroom. Go back out and
enter the dungeons (the rightmost door
marked A on the CF13 map). Enter the door
on the right leading to the middle dungeons.
Enter the door on the left to the lower dun-

THE POWER
• If the codes for the f irst 25 levels weren't

enough (and let 's face it, they weren't).
here are the codes for all the later levels
It my guess Is right, though, you'll proba-
bly play level 50 straight  away -  you
naughty person.

LEVEL 26 -  JINGLE
LEVEL 27 -  JOGGER
LEVEL 28 -  INSIDE
LEVEL 29 -  5PLSPS
LEVEL 30 -  KNIGHT
LEVEL 31 H INBON
LEVEL 32 -  NOBODY
LEVEL 33 -  GOODIE
LEVEL 34 -  00ZAYB
LEVEL 35 -  ELTRIC
LEVEL 36 -  187293
LEVEL 37 -  OROVUY
LEVEL 38 -  DOUBLE
LEVEL 39 -  ROLLER
LEVEL 40 -  CLOSET
LEVEL 41 - S L O W LY
LEVEL 42 -  BIZNEZ
LEVEL 43 -  124816
LEVEL 44 TA R G E T
LEVEL 45 AMZING
LEVEL 46 -  VODOOH
LEVEL 48 -  WOODYS
LEVEL 49 -  YZX3WS
LEVEL 50 -  XUOZOX

This was the look of 1990  and 91, when
puzzle games started coming out by the
bucket-load. And now you're all stuck on
them, aren't  you.

How much will  you go through to trade
tongues with l itt le Minnie? Well this level
might be  easy but the la ter  ones can leave
you tongue t ied and twisted.

Yo ho ho. The  middle of  winter  is that  game
playing t ime of  year. And when people play
games, they  come unstuck somewhere.  Enter
Andy Roberts,  the man who can solve any
problem you care to put to him, nearly...
geons. Go left and release the prisoner. Walk
to the far left and prepare to enter the
haunted room. Select the cross from your
inventory. Drop it inside the haunted room to
make the ghosts disappear and release the
wizard's spell book. Take this for later use.
Walk right into the next room and free the
prisoner you find there.

Return to the dropped cross, pick it up,
then leave the ghosts room. Retrace your
steps until you arrive at the dungeon
entrance. Get the deafened bat, then walk left
along the upper corridor until you come to the
rat-infested corridor. Take the door on the
right into the central corridor, then take the
door on the left and go up until you reach two
ladders. Climb the one on the right to meet

up with Arbold the Wizard. Walk up to Arbold.
He will ask you for three objects to make a
potion. Stand behind the cauldron and drop
the deafened bat. toad juice and the spell
book into it. Pick up the tie the explosion pro-
duces and make your way back to the castle
entrance, On the way, drop the cross in the
central corridor.

Just outside the castle you meet Farmer
Piles. Drop the ploughman's lunch in his path
and take the wellies he gives you in return.
Continue left until you reach the village inn,
select the tie from your inventory to get
passed the innkeeper. Get the wine from
inside. Go into the cellar and pick up the can-
nonball and key. Leave the inn and enter the
abandoned shack, Push the cannon (next to
the rock), then drop the cannonball into the
cannon. Stand on the left of the cannon and
drop the torch -  the cannon will blow the rock
away revealing a secret entrance.

Return to the castle until you reach the
muddy patch in the middle dungeons. Select
the wellies, walk over the mud and get the
bone. Go right into the next room and pick up
the key. Go through the door and release the
prisoner. Now go back to the hidden
entrance. Are you there yet? Good.

Go through the secret entrance and give
the bone to the guard dog. Run passed it
while it chews the bone. Enter the first door
you come to. go left and through yet another
door, where you will find a personal stereo
and a key (get 'em both). Go out the door,
then head right until you come to the room
with the chicken (use it to top up your
energy). Go out, left and leave the rebel's
underground. Head back to the castle dun-
geons and give the personal stereo to guard
who complains about the quiet.

When he runs off, release his prisoner.
Go to the base of the belfry and get the key.
Go to the deepest dungeons and drop the
bottle of wine in the thirsty guard's path.
When he's gone. free his prisoner. Walk right
into the next room and release its prisoner.

Yipee, you have freed all Spike's pals!
Jump up and down, celebrate, live a little.
Then write to us and tell us what you'd like
solved next.

A holiday helping of COMMODORE FORMAT, January 1 9 9 2



LEVEL 3  -  WATER
From the start screen, take the upper-
right path into the next screen, collect
the SCROLL from inside the doorway,
then take the upper-right path again.
Take the upper-left exit and collect the
STAFF, which is cunningly hidden in the
reeds at the very bottom of the screen,

Go along the upper-left path, take
the top path again. Collect the POTION
from the vase. Then take the right-hand
exit, This next bit is tricky: to jump onto
the wooden jetty, stand in the square
just to the right of the fence Corner_ Now
run straight towards the jetty and jump
just before you reach the water. Walk
carefully along it into the next screen
and pick up the PLUG from the end.

Go back the way you came, jump off
the jetty. and take the bottom-right exit.
Nip behind the hut and collect the
COGS (for use as shuriken). Take the
upper-right exit, then take the upper-left
exit from the next screen. Now take the

4
SA
Os
•Aci

Shogun shredding COMMODORE FORMAT 16,  January 7 9 9 2

M i r t h i l b l e  •

CAI 1

Here it is -  the final
part of our simply
huge solution to one
of the most
graphically amazing
C64 games ever.

What more could a
ninja ask for? That
we shut up and get
on with it? Okay,
there's no need to be
like that.
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bottom-left path into the waterfall
screen — the waterfall blocks the exit
and must be stopped in order to
complete the level. To  do this, cross
over the bridge and go into the next
screen. Take the left-hand path,
select the plug, then walk up to the
drain at the waters edge and use
the 'pick up' motion to plug the
whirlpool (the ninja will flash when
it's been done correctly). Go back to
the waterfall screen, then select the
scrollinunchaku and enter the door-
way to face the Shogun.'1Wk14,1

STAPLE
Ilea B O X '

t•

FLOW A I D

LEVEL FOUR F IRE

SCROLL

ttt- .00.••00-, t
DIY MOULD

LEVEL 4  -  FIRE
From the start, go into the next room
and collect the STAPLE from the
forge, Take the lower-left path.
Collect the POTION from the caul-
dron, then go back into the previous
room. Take the middle-right exit into
the lava room and jump across via
the central path (DO NOT jump
across the blocks). Go into the next
room and, holding the staple, climb
up the wall and exit along the bal-
cony. Continue through the next

room and into the doorway, then
collect the METAL INGOT from the
base of the drainpipe_ Climb down
the left side of the ledge and take
the top exit_ Walk into the workshop
area and pick up the DUST MASK
from the bench_

Go back into the previous
screen, climb up and go through the
doorway_ Make your way through
the next room, then climb down
from the balcony and exit into the
lava room. Jump across to the mid-
dle path, select the mask, and go
left into the otherwise lethal dust

GAMES TIPS a)

lt-taAlli

m e m p l i D
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E .41-1410.1 ,11,..• •

INGOT

room. Collect the FLOW AID POW-
DER from the barrel, take the right
exit, jump right back across the lava
and exit the room. Climb up the wall
and follow the path round as before.
Climb down the ledge, take the top
exit, then take the top-left exit past
the workshop.

Walk up to the furnace and,
standing just behind the nearby
line, use the bellows with your 'pick
up' action — the furnace should burn
brightly... you did remember to pick
up the bellows on level 2, didn't
you? Take the top left exit, collect

the SCROLL from the
cauldron, then take

LEVEL 5  -  VOID
By now you should be pretty com-
petent with your nunchuka i f  not,
practise. You DO NOT need full
Bushido power to kill the final
Shogun but the more power you
have, the easier it will be. From the
start, take the top-right path, then
take the right hand exit again_ Go
along the upper-left path into the
next screen and collect the
POTION from the corner. Take the
left hand exit, pick up the SCROLL
from the corner..then take the left

" t a l i

the lower-left exit and
pick up the KEY
MOULD tram the bar-
rels. Go down the
bottom-left path, then
use the key mould in
the furnace to make a
key. Take the lower-
left exit, stand
opposite the gate and
use the key to open it.
Have your nunchuka
and the scroll at the
ready, then go down
the steps to the
Shogun's lair.

Llt_utt

DUST MASK

Th. secret of COMMODORE FORMAT 16,  January 7 9 9 2
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exit again. Take the left path, then go left again into
the Shoguns chamber (cue eerie and sombre music).
Stand in the centre of the star, press fire and push
upwards on the joystick.

Keep this move held and select the scroll. The
Shogun starts lobbing shuriken in your direction,
which is why you must remain crouched forward -  the
stars are deflected back at him. But it's tar from over.
You must defeat him using only your nunchuka and
Bushido... good luck! Then sit back and watch the
end-sequence (and wait for Last Ninja 4, maybe),

to 4

Well 'ard POKEs
Action Replay owners, you are in luck.
Simply freeze the game and enter the
required POKE on each level for Infinite
lives. Okay?

Cassette version

POKE 28986,165 -  Level 1
POKE 29231,165 -  Level 2
POKE 28824,165 -  Level 3
POKE 29059,165 -  Level 4
POKE 29212,165 -  Level 5

Disk version
POKE 28962,165 -  Level 1
POKE 29207,165 -  Level 2
POKE 28800,165 -  Level 3
POKE 29035,165 -  Level 4
POKE 29192,165- Level 5

If you're playing the cassette version,
you also have an infinite supply of con-
tinue-plays (thanks to a nifty bug in the
program). And thanks to System 3's
Adrian Cale for his assistance.

Can he do it with COMMODORE FORMAT 16,  January 1 9 9 2 ?  Shuriken!
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Duttur E=rata . . . .  109
Protect Stealth Flatlet'

12.90 I ron  Lord ....... 7 . 9 9
14.99 Cal i fornia Games 4 . 9 9Atomic Robokid ..

Apache Strike . . . . . . . . .  4 . 9 9Canter Command
Konami Arcade 18 ganky, 4 . 9 9Daily Double Horse Racing
Stealth mission ••••• ••••• • 4 . 9 9

Stratelp •  . 3 9 9
Slaw Cara 7 99 6 . 9 9

Ultima 3  4 . 9 9
Monly Python
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War In ls5ddle Emil
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Chworionship Wtealling-Nitia C3•99

ChasaHO Chewy Chase N o w  23.99
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Hilislar
Knigela ol Legend _

Niabonal 0 9 .
Navy Soaks ICibit. &OW M A  . 1 4 9 0

.3.99 1 4 / A
NiaNshilt .  •  . . . . . . .  .8.99.....12.99
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, 10001s more titles available, please phone for  avai labi l i ty plus catalogue priced Ei .
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114111MAN
LEVEL 'I -  AXIS
CHEMICAL WORKS
Not altogether difficult, with only large
drops causing any real damage. Ironically,
the henchmen only fire at you when you
face them -  when in doubt, run away!
When faced with a bomber, either climb
up within his range or take an alternative
path. It really pays to follow the map for
this section, as there are plenty of long
drops to avoid.

One useful trick is to fire the Bat-rope
to the platform above and then lower
yourself to the platform below -  it
certainly beats losing a life. When
climbing up the final section (al
the far right), keep as close to
the left wall as possible. Now,
when you reach Jack Napier,
you can shoot him even though
he's off screen -  his bombs can-
not harm you at all. Once you've
killed him, he falls into the vat of
acid and the Joker emerges (cue dia-
bolical laughter).

LEVEL 2 - ME
BATMOBILE
Initially tricky, but the habits of the other
drivers are easy to learn and anticipate.
The slow moving cars can be nudged out
of the way but i ts  better to overtake the
vans and sports cars.

Stay in the top lane as much as possi-
ble, and hit fire as soon as the arrow
points upwards (it helps enormously to
play this section with a friend). Above all,
DO NOT collide with a car unless you
have to, as your energy supply diminishes

It  was one of the best licensed games ever
written and it recently re-emerged as a bud-
get game. And since then we've been flooded
with requests for help getting through it. How
could we leave you in the lurch? Don't answer
that. Read this instead. By the time you know

your way around these
tabby maps, you've

made it.

very
rapidly. When the buildings give way to
trees and bushes, the Bat-cave is near -
keep calm!

LEVEL 3 -
SMILEX PUZZLE
Anyone who's ever played the ancient
game MASTERMIND should find this sec-
tion a doddle, and indeed it is a good test
for logical thinking. Select the first three
items in the list, then another three (start-
ing with the last one in your first

Holy computer corPogrophyt Ws COMMODORE FORMAT, January 1 9 9 2

selection). Repeat this process, mov-
ing along two elements at a time,
until you find the combination. Quite
simply, it's a process of elimination -
you'll run out of tries before you run

out of time, so take it easy and think
carefully. No problem.

LEVEL 4 -
THE BATWING
Very difficult at first, so practise as much
as possible. The trick is to position your
craft roughly two-thirds to the right of the
screen and stay there. It should then be
possible to cut all the ropes you
encounter without bursting the balloons,
moving up and down only.

The basic aim of the level is to survive
until the timer reaches zero, and it IS pos-
sible to cut every balloon free. If, however,
you have to choose between two wagons,
opt for the one with the most balloons on
it -  common sense, really. The worst thing
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to do is fly recklessly around the screen...
you have been warned.

LEVEL 5  -  GCOTHAM CITY
CATHEDERAL
Easier than the Axis Chemical Works but still
a tough challenge. To finish the level (and the
game) you must make your way up to the
cathedral roof to confront the Joker... you
have seen the film, haven't you? The first
skill you should master is bomb avoiding, as
there are plenty of bomb-throwing henchmen
dotted around.

And, because time is of the essence, it
doesn't pay to linger around too long. The
spikes are a problem too, so take extreme
care when swinging across them. A valuable
point to remember is that you can swing fur.
ther by moving the joystick left and right -
only jump off when it looks safe. When you
reach the Joker at the top of the Cathedral,
walk towards the ladder and fire the Bat-rope
diagonally towards him. You have a few
attempts at this, and once hit he falls down to
his doom. Yep, strawberry Jam all round.
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Are
you great at

games?
Because if you are, Andy Roberts
wants to hear from you. Write to

him with your cheats, POKEs and
maps or just some tips for playing
a game well. Andy gives away E20

mail order vouchers for really
good stuff. So get writing and

mark your envelope
•GameBusters'.
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STRATEGY GAMES FOR THE SPEEDWAY FAN
(No Joystick Required)

(Please Nome Team Sugoorted)TEAM CHAMPIONSHIP
Try to win the League Title with your team
• league Tables • Fixtures ' Results
• Injuries • Points • Name change facility
• All current Division one/two riders
Iwo versions on one tope/disk (North and South)
Commodore 64/128 TAPE El DISK E7.50

WORLD CUP
Can you win the World Cup
• 12 Countries take part
• England • Denmark • Sweden • USA etc.
* Qualifying Rounds, Semi-Final, Final
' 2 leg Events. Aggregate Scores 2nd Leg
* PLUS YOUR REGION'S CUP
All on one lope/disk
Commodore 64/128 TAPE E7 DISK E7,50

Both Game on TAPES CI 2. Both Games on DISK £13
Please make Cheques/Postol Orders payable io

S  64 oft,-., 041W—KNOCKCOUT

f •  ow. . . .  loo.amt
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ET SOFTWARE
64 Montrose Avenue, tillington

Leamington Spa. Warwickshire 032 7DY
Many other speedway games for Amstrad, Spectrum, Commodore Details on request.

WANTED

DEAD
OR

ALIVE

USE YOUR
VOICE

TO
OUTDRAW

THE
GUNFIGHTER

CASH PRIZES

lf,f;001At POBox L S I  I N  Coll charges 3a5)

T R E A S U R E
I S L A N D01345,.61,1,v9 10
I  b r i  M i t

1litillEATv,-,-mogast
iilits'A—Irdos

USE YOOR
VOCE TO

LOCATE DIE
IDEASUITE

A

F

0898  r'14' 0898-
31 3561,1 3 1 3 5 8 6
1 you Pre under 18 yeas of age please obtoki permission of whoever pays the phorePer Min Cheap 48a Per Min Al Crher Tirr,es

GOOD
SNOGG1NG

GUIDE
L'1•4"."

• t
A V "— A.0

0898 800 207
CHAT—UP
LINES

• 1

NAUGHTY
JOKELINE

0 8 9 8  800  239

KES
0 8 9 8
/300
2 0 6

SOUNDS OF 701t711.1LE
0898 800 214

ULTRA
NAUGHTY
_;ELJNE

t3  P O O  205

JSF4t7AEAt • ;Pi?
Af A W

0898 800  208

CONFESSION
LINE

_

40170111181e,

0898 800 209

Your ideal
LOVE

PARTNER
0 8 0 8
800
2 1 20.d99

800 2 1 3
allW v140 pew% w-,E,ce, *Owe eg

500,000 COMPUTER GAMES
SURPLUS STOCK SELL-OFF!!

TOP SELLING GAMES
FROM ONLY E1.00 EACH

JUST SEND ONE FIRST CLASS STAMP TELLING US WHAT COMPUTER
YOU HAVE AND W E  WILL SEND YOU A FULL LIST OF AVAILABLE

SOFTWARE AT PRICES YOU JUST WON'T BELIEVE TO:
SURPLUS SOFTWARE SELL OFF

DEPT.% No1 SATURN HOUSE, CALLEVA PARK, ALDERMASTON, BERKS. RG7 ttQW

5 0 0 , 0 0 0  COMPUTER GAMES
THIS IS NOT P.0 SOFTWARE, ALL GAMES ARE SHOP SURPLUS
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0 R E M  DOUBLE DRAGON TA P E  CHEAT : :=C+Y:POKE X,Y:NEXT
1 F O R  X . 4 0 0  T O  4 4 2 : R E A D I F  C<>4942  THEN P R I N T  " D ATA
Y:C=C-0-Y:POKE X , Y: N E X T ERROre:END
2 I F  C<>4941 THEN PRINT "DATA 3 P O K E  157,128:SYS 528
ERROR END 10 DATA 169 ,029 ,141 ,040 ,003 ,169 ,
3 P O K E  I57 ,128 :SYS 400 002,141
4 D ATA  032 ,086 ,245 ,169 ,160 ,141 , 11 DATA 041 ,003 ,032 ,086 ,245 ,169 ,
229,004 011,141
5 D ATA  169 ,001 ,141 ,230 ,004 ,076 , 12 DATA 206 ,001 ,169 ,034 ,141 ,207 ,
136,004 001,096
6 D ATA  169 ,173 ,141 ,114 ,008 ,169 , 13 DATA 023 ,001 ,026 ,169 ,056 ,141 ,
001,141 115,192
7 D ATA  115 ,008 ,076 ,016 ,008 ,169 , 14 DATA 169 ,002 ,141 ,116 ,192 ,076 ,
173,141 000,192
8 D ATA  211 ,098 ,141 ,130 ,097 ,141 , 15 DATA 169 ,165 ,141 ,093 ,016 ,141 ,
164,097 016,028
9 D ATA  076 ,208 ,129 16 DATA 141 ,040 ,022 ,076 ,000 ,006

PREDATOR
This re-release has been giving many of
you serious problems, with nearly every
other letter begging for help - and rightly
so. After all, the game is well tricksome.
Why not try this marvellous listing for infi-
nite lives, grenades, and time (and as if
that wasn't enough, it also works on the
original Activision version).
0 R E M  PREDA1UR TA P E  CHEAT

FOR X=528 TO 581:READ

TACKLE AIN
WIEDERSEHEN
MONTY
This Germanic Monty game boasts a cun-
ning cheat mode, which must be entered
BEFORE the game is loaded. Take the cur-
sor to the bottom line of the screen and
type MONTY. Then use the SHIFT and
INST/DEL key to shunt it along so that the
letter 'Y' sits in the very bottom right of the
screen. Now carefully move the cursor up
to the top of the screen again (don't worry
about any garbage the cursor leaves
behind) and load the game as normal.
Voila! Infinite moles are yours for the
wasting. If all that seems a bit too compli-
cated, the following listing very kindly
POKEs those letters on to the screen for
you - type it in, RUN it, then use
SHIFT/RUN STOP to load the game as you
normally would.
1 R E M  MONTY CHEAT
2 P R I N T  CHRS(147)
3 F O R  X=2019 TO 2023:READ Y
4 P O K E  X,Y:POKE Xf54272,1:NEXT
5 D ATA  1 3 , 1 5 , 1 4 , 2 0 , 2 5

MYTH
Is this mega-game STILL giving you
hassle? Well, here Is yet another cheat.
Simply leave SHIFT/LOCK depressed while
loading the game to start in Ancient
Greece. Then off you go through the ages.

I f  you're stuck, just  pop Andy Roberts a  line,
and he'll come up with some goodly a id . .

FLIMBOIS QUEST
A gorgeous game, yes. An easy game, no. If
you own an Action Replay (and have the cas-
sette/disk version) then these POKEs should
be right up your boulevard;

POKE 5628,173 - Infinite lives
POKE 10392,165 - Infinite time

MI6  29
Here is a simple cheat for the flight quarter of
Codemasters' Quattro Combat compilation;
simply hold down the 'CTRL' and 'X keys for
a considerably easier game.

PAPERBOY
I can hardly believe it - yet another re-release
causing more strife than Saddam Hussein.
So, here is a petite cheat especially for
Malcolm Miles, Andrew Peel, Michael
Anderson, lain Naylor, Philip Dunn, Michael
Morris and Joseph Doyle.
0 R E M  PAPERBOY TA P E  CHEAT
1 F O R  X=20100 TO 20128:READ Y:POKE
X, Y:NEXT
2 D ATA  1 6 9 , 4 , 1 4 1 , 1 4 9 , 8 , 1 8 5 , 1 4 9 , 7 8 ,
153,52 ,4 ,136,208,247
3 D ATA  7 6 , 1 3 , 8 , 1 6 9 , 9 6 , 1 4 1 , 1 6 6 , 4 1 ,
141 ,107 ,40 ,76 ,52 ,8 ,0
Now RUN the listing, then type LOAD and
press return. After the first bit has loaded,
type POKE 1012.78:RUN and again press
return. The rest of the game should now load
with infinite lives.

TOTAL RECALL
Dozens of you have written in for a cheat
mode, and, as fate would have it, dozens of
you have sent it in. On the high score table.
enter LIFE STILL GOES ON to activate the
cheat mode. Pausing the game with F l  now
allows you to press the left arrow key to skip
levels. When the next one loads in, you can
either press Fl  to play that level, or the left
arrow again to skip it.

DOUBLE
DRAGON

DOUBLE
DRAGON 2
And here we have another infinite lives and
time POKE for the equally frustrating sequel,
requested by Ashley Simpson, Robert
Hickley, and Layne Cook.
0 R E M  DOUBLE DRAGON 2  TA P E  CHEA:
1 F O R  X=400 TO 431:READ
Y:C=C-1-Y:POKE X,Y:NEXT
2 I F  C<>3439 THEN PRINT D ATA
ERROR' :END
• P O K E  157,128:SYS 400
4 D ATA  032 ,086 ,245 ,169 ,076 ,141 ,
096,003
5 D ATA  169 ,165 ,141 ,097 ,003 ,169 ,
001„141
6 D ATA  098 ,003 ,076 ,081 ,003 ,169 ,
173,141
7 D A T A  202 ,181 ,141 ,108 ,185 ,076 ,
000,068

AARAGGH!
Don't lose your rag. Write to:

Samaritan's Corner,
Commodore Format, Future

Publishing, 30 Monmouth Street,
Bath, Avon, BAI 2BW

If you're stuck on any C64 game, just
jot your plea down

(on a postcard if possible) and
we'll do our level best

to help.Alex Maund, and Christopher Dibble all wrote
in practically begging for an infinite lives/time
POKE. Well, who am I to  argue?

Have no fear - COMMODORE FORMAT, January 1 9 9 2  is hero?



1101,LAND
So cute it made you puke -  but lifting the laurels on later levels is a
ticklishly tricky task. So if your fairy is flagging or your rod s lost it's
rigidity, fear not. Arcade regular Andy Roberts maps the mysteries of
the first 16 levels of this sugary sweet pla form puzzler...
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These levels are  a nice introduction to the game and you should use
them to practise your jumping and climbing skills. An important
point to remember  is never  climb up a ladder  unless the platform
above is empty -  the monsters l ike to  drop down on your head.
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The monsters are gett ing a bit  smarter  now. In part icular  be careful
when you climb the long ladders on levels 10  and 11,  more often
than not the monsters will  try to corner you. I t s  much safer  to use
your l i t t le  l a d d e r  t o  c l i m b  u p  a n d  d o w n  t h e  m i d d l e  o f  l e v e l  1 1 .

S T A G E  S

WEIFIFFIFFPWIFVFIFIPEP;

Firrywirrprirpr

S T A G E  1 3

S T A G E  _ 1 5

GAMES TIPS

S T A G E :  6

Orryirrarr. • s y r

S T A G E  a

This is the your first chance  to ride on a balloon and i t s  a  good idea
to perfect  this now, whi le  the monsters are pretty wimpy.  When you
reach the guardian 'gators at  the end of level eight,  abandon all pre-
tence of tact ics and just blast  away  l ike crazy until they disappear.

S T A G E  1 . 9

S T A G E  1 . 6

Don't risk yourself for a f ew  f lowers,  s a v e  your lives. The teleports
on level 15  have both advantages and disadvantages -  you can
escape enemies,  but  you may also teleport  into them. When you
face the big blue whale  dodge the babies and a t tack  in small  bursts.

More Rodland in next month's CF!
M o r e  p o w e r  to your  rod wi th COMMODORE FORMAT,  January  1 9 9 2



GAMES TIPS

2 I F  C<>4851 THEN PRINT D ATA
ERROR E N D
3 POKE 157,128:SYS 544
4 DATA 0 3 2 , 0 4 4 , 2 4 7 , 0 5 6 , 1 6 9 , 0 3 2 , 1 4 1 , 2 1 9
5 DATA 0 0 3 , 1 6 9 , 0 5 4 , 1 4 1 , 2 2 0 , 0 0 3 , 1 6 9 , 0 0 2
6 DATA 1 4 1 , 2 2 1 , 0 0 3 , 0 3 2 , 1 0 8 , 2 4 5 , 0 7 2 , 1 6 9
7 DATA 1 7 3 , 1 4 1 , 1 3 3 , 0 5 3 , 1 6 9 , 0 0 0 , 1 4 1 , 2 3 9
8 DATA 0 5 1 , 1 0 4 , 2 0 6 , 0 3 2 , 2 0 8 , 1 7 3 , 0 3 2 , 2 0 8
9 DATA 09E

X-OUT
A superb shoot em up, boasting some amaz-
ing effects in the later stages - that's it you
can get that far. If not, try the following listing
for a never-ending stream of spacecraft.
0 R E M  X-001  CHEAT BY WAZ
1 F O R  X .288  TO 366:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>9301 THEN PRINT D ATA
EKROR.:END
3 P O K E  157,128:518288
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 4 8 , 1 4 1 , 2 4 5 , 0 0 2
11 D ATA 1 6 9 , 0 0 1 , 1 4 1 , 2 4 6 , 0 0 2 , 0 7 6 , 1 6 7 , 0 0 2
12 DATA 1 6 9 , 0 6 4 , 1 4 1 , 1 6 5 , 0 1 6 , 1 6 9 , 0 0 1 , 1 4 1
13 DATA 1 6 6 , 0 1 6 , 0 7 6 , 0 0 0 , 0 1 6 , 0 8 7 , 0 6 5 , 0 9 0
14 DATA 0 7 2 , 1 6 9 , 0 3 2 , 1 4 1 , 1 4 2 , 2 5 3 , 1 6 9 , 0 8 4
15 DATA 1 4 1 , 1 4 3 , 2 5 3 , 1 6 9 , 0 0 1 , 1 4 1 , 1 4 4 , 2 5 3
16 DATA 1 0 4 , 0 7 6 , 0 0 0 , 2 4 8 , 2 0 6 , 0 3 2 , 2 0 8 , 1 7 3
17 DATA 1 4 7 , 0 0 6 , 2 0 1 , 2 5 5 , 2 0 8 , 0 1 6 , 2 3 4 , 1 6 9
18 DATA 0 7 6 , 1 4 1 , 1 4 5 ' 0 0 6 , 1 6 9 , 1 6 2 , 1 4 1 , 1 4 6
19 DATA 0 0 6 , 1 6 9 , 0 0 6 , 1 4 1 , 1 4 7 , 0 0 6 , 0 9 6

POPEYE 2
A rather bland budget release which barely
impressed Master Frames (so what's new? -
Ed), However, if you love our spinach-eating
hero, or if you'd like to squeeze a few more

Yet another banquet of POKE listings to feast
upon, courtesy of the prolific Warren
Pilkington. To use each one, simply type it in,
SAVE for future use, then RUN it (with the
rewound game cassette ready to roll).

minutes of enjoyment, try typing in this listing
for infinite lives and time.
0 R E M  POPEYE 2  CHEAT BY WAZ
1 F O R  X .544  TO 584:READ Y:C.C+Y:POKE

I :  NEXT

PLATOON
Having just surfaced on budget, this excellent
movie tie-in is still as difficult as ever, so try
this POKE for infinite morale and ammunition
(but only on level 1),
0 R E M  PLATOON TAPE CHEAT
1 F O R  X&547 TO 619:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>8401 THEN PRINT D A T A
ERROR ":END
3 P O K E  I57 ,128 :SYS  547
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 5 1 , 1 4 1 , 1 9 6 , 0 0 2

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

4
10
11
12
13
14
15
17
18

POKE
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

3 P O K E
4 D A T A
5 D A T A
6 D A T A
7 D A T A
8 D A T A

Pretty particular power-packed POKEs page in COMMODORE FORMAT, January 1 9 9 2

12 D ATA 1 6 9 , 0 7 4 , 1 4 1 , 111 , 0 0 1 , 1 6 9 , 0 0 2 , 1 4 1
13 D ATA 11 2 , 0 0 1 , 1 6 9 , 0 8 8 , 1 4 1 , 2 11 , 0 0 2 , 1 6 9
14 D ATA 0 9 6 , 1 4 1 , 11 4 , 2 2 6 , 0 7 6 , 0 8 1 , 0 0 3 , 1 6 9
15 D ATA 0 8 1 , 1 4 1 , 1 9 6 , 0 0 2 , 1 6 9 , 0 0 3 , 1 4 1 , 2 0 1
16 D ATA 0 0 2 , 1 6 9 , 2 2 2 , 1 4 1 , 11 4 , 2 2 6 , 1 6 9 , 1 7 3
17 D ATA 1 4 1 , 0 5 4 , 1 8 9 , 1 4 1 , 0 1 6 , 1 8 9 , 1 4 1 , 2 11
18 D ATA 1 8 9 , 1 6 9 , 0 0 0 . 1 4 1 , 11 4 , 1 8 9 , 0 7 6 , 0 0 0
19 DATA 0 0 4

SUMMER CAMP -  DISK
Yes, I know a lisitng has already been printed
in CF6, but this one is especially for those
who bought the disk version. Type it in, pop
the disk in the drive, then RUN for infinite
nice mice.
0 R E M  SUMMER CAMP DISK CHEAT BY WAZ
1 F O R  X=272 TO 341:READ Y:C=C-1-Y:POKE
X,Y:NEXT
2 1 F  C<>7908 THEN PRINT D A T A
ERROR" :END
3 P R I N T  CHRS(147WINSERT DISK AND
PRESS A  KEY'

198,0:WAIT 1 9 8 , 1 : 8 1 8  272
162 ,008 ,032 ,186 ,255 ,169 ,001 ,168
1 6 2 , 0 8 4 , 0 3 2 , 1 8 9 , 2 5 5 , 0 3 2 , 111 , 2 2 5
169 ,071 ,141 ,087 ,008 ,169 ,001 ,141
088 ,008 ,162 ,000 ,189 ,010 ,008 ,157
168 ,002 ,232 ,224 ,080 ,208 ,245 ,162
224 ,100 ,208 ,245 ,076 ,168 ,002 ,169
000 ,141 ,040 ,015 ,169 ,173 ,141 ,244
022 ,076 ,014 ,008 ,065 ,000

POSIEDON PLANET II
Here's a small but perfectly formed POKE for
a small but perfectly formed arcade adven-
ture. Try it for even more lives than a million
squillion googleplex (infinite lives, in tact).
0 R E M  POSEIDON PLANET CHEAT BY WAZ
1 F O R  X . 3 8 4  TO 420:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>3863 THEN PRINT 'DATA
ERROR" :END

157,128:SYS 384
032 ,086 ,245 ,169 ,144 ,
169 ,001 ,141 ,244 ,002 ,
169 ,157 ,141 ,019 ,005 ,
020 ,005 ,076 ,224 ,004 ,
191 ,092 ,076 ,016 ,008

141,241,002
076,167,002
169,001,141
169,173,141

If you have any POKEs for budget games or
CF PowerPack specials, then send them in
to the usual GameBusters address, but
mark your envelope 'FrameBusters'.

ALIENS
Another great listing for issue 14's covergame, which otters infinite
stamina, infinite ammunition, as well as making it much harder for
aliens to kill you - go get eml
0 S r E  ALIENS CHEAT BY M

X-,514 TO 552:READ Y:C-C,Y:POKE
2 1  C - 4 0 7 7  THEN POKE 1 5 7 , 1 : S W z  514
3 P R I N T  D ATA  ERFOR":EhT
4 D ATA 3 2 , 8 6 , 2 4 5 , 1 6 9 , 1 9 , 1 4 1 , 2 . . . 1  I I ,
5 D ATA 9 6 , 1 2 , 7 7 , 8 0 , 1 6 9 , 0 1 , 2 4 0 , 4 ,
6 D ATA 141,150,1 .3  - -. ,  A t e  • •  '

HACKER 2
This unusual and atmospheric CIA thriller from Activision was on CF
PowerPack 13 and is seriously tough. A brilliant listing from MAR-
TIN PUGH, Not only does this give you infinite lives, you can also
opt for an easier game which works by locking the security monitors
to channel 21 (to activate this cheat, LOGON and start the game as
normal. Then quit using Fl then LOGON again - the cheat will now
be activated).

REMW.A2'.EER M
580:READ Y:C=C44;POKE X,Y:NEXT

2 I F  C<>6545 THEN PRINT "DATA EFROP":END
INPUT"INFINITE LIVES Y/N" :AST1F A S ' Y "  THEN PUCE '2.56,141

4 r N P U T ' A N  EASIER GAME Y / N " : 8 S : 1 F  BS="Y" THEN POKE 559,173
5 P O K E  1 5 7 , 1 2 8 S Y S  516
.6 D A T A  3 2 , 8 6 , 2 4 5 , 1 6 9 , 2 1 , 1 4 1 , 2 5 0 , 2 , 1 6 9 , 2 , 1 4 1 , 2 5 1 , 2

DATA 9 6 , 7 2 , 7 7 ; .  0 2 , 1 4 1 , 2 4 0 , 4 , 7 6 , 0 , 4 , 1 6 9 , 4 2 , 1 4 1
DATA 11 2 , 9 , 1 6 ,  4 1 3 , 9 . 7 6 , 3 0 , 8 , 1 6 9 , 1 7 3 , 1 7 3
DATA 220,6547• •
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Grecs. Hulk's a bit  peeved at  Mr  Ito-called'
Perfect for being a right old chicken. So he's
decided to re- locate the bout -  outside.

U h ,  oh. I wasn't looking forward

to this. I really wasn't. For a
start I hate wrestling. While
everyone else watches the
exploits of Big Daddy and Giant

Haystacks unfold in the ring, not to mention
seeing the wrestlers themselves uncoil from
some of their barmier contortions, I get down
to something a bit less confrontational. And
then there's my doubt about wrestling as the
subject for a computer game. Remember all
the wrestling games which have gone
before? No? Well there you go...

But now I'm a changed man. Wrestling
big men with daft names, in silly costumes.
That's where it's at. This change of heart is
all down to one thing — Ocean's LIVWF.

For a start there are the heroes.
Controlling Hulk Hogan (master of the
pile drive), Ultimate Warrior (with
his inimitable mastery of the
gorilla press) or British Bulldog
(the power slammer) is sure
to appeal to everyone. And
then there are the bad
guys — Mr Perfect, The
Warlord, Million Dollar
Man, The Mountie (stop
smirking at the back there)
and Sergeant Slaughter.
Don't laugh. Just because
these guys look stupid and
have daft names, it doesn't
mean they're softies.

Playing one player against
the computer pits you against
the five successively tougher
big guys. Should one of them
pin you a couple of times, it's
back to the drawing board.

The game itself looks
good. The main ring covers
just one screen — there's no fancy
scrolling here — but the play area is more
than ample, and there's even the opportunity

Ha, got you now. With a few swift  presses of
the Joystick fire button, my guy turns the other
wrestler's rib cage into lumps of chutney.

COMMODOOOF! FORMAT, January 1 9 9 2

Looks l ike somebody's left their l imbs in a
pile. l lm,  or perhaps it's those wrest ler  fel-
lows again. What a  state!

I f  you think that wrestlers are just a bunch of
ham actors dressed up in leotards, just try and
mix it with Ocean's World Wrestling Federation.

Half-nelsons and backbreakers all round
-  it's tight time, grapple fans...

to conduct fights outside
the ring (just like the

real thing). The
wrestlers themselves
move fluidly and
very much like their
real counterparts.
Each of the moves
looks convincing
and the fighters tan-

gle brilliantly.
This individuality

is carried through to
their levels of intelligence,

preferred moves and of
course their special moves.

Even the computer
opponents display intelli-
gence (is this a wrestling
contradiction or what?)
and learn to avoid certain

moves if they come up
against them repeatedly. Playing

against a human opponent is wild enough,
but pitting muscles against the computer

Onto the next  wrest ler  and things get  even
tougher. Floating around in mid-air isn't really
all that  effect ive.

Hulk Hogan is now looking down Mr
Per fec ts  bottom. What  the devil does he
expect to find? Best  not answer  that,  eh?

opponents really separates the muscle-heads
from the lightweights.

Prior to a game, there's some pretty cool
intro stuff, including a few words from each of
the wrestlers. As you can imagine, it's com-
pletely corny and laughable (just like the real
VVWF pre-match verbal fights) but great fun.

As is the case with most beatzem-ups the
success or failure is largely dependent on the
control system used. Learning when to use
what is the secret to success. Rebounding oft
the ropes and flying into your opponent, or
belly flopping on him from one of the corner
posts soon becomes second nature.

One masterstroke was the decision to
use that old-fashioned waggle-the-joystick-
from-side-to-side-as-quickly-as-Possible
system. If the two wrestlers end up in a lock,
the outcome is decided by sheer joystick
waggling. The result is that, after a couple of
bouts, the sweat really begins to pour and the
arm muscles ache like hell. It almost feels like
you've just been taking part in the real thing.
Getting pinned to the floor also involves bouts
of physical exertion, this time on the fire but.

Hey, that 's cheating! That 's not a special
move, i t 's a downright dirty one. I 'm not going
to stand for this. Heeeeeelp!
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Good guys gallery

This is the one and only
Hulk Hogan. Hogan is a
good guy through and
through. With a special
super sexy pile driver move,
he s the obvious first choice
for any player.

Ultimate Warrior isn't quite
as sexy as Hulk, but his
extra special move is the
gorilla press, and he's good
alI t .  UW even sounds like
he's named after a computer
game, doesn't it?

British Bulldog is British
through and through a
West Coast American kind
of wayi. With his winning
power slam and ridiculous
haircut the bad guys just
don't stand a chance.

This is either the
trying to remember
doodorant this
the other guy commie,

And he's off and
the ring to bounce
slam straight into t

g closer to
tice.

Using the sides of
lk prepares to

key. Let 's hope
he doesn't side-stop a t  the last minute.

Hulk's special move is the ultra-cool (and
slightly violent) pile driver. This involves
picking up a wrestler  and smashing his
face into the  L o v e l y  stuff.

Come on gMs,  kick! These wrest lers may
not be much cop at  ballot, but Hogan's no
chump. A good crippling k ick  brings tears
to anyone's eyes.

Oh dear.  Hulk mis-t imed that  belly-flop.
Check that  the opponent is already fiat out
on the canvas before at tempting this move
-  i t ' l l  work so much bet ter.

Just look at those pectorals.  Hulk  does a
spot of weightlift ing while proving himself
king of the ring. That 's  what  you're looking
for at  the end of a bout.

Ladies and gent lemen,  we lcome to M V P
Tonight we 've  got two ridiculous geezers in
dodgy suits boating hell out of each other.
ton. After playing W W F  I can definitely say
that this is not utter rubbish. Several rounds
of intense wrestling leh me too knackered
even to make a cuppe Wow, a sports game
which is just as physical as the real thing.

As you can see. I'm having a bit of a hard
time finding fault with WWF. It's really well
put together. It's as single-minded as they
come, the beat-'em-up concept is as old as
the hills, and it doesn't have one single
redeeming feature to lift it out of that dodgy
quagmire of games which have no social or
moral merit.

Nope, I'm sorry Ocean, W W F  is just a tor-
rid, mindless celebration of muscles, macho
rubbish and pantomime violence. Maybe
that's why I like it so much, And, bruises
from this joystick bash aside, that's
probably why you'll like it, too.

MARK I LWA I S H . 4 1 4 , .

Game
Publisher
Cassette
Disk
Release
Contact

WWF
O c e a n
£10.99
£15.99
Out now
061 832  6633

POWER RATING

- ,

111 The wrestlers have real •
character and dumb phrases
-  just  l ike  t h e  real  th ing.
•  Five bed  guys to  t a k e  on -
and  they ' re  no pushover.
•  Cool joyst ick  wagg l ing  and
but ton  pushing icons s h o w
just  w h a t  needs  to  b e  done.
M T N ,  n u m b e r  of moves  is
just  r ight .
•  Spot on contro l  m e t h o d
m a k e s  every th ing  fool  per-
fec t ly  natura l .
•  Bri l l iant p resenta t ion .
•  Convincing and colourful
graphics throughout .
•  A mus t  for  al l  M AW  fans.
•  N i c e  sound ef fects .
•  Good two-p layer  g a m e .

..AND M E  UPPERS

COMMODORE FORMAT, January 1 9 9 2



Unfortunately, these cars don't glide by, no way.  They kangaroo past
you as the graphics throw up as few new f rames as possible.

Game Cisco H e a t
Publisher Image Works
Cassette C•10•99
Disk £15.99
Release Out now
Contact 071 928 1454

that's not to say that there isn't a good driving
game lurking in there somewhere).
Nevertheless, the programmers have
unwisely decided to try just that, and so I'm
afraid they were doomed to fail from the very
beginning. Had they plumped for a game that
followed the Cisco Heat plot but didn't really
attempt any of the fabby tricks of the coin-op,
they might have done a good deal better.

The plot is that of a race through the
streets of San Francisco. You drive a police
car which means you can happily honk your
horn and other cars will get out of the way.
It's all heavy-duty street race stuff with tons of

obstacles, sharp corners and plenty of inci-
dental detail to

merising speed, e  s a m edelightful class as the me.a p i c k  aE  f r c o p e  with.
s  B u t  the m erate is so slow

very now and again a game
appears which is destined to be a
legend, riot only in its own launch-

1 time but for months, even years. to
i come. These games are remem-

bered long after your bog-standard top-ten
hits have finally been emptied from bargain
buckets around the country.

They belong the exclusive club known as
'Unbelievably Crap Games'. You won't be
surprised to hear that Cisco Heat is the latest
member of that club.

If you've played the coin-op you'll remem-
ber Cisco Heat as one of the finest driving
games ever. Huge
graphics, mes- No, this isn't

colour, me Kiflo of thing that makes Tracy, b u t  i t
you chuck pocketfuls
of coins into arcade machines.

When and if you play the C64 version of
this game (and I don't advise that you do)
you'll see one of the rarest examples of dis-
mal programming ever. No, this isn't in the
same class as the mega-awful Dick Tracey,
but it ain't far oft

So what's gone wrong? Well, for a start it
would be impossible for anyone to create a
truly convincing coin-op conversion of Cisco
Heat on the Amiga, let alone the 64 (but

Ta k e  a look at  the traffic on  the right.
Dangerous driving aside, why do those cars
carry the road onto the verge wi th  them?

in th
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ain' ft far of (about three or four a
second, as opposed

to at least twice that on a good game), the
effect on the eye is unbelievably jumpy. A
lampost actually seems to be jumping
towards you. The illusion of movement and
speed is shattered.

Cars are drawn on to solid grey blocks,
which are invisible while the cars are on the
road but as soon as these vehicles go near a
grass verge, the grey surroundings are there
to behold. It would be laughable, had you riot
just spent El 5 on this nonsense.

That message has got the right idea.  Maybe
It's t ime to take  the command seriously
before my 84  starts hating me.

LIU3  7 4. MIGH
15' -"111-4 . • .  •  1 1 1 7 1 1 1 1 1 i 1 • 1 1 0 1 1 1 0 • • • -  - 4 8
•M i t  S C O R E  Y ' 1 , 1

Ready for the race  ahead, San Fran Cisco cops rev their car  engines.
Shouldn't they be out catching crooks Instead of appearing in drivel?

Turning corners  is s imp ly  a mat ter  of
jumping from one screen to another if you've
moved the car to the corner of the screen.

Add appalling screen detection, no sense
of perspective (turn a corner. arid
the view doesn't change at all),
very poor sound effects, and
you've got one of the worst games
of 1991. Steer clear.

COUPS CAMPEEL

POWER RATING
THE DOWNERS...

•  The screen hardly ever seems to
change, which is pretty odd for a
supposed car racing game
•  Collision detection is arbitrary
when it's being good, and non-
existent when it's being bad.
•  Frame rate is terribly slow - possi-
b4y half as slow as a half-decent
driving game.
•  It's racked with silly bugs.
•  There's no 'race' feeling to the
game. In effect, it's boring.
111 Sound effects are poor.
•  Differences between various levels
are pretty difficult to spot,
•  Cars ands buildings have been
drawn badly.
•  Cornering is a joke.
•  Everything else.

•  Eno, It comes in a  nice

- A N D  THE UPPU

100
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Another street punk ready to put your lights out wi th  that  pistol he's
carrying. Fortunately,  Blues Brothers are good at  ducking and diving.

There it is, in the f laming w indow of the
music shop. Get  the guitar and you can head
straight for the end of the level.

A t i e r  a long, long wait, those trou-

blesome soulmates The Blues
Brothers are making an appear-
ance on a C64 near you. What
could they up to now? Have

they finally swapped concert hall antics for
console action? Not quite. They've got a gig
to do on your computer and they need your
help to do it. They've lost everything they
need in order to stage this concert.
Somehow, their guitar, microphone, amp and
a couple of other pieces of stageshow para-
phernalia have been scattered across town.
With your help, Jake and Elwood intend to
get them back.

Town consists of six levels. You can see
five of them on a map screen that pops up at
the beginning of each level, The sixth is a
carefully hidden bonus level. You play

Before the show begins, we'd just like to say
that every console game needs somebody,
even if it's these two trouble making mayhem
machines. Palace has put characters and code
together - and what a mix they make...
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You don't realty need arrows to follow when
you're ballooning through this level but
watch out for when i t  bursts.

To all of you, front COMMODORE FORMAT, January 1 9 9 2
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The Blues Blues Brothers is packed with platforms
and lifts and, wel l ,  lots of mind-bogglingly
strange ways of getting around.

through the levels in a predetermined order
though, so it doesn't matter really. Each level
contains only one of the items Jake and
Elwood need.

Once you select Jake or Elwood (or both,
should you want to play with a friend), you set
off on a mission full of danger. Apart from the
cops -  who shoot on sight and take auto-
graphs later around here -  there are
razor-wielding ,r,kinheads and grannies in

- " t e  4Ar r  M
..:V.rfr f i r

. r f r /  4r1.,r4r•
WA S ' i l s "  i
-wrw"

• "their  • - f - •  _

Level two  offers a different kind of lift in the
form of that  venti lation pipe. You're going to
have to remove Mr Misery first, though.

After a hard bash, w e  reach the end of level three.  Picking up a red
endsof•level f lag sees  in level four. Is this easy or  what?

The shopping mall  is the first level .  Along the
street you'll find shops you can enter  and
recover even more of your record collection.

shopping trolleys to contend with (this town
sounds like a great place to visit on your holi-
days). Fortunately, both streets and rooftops
are littered with crates which you can hurl at
the moral majority. This has the effect of
squashing them completely and keeping
them out of your way for good.

But this is a screamer of an all-direction
scroller and there's a lot more to do than go
on b o x  frenzy. There's a whole load of

IF

The rai lway stat ion in part icular reminds
you of something along the lines of Rick
Dangerous. Except  that  it isn't.



So glad you made  it. N o w  aro you going to play Jake  (left), Elwood
'right) or both of them (cor,  that  sounds good).

other stuff to collect, including records of
course (the gig wouldn't be the same without
them), extra lives and mystery bonuses. The
mystery bonuses can add points or subtract
them -  ouch! Some bonuses force your be-
boppin' buddies to dance on the spot -
even if they're being shot at or
razored at the time

Some inventive modes of
transport enable you get to
otherwise inaccessible
locations. A limited supply
of balloons takes you to
the rooftops in level one.
for instance. In level two,
an air intake sucks your
sprite up a storey (yeuugh).
Ungainly it might be, but if it
gets you to the top...

The graphics are what J & E
would have called 'something else'.
The scrolling is as smooth and

•

• --_,••••crziKr•,,Vr-f:3-•-riki.17.11iK-  "
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By all means go for a swim when the oppor-
tunity presents itself. But beware,  on some
levels these tanks are filled wi th  acid.

seamless as you Can imagine and the Jake
and Elwood sprites carry an awful lot of
detail. The bad guys (and grannies) are
equally well drawn but they're few and far
between, to begin with at least. Games gurus

are going to find The Blues Brothers
little of a challenge until they're

about a third of the way
through. Even then, they

might be able to plough on
ahead without ever really
using their joystick skills
to the limit.

But the gameplay is
balanced. There are

times when you can
cloud hop and float

down collecting
discs, with an
umbrella so you
can grab more, if
you're smart, Why

these guys'
records are hanging in

mid air in the first place is the
kind of question you don't stop to ask when
you get into the rythmn_ If you've ever driven
a Rick Dangerous sprite around your com-
puter screen, you'll know what I mean. Time
to refine your technique until you get every
single slice of vinyl back, if you want.
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Crates in a row, l ike this, are  really an
ammo dump as far as you're concerned. And
blimey, some of my old 45s have turned up.

This pretty pointless screen shows each level as one part  oil Town.
When you finish a  level it  gets crossed out.

The soundtrack is yet another computer
rendition of Peter Gunn but the arrangement
is different to the one in Spy Hunter. The
sound effects fulfil your expectations as well.
The Blues Brothers has been polished in
every single respect.

It's not adventurous, really. If you go for
games because of their uniqueness, you
might find The Blues Brothers beat too laid
back. But it is simply good fun to play. It
doesn't improve with two-player craziness but
it's still fun. There's a cheat mode which I'm
not going to tell you but I didn't reach the
end, anyway. I'm sure I missed a
few surprises. Well, there's time
for one more session

Game
Publisher
Casset te
Disk
Release
Contact

M A N  MASTERSON

THE DOWNERS...
•  Slightly sparse gamplay.

•  Graphics that  do Justice
the cult  f i lm and add a lot to  -
the game in their  own right.
•  Smooth animation scrolls in
all directions.
•  Six very different and quite
large levels.
•  Cotourful, deta i led and fea-
ture packed backgrounds.
•  Simple console action.
•  Well thought out bonuses
and scoring system.
•  Perfect  collision detect ion
and sprite control.
•  The soundtrack is chunky
enough to eat .
III Ho end-of-level nonesense.
•  Simultaneous two-player.
•  Young player appeal.

...AND M E  UPPERS -

The Biome
Palace
£10.99
£15.99
Out now
071 278 0751

rs

POWER RATING
100

0
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For years the magic of Hollywood has been the focus for the
of people the world over. Nothing else quite matches the
screen to transport us beyond the barriers of reality. Ilinoug

medium of your computer, Movie Premiere offers you the
in this magic

Four of Hollywood's hottest films are now showing on a screen
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eget 11111M1100 to have the Earth (wen,
Springitglid at least)  starts here. A s h ,
walks,  runs and skates  through the
first tweet he has to paint al l  the purple
things with the spreycans ha finds lying
around. As you can see the levels are
big -  these two strips are only about a
third of  the whole  level.

Game Bart Simpson
Publisher Ocean
Cassette £10.99
Disk £15.99
Release Out now
Contact 061 832  6833

•••• • • •  i i  I I I

Ii I t • • • • • • • r  1 W - d B *

Grab this freebie H e r e ' ,  your • • • • •  •••••
xtra . . 1 2 : 1 4 m i l i m u l l t i  s p r a y c a n

_:=11
W hat  can you say about

Bart Simpson? Pop star.
skateboarder, cultural
icon, spokesdude for a
generation and a legend

in his own playtime. All this and yet half the
population have never even seen his weekly
showing on Sky! He may cool in the good
cartoon world of Springfield, but does he
shape up in C64s-ville?

We've all seen games based on film or
TV characters and most of them range from
decidedly dodgy to definite doggy-doo -  not
so with Bart. Our man himself is a gorgeously
colourful character (actually he's four high-res
multiplexed sprites put together). He moves
well, jumps, skates, sprays and has bags of
character. Bart moves are fluid -  if he's run-
ning fast, it takes time to slow down, stop and
change direction. The length of his jumps can
be controlled although it takes some getting
used to. Quite simply the Bart Man looks as
cool on the C64 is he does on film,

But this is not just Bart's everyday clown-
ing around for the cartoon fan -  this is Action
Bart: the dude with a mission. Space Mutants
have landed (At last! -  Dep Ed) and Bart,

COMMODORE FORMAT, January 1 9 9 2  Bart 'a t

When the world's most  famous under-achiever
sees space mutants landing in Springfield, he's
the only one able to foil their  diabolical plans.
But can Bart 's computer  capers be as cool as

they are in the cartoon?

with
his x-ray specs, is the
only person in Springfield who
can see them_ Not only have they
possessed innocent citizens on
each level, there are objects that the
aliens want to use in their machine to
conquer Earth (don't ask me how or
why). Bart's mission (should he
choose to accept it) is to spot and
destroy all the aliens, To  do this he
selects his X-Ray Specs which show
the world in a different light, so when
Bail looks at a person controlled by
an alien, the victim's head is covered in
waving tentacles. He can then destroy them
by bouncing on their heads. In addition. every
time that Ban dispatches an alien, he gets a

L O S -
=

'proof'. At the end of each level, if he's col-
lected enough proof, one of his family will
come to his aid against the end-of-level bad

guy. Bart's main task is to collect and
destroy all the things the aliens
need to fuel their world domination.

On the first level Bart takes his
trusty spraycan to anything

purple. Hindering him in this task
are lots and lots of different

slimey alien things and loads of
tricks and traps.

But Bart's is equipped for the task -
he has a pocketful of coins and the

shops are filled with useful
goodies such as cherry
bombs, rockets, whistles,

magnets, keys and wrenches. Most of
these are used to help Bart spray

things he can't otherwise reach
-  a well-aimed rocket (of the

firework variety) will hit a purple flower
pot resting on high window ledge.

The higher levels really are a challenge
and it's one of the toughest games we've

E l  V*
Cb



e.
Use the telephoneb o x  as a
way onto the washing lines
(where you'll find the  blankets
have a  purpose). Then remem-
ber to phone M o o s .

41,..
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seen for months. In level two, the mutants go
on a hat hunt. They now need hats to fuel
their world-destroying machine, so Bart has
to run through the Springfield shopping mall
(that's a shopping centre in English). collect-
ing hats from passers-by to supplement the
ones he finds just lying around. Every now
and again, he runs into bad guys carrying
painful looking missiles.

Level three takes Bart into the Springfield
fairground where he has to collect green bal-
loons, although there's also the opportunity to
win extra coins on the sideshows. Once Bart
has collected all the balloons, the aliens turn
their attention to exit signs (?) which Bart has
to collect from the Springfield museum, dodg-
ing laser beams (??) and lava flows (???).
But if you think that's odd, wait for the last
level -  five -  where Bart has to run around

The third level features fairground fun and
foolery with Bart having to col lect  al l  the
green balloons. An uplifting experience. . .

the Springfield fast-breeder nuclear reactor,
collecting all the fuel rods and putting them
safely back in the basement.

The first couple of levels are quite easy,
but if you try, there's an awful lot of playing
time in this game. Even after you've finished
it (and even the programmers can't do it with-
out cheating), there are loads of cheats,
special effects and secret rooms to discover.

Isn't there anything wrong with Bart
Simpson versus the Space Mutants? Well,
after level two, as I've said it gets very, very
hard -  probably too hard for Bad's younger
fans_ There's no music in the game, just
sound effects. But after you've listened to the
pretty fab intro while the game's loading, you
won't want to listen to it in the game (it really
gets on your nerves)...

The graphics on the whole are excellent
but some of the backgrounds (such as level
2) are minimal. Oh, and it's sometimes a bit
difficult to work out what is a platform and
what isn't. You might not like that.

But these are pretty insignificant com-
pared to the colour, speed, gameplay, sexy
sprites and, or, very strange sense of
humour. Hats off to Ocean.
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Bart's last  mission takes  place in his local
nuclear reactor.  Aaargh! What's that  horrible
blue-haired mutant? Oh, i t s  Bart 's mother. . .

Later levels are very. very tough

g l o s
hi l u t i o n ,
iplexed sprites.
per-smooth scrolling wi th

.really responsive control of
the main character.

Our hero has bags of ch
actor  ( l ike the 'real' Bart)
without  being too cute.
•  Lovely t inkly spot ef fects
and catchy intro tune.
•  Great sense of humour.
•  Has a ext remely  addictive,
a lmost  maddening hook.
•  Very,  very close to the origi-
nal consols game  -  including
all the original cheats,  skips
and hidden rooms.
•  Platforms wi th  a  difference.

AND THE U

It's a brilliant game and it's not easy to
make a good game from a character licence
and no plot (as Ocean themselves -  and
some of you -  know all too well). But Bart
Simpson makes his debut with the cool you'd
expect from a stylish under achiever.

And what would master Simpson himself
say about it? 'Buy the game, man...' We
couldn't agree more, And

C64 again soon,
PA U L  L r e t a r

we'd like to see Bart on the

POWER RATING

•
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Oil spills. Air pollution.
Endangered animals. The
award-winning TV show Captain
Planet & The Planeteers has
turned saving the Earth's
environment into the ultimate
adventure.
And now, it's your turn to go up
against the most dangerous
enemies our environment has
ever faced - tooten Plunder, Duke
Nukem, Hoggish Greedly,
Dr Blight and more.
The forces of Earth, Fire, Wind,
Water and Heart are yours. Put
them together and become
Captain Planet. Your Eco-copter is
waiting.

T))1U1L1J)D,,n,M IjJi

1990 IRS Productions lac
DI( Enterprises int. All rights lest, to.

•

The polluter and profiteer
Sly Sludge

O f " * . t i l o
_111t411 -4kb.4210 ,

M I N D S C A P E A O

a .  • MINNOW,

6:- -

1 1 1 1 1 1  1 A 1 1 ; 6 1
1 0 1 7 0 =

' • • • • : : 4 1 1 . 1  0  3 , "JIMIV.11

The degenerate and toxic
Verminous Skumm

For your local dealer, contact Mindscape international lid, The Coach House, Hooklands Estate, Scaynes Hill, West Sussex RH 1 1 7111G Tel 0444 831 761



0  oes the name Tilt sound famil-

iar? It should, because a few
months back Codemasters
released a game with a rather
similar title -  it was called Tilt.

In fact, it's more than spookily similar, it's
exactly the blimmin' same.

There are a few similarities in the game-
play as well, both involve a small ball that you
have to manoeuvre around a screen. In the
Codies' Tilt this was achieved by, erm. tilting
the maze so that your little ball didn't touch
the sides and rolled rather nicely around the
screen. In Genias'es Tilt you have to slide
blocks around the screen. Y'see, each block
contains a piece of piping and these pipes all
run in different directions. There are horizon-
tal pipes, vertical pipes, corner pipes, pipes
that look like crossroads and pipes that have
the beginnings of other pipes coming oft
them. In fact, it's a kind of pipe dream.

It's a game that calls for a bit of brain-
work_ In fact, it's rather like one of those

plastic picture puzzles that you always

)

get in Christmas stockings. You know!

( g

The ones that have mixed up pictures
of Paddington that you've got to sort

Out. Yes, well...
About now you might be scratching

your head and thinking -  -Gosh that
sounds rather like something else but I
just can't put my finger on it, it's on the
tip of my tongue. Golly,

what is it?" Well, I'll give
you a clue -  pipe. Got it?

Erm, here's another clue
-  mania Yepl It's Pipe

Mania, Empire's classic
puzzler from a couple of
years back.

This is virtually the
same game, apart from the fact
that Tilt is about a little silver ball
bearing and Pipe Mania is all about

water and plumbers and things.
Despite being a blatant copy of another

game, Tilt is guaranteed to keep you in your
seat. Everything about it is so incredibly mor-
eish. It doesn't look like much but then what
good puzzle game does? There are 50
screens to get through and you're up against
a clock, so even the earliest ones ones get
you all flustered. Initially, you'll lose all your
balls after just one screen but keep on going
and you'll begin to get the hang of it_

Once you've managed to get your ball
from the top left to the bottom right of the
screen you'll be able to do the same next
time. Well, in the earlier levels you can. Later
on, the screen changes every time and it's

Game Tilt
Publisher Genias I  Linel
Cassette £10.99
Disk £15.99
Release Out soon
Contact 0462 851007
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Just slide three tiles left, move the second
on.  on the right up and -  Bergh -  too late!

•••11,

E1255

If ti le sliding is your bag, this is the game for you. Don't be confused by
Code Masters'  Ti l t ,  another good game but nothing l ike this.

just so hard. Bonuses
are dotted around the
screen but there are also
innocent looking squares

which eat your ball and pretend to be sony
about it. "Oh no!" they'll scream, and so will
you. Bang goes a life.

Now, I've got absolutely nothing against
games which look the same -  especially puz-
zle games. Puzzlers are my absolute fave
rave and I could play them for years. Tetris,
Stack Up, Pick 'n' Pile.., you name it, p l a y
it. It's my kind of territory.

And, what's more, p l a y  Tilt too. It's hor-
ribly, maddeningly frustrating, it's also
compelling enough to make you press that
start button again. It doesn't matter that your
dinner's getting cold. Who cares it it's dawn
and you have to go to school in three hours?
For now, all that matters is that you manage
to get through that darned level

Ihkthat keeps eluding you
LINDA BARKER

111.11. .1P U  1 1 .  I 1

• j •  " s l i m -  t i n t "  111110115 rift1 1 1 1 1 4 C 1 1 1 1 1 . 1

1111. r i lor7t12Cal lie
I i i ' i ö i J . F R O Z E NI ahabla sa 1
Squares wi th  chevrons on them cannot be
slid around the board. Flip!

M E  DOWNERS...
•  I t s  so darned annoyIng, you'l l  he
grinding your teeth.
•  A lot like Pipe Mania,

•  Simple, and yet  horren-
dously difficult a t  the same
t ime -  l ike all good puzzlers.
•  It 's fun, it's addictive,  and
you can always see what
you're doing.
•  to ts  of different and
difficult screens to  negotiate.
•  Plenty of weird bonuses for

variety.
k sett ings are espe-
challenging.

phically simple, wi thout
o many useless frilly bits.

•  Once you get  started, i t 's
impossible to put the game
down -  a lab puzzler.

, . . . A N D  THE UPPERS

100

pipow
mow • •

IE:111111 Ina 1
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POWER RATING
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A lull screaming screen load of invaders
starts its decent .  Keep watching.

,
Wait  a minute! They were  teeny a second
ago. Ah, but this is nineties style invading.

Now they're touring deserted areas so they
can land in front of loonies and shout,  'Beep!'

Feast your eyes on this sl ice of the final
frontier. Then get  blasting.

Space
Invaders are a
rum old bunch
and no mistake.  One
minute they're trying
to invade the earth
and the next,  they're
um, trying to invade
the earth al l  over
again. N o w  they're
back wi th  a whole
mothership full of
nasty new ideas,
thanks to Domark's
Kremlin programmers.
But we're ready...

-•

When you set eyes on a screen l ike this you
think, 'Teo,  the invaders are here to stay. '

11111:1?.!r i l lpr ieNrr• ,7,

S p a c e  Invaders hit Planet Earth in

1978 and I remember it well.
Never mind. eh? Cos now, 13
years on. I can play Super Space
Invaders as much as I want.

Domark decided that Space Invaders was
ace but they could make it even better. So
they have. How? Well, they've retained the
basic idea but added lots of extra features to
bring it into the nineties and worthy of the
prefix 'super'. This involves adding better
backgrounds, loads more aliens, extremely
nasty end-of-level baddies, wazzy power-ups
and cow mutilation sequences_ Spiffy.

At the start, it looks a bit like your every-
day Invaders-style shootem-up.  About 450
face-like aliens move in formation across the
screen and shower you with pellets. All
you've got to do is move sideways, dodge the
pellets, shoot the aliens and try to get the
ships which float across the screen now and
then. You get bonus points and, if you're
lucky, a temporary, protective shield.

Run for your lives, it's COMMODORE FORMAT, January 1 9 9 2

There you go, Fresian stealin r i g h t  under
your nose!

The basic idea is to get rid of all the
aliens before they start moving downwards.
Y'see, as they get closer to the ground, they
get bigger. When they hit rock bottom they
can just slide sneakily over to you and -  ker-
bamm! Your ship is no more.

After the first couple of levels the aliens
start to get a bit more exciting. Unfortunately,
as you progress, some of the backgrounds
start to get slightly confused and it becomes
more difficult to work out if that's an alien or a
bit of a planet. But the more aliens you blast,
the clearer the screen becomes -  so just
shoot, shoot, shoot.

Programmers, The Kremlin, have got
some pretty weird ideas as to what aliens
actually look like. I can't say that I've actually
seen any aliens. I live a very sheltered life.
But I've seen a few films and I've never seen
an alien that looks like a house, a butterfly, a
fat skier or a Playmobil man.

These strange alien peeps get more and
more difficult the further you get into the



game but they're not half as tough as the
end-of-level baddies. Phew! These really are
mean metal muthas and they take ages to
kill. There are ships with arms that dangle
dangerously near your ship and fire at you
continuously, ones that launch an endless
stream of killer missiles straight at your little
ship and a very strange one that looks like a
cross between a buddah and a phoenix and
has loads of bubbles going round and round.

The best way to get rid of these is to stay
out of their line of fire and keep the fire button
held down. Eventually, just when you start
thinking that they're never going to go away,
they'll suddenly burst at the seams
in a brown and orange explosion.
Lovely colour scheme.

It all sounds horribly difficult but
you do have some help. If you knock
Out a few choice ships, you'll be
rewarded with a tasty power-up.
The best of these is the
destroy beam which releases
four lasers. These don't last
very long but in their short
life-span they do a tremen-
dous amount of damage
by zipping around the
screen at a
furious pace
and com-
pletely wiping
out anything
they come into
contact with. Another
goody is the fire
flower which explodes

Blimeyl Why oh why do they want  to  invade
Earth so much in the first p lace?

Even a total eclipse can't  stop the invaders
this time around.

very prettily and, more importantly, kills virtu-
ally everything on screen. These extra
weapons are dead useful and, thus, a very
good thing.

The cattle mutilation sequence does not
consist of slaughtering loads of prime dairy
cattle. That's the aliens' job. matey. You have
to save the cattle from the darstardly space
peril. Otherwise, streams of spaceships
swoop down and pick up herds of innocent
frightened Fresians.

You should blast the aliens before they
reach the ground but it's so tempting to let
them pick up a cow. A cow dangling from

a spaceship is not a sight you see every-

I g o d a y .  The little cows chewaway and the ships look
exactly like the ones in the

Sunday Sport
I liked a lot of things about

Super Space invaders and
there's not much about that

I didn't like. But what if
you don't want the guilt

of buying a game
when there are pre-
sents to buy for
everyone else? How
about dropping the

words, 'I want Super
Space Invaders into every-

thing you say from
now till Christmas.
My advice is get a
copy of Super
Space Invaders.

LINDA BARKER

Is this what  goes on in orbit? We think it  is -
if you're in orbit around 551. that  is.

Imagine seeing this on the nine o'clock
news. Fun, eh?

Game
Publisher
Cassette
Disk
Release
Contact

Super Space Invaders
Domark
£10.99
£14.99
Out now
081 780 2222

POWER RATING'
THE DOWNERS—

In A bit confusing sometimes.

It's big enough to keep
occupied for ages.
•  You're pulled in gently.  A -
first the  al iens are slow, but
they speed up. In the end i t s

• pretty difficult even  for expe.
ad al ien bashers.
st of the t ime the anima-

On is excel lent .
•  The aliens have been given
a bit of character.
•  Cow muti lat ion screens are
an inspired addition.
•  You a lways want  to  see
more screens.

-. 5  Great end-of-level baddies.
111 Amazingly addictive,  as
cially considering the
gameplay is 13  years old.

...AND THE UPPERS

The original never looked l ike this. But Super
Space Invaders is a flash p iece  of software.

Become a loony and save the planet  from as
far out as its satel l i te.

Caw catching COMMODORE FORMAT, Jonuory1992
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CHASE HQ
Hit Squad, E3.99
Remember when Chase HO first came out?
It was a milestone by the wayside of racing
games. Everybody was talking about it for
quite some time, until they got bored and
started talking about something else. For my
part. I've been waiting for it to be reduced in
price before unscrewing my purse and letting
in some daylight.

You're a cop with a Porsche and a gun
and a plan to race around in 3D along some
twisty, turny motorways until you catch up
with various wrong-doers. These are conve-
niently marked with large arrows over their
roofs (which seems to be a case of foolish
over-confidence on the part of the interna-
tional arms smugglers and drug dealers but

There he is! The felon escapes after  Roger's
attention is distracted by a shiny coin lying
on the roadside verge.

so much the better). You pull them over and
force them to pay you some lolly for the privi-
lege. It's money for old rope, this crime-
busting lark.

The graphics are still acceptable after all
these decades, the sound fine and it's all as
playable as a Bontempi organ (with new bat-
teries). Well actually it's just that bit jerky.

I'm afraid you might have to buy Chase
HO if only enjoy the wheeze of seeing
extremely rich villainous types get what's
coming to 'ern. If you ask me, it serves the
blighters right for driving expensive cars with
huge flashing arrows over the roofs.

CHASE HO
Put the pedal to the metal, hit the road
and jol ly well take extensive driving
lessons. Chase HO deserves you to take
it home, load it up and go without sleep
until you've finished it. Pity about the
jerkiness, though.

FRAME RATE

Mum and Dad sent me to the doctor for a
check up this month. But instead of getting
out a stethoscope, he just got me to rest on a
couch and tell him about the
computer
games I'd
been playing.
As if you can
catch anything
from computer
games... 1 told
him he looked
like he could
do with a
fire button
frenzy
or two.

at lot of use this cloc would
be if I had something wrong
with me. And if I wan t  to relax, I  play an
old game or count my collection of 1991
mint two-pence pieces, not talk to  someone
who'd have a cardiac a t  the sight of  a C64.

3D STOCK CARS 111
Challenge Software, 0 . 9 9
Stock cars have two great
advantages. They're not very
expensive and you can drive
them to destruction. 3 0  Stock
Cars II tries to put this
magnificent experience within r
your miserly reach, but I'm
afraid its heart isn't in it. The
trouble is, the sprites are even Ft! - ; c - ' •
smaller than my infrequent r t , ; -
donations to charity.

Including you, there are
four microscopic racers vying
for the 85 pence first prize. so

3D Stock Cars Th It 's a short-
circuit but it  won' t  blow your
fuse, eh. readers?

You can't catch COMMODORE FORMAT, January? 992
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the competition is fierce. You must
try to qualify, fail, race at the back of the

pack against three tiny enemies and end up
coming last by trying to crash into them. I
found this most effective when you travel
around the track the wrong way (ho ho).
Things happen slowly enough to use the key-
board if you want to.

I R I M



Graphics aren't really anything special
and gameplay is as sad as people who have
their pockets sewn up by their mums. If you
only make one New Year's Resolution this
year, make it 'Don't buy this game, ever'. I
don't think you'll have immense problems
keeping yourself to this.

3D STOCK CARS
Give it to the Army, tell them it's an inde-
structible new tank they wouldn't stand a
chance against. Then retire to a sale dis-
tance and observe.

FRAME RATE

OPERATION
THUNDERBOLT
Hit Squad, E3.99
Operation Wolf gave you a railway carriage's
eye view of complete carnage but Operation
Thunderbolt lets them come straight at you.
Yes, if you're afraid of men and helicopters
heading directly at your face, all in glorious

This isn't much good, unless you've got a
healthy aversion to gun-toting terrorists.

colour, then you'd best hide whilst this review
continues. Right. That's got rid of him. You
have been asked to go into a very dangerous
place and shoot all the people there. And
you've agreed. You must be getting paid a
fortune for this.

You chug along, spending most of your
lime aiming a set of tiny cross-hairs at all the
enemy activity in front of you. Then you open
fire (with a heinous disregard for the price of
ammunition). And if you're smart, you keep
your trigger held down.

The action is all quick and smooth consid-
ering that there are some large sprites being
moved around here. It takes a while to get
into but once you're in the groove (as it were)
you'll have two pints of fun with a carton of
enjoyment for the weekend.

OPERATION
THUNDERBOLT
Lashings of low-cost violence and plenty
of action, all served with a garnishing of
mayonnaise and a side-order of smooth-
ness and playability.

FRAME RATE
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I gave the doc a few tips on some of
the best buys and passed on a
couple of my most
secret cheats. . .

TURRICAN
Kixx, E3.99
Now here's a thing.
I'm prepared to bet
anyone 2p that
Turrican is a
harder robot than
RoboCop. They're
both rough, tough
and covered in
metal, but Turrican
is the only one brave
enough to go to a
foreign planet and
try to kill all the crea-
tures there.

It's a big, big
sideways scroller,
with the emphasis
on, er, scrolling. You
have a powerful

laser, a
special
jump-
ing
thruster
and the
ability to use
any even more powerful weapons
you find. So off exploring you
must go (although you could load
up the game and watch the telly
instead, or something like that).

There are hundreds of aliens
on the planet (and even more
inside it) so the plan is to find a
cave entrance to get you inside
the bowels of the world, then

massacre everyone you find. Any gold teeth
or expensive spectacle frames you pick up
afterwards are a bonus.

The classic arcade-style action is as
tough as it is difficult. It's massive. too. Buy
this and all your pals will say, 'He's got a
copy of Turrican: behind your back. And at
E3.99, you can afford a smirk or two.

Go-r INFINITC
L-IVE6.,.

TURRICAN
It's got more platforms than Gary Glitter
and more aliens than Johnny Morris. And
it's fast, furious fun. Just make sure that
your joystick is up to the challenge (you
know how awful it would be to have to buy
a new one).

FRAME RATE o r *

Your flight a w a y  on the pretty dragon is sud-
denly marred by al ien violence, Why must
everything be so complicated?

DRAGON SPIRIT
Hit Squad, E3.99
You are a rather nice dragon. (Every
Christmas I say this to my Aunt Mildred but if
she was playing Dragon Spirit it'd be literally
true.) But Auntie wouldn't be interested in
Dragon Spirit because it's not knitting, but a
vertically scrolling Commodore 64 game. The
idea is that you must pilot your dragon-like
frame over some mountains, rivers, ox-bow
lakes and glacial moraines.

But then a whole heap of aliens appear
and try and bomb you. Moving from side to
side and up and down the screen, you avoid
these bombs and try and blow up the nasties.
It's traditional Chrismas shoot-em-up layre

and it's also great.
The further you get,

the nastier the aliens
get. It's not fair but it
makes for a lot of
excitement, squealing
and cries of, 'Oh rats,

Just think. Most  zoos
would pay a fortune for
a specimen l ike that .
I'll capture it and retire!

)1'•



rve lost again. I'm only glad I'm not paying for
the electricity!'

The scrolling is dead smooth and the
dragon moves as fast as you'd expect but not
quite as fast as you'd really like. In fact the
difficulty is pitched just right, because just as
you think you haven't got a hope, you get a
load of collectables such as extra lives, better
weapons and. er, cash handouts_ Fine and
dandy by me. Turn up the volume, turn out
the lights, trip up as you try to find you way
back to the keyboard and get to it.

DRAGON SPIRIT
Slide effortlessly over some pretty land-
scapes whilst blasting the life out of as
many aliens as you can. If that's the ruck-
sack you're into, Dragon Spirit is at a
price that's right (completely free would
have been even righter, though)

FRAME RATE

MEAN MACHINE
Codemasters £3.99
Its time to get behind the wheel again and
check Out the latest fashion in big weapons to
stash under the dashboard. The game's a
top-down vertically scrolling course, packed
with other cars which you can either overtake
or blow to pieces with the aforementioned
fully furnished firepower.

But the stingy old Coders have only give
you a few weapons so it's not all trigger
happy heaven_ To  relieve you of the frustra-
tion of not having two dozen different ways of
turning other road users into scrap, there are
plenty of little extras you can pick up along
the way (the usual carriageway litter of
bonuses to drive over).

This game reminds me of Pro Power Boat
Simulator which was pretty fab. However, it
doesn't remind me of that water-based racer
enough to be as good. And anyway, there are
only a few levels in the game as a whole.
Mean Machine lives up to its name in that
respect. (It doesn't work out too well on the
pence per mile factor.). It's okay in a very
average sort of way_ But it doesn't give you
the feeling of real driving power.

COMMODORE FORMATITTUDE, January 1 9 9 2

MEAN MACHINE
A bit of an old banger of a game that lives
up to its name (but for the wrong rea-
sons). There's not a lot to be said for this
one except perhaps that it should have
the letters 'o.n.o.' printed along with the
price. Nearly a write off.

FRAME RATE

BUFFALO BILL'S
WILD WEST SHOW
Micro Value, 0 . 9 9
Al 66.5 pence per game, this little six-pack
could tempt fanciers of rip-roaring frontier
action. The events include trick shooting,
knife throwing, bronco riding (!), calf roping
(II) and a couple of other strange activities. Is
bottle shooting your bag? Individually, they're
all pretty dire but as a little bundle of fun it's
worth a few laughs.

A  This  isn't how the West was
won but I t s  as close as you
can get to  the good old days
when shoot-'em-ups were
played outdoors wi th live
ammunition. Nostalgia fans
check out the graphics.

I particularly enjoyed chucking a knife at
a whirling wheel, with some poor lass
strapped to it but half the fun is hit-
ting her; it's about the only bit of fun
you get for four quid A n d  there

Mean machines looking slightly cheap and hogging the highway. These beasts
guzzle value for money in game that  doesn't get  very far at  all  on a t ight budget.

isn't much going for the games otherwise.
Unfortunately, these multi-game-one-tape
wild west thingies involve a good deal of wait-
ing around and thumb twiddling.

But what the heck. The simple games are
a laugh. if only because they almost look
appropriately dated. Some of the back-
grounds are actually pretty neat looking.

I wouldn't worry about rustling up any
interest in the direction of the open range.
This doesn't even come in too highly as a
side show worth seeing.

BUFFALO BILL'S
WILD WEST...
A rough 'n' ready collection of side show
favourites served up slightly cold. It
might be great fun for Western lovers but
some of these games look as though
they were written in 1854. Personally, I'd

0

have strong reservations (howl).

FRAME RATE

Before I  knew it, the  ordeal
with the Doc was  over.  The
poor chap looked very
stressed. I  guess he was
spoiled for choice by the t ime
I'd f inished describing all
the games he could get.

Always
on the case

Roger returns next
month, looking at yet
more ways to increase ••
your collection of • ,
good games without •
breaking into that last °.

50p piece. (Let's hope 1the good doctot
decides not to pre- - !
scribe a long break for •

our stingy littlechum.)1Don't forget, y51.1 can.,
find tips for all the let- 1
est budget genies 1

i t

'every month in-* .
F-rameBusters. r i d  by,
all meatit writ i n  with,
yotir cheats (calptiob-
terns) to theustial :
GameBUsters Sicidress.*

Ow"
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The new Arcade Action Games Pack i s  T H E
software compendium for Amiga owners, featuring
ten top titles with a  variety of different types ol
games for you to enjoy. Each title is packaged in
its own plastic case, with a colour sleeve and lull
instructions. The Arcade Action Pack is FREE!
when you buy your Amiga 500 from Silica.

(FREE! worn., E219.78.1t,i,
••••• -  r•11119,! •  ,..,

F R E E !  HilITENLIGAVISPALIIMIVN
-N

' F R E E !  P H O T O N  s PA Al NcT AF A .i,  " t
Every Amiga from Silica comes with a FREE 72 page. full
colour brochure with accommodation vouchers. These
vouchers entitle 2 people to stay up to 16 nights in one
hotel (or any number of hotels to a total of 16 nights) with
accommodation FREE (you

Every Amiga 500 from Silica Systems
Photon Paint 2.0 (RR P 039.95), one of
art packages available for the Amiga.
able to harness the extraordinary graphics
Amiga and produce inspirational
pictures in minutes. With 41396
colours. your pictures will reach File-
like appearance. These can be
animated in real-lime using a vast

effects. includingrange of graphical effe
blending colours and dithering,
stencils, shadowing, WORTH

contour mapping and E 8 9  9 5surface mapping. I

comes with a FREE
the most advanced
With it, you will be

power of the
_.

• 40" t 0  -
• .  I

-- ••(

4 1 L _ _ _ .  .._ 1
1 1 1 1 4 . 4 4  ...•,..L:

could take up to six nights for four people, or other options).
Choose from the 250 hotels
featured in the catalogue. All
you have to pay for are your
meals (prices are listed in the
brochure). Reduced rates in lop
London hotels and hotels in
France are also featured.

t#lk•

NEW! CARTOON CLASSICS PACK
HARDWARE: S O F T I O N R E  - PRODUCTIVITY
5121( AMIGA 500 •,, E 3 2 9 1 9
A520 TV MOOULATOR F R E E
WI  RAM RPANSION £ 9 9 . 9 9

SOFTWIRE - ENTERTAINMENT
&or SIMPSON 1 2 4 . 9 9
Do Pt MET & PLACERS ..• E25.99
LEMMINGS   t 2 5 . 9 9

PLUS! 16 NIGHTS FREE
HOLIDAY ACCOMMODATION

DELUXE PAINT III   M I N
PLUS! FREE FROM SILICA
ARCADE ACTION PACK   r221.71
PHOTON PAINT 20   f 1 9 1 5

TOTAL RAP: E906-57
YOU SAVE: E50757

3 9 9
tILICAPICE - INC Val •  FREE DELIVERY

10 COMPUTER

E329
SILICA PRICE - INCLUDES VAT + FREE DELIVERY

•  512K AMIGA E 3 2 9 . 9 9
•  TV MODULATOR  F R E E
•  MOUSE CONTROLLER FREE
PLUS!- FREE FROM SILICA
•  ARCADE ACTION PACK E229.78
•  PHOTON PAINT 2.0 E89.95

TOTAL RRP: E649.72
YOU SAVE: 020.72

SILICA PRICE: E 3 2 9
PLUS! FREE HOLIDAY ACCOMMODATION

(FREE! Tzar. am

SILICA SYSTEMS OFFER YOU
▪ FREE OVERNIGHT COURIER DELIVERY On all hardware Orders shipped in the UK.
•  TECHNICAL SUPPORT HELPLINE; Team of Amiga technical experts at your service.
•  PRICE MATCH: We normally match competitors on a ••Same product - Same pnce- basis,
•  ESTABLISHED 12  YEARS: Proven track record in professional computer sales.
•  BUSINESS + EDUCATION + o o v E R N m E m n  Volume discounts arailabae for large orders.
•  SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches
•  THE FULL S TO C K  RANGE: All of your Amiga requirements from one supplier.
•  FREE CATALOGUES: Will be mailed to you with oilers and software/peripheral details.
•  PAYMENT: By cash, cheque and all major credit cards.
Before you decide when to buy your new Amigo computer, we suggest you think very carefully about
WHERE you buy it. Consider what it will be lire a few months alter buying your Amiga, when you may
aquae additional pens:481We or software, or hetp and advsee with your new purchase And, will the
company you buy Iron contact you with details of new products'? M Silica Systems, we ensure that
you will have nothing to worry about. We have been established for over 12 years and, with our unrivall-
ed @swam* and expertise, we can now Chant to meet our cussomersrequiremena with an understan-
ding which is second to none. But don't juin take our word for it_ Complete and return the coupon now
Mr our latest Free literature and begin to experience the "Soca Byeterna Service".

d r %  MAIL O R D E R  HOTLINEefa 081-309 1111 SILICA
SYSTEMS

1 Mr,Mrs/Ms:   I n i t i a l s :    S u r n a m e :
AddresS

L h i c h  cornputerts) ,  i f  any,  d o  you  own?

TOTAL FREE PACKAGE
ARCADE ACTION PACK - E229.78:

E24.99
Chess Player 2150 - By CP Software £24.95
Drivin' Force- E 2 4 . 9 5By Digital Magic
Live 8( Let Die - By Elite   E 1 9 . 9 9
Onslaught - By Hewson   E 2 4 . 9 9
Pipe Mania • By Empire Software   E 2 4 . 9 9
Rick Dangerous - By Flrebird   E 2 4 . 9 9
Rock In' Roll By Rainbow Arts   E19 .99
SkweekE 1 9 . 9 9By US Gold
Trivial Pursuit- E 1 9 . 9 5By Domark

ART PACKAGE -  E89.957.
Photon Paint 2.0 - By Microliiusions E89.95

Asterix - By Coktel Vision

TOTAL RRP: E319.73

PLUS! FREE HOLIDAY ACCOMMODATION
4. 0

MAIL ORDER:
O'ik. Lmnea Open.Non-aa

LONDON SHOP:
oog Moors S f o r e g s l

LONDON (SELFRIDGES):
Oosoirsi  Hours W H E W

SIOCOP SHOP:
OpoNosi PO,ins W H - S o l

1-4 The Mews, flotheoley Rd, Sidcup, Kent, 0A14 40X 111: 011-309 ti l l
aoonw-awkw, N O  LAN NtgOS Osmoses; h e  N o  O I N K ,  NOS

52 Tottenham Court Road. London, Will OBA % I :  1171-611 MOO
S h a n , *  dejtoe L a o  Mips Thorsday sonlAsso F s .   No 5 S 3 2 3  4157

1st floor, 369 Oxford Street London. WM 1AB l i b  171-1291234
11.30odsALOOpol  L s *  Nolp ! n o m *  soh' Own S o k  low ssionss, 31,S
1-4 The Mews, Rather-ley Rd, Sidcup, Kent, DA14 40X lel: 1111•312 1111
sooew-s.sorw L a o  Niits F o d s s  onto. rOM F O S  No e e l  X S  DOI,

1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4C7XNr ,  Silica Systems Ltd, Dept GMFOR•0991-60
PLEASE SEND FREE AMIGA COLOUR CATALOGUE I

IPostcode:   T e l :

(kfM••=0.,



Image Works, Irwm House. 118 Sgutrlarial, Street, London SE1 O S W Fax: 071-583  3494

TM

T H E  R E T U R N
O F  T H E

A W E S O M E
F O U R S O M E !

N o w  t w o  d u d e s  o r
dudettes can join forces

and double  team S h r e d d e r '
and his Turtle terminators

In a  bid to  save Apr i l "  and
Splinter-. Take control  of

your favourite Turtle in this
turtley a w e s o m e  version

ot the Konamic o i n  op.

Teenage Mutant Hero Turges• a  reg is tered  trademark of .PAcage Skidkoly USA Scented., Shredder'. April Crkekr. %OOP-.  ROCketeaCty." are trademarks of Maroc& Stochos USA Based on cheractere
br'd cbr°1' bbbsa r e s t e d  by " Y i n  E M S ' s . '  sod bsisr 1-s'rd I G G O  MhoPge SaadMe A l  right* reeerked Used ,e1I, pormesion PuOlished by Mirrorsoft 1_10 under bowman horn Konarn,* and folder sob
k e n e e  from Mirage Seatade, USA KOntedli fa a regietered tradarnatit at Konarnl Co uci C  1990 aonerni C  1991 karrorsoll Odd Image Works et b r a n d  n e m .  of Mirrortooft



s h o c k !  Horror! The CF team have

finally gone mad! Yes, it's true. I
was down there last week picking
up this months budget games (they
won't let me work in the office after

that unfortunate incident with the sherry trifle at
the CF birthday party) -  and they gave me a
copy of the new Commodore Format
199213 Diary, And what a fabulous
book it is. It's cunningly called
Don't Buy This If You've Less
Than A Year To Live (so that
no-one knows it's your diary
and they won't pick it up and
read all your secrets, like
where you hide the key to
your wallet at night, oops).

Anyway, about this diary.
Starting from 1st April 1992
and lasting til 31st March
1993 its 144 pages are packed
with hard-core C64 Stuff. There's
an infinite lives POKE for
every single day as well as
lots of fabulous 'On This
Day snippets telling you about amazing events
in history. For instance Sunday 10th May 1992
is the 77th anniversary of the first Zeppelin air-
raid on London and to celebrate the fact there's
an infinite lives POKE for Last Ninja IA But that's
not all! There's also a special GameBusters sec-
tion jam-packed full of maps and hints and
playing tips for masses of fabulous games. And
it lets you know exactly when the next ish of CF
comes out -  so you can read my fabulous bud-
get reviews as soon as they hit the streets._

And all this for only E7.99, it's completely
amazing. Much as it hurts my wallet to say so,
all this essential C64 gen with a tape of 100
ready-to-load POKEs for less than one brown
crinkley one, must be the biggest barg of the
year. And it'll last much longer than any game,
giving penny-pinching enjoyment well into 1993!

My advice to you is order
your diary and tape now,

before the CF team comes
to their senses and
whack the huge price on
it that it really deserves.
Order now and expect to
receive your goodies

before February 29th.
Leave it too late, and you

could be out of luck.

Name

Address _

CP Diary Sk,
Diary + Tip.  £9.9

only £2
100 NEW ANDY
ROBERTS POKES -
ALREADY TYPED IN!

Please send me copy/copies of the Commodore Format Gamer's 1992/93 Diary ( E 7 . 9 9 )  each, total E_
Please send me copy/copies of the CF Diary and the POKE PowerPack ( E 9 . 9 9 )  each, total E_
Please send me copy/copies of the POKE PowerPack on its ownsome ( E 2 . 0 0 )  each, total E._

Total cost only E _

Method of payment (please circle) Access • Visa • Cheque - PO C r e d i t  Card No.
Please make all cheques payable to Future Publishing Ltd

This is the thing that finally convinced me that the CF
team had gone completely bonkers. Not only are they
giving out 100 brand new POKES for the very latest games they 've  put them on tape so
all you have to do is load the POKE from tape before you load the game and you can cheat
away! No tedious type-ins and no mistakes -  every POKE works first time/ Just look at this
list of incredible cheats. There's Turtles, Rainbow Islands, New Zealand Story, Batman -
The Movie, Uridium, Robocop, Armalyte, Shinobl, Impossible Mission 2, Pitfall 2,
Wonderboy, Ghost busters, Operation Wolf, Days of Thunder, Last Ninja, Head Over Heels,
Shadow Warriors, Double Dragon, Laser Squad, Dragon Ninja, Driller, Darkside, Castle
Master, The Crypt, Stun Runner, impossamole, Blood Money, The Untouchables, Chase
HQ, Tiger Road, R-Type- and many, many more. Just think of all those games you've put
away that you'll be able to play again with infinite lives, energy and all that stuff! Just think
of all that free playing time! Just think of all the money you'll save not having to buy new
games to play! And the whole tape costs just E2! I think I'd better go and have a lie down....

YES! I KNOW A COMPLETELY AMAZING BARG WHEN I SEE ONE!

Postcode

Expiry date

;I

Send this form (and your payment) to: Commodore Format 1992 Diary Offer, Future Publishing, FREEPOST, Somerton, TA1 1 7BR.
And remember — you don't need a stamp if you're in the UK, Channel islands or Isle of Man.

It you live outside of the UK, you can still get your diary in time. Just call Clare on 0458 74011 and she'll sort it all Out.

•



TOO HOT
TO HANDLE
Publisher: Ocean.
Price: E15.99 cassette,
E19.99 disk
The majority of compilation packs bundle
together games of a Similar type but Ocean's
Too Hot To Handle proves to be an exception
to the rule. This is an introductory package,
ideal for any proud new C64 owner or for
someone who just fancies trying a bit of
everything. So lets look at it first.

Kicking off is Golden Axe. This is proba-
bly the definitive hack 'n' slash carve-em-up.
The Sega coin-op was one of the all-time
greats, pioneering a whole new style of fight-
ing games. But somehow, none of the clones
captured the same gameplay hook that made
the original such a huge success.

The great thing for C64 owners however,
is that this conversion is as near perfect as
possible and has lost none of the original's
atmosphere. Even most of the superb graph-
ics have made it across. There are a few
gameplay tweaks (unfortunately there's no
simultaneous two-player option) but essen-
tially this remains the same game that put
fantasy beat-'em-up action into the arcades.

Tons of baddieS face the chop, to the
accompaniment of sampled sounds and
dreamy animation. And with a choice of three
characters to play and a corking soundtrack,
what more could you ask for?

Too Hot To Handle is almost worth buy-
ing for Golden Axe alone. But if you fancy
giving your chopper a rest, then the other
three games are certainly worth a look,

Super Oft-Road Racer gives you the
chance to get your motor running and churn
up some fields -  like Badlands but with buck-
ets more mud. The action is seen from
above, as you put pedal to the metal. Not the
best ever driving game by any means but
well worth a look and fun to play.

Alternatively, you could adopt the pixil-
fated form of everyone's bulging buddy, the

COMPILATION FORMAT, January 1 9 9 2

Swing your chopper tor
all it 's worth in the deli-
cious Golden Axe.

one and Only Arnold
Schwarzenegger. In
Total Recall, Arnie bat-
tles his way through two
platform adventure lev-
els and two driving
levels, in a quest to
recover his stolen mem-
ory. Whether this is
worth finding is a differ-
ent argument completely
(he's not exactly the
most clever of chaps).
But suffice to say that

No doubts about it -  the best way to buy
games is to pop off down the town, and tuck
into a beefy compilation. Unfortunately, there
are so many of the blighters, that some are
bound to be dodgy. So, tune into Neil West's
guide to all the best
bundles around...
great graphics complement a challenge tough
enough to humble even the big man himself.
In fact that's the only real gripe -  it really is
quite a difficult game. But you wouldn't want
to finish it overnight now would you?

Last, and pretty much least. is Shadow
Warrior. A mediocre beat-'em-up that lacked
polish when it was originally released (yonks
ago) and now looks tired and dated.

But hey, every compilation needs to
include the poorest of the pack and anyway,
there's still some goodly fun to be gleaned.
even if it's only to relieve the frustration of
consistently and abysmally failing at Total
Recall. Moving swiftly on...

Overall, a sound collection of four varied
games. OK, Golden Axe is the only
real bona tide classic here, but
there's still bags of fun to be had.

CAPCOM
COLLECTION
Publisher: US Gold
Price: E17.99 cassette,
E19.99 disk.
Now here's one for all you bloodthirsty hack-
addicts. Seven slashing, chopping, slaying
and attacking beat-'em-ups all in the one
package -  and then an excellent racing game
thrown in as the welcome odd one out. If
Creatures and Rodland had you dashing to
the toilet with over-cute sickness, then US
Gold's Capcom Collection could be just the
cure you're looking for, Not so much niceness
here as hard-core brutality,

One of the a l l - t ime classics, in which brave
Sir Arthur goes as far as losing his trousers.
Superb graphics and sensational addiction.

*00
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First off is the truly excellent Ghouls 'n'
Ghosts. You've lost energy bars, you've lost
lives and in your time I'm sure you've lost
some epic battles. Now prepare to lose your
trousers. Yes, this game is the reason for any
cries of 'Hey, that bloke's got no strides on',
you may have heard down your local arcade.

This is a classic coin-op that really cap-
tured the public's' imagination, following in

the footsteps of its predecessor Ghost 'n'
Goblins. The action is fast and furious,
with your hero scuttling and often streak-
ing (let me explain, if Sir Arthur takes a
hit, he loses his armour and is left in his
Y-fronts) his frantic way through level
after level of zombies, vultures and mag-
ical baddies of all shapes and sizes.
Smooth graphics and addictive game-
play -  a great title.

LED Storm is the sole pacifistic
offering to be found in the Capcom
Collection but it's an excellent game all
A racing rush in LED Storm.



Grab your jet- jacket and
enter the spook some
Forgotten Worlds

1fg,
• -art

Fast space-agai fighting in Last  Dual.

the same. Based on the ancient arcade game
Burnin' Rubber, this one has you sprinting
through nine levels of hugely a playable
game. The unadventurous from-above per-
spective works superbly, making this an
oldie, but a real goldie.

Strider and Strider comp le te ly  fail to
emulate the atmosphere of the classic coin-
ops, but it's unfair to write them off
completely_ These two solid arcade beat-'em-
ups offer slick graphics but only limited depth,
(that said, they are extremely popular ).

Plenty of horseplay in Dynasty Wars, as you
take on the enemy infantry (the clots).

Strider takes on yet another  horror
in his icksome fight against  slime.

Still, there's always Forgotten Worlds
(a competent beat-'em-up coin-op
conversion), Dynasty Wars (take on
eight levels of enemy infantry on
horseback!) and Last Duel (a bog-
standard but entertaining two-player
shoot-'em-up romp) to explore_ OK.
so none of them particularly shine.
But at least one out of the five should

light up your fire.
Lastly there's UN Squadron. A standard

shoot-'em-up, flawed by uninspired design.
There's some mediocre stuffing in here, but
enough evidence of quality to warrant a high
rating. It's definitely set to be a big hit
with the huge legions of gore loving
action-fiends.

St Dragon, a novel shooter in which you play
the part of a dragon with at t i tude problems.

MAX
Publisher: US Gold
Price: E17.99 cassette,
E19.99 disk.
The original Turrican was a great game but
Turrican II surprised everyone and pushed
the C64 even further. Morgul (the baddie) is
back so there's only one man to call. The
result? An absolute cracker_ Everyone knows
that old Andy Dyer was a bit on the -  well,
•thicky• side -  but he was spot-on when he
gave this game 96% almost a year ago.

Turrican II demands a lot from the player.
This is a tough game. At some points it's a
puzzler -  mapping your route takes time and
concentration. And at times it's a pure
reflex-straining, adrenaline-pumping blast-
'em-up. There's a neat surprise around every
comer, and it never gets boring.

A whole Argos catalogue full of power.
ups, some of the baddest
baddies you ever did see and
a slick control mechanism are
all chucked in. And these are
spread over 12 gigantic levels
of some of the best multi-layer
parallax graphics ever. MAX
is all the more worthwhile for
this corker's inclusion.

Ok, U N  Squadron, let 's put a
stop to some naughtiness.

COMMODORE

Turrican I f s  one of those rare games that's
actually bat ter  than the original.

But what about the other three/ As I've said,
there's always one poor game in a bundle
and. although St Dragon is a reasonable
game, it's definitely the ugly sister of this col-
lection. The best thing I can say is that it's a
standard shoot-'em-up with mediocre graph-
ics. So let's quickly move onto...

S I VA , -  because it's one of the best
blasters ever, though a lot of people still
haven't even tried it. Now's your chance to
sample the gorgeous graphics and enough•

Perhaps the definitive horizontal blaster.
SWIV simply oozes class. A cracker.

w e e ,  Ilk
As caretaker  it's your (very difficult) job to
keep the factory running, in Night Shift.

explosive action to make bonfire night look
like a couple of burning embers by compari-
son. You control either a buggy or a chopper
(a simultaneous two-player option allows
both on-screen at once).

A groovy soundtrack accompanies the
non-stop action as more and more baddies
learn of your heroic dash through enemy ter-
ritory the hard way. There are only four levels
but, not only are they big (each one is 41
screens long), they are chocked to the brim
with cannon-fodder. Mindless, violent and not
at all i n  tune with the spirit of the 1990s'
SWIVis one of the best baddie-blasting
romps you'll ever play. If, however, you fancy
something to test the braincells as well as the
trigger finger then check out Night Shift.

This is another huge game, set over 30
levels of action. Play either Fred or Fiona and
get to work. There's a factory to keep running
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and you're the chap (or chapess) who's been
lumbered with the job. It's now your job to
dash around various corners of the factory
keeping the works trouble-free.

It's a dirty job, of course. The password
system is essential for getting you through
the levels because there's no way you'll finish
this in one sitting. One for the pros.

There's a lot of gameplay crammed
into four games. If you reckon your-
self as a good gamer, get stuck in.

Super Monaco is still a  great  3 0  racer.

SUPER SEGA
Publisher: US Gold
Price: E17.99 cassette
On the starting line we have
Super Monaco GP. Forget the coin-
op and just think of this as a perfectly
reasonable driving game. Yes, the glorious
graphics of Sega's tab money-swallower
have practically been abandoned, leaving just
plane single-layer parallax horizons.

But this is no bad thing, the memory
saved has been put to good use in creating a
very smooth 3D driving effect, with lots of
cars to race against and bags of gameplay
extras, It's tough to master, but a few hours
getting to grips with Super Monaco GP
proves to be rewarding -  not to say great fun.
So give it a try. Now that Nigel Mansell's
blown it someone's got to keep the waggon
rolling for Britain.

OK, so you've burnt some serious rubber
and fancy a different challenge. Enhanced
Special Weapons And Tactics -  that's what
you need when a city's under siege, and
you're just the man to deal 'em out in
ES WA T. To  look at, ESWAT is a pretty stan-
dard platform shoot-'em-up. But despite the
mediocre appearances (fans of the coin-op
will recognise the levels, but only just).

Sego's clever game design still provides
an addictive hook to keep you coming back
for more. Two players can take on the bad-
dies simultaneously through all 15 levels.

11111111111111111

Shinobi, a sort of fore•runner to Shadow
Dancer, and almost as good.

COMMODORE ROUND-UP, January 1 9 9 2

Oh no, it 's ESWAT-

? 4

Two-player arcade-act ion in Crack Down.
I t s  tough, but wel l  wor th  making the effort.

OK, so overall those were the best five. But
there are a number of other compilation
packs around that offer just as good value
for money -  it's just a matter of checking out
which include the games that particularly
take your fancy...

SUPER HEROES
Publisher: Domark
Price: E14.99 cassette, 09 .99  disk.
Here you-II find the excellent Robocop and
Last Ninja II -  two cracking games worth
investigation. Unfortunately The Spy Who
Loved Me isn't really that good, and Indiana
Jones is particularly poor. 78•

MOVIE PREMIERE
Elite
Teenage Mutant Hero Turtles, Gremlins II,
Back To The Future II and Days Of Thunder
-  four of the biggest film licences ever. But
unfortunately there isn't one great game
between them. A great pity, but it's so often
the way isn't it? 52%

Another nice touch is
the progressive difficulty
tuning -  blast through the
early levels with pleasure
but it gets very tricky later on. Collect different
weapons and take time Out to explore.
There's a lot to be discovered.

Next up is Golden Axe, a great game if
ever there was one -  a real classic. You can
also find Gillius Thunderhead and Co. in
Ocean's Too Hot To Handle compilation.
Check out the details there but it's worth say-
ing again -  single player hack 'n' slashers
don't come much better than this brilliant
Sega coin-op conversion.

Another coin-op great comes with this
collection, in the form of martial arts game
Shinobl• It's as near to a flawless arcade-to-
C64 conversion as you're ever going to get.
And then there's Crack Down. A viewed-
from-above shooting and exploration game
that's competent enough but easily overshad-
owed by its four companions. Still, don't let
the one poop spoil your party).

Make l ike your 64 is an arcade machine and
enter the glorious world of mayhem.
Sega at their coin-opish best all in
one box. Hurrah and all that eh?

AIR /  SEA
SUPREMACY

CHART
ATTACK
Publisher: Gremlin

Price 0 4 . 9 9  cassette, £19.99 disk,
Ghouls 'It* Ghosts is a fantastic game, and is
also available on US Gold's Capcom
Collection. But here we also have Super Cars
and Lotus Esprit Challenge, two of the best
driving games ever.

Super Cars is a racing game with superb
animation and glorious graphics viewed from
overhead. I ts  got huge depth -  loads of add-
ons, loads of opponents and nine different
tracks. There's not much more to say, except
play it and you'll
be hooked!

Lotus Esprit
Challenge is a
corking 3D driv-
ing sim putting
you at the
(expensive)
wheel of a (you
guessed it) Lotus
Esprit Turbo.
Soup up your car as you progress through
the levels and race head-to-head with player
two. Graphics you could frame and dreamy
control make this game simply superb.

Cloud Kingdoms is a respectable arcade
puzzler, a nice contrast to the rest of the
games in this compilation while Impossamole
continues the adventures of Monty Mole. OK,
so perhaps it's not as original as its prede-
cessors but it's still a fun platform-exploration
game nevertheless,

Rev up a  last, red, beautiful
Lotus.

A fantastic compilation that really offers
something for everyone. Three of the
best 64 games bundled with two
respectable titles. A real peach,

ADDICTED TO FUN
NINJA COLLECTION
Ocean
Price: Not yet fixed.
Features the awful Double Dragon, the
competent Shadow Warrior and the excel-
lent Dragon Ninja. Really a case of the
good, the bad and the ugly. Nice at the
price, but the dogs mean it doesn't come
recommended. 54%

Ubisoft
Price: E14.99 cassette, 09 .99  disk.
Four old but competent simulations make
this ideal for die-hard fans of the genre. But
then they'll probably have these games any-
way. F-15, Carrier Command, Silent
Service, Gunship and P-47 add up to a lot
of hours of games playing. Not for the unini-
tiated. 65%
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On a hot Katmai Street day therea nothing better
than dipping a  len harpers on the Barhie and
challenging o r  f i l e n &  a n d  Neighbours to  •
lighthearted race Mur ia !  y everyone etymon their
lesetaritt 'chides. Henri, the gardener r id h i s
souped up grasacutter and mechanical', minded
Charlene Arnola around in a nippy g o - k i t

Of course lite in the top rated soap bi steer that
simpie Mrs alsmitcl di wen' t apprtme attach antics
and wilt  dem any itritutict tontemant with her
dreaded rotting pin. Bouncer the dog r u m  loons
around kamuei street mid the !neat WIdI i f r  Para
report thin e r a !  nr their kangarned have gone
miming!!

add to that a Jogging littp-Mt Harold and Brurt
Bruce. the callback iipal prompecine deit rmined to
meat hat rorturre and inu end up with a fast action
gsme aver-flowing with thrill, and spill,

•  . : . .  d  0 , 0 0 k . •  110". L••••• a m e d . n n a  imam.

e• 1 9 8 9  Grundy International Diatribution BV
Licensed by BBC Enterprises Ltd.

M O W  MI' 6 4



BACK ISSUE CRISIS!
Blimey, don't back Issues sell
out quickly! All those classic
early issues (1-7) are out of
print for good. Now they've
been Joined by issues 10 and
13. Even issue 14 is already in
low supply. So, to get your
hands on any of the issues
we've got left, fill in the form
below -  or a photocopy of it -
with your name and address
and pop it in an envelope.
Don't forget your cheque or
postal order for E2.20 per issue
(or E3.45 per issue if you're
ordering outside mainland UK).
But make your order soon.

Please send me
Commodore Format back
i s s u e s  ptysrcen;

8 9  11  1 2  1 4  1 5

PRICE DETAILS PER ISSUE; UK E2.20 • ROW E3-45

TOTAL PAYMENT E

MY METHOD OF PAYMENT ES e X  / (NOV

L  '11SA C B S

pc, ELLE Li
EVS

L U D O  I I I L

CHEQUE Make payable to Future PubA'shing Ltd

NAME

ADDRESS

POST CODE

SIGNATURE

solo IHis (oupON (IDGEttill WITTI YOUR (100111 IF APPUCA011) AN ERMA TO;
COAVA00011 FORMAT, FREEPOST, SOMERTON, TAI I NIR

BACK ISSUES
•  C F 8  -  PREDATOR EXCLUSIVE
First Predator and Viz reviews. Full games: Mean
Streak and Top Duck. Demos; Predator and Eivira.
Gamebusted for the first time: Last Rini', 11,
Nightbreed, Creatures (part 201 a three pad walk.
through).

•  C F 9  -  FANTASY SPECIAL
Five roleplaying games PowerTested: Hero Quest,
Ultima V1, Death Knights of Krynn. Gauntlet 3 and
Wrath of the Demon. On tape: Zamzara, Bulldog and
demos of Hero Quest and Fire Power. Also Turrican
map part 1.

•  C F  1 1  -  TERMINATOR 2
Switchblade and Over The Net demos on tape with
Pitfall Nand Lightforce, Terminator 2 previewed In an
Early Warning Special that Includes Out Run Europa,
Speedball 2 and much much more!

•  C P 1  2  -  SPEEDBAU. 2
Demos on Ene cover tape -21st  century sport sim
Speed ball 2! After the injury time, cute-out with
Rod/and, build up with 30 Construction Kit and PP
Hammer away. The classic Spin dizzy is the complete
game to top this tab issue!

•  C F I  4  -  THE m i n a s  COIN-OP
Chock out the chelonian coin-op cony° on our cover-
tape. Try out Tilt from Genias, get your teeth into
Aliens and Terror of the Deep. Inside: Hudson Hawk
and Toki plus Robocop 2 and New Zealand Story
mapped.

•  C F  1 5  -  HORROR OF HORRORS
PowerPack demos Elvira -  (The Arcade Genre) and
World Class Rugby plus full games Dandy and
Equinox. Smash TV and Elvira PowerTested end
much morel

Rugby - The World
C u p  from Domark
Imagine kick-Off Rugby style,
and you've got Remark's World
Cup based corker. It's incredibly
fast, and especially addictive us
a two-player game. Take your
team to the final of the main
event and win your way through
with clever moves and absolute-
brute force.

Subs Club Price
CASSETTE E8.99 (RRP E10.99)
DISK E10.99 (RIP E141.99)

You not only receive an ace gift when you
subscribe -  you can also take advantage of our exclusive
subscriber offers! An extra bonus or what?

This month's special offer is so hot it's sizzling!

To place this order please use the coupon opposite gsT
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Receive a superb gift when you
ifli to vilitommelore Formon'ii

.1F

JOYSTICK
Powerplay Cruiser — This tough Joystick can take the heaviest hmnmerings_
It our reviewers choice, make it yours, tool The Powerplay Cruiser fea-
tures adjustable torque. Could you say the same for your best friend?

LOOK AT ALL THE BENEFITS YOU GET WHEN YOU SUBSCRIBE
>• 1 2  ISSUES DELIVERED AT NO EXTRA CHARGE
)10- A FREE COVER-MOUNTED CASSETTE EVERY MONTH
)),- ONE OF THESE 3 ACE GIFTS - THE CHOICE IS YOURS!

ALL THIS FOR E 2 6 . 1 1 m ,
THE SAME PRICE AS YOU'D PAY AT A UK NEWSAGENT

I P
12 ISSUES

OCP ART STUDIO
A comprehensive, user-friendly art and design
package. Special version, dual cassette and disk,
comes without mouse. Sells tor an amazing E22.99.

Control teams like Brutal Deluxe In the ulti-
mate sport. Blood curdling action tor one or
Iwo players earn this gums a Corker!
CASSETTE VERSION ONI: ,

Save the time
and hassle of having

to go out and get yoer copy
every month. Avoid that gut-

wrenching feeling when you're told,
"Sorry, sold out." Act today, guarantee

your copy and get it delivered at no
extra charge. Complete and return
the coupon below or call our credit

card hotline on 0458 74011.
DO YOURSELF A FAVOUR

SUBSCRIBE
NOW!!

PLEASE ENTER MY SUBSCRIPTION TO COMMODORE FORMAT rfa AS APPROPRIATE

MY METHOD OF PAYMENT IS RCN W N W  TOTAL PAYMENT II

UK E26.40 E U R O P E  E42•75 R E S T  OF WORLD H M O
To ensure you receive your magazine and tape quickly and undamaged, alt overseas subscriptions are sent Air Mad

MY CHOICE OF GIFT IS sMiF Tr,' T2 lSCOIS JOYSTICK

17 VISA E KCBS uniol inDE TIFFIT1 nr ' 1  01 ILLI
NAME

SPEEDIALL II A D V A N C E D  OCP ART STUDIO

PLEASE ALSO SEND AU THIS MONTIPS SUBS CLUB SPECIAL OFFER— RUGBY TINE WORLD CUP DISK E10.99 _  CASSETTE E1.99
If you me an existing subscriber please quote your subscription reference number here -  you will find this on your address label

ADORES'S

POST CODE

fJIC1DSTIIIS EOUPOil (MENEM *ITN YOU (WOLK IF AMPLI(A811) IN AN FIIMEIVE AND SEMI TO:COMMODORE FORMAT SUBSCRIPTIONS, FREEPOST, SOMERTON, TA! I TIE
WHILST SUBSCRIPTIONS ARE PROCESSED IMMEDIATELY, PLEASE ALLOW 21 DAYS FOR THE DELIVERY OF ALL GOODS.
THIS COUPON IS VALID UNTIL 3I51 JANUARY 1192

6 ISSUES U K  ONLY £13.20

DIOUF Make payable to Future Publishing Ltd

SIGMA TO RE

CUMAG/0192
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Publisher: US Gold
Price: E9.99 tape, E14.99 disk
A puzzling maze game with miniscule graph-
ics and poor scrolling. Doesn't sound much
like a recipe for success, does it? But
one game of Chip's Challenge is
enough to convince all but the
most miserable of garners.
When it comes to fiendish
puzzling, nine out of ten
smart alecs prefer Chip's
Challenge. Maybe it's the
140 screens_ Or perhaps its
the wonderful difficulty curve
which rises from the easy-
peasy early screens to make the
later levels an utter nightmare_
Or maybe it's just the devious
devices and traps out to stop the
player from negotiating the
bizarre mazes,

Whatever it is, Chip's Challenge makes a
refreshing change from all those arcade-
clones and shoot-'em-ups. Sit yourself down
with a hot cup of tea, load Chip's Challenge
and prepare to exercise that old cerebelum.

T , ; -Et ,  no C64 chum
A should be without...- . . .—N

Just one of the chal-
lenges facing young
Chip. 139 to go...

The C64 has the
best range of
games you could
ask for. But what if
you're a new C64
owner? We asked
old timer Mark
Ramshaw to  come
up with 10 games

There's nothing quite like a game which
makes you devise unbelievably complex
solutions when one simple move would do.

ULTIMA VI
Publisher: Mindscape
Price: E25.53 disk only

Arguably the deepest, most-satisfying
and generally the best role-playing

experience around, this sixth
installment in the Ultima series

is big_ Very big in fact_ So big it
requires lots of silly disk
accessing, but don't let that put
you off_ Persevere with the
loading awkwardness and dig

past the mediocre graphics and
you'll find a whole world waiting

to be discovered, a galaxy of char-
acters to converse with, and a
universe of puzzles to be unrav-
elled. So much more than your
average RPG (role-playing game).
Ultima VI combines elements of

wargame combat, exploration, character
interaction and fantasy role-playing to offer
something which is so much more than the
sum of its parts. Playing Ultima VI for any
length of time is akin to stepping in to an

VRIDIUM
• Publisher: Hewson
• ,Pficit; CF covertape issue 7

One of the C64's finest moments. The clos-•r-
',Rst there's been to .a real arcade-like

ttperience. From:Andrew Braybrook, the

man behind earadrold, playing Uridium is
an instant way to get the adrenaline glands
pumping. Frustrating in theaxtreme but ;
ruthlessly addictive with it. Undium is a
Shoot-ern-up. pure and simple. Scrolling
horizontally in both directions at breath-
taking speed, the player controls a lone
fighter cruising above a fleet of space sta-
tions. inflicting damage on the stations'
superstructure (the very same ones which
appear in Paradrold. fact fans) while fend-
ing off heavily armed and rather vicious
groups of enemy fighters and then land-
ing on the space station to initiate nuclear
meltdown. It may not sound like the ideal -
material for the best scrolling kill-'em-all

,.around, but (iridium has stood the lest of
me and remains the best remembered

d best of •its type. And boy is it fast.
atured on Commodore Forme s cover-

pe, there shouldn't be a single owner out
, re  who hasn't got it.

„.

*-1101puld breaking tha..Braybrcm,k w a•-•-•
• -4 thridIum will  IIJJ,pvacuum in your

P r e V 1 - •

COMMODaRE FORMAT, January 7 9 9 2  -  there's nothing bolter

RAINBOW
ISLANDS
Publisher: Ocean
Price: E9.95 tape, E14.95 disk
Rainbow Islands contin-
ues the story of Bubble
Bobble, telling the
tale of Bubby's quest
through the Rainbow
Islands, in a
quest to
defeat the
Prince Of
Darkness,
collecting
treasures along
the way. Whereas
Bubble Bobble had
weird firepower in the form of bubbles,
Rainbow Islands offers a more psychedelic
experience, the player using little rainbows
defeat the flashes, and also as temporary
platforms_ As befits the title. Rainbow Islan
is one colourful game, capturing the near-
lurid feel of its big arcade brother splendid,.
Covering several very different 'theme'
islands (each with radically different but evi
strange opponents) — from toy to horror to
candy — Rainbow Islands offers the best pli
form fun available, giving the player the
perfect balance between typical Japanese-
style animation and downright meaner than
mean gameplay,

SMASH TV
Publisher: Ocean
Price: E10.95 tape, E15.95 disk
One of the best arcade games ever gets
ported onto the humble C64 and the result i
total carnage. The flavour of the original is
captured perfectly, in a game which repro-
duces practically everything but the two
player mode_ Anyone who can remember tt•
ancient (but rather jolly good) Robots-on
arcade machine will have a pretty good ideE

Here be an strange manner  of monster. . .
and people talk funny to when you're !Halo
ing Ul t ima VI. I t 's catching.

entirely new world. Long-term Ultima fans will
be re-acquainted with old friends, while new
converts to the mythical world of Brittania will
soon find themselves immersed in the law of
the Avatar.

It's a game to really lose yourself in, Sc
book an extensive holiday before you start
playing, by candlelight.
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Snaffle those prizes if  you can.  But you risk
life and limb In arcade bedlam in Smash TV
from Ocean. Come on down!
of the screen-by-screen warfare which awaits
the unsuspecting player, Forget the
superfluous plot which takes its cue from The
Running Man, this may be a game with 'big
money, big prizes' but the core of the fun is
violence, it's as simple as that,

Fifty wonderfully lethal screens await,
each one sealed until the player has annihi-
lated the required number of droids, snakes,
tanks, Mr Shrapnels (rather large men with a
penchant for exploding), and thugs. Just for a
touch of variation the occasional screen can
be found, where some frantic collection of
prizes boosts the score quite considerably.
And then there are the end-of-level
guardians. From the near-indestructible
Mutoid Man they just get bigger, better and
meaner. Flower arrangers, ballet dancers,
and social workers need not bother with
Smash TV. The rest of us can revel in what
has to be the finest arcade conversion yet,
and probably the best C64 game ever. Total
carnage, I love it.

TURBO CHARGE
Publisher: System 3
E9.99 cass, £14.99 disk

c i  . . . . . „ . . . .

Turbocharge boils down to a
very single-minded and utterly
exhilarating wild sports car ride
onto hostile freeways, blasting

r h e l l  out of pretty much anythingwhich gets in the way. There's some dis-
pute as to which is the best racing game on
the C64. Some go for the pure driving of
OutRun Europa, while others plump for this
more violent racer.

It comes down to just how psychotic you
are -  which is why I've plumped for this one.
Turbocharge does have a plot, but let's face
it, nobody cares about trivialities like that.
What the people want is high speed action
with guns blazing -  and Turbocharge cer-
tainly delivers. A cool little intro leads into the
on-road action, and from here there's no turn-
ing back. The mission to put an erd to

How cou ld  anyone res.ist s t e e l i n g  these
wheels? Well you don't have to. Test  drive
SO grand's worth of car on your C6.4.

CREATURES
Publisher: Thalamus
Price: £9.99 tape, £14.99 disk
A 'cartoon game' is how Thalamus describe
Creatures, and they're not far off. While it's
not exactly Disney, and the animation is
pretty much limited to teeny little sprites,
Creatures is a game to raise a smile right
from the off.

There's no mindless violence here.
Sure, there's blasting to be done -  but it's
all good cute, harmless blasting Even the
hero -  Clyde Radcliffe -  uses a fairly neat
weapon to blast the baddies. Forget
machine guns and all that. Bad breath is
where it's at for Clyde. One blast of his firey
breath is enough to stop an elephant in his

Fuzzy say
nal one of
around. To

mus art
tures

laughing.yew

tracks. Creatures comes out on tops for
sheer speed, cuddliness and -  hey! -  where
else can you control a critter called Clyde?

terrorist activities (while taking in the scenery)
has begun. Neat touches like the way the
road forks into two (one way being a dead
end), and the tunnel sequences just add to
the pizzazz of this top tyre squeeler• With
more speed than a very fast thing indeed,
some of the best sound effects to grace the
C64 and both road and airborne enemies to
deal with. Turbocharge looks and feels like
nothing else.

NEWLIN
Publisher: Hewson
Price: (Heat Wave compilation)
£12.99 tape, £17.99 disk
Wild, weird and wonder-
ful are just three words
beginning with the
letter 'W' which
describe Nebulas
pretty accurately.
Imagine a small
green frog-like
blob, whose task
in life is to ascend
towers via a mini-
mal set of platform
structure, destroying
them when he reaches
the top, then zooming off
in a submarine to the next
tower. Moving around them causes
the whole tower to rotate -  a real visual treat.
And then there are the flashes.

This motley bunch of bouncing meanies
can make Pogo's life hell. They don't actually
kill Pogo outright, but send him falling down
the tower, his fate thrown to mercy of the
platforms below. Destruction of a tower
results in Pogo taking part in a sub-game, lit-
erally. In his one-blob submersible he must
wade through an aquatic bonus round, and
then it's on to the next even more infuriatingly
devious tower. For masochists everywhere,
Nebulus is the ultimate in total addiction.

KICK OFF 2
Publisher: Anco
Price: E9.99 cassette, £14.99 disk
For the best in two-player competitive sports
games, nothing compares to Kick Off 2. If
you love football, get Kick Off 2, If you hate

football, get Kick Off 2. It's as simple as that,
What, you want to know more? Oh, alright
then. Using an overhead, close-up view of
the action (with a handy long range scanner
for a bigger view of player movements) Kick
Off 2 is novel in pretty much every respect.

Its control method for a start is pretty
strange. Whereas some footy games let the
ball stick to a player's feet like glue, Kick Off
2  actually makes the player run with the ball.
Careless dribbling will send the ball flying. It's
this weird system which makes people either
love or hate Kick Off 2.

Some say it makes the game play more
like hockey. Others think that it's the

best control system since sliced
bread. In the end it comes down

to personal taste, but the fran-
tic speed, close reproduction

of the rules, and the sheer
challenge of trying to beat
the computer can't be
denied. My advice is to try
it out before you buy but a

couple of minutes of
furtive footwork on its
pixelised screen

should be enough to
convince you that Kick

Off 2 is the best sports
sim around today.

PARADROID
Publisher: Rack-it
Price: £2.99 tape only
Paradroid reigns supreme when it comes to
original concepts. Even its metallic graphic
style spawned a thousand imitators but its
bizarre looks and gameplay have never been
Surpassed. Guiding an 'influence device'
around dangerous space stations, the player
must merge minds with the more powerful
sentry droids, via a puzzle-cum-reactions
sub-game, thus gaining more firepower and
making mind-merging with powerful droids
that bit easier.

Everything is viewed from above, using a
now famous graphic-style, with inertia and
minimalist sound effects creating a cat-and-
mouse feel. It sounds completely weird, and
it is. But there's been nothing like it since its
release over five years ago. A landmark in
C64 gaming history, it's still essential,

Crucial COMMODORE FORMAT, January 7 9 9 2
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POWER TOOLKIT

A powerful BASIC Icsolkit iAddiuionl nelpiul
commandsi that considerably strripbbes ping
ramming and &bureau% The toolke commands
I an be used in your programs.

DISK TOOL

Using POWER CARTRIDGE yrsu can load up toh limes taster from disk
These disk commands are used in your
grain program only

TAPE TOOL
Using POWER CARTRIDGE you can work
many times taster with your dale recorder.
These laps cornmands are used in your ownawn on'

POWERMONTIOB

A poweriu i ma, nine language monitor that is
readily available and leaves allot your Commu
dore memory assailable or programming
Also works in BASIC-ROM. KIRNAE and TO
areas

, , n p o t  O F
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PRINTERTOOL

The Fe MIR CARTRIDGE contains a very rifler -
eve Printer-Inaerfat w i t  delis is ii a printer
is conneceid io the Serial Bus Est LiSei-Palial,

prim all Commodore characters on Epson
and compatible priniers.
the primer-1.10.rue r has a varretyuisecuppos-
srbilitres It c an produce HARITCCEPY of screens
nut onts on Serial printers IMPSI301, BOZ, 80;
etc) but also on Cenaromc printers iEPSCEN,..
STAR. CITIZEN, PANASONIC, eir I.
The liAltEXOPY function aidomalically distrn
guishes between FillaEs and LITRES Muhl•. a.
our graphics are converted into shades rid prey
rhe MET lure lions allow you In decide on
EargeAmall and Normaliinverse printing
sitcom Dins, .  Lid does nia aulkonse or ;lumen In
authconse iS. mialunit in• anw mean', to int en5 putpina-
.Lsasoo'., 04 roPie, ix adapt inns OIL opeinhi WOVkS of
*M., union tit mailer04. and woe., of the Pawn anodicr
must obtain the net estar, wee omen( kir ilsr
suchoope, of edaplions lions all air isOli  and other nem
o a o o n t n i r i r d  SeukCopvr.gS. Deuent a P.M4411,/4 I  'tea

Bitcon Dev ices  Ltd

r In the him k of the POWER CAR IRIITGE Miele
is a Reset Elution. Pressing this button makes a
SPECIAL MINLI appear on the sr reen
CONTINUE -  A How, ream return to your

program
BASIC - R e t u r n  to EIASK
RESET -  Not for pekes or infinite thin
TOTAL S v e s i b e t o n 4 e n t - . i r i f ar
BACKUP m e m o r y  onto a Disk I  Fie
DISK p r o g r a m  an  he reloaded lane

web BEOADMilowed by
CONTINUE.

IIESIET ALL - R E S E t  ot any program.
TOTAL A s  BACKUP DISK hut to TAPE
BACKUP
TAP!
ISAIDCOPV -Arany moment prints out a

liardcopy of the St rem.
Using(ONTIN UT afterwards
you can return in the program.

MONITOR -  Takes you into the Mac hoe
language Monitor

vou
1r40

wotvwtip.,14AGL‘•
0111-nioLg"

BlIcon Devices Ltd.
88 BEWICK ROAD
GATESHEAD
TYNE AND WEAR
NEB 'IRS
ENGLAND.

tiovollf

TEL: 091 490 1975 end 091 490 1919
FAX 091 490 1918
To order. AccasolViaa welcome -  Chaquoo or P/0
m o o t *  to SOL.
UK orders add E120 poatipack total - n o m
incl. VAT.
Europe orderS add (2.50. Ovorseas add £3.50
TRADE AND EXPORT ENQUIRIES WELCOME

O N LY V O O L S  AND'HORSES
Every program written by a mathematician who has spent many years in the betting industry.
Programs that utilise the tried and trusted methods oi the professional, not pie in the sky theories
that fall to pass the test of time.

FOOTBALL •OXFORIM Written by a former priors expert for Littiewoocis. The  program has
lorecast over 50% more draws than would be expected by chance. Homes. aieays and draws shown
in order Of morel and true adds given for every match. Men1 tables show at a glance the teams
currently in torrn and those having a lean spee. Australian Pools program included in the price.

SUPER PLANNER by the same author, hill details given of OVER 400 ENTRIES covering up
to 57 selections Includes SINGLE AND MULTIPLE entries at LIT PLANS 1, 2. 9. 25, 27, 28, 29,
47, 48, 49, 50. 79, 80, 81, 82. 83, 84. 96.100. 200, 837, 1338, B39, 1349, 950, B54, B58„ 859,
13145. 9180. V-Plans 20. 42, 43, 44, 83. 84, 85, 87, TIP TOP 10 & 15, EXPRESS 35 & 38. MAIL
60, 75, E, P. MIRROR 1 & 8, FULL PERMS 6 from 9 to B from 14. A l l  FULLY CHECKED in
seconds by your computer. Not just the highest scoring but ALL POSSIBLE WINNING LINES.

POOLS PLANNER Similar to above but covering block permutations using Lit/limos/cis
standard guarantee blocks.

RACING SOXFORM Course characiamtcs Meat alto the program) as well as the form of the
horses are considered in speedily producing an order of rnent for each race. Designed for
flexibility allowing users to amend the program if they wish. Price still includes the highly
acclaimed HANDICAP WINNER - more than 1000 'ru-nners every year - over 25% of them at 511or better.

PUNTERS PARTNER Works Out almost any bet...doubles, trebles and accumulators Including
mixed slakes. yareiee, Canadian, Heinz, Goliath, patent, union jack. up & down ill Cash bets!
single & double stakes, round rOttenS, rounders, roundabouts, round the clock. Win or each way
Covers non runners, rule 4, dead heats. Versatile mullpfe odds calculator tor fixed odds bets
and the fines required tor any full perm you're likely to meet.
PRICES. crepe) C16 95 each. 125.95 any Iwo. C34 95 any thee. F o r  disks please add £2
per program.
S P E C I A L  O F F E R S  FOOTBALL B O X F O R M .  R A C I N G  BOXFORIA 6  PUNTERS
pARTNER.,.E27•95 TAPE, E.31.95 DISK

FOOTBALL TOOL KIT Football Boxiorm, Super Planner. Pools Planner, Punters
Partner ...C30 TAPE, £35 DISK

RACING TOOL K I T  Racing Boxfomr, Punters Partner plus 4 further programs volecti enable
yOu to keep your own records or produce and amend form arid time ratings ..C33 TAPE, £38DISK

BOTH THE ABOVE KITS...CSS TAPE, £62  DISK.
Advertised for six years in the sporting and computer press

BOXott CLEVER-GET THE BEST
Please make cheques or Postal Orders payable to e o x o r r  (CF),

65 Allans Meadow, Weston, South Wirral L64 9S0
Ter: 051-336 2668

CPC
CMD 64/128

PCW
SPECTRUMS

ViSA COMMODORE C64 REPAIRS Just £29.00 Inc
*Commodore registered.
*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 and packing.

* Home computers can be repaired
within 24 hours.

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

* All repairs covered by a 90 day warranty.

1
CF

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

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

(WTS reserve the right to refuse machines that in our
opinion are beyond reasonable repair).

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

(0582) 491949 - (4 lines)



BUSY DIZZY
Dear TMB,
Are Codemasters going to realise any more
of their Dizzy games?
Michael Burns, Inverness

There's a compendium of  old and new
games coming out  any t ime soon. Called
Dizzy's Excel lent Adventures, i t  features
three new games -  Spel lbound Dizzy,
Prince o f  the Yolk  Folk and Dizzy Down
the Rapids. A lso  included are the old
laves Kwik  Snax and Panic Dizzy.

VIC READS
Dear TMB,
I have a few questions which I would like you
to answer:
1. Are there any Vic 20 emulators available
for the 64?
2. Whatever happened to the series, A-Z of
Classic Games?
3. What happened to Inside Info?
4. What about having disk PowerPacks on
the cover?
Heage (sic), Derbyshire

RROR BEYOND BELIEF!

uiver at the almighty intelligence of The
Mighty Brain. Go all wibbly at his omnipotent
powers of thought. And then test his very big
ego by asking plenty of splendidly difficult
questions. Write to TMB, Commodore Format,
30 Monmouth Street, Bath BA I 2BIALs.
1. No, i t 's too close to being a point less
exercise commercia l ly.  It might  have been
done by someone in the Public Domain.
2. Er, we got to Z!
3. Even er-er, i t 's  sti l l  here!!
4. I f s  a great idea in pr inciple but (puts on
business-l ike tone) the costs involved
would be prohibit ive. And the vast major-
ity of  64 owners use tape based machines.

YO! MARIO
Dear TMB,
Now look here, you nasty little octopus.
that's me for short, have a couple of ques-
tions to throw at you

'CERT'

1. Just why are Nintendo so tight er.., fisted
that they won't let us have the Mario Saga?
(Blub-blub,)
2. I went to buy CF14, looked at the reviews,
all. no Final Fight review. What's happening?
Clive Vartey, Dewsbury

1. Obvious ly,  they're afraid that the 64 is
just too groovy for 'em. If Mar io comes out
on the 64, why buy a Nintendo?
2. 'FreId those th icky reviewer chaps just
missed it in CF14, forgot  about it in CF15,
and have attempted to redeem themselves
by reviewing it th is issue.
So. hurrah (I think).

WILD AND FREE
Dear TIME.
I recently purchased a C64, witn a few games.
secondhand for a small amount of money. ( (
Unfortunately none of the games are really to my
taste or my wife's. Please could you help by
answering these questions:
1. Years ago in my life. I used to own

 —

an Amstrad, for which I had at least
two good games. One was The Wild
Bunch from Firebird and the other was
Run for Gold( l  don't know who this was
by). Can you tell me if these games are
available for the C64 and where I can get
them from?
2. I recently went down to the local computer
stores to see if I could get Scrabble. Most shops
didn't have it in and one even told me that they only
do it in a pack with Monopoly and Trivia/ Pursuit. Is this true
and if not where can I get Scrabble from?:
3. Can you recommend any good adventure games as my wife

1. The Wi ld Bunch never made it to
the C64 but Run for Gold (pub-

lisherd by  MacMillan) did.
AN However,  I t s  long been deleted

and you 've as much chance of
gett ing hold of  it as you have of

buying a pet Tyrannosaurus Rex.
2. Check out  Beau Jol ly 's  Leisure Genius

compi lat ion. It does include those other
games you ment ion but i t 's a good buy all

the same.
3. The CF laves  are The Hitch-Hikers Guide to

the Galaxy and Deadl ine (Infocom, disk only), as
far as text only games go. But  if you want to try role-

paying games, go for Heroquest  (Gremlin) and believe
It or  not, the very strange Buck  Rogers in the 25th Century (US
Gold, d isk only).

keeps telling me to buy some, but I haven't
got a clue where to get any.
Chris Bird, Hull

COMMODORE FORMAITUS REX ,  January 1 9 9 2



TOUR LETTERS
CARTOON CAPERS
Dear Mr Brain
Or can I call you Almighty? I have thought up
some evily hard questions for your outstand-
ing intellect to fend off.
1, Mr S Pearsall (that's me) would like to be a
Cartoonist, He would like to do Some anima-
tion on his 64 but he doesn't know where to
get his mitts on a decent animation package,
where you can animate a character or object
and make it move,
2. Why don't Gremlin (maybe there's a
chance...) make an action game out of Space
Crusade, if they've still got the licence?
3. On the subject of RPGs (roleplaying
games), why doesn't someone make a game
from Warhammer or Warhammer 40,000?
They would make great action or strategy
games — Or both,
4. What is the team's fave software house?
Scott Pearsall, Brixham

1. Some sprite editors do have basic ani-
mation capabil i t ies but none of them are
much cop. The problem is that the 64, for
all i t s  cuddliness, s imply  doesn' t  animate
well unless you program it specif ical ly.
2. It 's an excellent idea but  l icence agree-
ments tend to be extremely unf lexible on
such matters.
3. The Games Workshop (which produces
the excellent Warhammer  board and table
games) were consider ing C64 versions of
their games a couple of years ago. But  the
deal never came together so i t 's not look-
ing especial ly l ikely.
4. The team don' t  have a fave publ isher.
We love our games too much to fall into
that trap.

I0.4EAmAmILE T 8 2  S ' i t l i k S  SACK . .00 I4E. . .

F.A.B.
Dear TMB,
1. Where can I get Thunderbirds
(the game) from, if I still can?
2.1s the Action Replay cartridge
any better than the one called
Power Cartridge?
Lee Guest, Rotherham All C64  owners

Rescue. F.A.S.

1. The Action Replay cartridge has a few
more capabilities.
2. Grandslam produced this a couple of
years ago but it wasn't brilliant. You can
contact them on 081 655 3494.

IN THE BIZ
Dear TMB.
Does anybody know how to get into the soft-
ware industry? I am 17 years old with four
years of computer experience and would
greatly appreciate it it you could give me

NO TIME FOR A TIME LORD
Dear TMB,
1. Which is your absolute
favourite Code Masters'
game?
2. Is the excellent
Parasol Stars com-
ing out on the 64?
3. Are there any
Doctor Who
games out?
Jonathan Sothcott,
Lewes

1. I'm afraid I'm a
bit of a sucker for
all those Dizzy games.
2. Give it at least six months.  It
should be worth the wait though.
This one could be the best game ever...
3. Unfortunately. the Doctor has never made It Into the C64 spaceitime continuum
(unlike me. so he can't be all that smart).

some guidance as to which way to go — any-
thing really — trainee programmer, play tester
or even tea boy, as long as I am there and a
part of the action.
A Derare, Neerhow

Your best bet is to bang off a few letters to
programming outfits and software
houses. If you've something to offer,
they're sure to take notice. Even so, it's
never easy breaking into the games indus-
try, so be prepared for a few
disappointments (and ignore them).

NICE PERSON ALERT
Dear TMB,

I am writing this letter to you and your
ever so brilliant staff, to say thank you for
such a tab magazine. I bought my seven-
year-old daughter a 64 for Christmas last

year, knowing nothing about computers at all.
If it was not for your magazine and a lot of
your readers, who spend hours, if not days,

working out cheats, I would have one
unhappy daughter and be spending a

lot of time reloading certain games.
As for your reviews, I wish

that I had seen some of them
before I bought the games. So on

behalf of my
daughter

- E m m a
and

myself. I would
like to say

can still still call International t h a n k s  and 'keepterm, whatever  that  means). up the good
work' — I don't know what we would do with-
out you.
S Viant. Truro

Sometimes, even The Mighty Brain is
allowed to blush...

Bags of chat in COMMODORE FORMAT, January 1 9 9 2

NOTHING PERSONAL
Dear Brainface,
I've got every issue of your magazine and it's
getting crapper every time. Terminator 2 was
the best graphics I've ever seen in my life on

the C64 and you say it was OKAY!  That's not
good enough. Please print this letter... Pea
Sized Brain.
Anon, Manchester

...What I'd like to know is this: where do
we find these people?

HIT AND MYTH
Dear TMB,
I have a few questions to ask you and I hope
you can answer them, so here goes:
1. Is Retrograde from Thalamus any good?
2. Can you please tell me when Myth 2:
Dawn of Steel is coming out?
3. What in your own opinion is the best com-
pilation on the C64?
Ewen MacColl, Fort William

1. It 's got some fabulous weapons.
Definitely a winner if you like action.
2. It'll be ready by the spring.
3. Take a look at this month's compilation
round-up (pages 54-56).

TOUCH-DOWN
Dear TMB,
I have just bought a disk drive for my 64 and I
am lacking two good American football
games on disk. I would, therefore, like you to
tell me where I can get TV  Sports Football
and Fourth and Inches (not on compilation).
Loz Gray. York

You can get TV Sports from Mirrorsoft  on
071 928 1454. Four th  and Inches is an
Accolade game so call 081 877 0880.

COCK-UP a r f
Dear TMB.
I am writing this letter to say on the Dizzy
Collection cheat in November's Commodore
Format. when you get down two lines and
and type *next', it prints 'Next Without' for
error in 1. It's obviously not working? Please
help. What should I do?
Daniel Ward, Barwell
Andy Roberts came over with a funny



case of crypt ic poking but  take a look at
this m o n t h s  GameBusters.

TURTLES, MICE
AND FREEBIES
Dear TMB,
I am new to the absolutely awesome
Commodore Format but already I can see
how radical it is. I'm not writing to complain,
so relax and keep reading. Now get ready
because here comes 'question time'.
1. I am probably getting a mouse for Xmas
(not a pet mouse, a computer mouse). Do
you think it is worth the money?
2. Which do you prefer, Turtles 1 or maybe

Turtles 2?
3. If you had the choice

between a free (don't forget
the 'free'
bit) C64

S C U M  /  o r  a free

d i A L ( D o n ' tforget the
'free' bit

Ai a g a i n )
Commodore

Amiga, which
r . ( f l P  4 1 : 1 /

41, •-•
111Y, A h4°1 ‘.1111Milire•

' / 4 1

would you
choose and
why?
Gareth
Stainthorpe,
Oldham

1. If you're
Into graph-
ics or desk top publishing, it's
definitely worth the money. But there are
question marks over the compat ib i l i ty  of
some programs and certain mice. Be sure
you know what you want from your
machine before you fork out.
2. Turtles I  was crap. Turtles: The Coin-
Op was tab.
3. Why do you ask? Are you offering?

CIF READER
'WIMP' SLUR
Dear TMB.
decided to honour you with one of my let-

ters. I'm writing because of the adverts in
issue12; the ones like 'Do You Attract Girls?'
and 'Build Muscles Fast!'

Well, if my brother's any example, you lot
need all the help you can get. The only exer-
cise he gets is loading games and joystick
twiddling, Are there any really sexy computer
addicts Out there or are they all disembodied
brains and skinny wimps!?!
The sister of a scrawny computer fanatic

Hummmph. Disembodied brain indeed. I'll
have you know that I am in fact an
extremely sexy, fantabulously hunky
piece of cerebral matter. Women love me
for my mind.

In fact, it's a bit of a liberty to call CF
readers a bunch of wimps. Af ter  all,
there's all that exercise they get from car-
rying games back from the shops,
waggling joystick. It's a non-stop full
fitness program they're on.

NUMBERS UP
Dear TMB,
Thank you for producing such a wonderful
magazine like Commodore Format, I can't
wait until it is the time of the month to receive
my copy of CF. Well, down to business.
Please could you answer my questions:
1. Could you please give me the telephone
number of Commodore ?
2. Will there be any software support for the
new 3,5 inch disk drive if it ever comes out?
D N Dutton, Ruddington

1. Commodore are on 0628 770088.
2. Commodore have discussed this with
publishers and the big names will
definitely try out the new format. As is
always the case though, it all depends on
the success of the new format.

PESSIMISTIC GIT
Dear TMB.
I hate to be a doom merchant but I reckon the
Commodore 64 is heading down the dumper
at an alarming speed. Don't you agree that
the games available on 16-bit machines show
the C64 up as the sad old veteran that it is?
The top programmers have moved on, the
shelf space in shops gets smaller by the
month and everyone wants consoles for
Christmas, Surely Commodore's pricing is sil-
icon suicide? I mean, who really cares if you
get three dodgy cartridges with it — they ain't
quite Mario Bros are they?

You're a clever chap, Brainy, Tell me
what you think. Is there still hope for the
dwindling bank of 64 users? Or
will my little beige dream
machine be getting the toe of
my boot in 1992, when I rush
off to buy a spiffy Amiga?
Darren Hitchings, Mildenhall

Sure, the Amiga is a better
machine, but it's 'orses for
courses innit. At just over
M O  the 64 is an excel-
lent buy and more
people will buy one this
Christmas than last
Christmas. With an esti-
mated 150,000 new
owners (UK alone) this
year, your argument
seems to be about the
only thing that's going
down the dumper,

OH NO, IT'S
EXILE AGAIN
Dear TMB.
Truthfully now, when is Exile coming out? I
can't get it yet.
Ian Bannister, Chesterfield

CF reviewed a 98 per cent finished
version in July, and it's still not
ready. Methinks publisher
Audiogenic ought to stop faffing and
get the bloomin' thing out into the shops
because at this rate the C64 really could
be history before you get to play it.

COMMODORE FORMAT EXILED, January 1 9 9 2

My pal Judge
Dredd In full
flow. Actual ly,
he's not all that
much fun at
parties.

OUR LETUPS
REPLAY IT AGAIN
Dear TMB,
How can I get hold of the Action Replay
POKEs booklet (CF7)?
Roger Simpson

'Raid you can't. That offer was a sell-out.
However, we will be running a similar
booklet in a forthcoming issue.

BRAIN LOVED UP
Dear TMB.
1. Why was there no centerloid poster in
issue 14?
2. Is the MPS 1230 Printer any good tor the
Commodore 64?
a  Are IK and IK-k the same game, as my
friend says they are different?
4. My girlfriend is in love with you. Will you
marry her?
George Johnston, Houghton-le-Spring

1. There was simply too much to squeeze
Into the issue. Sorry to all poster fans but
I reckon you'll enjoy this issue's offering.
2. It does the job.
3. They're different but not by very much.
4. Is she squidgy, grey, about a foot high
and supremely intelligent? I thought not,

DREDDFUL
REVELATIONS
Dear TMB.
I'm writing this letter to see how clever you
really are, so I've lined up five questions to
test your IC),
1. I know someone pirating games, who do I
report this to?

2 How do I get hold
of POKEs for
games? They
don't Seem to
get much of a
mention in com-
puter mags.



3. When will Space Crusade be made for the
C64 and how much will it cost?
4. Is there a Judge Dredd computer game? If
so, where can I buy it?
5. Which is better, Speedball I  or 2?
Christian Murphy, Liverpool

1. Call FAST, the piracy busters, on 0628
660377. They'll take your tip in
confidence.
2. What are you, a bit of a thicky? POKES
are always being published in magazines.
3. Expect to see it by Easter.
4. There've been two. The first was pub-
lished by Piranha about five years ago
and it was rubbish. The second by Virgin
a year ago and it was, um, rubbish.
5. They're both corkers but I'd pick the
second as the bestest.

LOAD OF RAP
Dear TMB,
When CF comes through my door, I dive to it
before it touches the floor.
You see CF isn't the usual magazine bore —
It's got that little bit more.
I read it till my eyes are sore,
I play your tape until real late,
I just can't escape. you know mate.
It's JUST GREAT!
YEAH?
Here's a hint.
You better print it,
It's a rap (I think) —
Mark (Phantom Rhymer) Luscombe,
Plymstock, Plymouth

Move over Ice T (or maybe not).

SENSIBLE LEITER
Dear TMB,
Will Commodore Format be producing a
Powerpack containing programs written by
readers, as I am near completion of writing a
game at the moment.
K Noble, Athers tone

We've had some extraordinary games
through. The best will be appearing over
the coming months. Keep them coming.

ALL OUR
TOMORROWS
Dear IMB,
I have heard about Commodore's C65 com-
puter. Could you tell me more about it?
Robert Wilkinson, Norfolk

It doesn't officially exist. It may not even
exist unofficially. The bottom line though,
is that it's a kind of mix between the 64
and the Amiga, with lots of colours and
fairly good sound capabilities. Price will
be closer to that of a C64 than an Amiga
but details haven't been finalised (and
won't be for a long while yet).

ALL OUR YESTERDAYS
Dear TMB,
I thought that you might like a witty and
sophisticated letter for a change but I wrote
this instead. Me and my brother had our first

COMMODORE FORMAT, January 79 9 2  for you

Batman
Is another

super-hero buddy
of mine. But he's not

very super at Tr iv ia l  Pursuit
tho 1101.

Commodore 64 many eons ago when I was
about 10 or II, when the only games that were
available were Stellar Wars (crap annoying
game) and Labyrinth (half-decent maze
game) and the only joysticks around were the
dismal white Commodore ones, with razor
sharp handles and that useless red bit of
plastic on the front posing as a tire button.

Anyway, we had the computer for four
years before it finally gave up on us — that•
recurring problem of the overheating nett
powerpack and also the extra trouble of
loosely connecting leads. We never really
had all that many games for it — most were
borrowed from friends and then returned
when we got bored of them. But my old
favourites were Gauntlet (because of all the
wonderful bugs such as the empty levels,
getting health up to 9999 and then finding
that it wraps around back to 0 again. etc.),
Loderunner. Thing on a Spring and Combat
Crazy. Unfortunately though, when it packed
up, we sold all our games for a bit of dosh
and that was that.

Then a year ago my brother moved into
the amazing world of the Amiga and I began
to wonder not only at the awesome graphics
and sound but at the lack of playability and
value for money of the so-called superior
Amiga games. Consequently, after nearly fail-
ing my A-levels, I decided to buy my mates
old CBM 64 (he had also upgraded to an
Amiga) for a measly thirty quid. What a bar-
gain! For ten quid (or there abouts) I can get
a game with good graphics and sound, excel-

lent playability and absolutely brilliant ovalue for money. And so being a rmoll
'new' 64 owner is still as great as it
always was.
John Ward, Lincoln

Heed those wise words,,
y'all.

GOAL
NEWS
Dear TMB,
Will Anco
make a
Kick Off
3?
M I  Blake, Southampton

Anco are pretty cagey
about the whole affair, but
we expect to be hearing
some news about a new Kick
Off within a matter of a few
short months.

SHOW GOER
I popped along to Future Pubs
World of Commodore Show and

!

was a little disap-
pointed that there
weren't more C64
things going on. Even
so, my wife and I had

a great day out and
would probably go

again. Will there be
another such

show next
year?

And will
there be more
C64 stuff on dis-
play?
M, Hutchings, St.
Asaph
Yes, there will be more such events.
Future Publishing (of CF fame) are think-
ing about having a special C64 section,
although it really is predominantly an
Amiga show.

CIA CONSPIRACY
Dear TMS.
I liked your trip down memory lane when you
showed us your old career in the movies.

Now on with the numbered questions:
1. Are you a human brain?
2. Do you have a cheat for Batman?
3. What are royalty cheques?
4. Where do you come from?
Philip K Stephenson

1. Listen pal. No human could accommo-
date this amount of smarts.
2. Spooky coincidence time. There's a full
map in this issue.
3. It's the percentage payment which goes
to an author (of a game in this context).
The more the game sells, the richer the
writer gets.
4. I was a CIA experiment gone horribly
wrong. Actually, that's an outragoeus lie,
I'm really the warped product of a mixture

*  o f  Heinz Dinasaur Shapes, Mother's Pride
Flour and mashed up video tape. No, tell a
lie. I 'm really from another planet.
(Somebody turn h im o f f  E d . )

THE END
Feel tree to write to The Mighty Brain on

any subject
whatsoever (although
preferably C64 related). All

letters are read, but unfortu-
nately we can't fit 'em all in the

mag. We have to say this
boring bit, but here goes

anyway.
Please
don't send

TMB any
personal

enquiries or
SAE's because

there's just not enough time to sort them all
out. That said, you can call the CFleam on
Mondays and Tuesdays every week, and
we'll try and sort out any wee problems you
might have. So erm. until next month's
fantabulous letters page...

Ten
pounds to
the clever
dick who  can
name this foot-
baller first...
It's Albert  Stubbins,
so I  win .
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COMMODORE SUPPLIES
CM Printer + Interface .E124.99 Mini Office 2 (64 cass) ..../,I7.99
CM Power Supply  E 2 7 . 9 9 64 Parallel Converter E19.99
64/128 Sound Expander,.,*E9.99 Vic-20 Modulator E14.99
C16 Power Supply E14.99 64 instruction manual E.9.99
64/128 Sound Studio sE4.99 Dot Matrix Printer El 19.99
C2N (64) Datasette 1,35.00 64 Reset Cartridge £9.99
C3N (+4) Datasette £24.99 801 /803/LC 10 Ribbons ...L5.99
64 Slimline Case E9.99 Mini Office 2 (64 disk) ....E20.99

0898 313 585

Can You Kill
The ALIENS

For
CASH PRIZES

PO Box 36 1-51 41N Col Chu 34P Per my Cheap Pate 45P oll other times

COMPUTER REPAIRS
AMSTRAD *  SINCLAIR *  COMMODORE *  ATARI

MOST MAKES REPAIRED AND SERVICED
FREE ESTIMATES

NO STANDARD CHARGES!
JUST BRING YOUR COMPUTER TO US FOR A FREE ESTIMATE

ALTERNATIVELY SEND YOUR COMPUTER TO US WITH A CHEQUE
FOR C5.00 TO COVER RETURN POSTAGE AND WE WILL SEND YOU

A WRITTEN QUOTATION WITH NO OBLIGATION!
TELPHONE US NOW FOR FURTHER INFORMATION

HAWKWELL ELECTRONICS
2 IA-YMANS COTIAGLS, MOUNT BOVERS LANE, HA1AKVv ELL,

HOCKLEY ESSEX SS5 4JB

TEL. SOUTHEND 0702-207593 ANYTIME
OPEN MON - FRI 9 - 6 S AT  10 - i p m

C O M M O D O R E
411510

S o f t w a r e  H i r e  C l u b
S e n d  S . A . ,  f o r  d e t a i l s  t o ,

C. S T A T 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

T e l :  0 0 0 2  5 8 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 -

• Disk/Cass

VISA

COMMODORE 64  REPAIR
Only £24.95 including parLs and labour tt repairable. S e n d  machine

only with fault description. Insurance  included. Chq /P.O. ' s  to
Omnidale Supplies,

23 Curzon Street ,  Derby,  D E I  2E5,
Tel :  0 3 3 2  2 9 1 2 1 9

‘Fun School 4  zooms to the top of
the class! Three brand  n e w  packages combining the
essentials of the National Curriculum with beautiful graphics,
cleverly animated rewards and stimulating sound keep your
children engrossed while they learn.

Teddy for under fives, Freddy the Frog for five to seven year
olds and Sammy the Spy for seven to eleven year olds
provide S IX  original stimulating programs in every pack.
Plus, the  carefully designed levels f o r  each program
encourage your children to have fun and learn at their own
pace — and ensure they get the most from Fun School 4 and
keep coming back for more.' 9

Empress Software Lid, Europa House, Adlington Park. Slaccleslield. Cheshire SKI0 4NP
On sale at top retailers nationwide. Selected formats available at larger branches of
Boots, WH Smith and Menzies_ For credit card purchases call 051-357 2961

FORMAT Amiga ST P C  C 6 4  S p e c t r u m  C P C
Tape Disc Ta p e  Disc Tape  , Disc

PRICE E 24.99 24.99 24.99 12.99116.99 12.99 16.99 12.99,16.99
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A quick guide

to menu entries
ADVERBS: Used for words like 'in',
'out'. (ADVE is used to check if one has
been typed.)
BEGIN WHERE: Instructs GAC where
the adventure starts (le if you type 2
you will start in the bank location in our
sample adventure).
CONDITIONS (LOCAL): These room
specific conditions are used for puz-
zles. (For example, we could have a
local condition that if, in room 1, your
input is 'get gold' the message 'alarm
bells sound' gets printed.)
GRAPHICS: Great fun to play with -  any
room in a GAC game can have a
graphic, subject to memory limitations.
HIGH PRIORITY CONDITIONS: These
conditions are checked before the oth-
ers -  so you could code a puzzle which
depended on a time limit for example.
LOW PRIORITY CONDITIONS:
Whatever the player types, these condi-
tions check to see if the input is correct
-  ie. in our example 'get gold' is a LPC.
MESSAGES USED: For describing
objects, events etc.
Nouns: This could have been called
'objects'. All objects are created here.
PRINTER MENU: Lets you print out
your program.
ROOM DESCRIPTIONS: Used for loca-
tions descriptions.
SAVE ADVENTURE: Obvious really.
You can save your file as executable
(which means you could load it inde-
pendently of GAC) or as a data file
(which can be loaded back into GAO.
Verbs: actions, like 'go' and 'get'.
ERASE ADVENTURE DATA: Don't do
this unless you're really sure you want
to lose your adventure completely. It
will delete everything you've typed in.
ENTER ADVENTURE: Play adventure
you are writing (used for testing rou-
tines). You end up using this quite a bit
to test your game o
a chunk by
chunk basis. -

;,..:.,••c;;•• • -;

tyLey,:t

The Graphic Adventure Creator, like any
machine code assembler, is not something
you can just load in and use straight away -  it
can take months to learn properly. But the
basics can be picked up very quickly.

By following this brief two page guide you
will be able to write a small two location
'adventure' which should help you get to grips

with the basics. But to cre-
ate a good adventure

you will need the
full instructions
booklet (see later).

So, let's get down to
business - you've loaded

in GAC but what do all
those menus mean?

The first thing you must do is
load in the Ouickstart file -  to do

this type T on the menu for load adven-
ture and then type T for tape followed by

the filename QS.ADV (note that the file is on
side two of the tape, so turn that over before
you hit RETURN).

YOU ENTER A
DARK ROOM
The Quickstart file will now be loaded and
you'll return to the main menu. So, you've got
the Ouickstan file but as yet you haven't got
any locations -  type R on the menu.

Now, due to space limitations here, the
adventure we write will feature just two loca-
tions and one object. You are now in the
ROOMS subsection and the program will be
asking you for a room number_ Type 1 and

Gameiieithout frontiers in COMMR E  FORMAT, January 7992
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IffiNTURE
IthAl

GEntrikiTs stem awiip
D otintime Goo.'

Before you get stuck into
Graphic Adventure Creator,

take some time out to read
the instructions. By following

these guidelines, you can't go wrong... Enter
stage left, adventure game writer and GAC
expert, Stuart Whyte.

then type in the room description -  You are
in a large bank vault'. You will then be
prompted for connections -  le, where you can
go from this room,

Type EAST 2. This means if you
type EAST (or E) you will go to room
2. You will then be asked for a pic-
ture number -  for now just press
RETURN (though later you
should play with the
Graphics Menu -  it's
good fun). Now we need
to create room 2, so
that people can go
east into it. So, make
room two the same
way as you made
room one. Type the
description, 'You are
in a bank.' Connections
are... WEST I I

To quit back to the main
menu, hit escape twice.
Now you're back at the
main menu you can test
what you've done so far,
Press ENTERiRETURN
to go into the adventure.
You'll find yourself stand-
ing in a large bank vault!
Granted, you can't do much
apart from walk between the
bank and the vault but it's a
start. Finally, for our example
adventure, let's add
an object -  press 0
from the main menu (if
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you're still in the game press escape
twice to return to the menu).

We'll number our object 1 and give it the
description 'a bar of gold' (the input routine
should be familiar to you now — its the same
as room entry). You want the bar to start in
room 1 (the bank vault). Set the weight to
zero as we're not imposing carrying limits in
this example.

Now go back to the main menu and enter
the game again — you should also be able to
see a bar of gold in the vault. However, you
won't be able to do anything with it as we
haven't written that into the code yet!

SPEAK, FRIEND
• • .AND ENTER
First we'll have to set up 'gold' as a noun —
go to the Nouns Menu and type '1 gold' — this
means that noun 1 is gold. But what if some-
one typed 'get bar'? So add 1 bar' as well
(and add '1 ingot' as well if you want to show
off). Putting the number 1 before each of
these words makes the program treat them
as the same thing (which they are). But can
you imagine the problems you might face if,
in the same adventure, you included a pub or
cocktail 'bar' as a location...

So, we've now set up the object as a
noun but we haven't set up the get and drop
routines. To  do this we need to go into Low
Priority Conditions. Our first input should be
line 8 (lines 1 to 7 are used by Ouickstart).
type:- IF (VERB 7 AND NOUN 1 AND HERE
1) GET 1 OKAY END

Whoa? What did all that mean? Well, if
you look in the verbs menu you'll see that
verb 7 is get (or take) the noun 1 you've just
set up. And HERE 1 checks to see if object 1
(bar of gold) is here - ie in the location.

So, if you typed 'get bar' (or some varia-
tion) and the bar is here then GET 1 (gets

object 1), print 'okay' (OKAY) and then
END (END is like a full stop in English

— it tells the computer that you've
)' f i n i s h e d  the routine — clever huh?

Ok, so we've written a 'get
gold' routine — now we need to
write a similar 'drop' routine on

line 9 of the Low Priority
Conditions, IF (VERB 8 AND
NOUN 1 AND CARR 1)

DROP 1 OKAY END
CARP just checks to see
if an object s being car-

ried and lets you drop
it. Let's also make it
so you can type
examine gold' in line

10 — IF (VERB 16 AND
NOUN 1 AND AVAI 1)

MESS 1 END Verb 16 is examine, AVAI
returns true if object is available for use
is HERE or CARR) and MESS 1 prints

message 1 on the screen...
But we haven't defined message 1 yet :  I

hear you cry! Whoops. let's do that now.
Press ESC twice to get back to the main

menu and select Messages. Then choose
message one and type, I t

looks like it could be
worth thousands!'

Now select Save Adventure from the

main
menu
and
save to

-

a blank tape/disk as
a data file, Go
back to
the main
menu and
(drumroll) enter
the adventure.
You should find that
you can carry the gold
around, drop it and examine it!
Now, the adventure t '
purists reading this •
probably won't be ,  ,  •
very impressed —
but it's a start! ,••• •••

Not much is said about them nowa-
days but, a few years ago, there

were a lot of text input
adventure games for the

C64. Many of them
were written by indi-

viduals who didn't
program but who

had mastered
software like
this. The good
old C64 has

treated by
adventure game producers in the past
few years but this could all change...

Who knows, there could be

been unfairly

, 1 1 1 1 1 4  s o m e  brilliant buddingadventure writers
among you waiting for

V  ) )  t h e m s e l v e s . _  and you
the opportunity to show

could be one of them!
Yep, you guessed it —
we're running a compe-
tition for the best GAC

game written with this covertape (for
more details turn the page).

' 4 - ,  •

Have your
game

reviewed ,  •,'
If you've written a GAC

game you'd like us to see,
send it in to the usual

address and mark It 'GAC
Game'. Sorry but we wan't'-,'

be able to return your
tapes.

WHAT
IS CIS,ADV?
OS_ADV is the Ouickstart file which
just saves you some typing. It con-
tains many frequently used system
messages (such as "You are carrying'
and "What now?..."), many useful verbs
(examine, look etc.) and several of the
common low priority conditions associated
with them. This is to allow you get into writing
your adventure without having to write the
basics each time.

Why not load it up in a quiet moment and
take a close look at what's in there. See how
it all fits together, using the examples we've
given you here. You'll find a good foundation
for any adventure you could want.

CF.SPEcull
IDEAS FOR
ADVENTURES

d stabs. help? ,
•

This erticle is -tat tiprof the prcl4rerblii ice-
berg in explaining the use of GAC. If'.
you're serious about using GAC then
you'll be wantirig to get hold of a copy of

• b o o k l e t .  It costs just E2.99 (just to •
-ecovei iopying and postage costs). If you'd,
•:like a Copy,•make out a cheque or postal,
• oide.r.fdr 12.99 to Future Publishing Ltd
• 'and send if td:

Bociklet Otter, .
—c/o Oomm'odore Forivit,e
Freepost,

TA41.11•7111%.

, A n d l i a s e  ahem' k i  da i s  fo.r delivery. You
don't necessarily need the book to use,
GAC but It helps! If you get stuck, DON'T
call Conirnodore Format s editorial office,

*: because we just won't be able to help you.

••

r

•

oo Next month, however, Stuart White
Stuart's written a sequel to this begi0

ner's guide and it will be in next month's
Commodore Format.

In his article, Stuart will build on the
adventure he's begun here. You will learri t :
how to add more complex features to your
adventures. Soon, there'll be no stopping
you. So keep this issue handy and come
back next month for an advanced user's
guide to The Graphic Adventure Creator.

, Meanwhi le ,  turn over the page and
reld Ian Andrew's guide to good adven-
ture games. Mr Incentive has published a
few in his time, so he knows what he's
talking about.

And don't be afraid to write In with
queries or suggestions. Even though we
can't answer them personally, we can print
them in a future issue of Commodore
Format. Keep exploring!

,

Explore COMMODORE FORMAT, January 1 9 9 2
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T h e  first thing you need to do is put

away the tape and C64 and just
think. If you start coding rooms and
objects straight away, before you
know it you'll be in a complete

mess, without knowing what goes where.
Just think. What kind of adventure do you
want to create. Fantasy? Murder mystery?
Science fiction? Comedy?

Ask yourself what kind of world your
adventure will be set in. If i ts not clear in

your mind, the game player certainly isn't
going to be able to work it ou t

Think about the
kind of charac-

ters you
want to
inhabit
your

world.
Wily thieves,

t, grumpy dwarves,
killer clowns and
kamikaze sandwich
sellers have very dif-
terent roles to play
and putting the
wrong type of char-

acter in the
wrong place will
make the whole

world less believ-
able.Stick to a
simple style.

—

COMMODORE FORMAT,  January 1 9 9 2  O B ,

ORAta';JJN o w  you've got GAC,
what  can you do wi th  it?
We went  to GAC's original
publisher Ian Andrew for
some expert  guidance on
adventure crafting. Give
us 10  tips for apprentice INVI,j111111CLEL'i•JJ-'
adventure writers, w e  asked him. And  of
course, he wrote  11
a l  De te rmine  what these characters are

doing there. Will they be enemies you
have to light, friends who come to
help you or provide some kind
of clue? Or are they just extras
who add a bit of colour to your
world? Work out what they will
look like, how they will behave,
what they will say, what the
player can say to them. But
remember, you won't have
the space to describe them
in details, so some of
the characteristics
will have to be
implied •
by . . —
the
way you pro-

gram them. (For instance, a
surly ogre may ignore any-
thing said by a player but
pipe up with a helpful,
'What do you want?' when

the player hits him over the
head with a club.)

4 T h i n k  about theobjects that the
player will be able to
pick up and use These

can be simple and obvi-
ous things such as
weapons (makeshift or

otherwise), lamps (and,
of course, dark areas)

and ropes to climb down
deep pits with, or they can

Win a live roleplay adventure day out!
Build a world of your own and win a real-life adventure

Lots of people write to CF every month asking how they can write
computer games without having to program in machine code. Weil,
with the Graphic Adventure Creator we've given you everything
you need, so show us what you can do. Write an adventure on any
subject you like: beautiful dragons and horrible princesses; space
aliens; mutant computer programmers, the choice is yours. Don't
worry too much about the graphics (although if they're good, so
much the better). The thing that we're most interested in is the
plot, puzzles and playability.

The writer of the adventure game that the CF team enjoy play-
ing the most will become a real-life axe-wealding adventurer for a
day, fighting real barbarians and slaying life-size orcs!

And who knows, your adventure might make it on to a future
CF PowerPack tape, for over 60,000 CF readers to play!

Send your adventure — complete with a written copy of the sto-
ryline and any other bits you think are particularly clever to the

address below. But we can't send any adventures back so please
keep a copy for yourself (and don't send us any SAEs).

Excitement I  Adventure!
And rea l ly  wi ld things!

Commodore Format,
3 0  Monmouth Street,

Bath,
Avon,

BAI 2B1N-

If anyone who works for Future Publishng or Incentive Software
tries to enter they'll be thrown to rabid wolves with only a small
turnip for protection.

To give you plenty of time to plan and write your adventure, the
closing date is 29th February 1992 (yes, it's a leap year).
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be more complex parts of a puzzle. At one
point in the classic adventure Zork, for exam-
ple, you need three objects, each of which
has to be used in the right order to solve the
puzzle and continue.

5 T h i n k  about puzzles. A good adventuregame consists of more than just wander-
ing around and picking up objects_ It includes
a sprinkling of brainteasers from lithe tests to
real stinkers. The secret is not to tell players
about everything unless they look closely. 'To
your left stands a tall black monolith_ with a
keypad and 6' square black plastic shield in
the centre' sounds much more mysterious
than 'There is a coffee machine here'. But
remember that too many long descriptions
eat up memory.

a  D r a w  a map of the whole playing area
for your reference. Show where all the

objects and people start, which rooms are
joined together and any special features such
as traps or hidden doors.

Scatter a few triggers throughout your
world. Triggers are things that happen

when the player does
something.
Sometimes this can
be as obvious as

/ providing the
description of the

. 1  contents of a box as
- -  s o o n  as the player

_ o p e n s  it or as
subtle as the

• --
—

• • - • - • j •
• • • — • • • -

•—•  7 - 7•

effect of walking into a room while in posses-
sion of a certain object. Triggers add an
extra opportunity for puzzles and traps.

1  0  Te s t ,test
and test
again.
Most of
the prob-
lems that
(occa-
sionally)
crop up
in com-
mercial
games
soft-
ware
occur
because
there hasn't
been enough
playtesting. Don't
just play through the
game the proper way: try different, unusual

and even downright silly things like 'kill the
dwarf with the aubergine' or 'eat the axe'.
Some adventures even have separate,  -

'  a n s w e r s  for some of the daft things
players might try rather than a standard

message saying, Yo u  can't do that.'

a  SPECIAL
A little bit

of adventure

H a v e  a look at this little three-
room adventure we've
concocted. It starts the way a

player would see it and ends with an
explanation of what the author planned.

The character enters the first room
— N., through the west door. The room is

) a bare stone hallway about 20 feet
- l o n g  with a carved arched stoner
archway in the east wall. The room is

lit by torches and is made of bare stone.
On the south wall hangs a heavy

tapestry. The second room is entered
through the stone arch. This is a larger,
more imposing room, A more ornately-
carved archway and heavy oak door are
set into the east wall. Unfortunately, this
is overshadowed by the two arc guards
standing on either side of it. The third
room is accessed through a smaller
plain doorway hidden behind the
tapestry. This is a plain unlit ante room.
Inside it are a small wooden chest and a
pile of rags.

So, how does this hang together? if
the character goes straight through to
the main room, he could fight the two
guards and win (if he's strong enough).
However there's a more elegant solu-
tion. If the character examines the
tapestry closely, he will feel a slight
draft coming from behind it. If he lifts
the tapestry, he will find the doorway
behind. On entering the room it will be
dark but he can take one of the torches
trom the main room to light his way. In
the chest there is -  well, whatever you
want, food, weapons, items needed later
on in the adventure. The most important
thing in the room, however is the pile
of rags I f  the character examines it
closely, he will see it is a well-worn
robe with a hood and a sash around the

waist. How does this help? Well if the
player was observant he would have
examined the carved doorway in the
main room which bears the inscription
"All who enter here perish, save the wor-
shippers of Sauron". With the robe on,
he can walk straight past the guards,
who will even open the door for him...

This is only an example and in a real
adventure the items may be spaced fur-
ther out What this does show is the way
in which solving little puzzles leads up
to the solving of more complex prob.
lems. Search -  find the hidden door -
take the torch -  find the robe -  read the
inscription -  put two and two together -
and hey presto! It's one more little vic-
tory for the adventurer (and the novice
game designer).

•

1

sit:r
- d 4 r 4 0 , -

401k

1 •

mita40

t .

Think about the size and shape of your
playing area. Do you want it to be a

square block of locations where the player
can wander around; or a more linear world

with long thin 'arms' of locations that
spread out from the centre; or a multi-
centre world with a

number of larger areas 1
connected by •,.%

long thin corn- b i
dors? A long . s .

•----.101in :I: rid ?

,
-, m i g h t

sound good
but the player
who has to
wander back-
wards and
forwards
through
the same rooms over and over again will lose
interest. Give them shortcuts if necessary.

n  T h i n k  about the plot. A good adventure
should be scripted as tightly as a good

novel. Your plot should be what happens to
the character if the player does everything in
exactly the right order. Of course he won't, so
the diversions have to be as interesting as
possible. But the game should be thought of
as a whole, rather than as a series of sepa-
rate puzzles. When the player looks back on
the finished adventure, it should hang
together like a novel.

1  1  F i n a l l y  think about the graphics.This may seem a strange way

round to do things but it does mean that the
gameplay comes first, and you create
a real adventure with graphics
rather than a few pretty pictures
linked tenuously with words.

Troasuro your COMMODORE FORMAT, January 79 9 2
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RESET RETURNS
Dear Ins ide Info.
Having just read the letter to The Mighty
Brain in issue 14 (Hamster Reset) I looked at
my Programmers' Reference Manual and had
an idea. The serial port (6 pin din) also has a
reset line going to pin 6. I flicked through the
serial bus description and pin 6 was marked
'no connection'. So. I took the lid off my C64
and traced the connection through to the cir-
cuit board -  sure enough a reset line goes
Out to the serial port!

So what did I do next? No I didn't shove a
paper clip into the serial port! I bought a 'nor-
mal open -  push to close' switch and a male
din socket and soldered a couple of wires
between them as shown below.

Male Din Socket

I  e  \ a / 2  q l M e l p m i s i . 1 D 1 S )
2 .• Ground
6 -,- Reset line

A quick and easy reset swi tch  that plugs
into the serial port.  Remember  to buy a
male DIN plug -  w i t h  the pins sticking out.
And BE CAREFUL wi th  that  soldering iron.

I tested it on a cheat for Plague and it
worked. Sadly however, most cheats are for
intelligent reset switches, so this method
won't always work. Even so. this is much
safer than messing with bus edges and hope-
fully it will keep 'Mr Warrior' happy.

While on the subject of reset switches,
they could have another use. Some games
on the market have bugs in them, once
they're on sale it's too late for corrections -  or
is it? If the bug is small then there's a good
chance it can be fixed in memory. Why not
ask games publishers to print reset switch
bug fixes in CF  to redeem themselves? After
all, you're the people to know if a problem is
a load error or a bug, not us. Surely everyone
would benefit from this, programmers. pub-
lishers and users alike.
Chris Disspaio. Chesharn. Bucks

Dear  Inside Info -  I  have a million, billion,
squillion techie  questions that  I  want
answered.  Can you do it? Yep, no problem.
In this month's compendium of catastat ic
catechisms, Paul Lyons ta lks  techie  and
gets wiggling. Welcome to tech-heaven.. .
Both of your suggestions are excellent
ideas, but when it comes to bug fixes
there's one problem you haven't thought
about, How many publishers do you think
will be prepared to admit that there games
aren't perfect and will spend the time and
money to create a POKE bug fix? Er, not
many I bet. And you must have heard the
phrase one  man's bug is another man's
undocumented feature'.„

QUESTION QUICKIES
Dear  ins ide info,
I've got a few questions for you, hope you
don't mind. Here they are:
1. C a n  you increase the RAM of the C64?
2, I f  so how?
3. I f  so what games can you get for the
increased RAM C64 and where from?
4. A l s o  can you gel a CD-ROM drive for the
Commodore 64?
5. C o u l d  you tell me how to transfer data
from your PowerPacks on to disk?
Andrew Wood, Harlow. Essex

I've got a few answers for you, hope they
are OK. Here they are:
1. N o ,  sorry. The way the C64 is built
means that it's not really possible.
2. S e e  answer 1.
3. S e e  answer 2.
4. N o .  sorry. It would be too expensive.
5. Unfortunately the games on the
PowerPacks aren't owned by CF. the
copyright still belongs to the original
game creator/publisher. So copying
games f rom our  PowerPacks is il legal.

Loading compoon- please wait
A number of people have written in to ask
how they can make loading screens for
their programs, like the ones you find at the
front of commercial games programs. We
were just about to sit down and write a little
routine when we thought it would be an
excellent winter compo to while away those
long winter nights. So, the compo is to
write a small, well-documented BASIC rou-
tine (although you can use POKEs, of

course) that allows you to display, text and
graphics while the rest of the program is
loading in from tape or disk.

The closing date is 29th February 1992
and the winner will get -  ooh, something
pretty damn devestating. I should think...

Send them -  along with clear instruc-
tions on how the program works to the
usual Inside Info address, but mark the
envelope 'Loading...Please Wait'.

Need input? Use COMMODORE FORMAT, January 1 9 9 2

MEGA QUESTIONS?
Dear Inside Info.
I have some mega questions and I'd like to
have some mega answers, so here we go:
1. I t  is possible to interface the PCW 8256
printer to the C64 and if it is how?
2. C a n  you tell me what Mini Office II is like
and tell me some other games that are like it?
3. I  have got the Shoot-Em-Up Construction
Kit (SEUCK) and have written many games
with it, is there a beat-'em-up kit that you
think is good?
4. W h a t  is the best kind of printer to buy?
I've been looking at the Swift 24 and the
124D+, are they any good?
Rhys Adams, Borrowash. Derby.

Mega answers coming up:
1. N o .  not unless you are an electronics
whizz as you'd have to build your own
interface/power supply system.
2. M i n i  Office It isn't a game. but a group
of programs including a word processor,
spreadsheet and database. There are no
games quite like it.
3. W e ' v e  never seen a beat-em-up con-
struction kit, but if you're good you could
probably use SEUCK. And if you've writ-
ten some good games, why don't you
send them in to us (this goes for anyone
who thinks they have a good game)? If
they're really good, we might even put
them on a future PowerPack. Send them
to us at the usual CF  address, but mark
the envelopes •PowerPack Prospects ' .
4. W e  are big fans of the Star printers,
which although they are not the cheapest
on the market, they work well withthe C64
and are very reliable.

EVERYBODY MAKES
LITTLE MISTAKES...
Dear Inside Info,
In Commodore Format 11, there was a mis-
print in the squares program. In line 100 you
put a ( e q u a l s  sign) when it should have
been a : (colon). Here is the way it should
have been:
IOC , , ! = • 5 3 2 4 8  r POKE 5 3 2 8 0 , 1 :  POKE
E 3 2 8 1 , 1 ; P R I N T  ' S H I F T  C L R / H O M E "
Wayne Taylor, Wallasey. Merseyside_



Oops, yes, thanks for  that one Ben. We do
our best to make sure that the l is t ings that
work on our  test machines are exactly the
same l ist ings that get pr inted in the maga-
zine, but  mistakes do occasional ly  sl ip
into the magazine.

You've probably not iced that on th is
month's l ist ing we've used the sophist i -
cated CF  screen grabber that we use to
get the high-qual i ty screenshots in the
Commodore Format PowerTest sect ion.
The l ist ing was grabbed direct ly o ff  of our
C128D techie test machine so we can
absolutely guarantee that WYSIWYG
(what you see is what you get). This
means that any mistakes are your  typing
errors and not  our  fault, honest.

A NUMERICAL
ANNOYANCE
Dear Inside Info,
I have a C1280, which I mostly use in C64
mode. However, there is also a separate
number key pad on the right of the keyboard.
This works in C128 mode, but not in C64
mode. Has anyone got a program that will let
me use the keypad to type in numbers in C64
mode, both in my own programs and when
writing BASIC program?
Simon Johnston, Epping.

Good quest ion Simon. Well. has any
techie C128 owner  out there got any ideas
on how to conf igure the keypad to work  in
C64 mode? Answers  on tape. d isk or
printout to the usual address...

INFO IS POWER
It you have any questions you want answer-
ing, or any tips for fellow techies — we want
to hear about them. Send your puzzlers to:

Inside Into, Commodore  Format ,
Future Publishing, Bath,

Avon, BA1 2BIN.
Please don't send us SAE's, because we
can't reply to techie letters personally.

New
techies

start here!
We all know that the C64 is the worlds

biggest-selling (and WSW computer, but every
Chrisimas tens of Mousands of people buy a C64 and

loin our club. SO starting nest month we're going to do a lot
more hints, tips and POKE* for new C64 techoes. l you

have a tip hat you think new owners should know,

or if you're new to the C64 and there's something
you're not sure about -  no matter how simple -
drop us a line to the usual Inside Into address,

but mark your envelope -
'Start here!'

1ECHY TIPS GD
Wiggle it -

just a little bit
Some of our favourite programs are cool
routines that we can all use in our own
demos — well here's an excellent routine
from Richard Mart in of Castle Bromwich
near Birmingham. This routine messes with
the smooth screen scroller at memory loca-
tion $D016. The result is that the top seven
lines of the screen wiggle from side to side
and the next five lines bounce smoothly

backwards and forwards across the screen.
The end result looks really professional.
The great thing about it is that it's done
under interrupt, which means that you can
put anything on screen as you would nor-
mally do and it will wiggle. Another good
thing about it is that it doesn't affect sprites
so you can have sprite spaceships flying
over a wiggling sky.

10 F O R T = 4 9 2 0 0  T O  4 9 4 2
20 C = C + A : N E X T T: I F C C ) 3
30 P R I N T " S TA R T  W I T H  S
40  P R I N T " D ATA  E R R O R .
1 0 0  D ATA  3 2 , 1 4 3 , 1 9 2 , 1
11 0  D ATA  1 3 , 2 2 8 , 1 7 3 , 1
1 2 0  D ATA  1 4 1 , 1 7 , 2 0 8 , 1
1 3 0  D ATA  2 0 8 , 1 6 9  9 0 , 1
1 4 0  D ATA  1 9 2 , 1 4 1 ' 2 1 , 3

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

1 8 0  1 4 1 , 2 2  2 0 8 , 1
1 9 0  2 2 4 , 6 6 : 2 0 8 , 2
2 0 0  2 0 8 , 2 5 3 , 3 2 , 2
2 1 0  2 3 6 , 1 8 , 2 0 8 , 2
2 2 0  . 1 4 1 , 2 2  2 0 8 , 1
2 3 8  2 0 8  • 7 6 : 4 9 , 2 3

2 4 8  0 145,164,19
2 5 0  2 5 2 , 2 0 0 , 1 9 2 ,
2 6 0  1 2 8 , 1 4 4 , 2 3 8 ,
-270 8  8 , 8  8 , 1 , 2 0
2 8 0  2 6 2 , 2 6 1 , 2 0 i ,
2 9 0  2 0 1 , 2 0 2  2 0 3 ,
3 0 8  2 0 6 , 2 0 6 : 2 0 5 ,
3 1 0  2 0 1 , 2 0 1 , 2 0 0 ,
3 2 0  2 0 2 , 2 0 3 , 2 0 4 ,
3 3 0  2 0 6 , 2 0 5 , 2 0 5 ,
3 4 8 2 0 6 , 2 1 5 , 1 9 2 ,3 5 0  1  9 6  1 6 9  2 i
3 6 0  1 4 2 , 6 , 0 . 8 4 1 1 ,3 7 8  2 0 6 ,  2 ;s2 ,  2 z 4 ,
3 8 0  2 1 4 , 1 9 2 , 1 7 3 ,
3 9 0  2 0 8 , 5  1 6 9  0 ,
4 0 0  1 7 8 , 1 6 9 , 1 t 2 ,
4 1 0  9 6 , 0 , 0 , 0 . 0 , 0

1 5 0  D A T A
1 6 0  D A T A
1 7 0  D A T A

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

0:READA:POKE T , A
2 2 9 1  T H E N G O T 0 4 0
YS 4 9 2 0 0 " : E N D
CHECK D A T A ! " . C : E N D
2 0 , 1 6 9 , 1 2 7 , 1 4 1
3 , 2 2 8 , i 6 9 , 2 7
6 9 , 4 1 , 1 4 1 , 1 8
4 1 , 2 0 ,  .1.3,1691 6 9  1  4 1

, 2 0  ,  8 , 9 6
88 , 2 5 3 , 1 8 8 , 016 , 3 6 , 2 8 8 , 2 5 3
4 1 , 2 2 . 2 0 8 , 2 3 2
3 6 , 1 6 2 , 8 , 2 0 2
1 6 , 1 9 2 , 1 6 2 , 1 . 4 6
0 8 , 2 5 1 , 1 6 9 , 2 0 0
6 9 , 1 , 1 4 1 , 2 5
4 , 1 6 2 , 0 , 1 6 0
2 , 1 5 7 , 0 , 2 0 7
8 , 1 4 4 , 2 4 4 , 2 2 496 8  8  8
2 0 0 , 2 0 0 , 2 0 0 , 2 0 1
2 0 4 , 2 0 5 , 2 0 5 , 2 8 6
2 0 5 , 2 0 4 , 2 0 3 , 2 8 2
2 0 0 , 2 0 0 , 2 0 1 , 2 0 1
2 0 5 , 2 8 5 , 2 8 6 , 2 0 6
2 0 4 , 2 0 3 , 0 , 2
1 7 3 , 2 1 5 , 1 9 2 , 2 4 014 1 , 2 1 5 , 9 2
2 0 6  , 1 5 7 , 0
8 0 , 2 0 8 , 2 4 5 , 2 3 8
2 1 4 , 1 9 2 , 2 0 1 , 4 1
1 4 1 , 2 1 4 , 1 9 2
1 9 2 , 1 4 1 , 7 8 , 2 0 6. 8

The wiggle listing direct from our techle test  bed. Once run i t  wiggles the top seven
lines of the screen and slides the nest live smoothly from side to side.

278 40.,47,1 , 9  , : 7 8 . ?
•atft t o t t I  fik 2_4&Z. , 1 5 1 % 72aqa ,251 t
2 3 8  D A T A  2 8 1 , 2 9 2 . 8 3 . 2 8 4 , 2 8 5 : . ' 8 5 , 2 8 6
;WO P h  7of A t i t 5 , -  2495, 0 0 4 ,  4:3-118 284?

Wk'‘N'tfr\ ; I M I S  ; 1 5 1 S %  .1_14•1! ;INA.
2 0 5 ,  2 9 6 -  2 0 6

3 3 6  OIATA 2 0 6 ; 2 0 5 , 2 0 5 , 2 0 4 , 2 0 3 ; 0 , 2
3 4 0  D A T A  2 0 6 ,  i 2 1 5  192 ,173 ,215 ,192 ,2403 5 0  D A T A  1 , 9 6  , 1 6 6 , 2 , 4 1 , 2 1 5 ,  1 9 2
3 6 0  D A T A  1 6 2  0 , 1 8 9  , 1  2 0 6  , 1 . 5 7 , 0
3 7 0  D A T A  2 0 6 : 2 3 2 , 2 2 4 : 8 0 , 2 0 8 , 2 4 5 . 2 3 8
3 8 0  D A T A  2 1 4 , 1 9 2 , 1 7 3 , 2 1 4 , 1 9 2 , 2 0 i , 4 1
3 9 8  D A T A  2 0 8 , 5 , 1 6 9 , 0 , 1 4 1 , 2 1 4 , 1 9 2
4 0 0  D A T A  1 7 0 , 1 8 9 , , 1 7 2 , 1 9 2 , 1 4 1 , 7 8 , 2 0 6
4 1 0  D A T A  9 6 , 0 , 0 , 0 , 0 , 0 , 0R E A D Y.
RUN
START W I T H  S Y S  4 9 2 0 0
R E A D Y.
S Y S 4 9 2 0 0

Run, type SYS 49200  and this is what  you get.  Unfortunately the screenshot doesn't do
justice to the smoothness of the wiggle a t  the top of the screen.

Wiggle while you wen* with COMMODORE FORMAT, January 1 9 9 2



C64 SELLERS
64 RAI M C I  C a s s  D i s k  8  Commando
3 DC e n  Ka 1 7 5 0  .1750 A•PS •
Bathechess N i / k  11 99 A c e  1 &
Brain Clough Football A f t e r t u m e

-,7tIrKS 6.09.9.99 Altered Beast
Aons ot Krynn N / A  17 50 American 3D Pool

_ B r i d g e  4 • •... 9 9  1099 AstainOid 1 or 9 •
i2olossus Chess 4 _ _2.750. 1099 Armatyle •

'Cket Capten (D&H)9.7•50 •• N/A Australia sn Rule' football
(arse 04 Able Benda N/A .  17 50 B e i m .
tY'Clet . 5 . 9 9 .  7 , 9 9  Barger Pace'
Dad), Deuble hiCrae B a r b a r i a n  •
Racing 2 . . 7 . 5 0  10.99 Barbarian 2

Dadanan . 7 • 5 0  1099 Barrrain The Gaped Crksa.-9
Death Knights of Kortn _NIA 17.50 Batman The Movie •...
Diplomacy • _ 3 . 5 0  ...NIA Beachhead 1 & 2 8 Rail

Emtyn HughteS SOOC-• er. .7.50 .8.99 Blood Money • •
F-16 Combat • •  •. .1099 .13 99 Bornbiack 1 or 2
Frei Blow Boxing_ •• _13.99..10.99 The Boxer

FLP $0001 3(J5)......9•99•.12•99 Bubble Bobble
RAI School 3(5-7) 9  99..12 99 Buggy Io/
run Schcol 3 (7+) . 9 • 9 9  12 99 C i  In The U S A
Gateway Ronne •. .  061A217,50 C i s  Elephant /kyr,
'50iden Axe •  •  • 7•50 • 10 99 Cabal •
Grand Prix (D & H) 7  50 • • N/A ( V o n a )  Gashes
Gremlins 2• •..• • ,  • ..7.93...rten Champoonship Go'

Here Cmest.  •  7  50 1099 Chase 14 0 •Hero Quest Data C h e v y  Chase
Waohlord 5  99 , 709 Chuclue Egg 1 or 12

•... • •  NA. 13_99 ClOOSiC Punter
PL2Y S o c c e r  • 7  50-1099  CIOSSIC Trainer

Kick Off? 7 5 0 .  1099 COn1171901,10 •
The Last Battle 7  50 .1099 County Cocker
Last Ninia 3•• 9  99• 1299
LogKal 7 . 5 3 1 0 9 9
Lotto Espra Turbo
Challenge 7  50 .1099

Man Unt •  7  50 TO 59
Van Lint Euope • •  • 899.11 99
MerCS •  899..11 99
,migney Bombiack 7 5 0  .10 99
monopoty Deluxe • • • 7.50 ••• •N/A
moonfali •  • • • New 7_50-10,99
multi Kern/ Socter
Manager . 7 . 5 0  •N/A

The Natoaal •  7  50 N J A
Neverending

Story'? N e w  NA 210.99
North and SOkth 8  99. 11 99
Outrun Europa N e w  8 99. 1199
Pit Fighter N E W  7.50 .10.99
P.8.1.9 . . . . . . . . . .   • 222 7.50 _1299
Red Storm Rising • • .109021399
Robo Zone 7  50 .1099
RobocoP 2
(9-tiltrld9e onlY) . 1 9 . 9 9  ,• 19.99

Retro Smithinternaral Cricket. • 7.50 • • N/A
Rodlands • • 8  99 .11.29
Rugby World Cua .•• _2,7.50 .10.99
Scrabble, MonOPOIY
& Clueolo- • • • ....13.99 _ N A

Shadow Dancer 8 9 9  11 99
Sim City • N / A •  .13.99
Skull and CrosSterreS • 7 50..10 99
Smash T V • .  N e w  7 50 1099
Speedball 2. •  7.50_10 99
Sportnrg Triangles__ 7 5 0 2 1 0  99
Stealth Fillet •  • _1099 1390
Stratego • 5.99 7 9 9

Super Cars. • •.- Ikar ...•,• 7•50 .10.99Super Monaco G _ 7 . 5 0  .12.99
Supremacy 1 0 9 0 2 1 3 9 9
Swap •  7 5 0  .10 99
Switchblade • • •  • • 7 • 5 0  • 10 99
Tarr,. Attack . 8 . 9 9 . . 1 0 . 9 9
Iern9nakor 2 7 5 0 _ 1 E 1 9 9
Tony la Russo's Baseball N/A, 17 50
total Recal . 7 5 0 2 1 0 9 9
Trmal Pursurt •  1 0  99. 1399
Turbo Charge ..............899.1199
Wood (tempt:rah°
Boxing • 7  50 •N iA

Wiorsci Class Rugby. 7.50..10_99

Buser
Pktrryr Soccer Squad 3 9 9
Player Super League Soccer. 399

30 Stoca.Cars 9 •  • •• •• • New 3 99
4 Most Sport (Soccer

4 most Warzone (Army Moves
19 etC)- 3  99

19492 9 9
1043 Strenetfitegh• r &

Unit 4, 13.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304

Call us on: 24 Hour Credit Card Hotline 0902 25304 v.. E l l i n

3.99
299
2.99

399
Crazy Cars 3 9 9
Cricket Master 2 . 9 9
Cup Footbat . 3 . 9 9
Daley ThorIPSOn'S Decathlon .3.99
Daley ThOrnPSOrts OtympiC
Challenge •  •  • 3  99

Detta . 3 • 9 9
Dizzy Panic. •  •  •  . 3  99
The Ocuble •  •  • 2 9 9

Dragon Spirit •  •• •New 399
Euro Boss 2 . 9 9
Fantasy World Dizzy • • •  •• • ..3 99
Ferrari Formula One • • •  • 3  99
Fighter Pilot 2  99
Nat Peat The POP • 3  99
Football Champions. • 3  99
Football Director ................399
Football Manager .•  2 9 9
Football Manager 2 • 2 2 . 9 9
Foorholi manager 2 Expansion
Kit

Footbealer of the Year 2 3 . 9 9

Frank BrunCta Boxing.. • • •.. •• .2.99
Fruit Machine Sim 2 •  3 9 0
Galdragons Domain .............2.99
Garre Orer 2 •  . . N e w  3 99
Gary Linekers Hotshots • . . 3  99
C919OSTS arott Gobina 9 9
Graham Gocch.. 299

&id iron 2

L E D Storm
M a c  Land Dizzy
The Match
Matchday 2
Mean Machine
M a n  Chase
Moor-wake
Motorcycle 500
New Zealand StOry
Or. The Bench

FT ARE CITY
-H.92
' 99
99
99

..999
1 99
99

2 99

P-79

,X)
90

1 99

L
99

, 99
;
; 99
99

;
399

'9ew 390

Heroes Of The Lance •
1K+ •
10
ice Hockey
Wan Warren
impossarnoe
Indiana )ones Last
Crusade . 3 9 9

international Manager . 3 9 9
 international Soccer . . . . . . . . . .3.09
frxity Wlsorri Compendium
Darks • 3  99

Kenny Delgroll Soccer
Manager ..... . . . . . . . . . .2 9 9

Kentucky Pacing . . . . . . . . . . . 2 9 9
Kick. Booting

299
•399

• 399
399
3.99
2 09
999
399

209
399

• 2.99
199
3.99
399
399
3.99
3.99
399
.399
 3.99

2i)

Opmelon Thunderbolt NeW •J 99

Outrun 3 9 9

Passre ShOt ..........................299
Pierce 2 2 9 9
PoPeYe 2 2 9 9

Professional Footballer 3  9?
Pub Games 2 9 9
Otranto Adventure (DIZZY etc/ 3•99
Quattro Cartoon

(Lime Puff 3 9 9
Guano Con Oros
(Fast Food etc ) 3  99

Curgetno Sells (Int. Rugby etc ). _3.99

tasters • • 2 • 9 9
Rock Star Ate My Harreter. •  399
Rugby Coach (D & H) . . . . . . . . .3.99
Rugby Manager (MostertronK) 299
tunn,n9 MOO 3 • 9 9
Saboteu I or 2 •.. • 1  99
Salarnander . 3 . 9 9
SamFo 2  99
Scootry Doo and Scrappy Deo. .399

•3•99
Slightly Magic • 3  09
Snooker Management 3 . 9 9
Soccer . 2 . 9 9

399
Soccer Wats . . . . . . . . . . . . . . . . . .3.90
Soccer Sty

'3 '4Spike in Transyrverwa • • • • 3 9 9
Spy Hunter . 2 . 9 9
Steve Dews Snooker 2 9 9
StrSel 3  92
Stneer Manager • •  3  99
Strso Poker 1 or 2. 2  99

..2 99
Target Renegade... 3  99
'ream Goes Ape • •  •• • • •• ..... 3 gq
lechnoCoo 3 9 9
Thonyo The Tank Engine .• • 2 9 9

tracksort taanager 2 . 9 9
Trapdo9r 1&2. •... •  , 2 9 9
TrettUre ISLODC7 Dizzy 3 . 9 9
l u b o  Outrun • .• •• 3  99
ILI1DCOn 3 . 9 9
The Untouchables •  •  3 9 9
WerreAey Greyhounds • ,  3  99
Winter Gaffe& 2 . 9 9
WizbaIl 3  P9
Worderboy. 3 . 9 9
Word Class Leaderboard.
Leacterboard & Tounament...4 99

Yogi And The Greed Monster .299
Yogi Bears Great Escape .„.....2•99

BACK CATALOGUE
B C s Queu. cc Tres •  •. 2  99
Battlettch (dusk CON) • N e w  3.99

Corruption Adventure
Crank only). . 1 9 9

Cyberworld (disk or cam) , •  2  99
Dynasty Wats _ 399
Eod The D.,ck, . 3  99
Escape-Planet of Robot

Grarkrn GOO& Arti Star Crkcazt 3 99
HATE.
Heavy Metal *
FREE Beach-head• 3  99

Kenn), Dalsksh Soccer Match 2 9 9
L u c  Squad • • .•.• • N e w  3 90
Lords Of ChaOS ..• • •  New 3•99
Muncher...............................3.99

Oaelander (disk . . . . .  ..•••• .2.99
Paola-id N e w  3 99
Pacmano • N e W  3,99
aeolex • S p e c i a l  Offer 0 50

Spy Who Loved Me 3 , 9 9
%hit Car • 2 . 9 9
Super Scramble Sam
(disk OnlY) . 2 . 9 9

Turman 9• •  • •  ,3 99
Tumcart 2 (disk) . 4 9 9
Wall Street /disk ,nly c x ;

COMPILATIONS
CHART ATTACK

',711,SEscid !tete. l l t n e .  S,Itersai.CIOUS lOrtijocen,
SnLossornoleP. Gi-exds snd GhOsil

Cl... 510.90 Disk e1190

AIR/SEA SUPREMACY
5,,,SemCe. Came, cr-erner•1 . 1 . 4 7  11-serdeemt &

PIS Snit Esq Cass Li I 99 Disk L13,991 SUPER SRA
Goiden Ate. ES WA', grree3,. SLee, vonacc- GP &

Craddown Cass L i t  99 Oak LIS 99

IS U P E R  SIM PACK
Warn-041,ml 3D lems. Italy1C00. Crazy Cal 2 & Astare

ranger 1499. 511.99 ma, zi3.99

CAPCOM COLLECTION
Stnder 1 sod 2 Ghouls R  Ghosb• 0.3,A10, wodcis, UN

Sdiarion. DynasN 'Mrs. Led Saym & Laa Duel
Com 111119 O M  113 99

IB O A R D  GENIUS
5(.,1001C DEAme. Del_pe Moorpo.y lirx & Cluedo Mane,

Deird,e Cars L 11.90

IM O V I E  PREMIER
l e e w  mele H eeero Letts Getrrird 2, Bad, Tonle Faure 2

S. DOA co lixrder Cass 11019 0119 113.99

JAMES BOND COLLECTION
Soy Who loved Me.ixerce Tc Ku & Lne And LEI Da

/994 /4199 11119

IG R A N D S T A N D
to L L A WWor . S  IEMZerd, he Town Tos. corenertal ci•cis
/  Gaz..za's Satre, So le  CMS ti  0,99 Otis l/13419

ADDICTED TO FUN
11..,ttieEono. S i r k o .  kkend & New Zeererd Sior,

Cam 1730 0199 110 99

HANNA BARBERA CARTOON COLLECTION
,rwroreri Escape. •-lons Sans Macey, FUT k e e l ,  S.

ars,r1t0y Hills Can Com 1730 OM 110.99

VI KTUAL WORLDS
Irtal Ede-se Castle Matte- &

Cast £10.99 Desk El 1.99
1

1PreViOus customer 'ON

CREDIT CARD NO

TEST DRIVE 2 COLLECTION
tee Defte 2: Me• Dud wockran  F -coh-..rroterie

Sute S. Calk,rn,4 Crehen,30 Disk Only Li 7.315

PACK OF ACES
Irtenatoral t o a i d e r d a s h .  SAlo EaTI ans &  Not.i

Cam 13.99

POWER UP
Rainbow 'sands. Altered Beast x . -0 .9  turricanhaur H 0

Cass £11.99 Oak LI 3.90

II T S  TV SHOVVTIME
t r e o l ,  ral,..s / A t e .  k m -  l / i  B o o ,  t  , , , , r  W O N : 1 ( m r t

Cass t7 SO

PREMIER COLLECTION
rntrls (lei& a,r NrC, 1 t t b r - i - o o k  &I,rernsiore

(are Cale I l l  90 Disk 113.99

FISTS OF FURY
neuter ors , .  2 throb4. Cvner,te bur & tiosa Warkri

Caro Mae Disk 517.50

WHEELS OF FIRE
Turbo 0.e.n.r. O•tese HG PrYo•trUnit S. riard Dpyyr

Caot /10.99

HOLLYWOOD COLLECTION
R000ce. ackiest kteS1-aSI Cnaale. Sauna Ire iw,.w &

ts.W1DURVIS C o s  41099 01•11. 113.99

DIZZY COLLECTION
'abed [Harp 11,teo_x

Min3,11,0 DIZZf . 1409 17.50

THRILLTIME PLATINUM
Suety BC-e, SDOCe Nr11r. Ow and In cm. ("poaisrde,
>aeons lair, Trucerces. Senna rty L . W f i s

5LAW106 Hoppaa mad. Cam 1130 Oink 17.50

FIST AND THROTTLES
a 9 3 9 y  ecy.  T h s r l d k o r d ,  E r . , . ,  l i e ,

Craecrs tar Disk Only 1199

TIkLT
To±in Drown So•re, R S .  A PS

Cass or Disk L5.30

ORDER FORM AND INFORMATION
All orders sent FIRST CLASS subject to availability. Just fill in the

coupon and send it to- Software City
- U n i t  4, BDC. 21 Temple Street, Wolverhampton WV2 4AN_

O R D E R F O R M ( B l o c k C a p i t a l s )

Name

Address

Postcode  T e l  No
Reference No

Name of game C o m p u t e r  V a l u e

Postage
TOTAL

POSTAGE RATES , Please acid 50p tor post and packaging on all orders under E5. EEC coun-
tries add El per dem. Non EEC Countries add C2.50 per item

Paying By Cheque - Cheques payable to Softwere City C F 1 5

EXPIRY DATE
E UROP E A N

ORDERS
SIGNATURE D A T E  A C C E P T E D

1



hat do you do when
you're not sitting
in front of your
C64? Well.
you could

watch telly or twiddle your
thumbs or something
equally interesting. Or, you
could be out there cruisin'
the hills and posin' in the
streets on your very own
Diamond Back Sorrento
mountain bike!

Thanks to our chums at
Diamond Back importers
Moore Large -  who also happen

11 to  be big fans of CF w e ' v e  got
one of the best starter mountain bikes
money can buy. Unlike some cheaper models
the Diamond Back Sorrento is a serious piece of kit that will really
stand up to the rough and tumble of off-road riding.

It's got a tough-welded frame with a full set of braze-ons for
when you want to add racks and waterbottles: a uni-crown Cro-Moly
fork: ful l  Shimano 200GS groupset (that's the um, gears and brakes)
and a groovy tech system that makes gear changes silky-smooth.

And that's not all! CF readers who are already into mountain bik-
ing will know that the biggest, best-selling and all-round most totally
radical magazine in fat-tyre land is CFsister mag, Mountain Biking
UK. We've been over there and not only have we pinched a helmet
for the winner (only chumps ride without a lid) we've got some fabu-
lous runners-up prizes.

For the 12 second-place entries there's a year's free subscription
to Mountain Biking UK a n d  for twenty lucky runners-up there's a
copy of the MBUK Winter Special with a free full-colour 1992 calen-
der featuring Britain's most awesome mountain-biking sheep, Mint
Sauce (erm, you'l l  have to see him to understand what we mean).

•

To win one of these 33 great prizes, all you have to do is answer
these three simple questions:

1. Name one C64 game in which you have to ride a bike.
2. What is a bike with one wheel called (apart from dangerous)?
3. What must you always wear when riding a mountian bike (not
including your underpants)?

Send your entries (before 31st January 1992) to:

Bonkers Biking Compo,
Commodore Format,
30 Monmouth Street ,
Bath,
Avon, B M  2 B W.

A year's subscription to Mountain Biking U K  is up
for grabs even if you don't win  the bike but come
in the  next  12  places.

Oh, and if
anyone who works for Future
Publishing or Moore Large tries to
enter, they'l l be strapped to an old
racer with no brakes and pushed
over a big cl iff  with the burning
compo entry stuffed down their
cycling shorts. But we'll make
sure they wear a helmet

The MEWS Winter Special
lincluding the 1992  Mint
Sauce calendar.

Wheel be there -  COMMODORE FORMAT, January 1 9 9 2



MOUSE
SYSTEM

OW TOTAL
MOUSE/GRAPHICS

CKAGE FOR YOUR
OMMODORE 04/129 AT A

TRULY UNBEATABLE PRICE!!
•  1 3 5 1  M o u s e  is a high resolution two  button mouse featuring
optical counting, tef lon guides, microswitches,  rubber coated ball and
high quality interface.
•  W h e n  combined with OCP Advanced Art Studio this graphics package  is
quite simply the best  system available.  T h e  features ars  unmatched.. .
•  C r e a t e  an image - shr ink  it. expand it, move It, rotate it, copy it. colour it. etc.. etc.
•  S p r a y  patterns or shades, make elastic lines • stretch and manipulate shapes.
•  Z o o m  in to add detail in fine made.
•  Pu l i dov rn / l con  driven menus for ewir of use.
•  MOTIEee operation, p lus joystick and keyboard control.
•  1 6  pens, 8  sprays, 16 brushes - so flexible anyone can create superb graphics easily.
•  F u l l  cut and paste ladl i t ies plus excellent pr inter suppor t

1

COMPLETE WITH
0 1 0 • 1 - = 1 1 P - . . •

ONLYE34.99
TOTAL PACKAGE

INCLUDES 1351 MOUSE/
MOUSE MAT/HOLDER
AND OCP ADVANCED

ART STUDIO
P L E A S E  S TAT E  I F  Y O U  P I K O U I R E  TA P E  O R  D I S K

FREE!
MOUSE MAT AND
MOUSE HOLDER

(WORTH E l  2.99)
WITH EACH 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 Qual i ty for your regular Jobs but also
prints out  your pictures from Art  Studio. Action Replay. etc., in  generous colour!
•  LC200 is a full Centronics printer 50 i( works with other computers (Amiga. ST. etc.).
•  M a d e  possible by Datel's unique colour pr inter  driver - now you ran have a hardeopy in up to 16
colours!! •  N o  more to buy - Just plug in and printlt

PACKAGE INCLUDES S TA R  I C 2 0 0  COLOUR PRINTER RRP £345.00
SPRINT 128 PRINTER INTERFACE RRP £29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
NORMALLY E394.98

COMPLETE PACKAGE NOW ONLY E259 .00
COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  £ 1 9 . 9 9
•  i f  you already have an LC 10 or LC 200 Colour Printer we can supply thc Driver separately.
•  W o r k s  wi th Serial Version of  LC10, Parallel Port. Sprint 12$, etc.

fil7W a Z T  r i lag  Claffr'i; rAort
TELEPHONE [24Hrs] 0 7 8 2  7 4 4 7 0 7  C R E D I T  CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEOLIESPOSTAL ORDERS MADE PAYABLE TO.—g:4 ar; c aaccigatitico Acroh,
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT. ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL...CUSTOMER SERVICE 0782 744324
com Nisi,: 1
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•PRIfir 128
_...,,,• ' Fu 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 E29.99

DIGITAL
SOUND

SAMPLER
NOW WITH

FREE
COM-DRUM DIGITAL

DRUM SYSTEM

•  KEYBOARD MODULE allows for entry
of music from the QWERTY keyboard.
Sequencer works l ike digital recorder.

NEW VALUE
_PACK

The 1541 Mk  II is a
superb quality Disk Drive
specially designed for the
Commodore 64/128.

•  T h i s  NEW Sampler allows you to record any sound digitally into
memory & then replay it wi th some astounding sound effects.

Playback forwards/backwards with echo/reverb/r ing modulation.
MIDI compatible with suitable interface (Date] Uni t  E39.99. see ad.).•

•  L i v e  effects menu includes realtirne display of waveforms,
•  L i n e  in / ru le / l ine  out/ feedback controls. Abit DtoA &  ADC conversion,
•  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 Com-Drunt software.
•  A  digital d rum sounds in memory at one time_
•  Comp le te  with 3 drum kits. R e a l  d rum sounds - not synthesised.
•  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-F1 or through TV speaker.

STILL ONLY £49.99
COMPLETE WITH FREE COM-DRUM DIGITAL DRUM SYSTEM

Ofit1'fl0DORE 15+1 m i d i  D i r k
DRIblE FOR G ÷ / 1 2 8

•  E D I T O R  MODULE just l ike a word processor for
music.
•  M I D I  MODULE this is the module which allows
the full 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 be connected.

HOW TO GET YOUR ORDER FAST!
TELEPHONE [24Hrs] 0 7 8 2  744707 CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEOUESPOSTAL ORDERS MADE PAYABLE TO....

lid PATEL ELECTRONICS LT12.VISA

1
JUST LOOK AT THESE FEATURES...
•  S l i m l i n e  design - an  extremely compact uni t .
•  Ex te rna lPower  Pack so no overheating problems (unlike some
other types).
•  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.

TOTAL PACKAGE INCLUDING
TRIVIAL PURSUIT.  SNARE,

CONFUZION, SPLIT PERSONALITIES,
SECRET AGENT, NIGHTBREED,

SHADOW WARRIORS, MIDNIGHT
RESTISTANCE DISK SOFTWARE

ONLY
£149.99

ADD CS IF NEXT DAY COURIER
IS REQUIRED

I •  Q u a l i t y  Commodore

compatible Data Recorder.
•  P a u s e  control.
•  Three digit position
counter
•  C o u n t e r  reset.
•  S u i t a b l e  for 64 /  128.
•  C o m e s  complete - no
more to buy!
•  S e n d  now for quick
delivery.

ONLY E29.99

DATEL MIDI 64 INTERFACE
PLUS ADVANCED MUSIC

SYSTEM ONLY E39.99
AVAILABLE ON DISK ONLY

•  T h e  Advanced Music  System is probably the best  MIDI /music  package  ever
produced for the 64/12B offering a huge range of musical  composit ion features plus
MIDI compatibi l i ty,  w i th  the  D o t &  MIDI  in ter face  you have the  TOTAL MIDI  SOLUTION!

•  I  [LIGE 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 - th is  is a t ru ly
professional package.

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.
FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324

COM 8
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THE MOST POWERFUL, FRIENDLY AND FEATURE
PACKED UTILITY CARTRIDGE EVER CONCEIVED!

•  TURBO LOADER - Load 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
1541 /VI/Oceanic/1581_
•  INFINITE LIVES GENERATOR - Automatic intinite lives!!
Very easy to use, works with many programs. N o  user

knowledge required. • PROF MACHINE C‘MONITOR - Full 64K Freezer Monitor -
examine ALL meittory, including stack, I/O area and registers in
their frozen state. Idea l  for de-bugging or just for fun! •
•  SPRITE CONTROL - Freeze the action and view the sprites -
watch the animation - customise your games - kill sprite

.collisions.
•  FREEZER FACILITY- Now you can make your old slow
loading programs load faster. S imply  freeze the action and save
to tape or disk to reload at superfast speed - no more waiting for
programs to load.

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

display
BLOW U P -  Un ique  util ity al lows you to take  any part  of a picture &

"blow it  up" to  full screen size
SPRITE E D I TO R .  A  complete  sprite editor helps you to create  or

edit sprites
MESSAGE MAKER - A n y  screen captured wi th  Action Replay or
created with a graphics package can be turned into a scrolling

screen message with music
ONLY £9.99

ARV!

ON
111EPLIVi'

K  17
FO.i CBM 64/12.,1

•  D I S K  COPY - Easy to use disk/file copier. M u c h  taster 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 requir
•  FA S T  FORMAT - 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 - For  parallel printers. Star,
Epson, etc. Pr in t  out listings with graphic characters etc.
(Cable required for parallel port t12.99).
•  SCREEN EDITOR - Now you can edit the entire frozen
screen with this text editor - change names on high scores. etc.
Great fun!!
•  EXTENDED TOOLKIT - Many single stroke commands for
Load, Save, Dir, etc. P l u s  range of extra commands, i.e. Auto
Number, Old, Delete, Merge, Append, Linesave, etc.

THE REVIEWERS SAID...
'I'm stunned, amazed and totally Impressed. This is easily the best

value for money cartridge. T H E  CARTRIDGE KING!'
COMMODORE DISK USER

WARNING 1 9 8 8  COPYRIGHT ACT WA R N I N G
Dew Electron. Lid nerlher corsiolez or a..ithoreeb trio ase or es p0t:N.414 rot lee regeckAcwno of

oopyegel mawrwl
The eacitap toadies at the product are denrgated tO regooduce only soltwate such as Pubsc Domain

rnaleriet, the usen own programs ot software where permission to make tradeaps nes been deed), given.
It is illegal to 'hake copes, even tor your Owil use• of cooyrkght mateoar iiVeriPJ1e)e caaar

, • - , , s 4 n  of the 00Oynitie over, l r  the lir;er,a,

Coestogeot

H O W  T O  G E T  Y O U R  O R D E R  F A S T !
TELEPHONE [241-Irs1 0782 .  744707  CREDIT CARD ORDERS
ORDERS NORMALLY DISPATCHED WITHIN 48 His .  ALL CHEOUES,POSTAi ORDERS MADE PAYABLE TO

ell 1747=L71 Lir; 77VA :WS itJzt
GOVAN ROAD. FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRE'ir, ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL1CUSTOMER SERVICE 0782 744324



Blimey9 take  your pick of all  those tact ics.

Game World Class Rugby
Publisher Audio genic
Casset te £11.99
Disk £15.99
Release Now
Contact 081 061 116611

l l

oystick waggling ahoy. It's scrum-

i d o w n  time again for all rugger

freaks. But is this little thugger as

Kicking to be clever: All the
rules of rugger are  here.

6e y o u r  ball
shouts of 'follow that act' a-ringing . 1

in their ears. But they've left the tus- a b o u tsle as runners up.

It's not that World Class Rugby is a load
of old tosh. In fact it's pretty cool in an aver-
age sort of way. The problem is that if you
have to choose between the two, you'd be
well advised to go Domark. I ts  a shame
really, because had this been the only rugby
game in the shops, it would undoubtedly be
the best of its kind ever.

Anyone who tucked into last
month's demo version of this game
will already know pretty much what it's
all about, But for those of you who
didn't buy the last issue (you're mad) —
here's a summary.

It's an above-but-slightly-angled
view of an (ahem) rugby pitch, with
thirty decidely un-beefy looking fellas
bimbling about. Rugby's often implau-

P a s t
a8,

El
P U P A  %Salm

SIN DLi t
t i l l

0

-o5

You can t w e a k  the game big-time
from this options screen.

good as the other? Only last month s i b l e  rules are followed religiously, so
we were thumping the drum for t h e r e ' s  much rucking, scruming, crunch-

Domark's corking rugby game, which is, it i n g ,  passing and running to be done.
has to be said, a pretty unbeatable mix of C o n t r o l s  are all intuitive, so you pull back
rugger action and silicon mayhem. Now a n d  fire to pass, pull forward and fire to kick
Audiogenic have a n d  so on. As seems to have become
entered the
arena with

the norm, rucks and scrums are
won by waggling the joy-

% s t i c k ,  These are prettyt  h a r d  to lose but,as we'll

i t h  UDI :10Olt
1 / 4 4

see, that's

48
4 s t u f f i

about the only part
o f t h e g a m e that 'seasy.

Getting your ball past the
opposition is about as sim-

ple as stuffing a pizza up one nostril and
here, I'm afraid, the game falls down quite
badly. Now I know I'm not the world's great-
est games player, but managing one try in
about twenty games does suggest that the
skill level of the computer opposition has
been set a tad too high. Tackling other play-
ers is an absolute nightmare because while

To win a scrum
simply wiggle l ike
a loony, and then

• head for the line.

Stopping this man
Is definitely no
breeve. Seat ing
H i .  computer  is a
right old pain.

s i t i o n  afraid all these title tweaks can't stop you

P one nostril

they're weaving their way through your
defences, all you can do is hope one of your
players is close enough to tackle. No doubt a
zillion hours of practice would rectify this
problem but personally, I'd just as soon
spend the rest of my life watching Emmerdale
Farm as try and perfect this game.

As a two-player game the improvement is
marked because both players can be crap,
and still have a good time. But the games

never have that real rugby feel to
them. It's sort of like rugger, but not really
enough like it to be convincing.

Thankfully there are plenty of options
available. You can play in a World Cup tour-
nament, league or plain old friendly, and
there are other little bits to faff around with,

such as skill levels and game-time. But, I'm

wishing that you were playing that other
rugby game instead. This must be a dis-

n g  appointment for Audk)genic, as far as
timing goes anyway.

COLIN CAMPBELL

POWER RATING
THE DOWNERS...

•  Tricky computer opposition -- com-
puter controlled players are far more
agile than you'll ever be.
•  Lacks the rhythm of the real thing
(unless it's a two-player game, it's
just a run from one end of the pitch to
the other).
•  Unlucky liming means that there's
already a better game on the same
subject (Domark's Rugby Wortd Cup,

_ released last month).

•  ru s  r e a l
closely ( ! ) .

•  Special  plays defined by on-
screen menus which pop up
when you need them.
•  Animation and the kicking
guide are  both very wel l  do
•  Great two-player  game.
•  Loads of options.

—.AND THE UPPERS

100

Tough at  the prop -  COMMODORE FORMAT, January 1 9 9 2
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This l itt le menu could tempt  rich players.

here's something very strange about
the computer game hero. Not content
with a nice quiet life of meditation,
contemplation and pretty pixel-perfect
partners, they seem to fly off the han-

dle at the first opportunity. For instance, if you
had just come back from a transcontinental
mission of death and destruction, you want a bit
of a break, wouldn't you? Of course you would.
And it'd take an awful lot to tempt you away
from your home sweet home, I bet.

Not so the computer game hero. Take our
dynamic Double Dragon duo, Billy and Jimmy.
They've barely got their maiming and killing
costumes off and into the
washing machine before
an old hag turns up at the
door and tells them to find
three Rosetta stones and

Thwock! Bash! Oof!
Yemiughl Pow! Spam!!

1
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The shop has high staff  turnover...

fik2)1E3 = COMMODORE FORMAT,

Ah, you'll be the DO Bros, then.—

then go to Egypt. And they do! Just like that!
Not only are our heroes too stupid to know that
there's only one Rosetta Stone (and it's in the
British Museum in London), but they don't even
ask for a good reason for their quest before
they head off on another global gore-test.
Honestly, some people...

Double Dragon Ill comes from Storm, who
weren't responsible for Double Dragons a n d  II
(but for the tabby Swiv and RoOlano). This
means that the whole program has been com-
pletely re-written and is totally different from
the earlier DES. Double
Dragon tits

4,111 4 1 , , f th  *".1 1 1 0 1 1 0 - 0 . . .  4111.
Good gtiolf i t  leeks its Uteugh Mei Metes  h i v e  hears .9117,4.,* •
ambushed by two Refre‘hars.  Lend a hand.

style and story have been
taken from the arcade
machine (there's one with
all its bits hanging out in
the Storm HQ).

Every detail of the
original has been
squeezed into the C64 ver-
sion. The levels are just as
huge and the enemies just
as mean and multiplicious.
The only thing not included
in the C64 version was a

bit where one of the end-of-level bad udes (like
baddies but meaner and more hip) rides in on a
horse and dismounts — in the C64 version he
just walks on and makes with the heavy stuff.
The C64 version even has something in ii that
the arcade machine doesn't — in two-player
mode the players can beat the other character
up! Not only does this mean that you have to be
much more careful in battle but it livens up the
quiet bits between bad guys, by letting you fight
it out between yourselves!

The backdrops which set the scence for all
this murder and mayhem are pretty stunning.

January 1 9 9 2

WHAT 6IN11,11,11P 11111 S E  NE

And they leave a  girl behind on every level.

Each of the levels captures the feel of the
arcade machine adding bucket-loads of atmo-
sphere to the game. Bits the inside of the castle
where the players weave between pillars is very
slick and the end levels deep inside the pyramid
become more sepulchral and foreboding the
further down you go.

Unfortunately. you won't have much time to
admire the scenery as when the bad guys come
they tend to bring their family, all their mates
and most of the people they met in the Horse &
Hellhound last night,
A convenient place for fights t o  break out.

And when
they come, they come
quickly and with malice
aforethought. This is one
of the fastest, most frantic beat-
'em-ups we've seen for a quite a while.
Everything moves fast, even during a two-
player game when the meanies are coming
thick and fast, there's no jerking, juddering or
freeze-framed action. This may scare our
heroes but it makes for the kind of frantic fun
that fight fans favour. Unfortunately, although
the sprites are very fast and funky, they're a bit
on the tiny side. In fact they're really very
weeny — some of the sprites are barely recog-
nisable from the arcade version and after a
while all the different types of bad guy tend to
seem like one and the same.

To add spice and variety to the (very, very,
long) game, there are also loads of nice
touches packed into the gameplay: at the
beginning of the first. second, third and sixth
levels, there are shops at which you can
exchange some of your extra credits for
weapons, energy or power. In battle you can
run at a wall and spring off making your flying
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Game tkiallite Dragon  Ill
Publisher Storm
Cassette £11.99
Disk £15.99
Release Out now
Contact 071 585 3308

Two-player pulverising In the deep dungeons of Double Dragon I l l .  The background's strange.

Some of the guys you come up against m a k e  you look l ike wimps but you can still beat  them.

kick even more powerful: in a two-player game
you cart stand back to back and link arms to
give a super-powerful double spinning kick;
when -  well, part  of the fun is noticing all the
little touches, so we'll leave it there.

If you liked Billy and Jimmy's first two out-
ings then you should rush out and add their
latest quest to your collection. The only thing
that stops Double Dragon Ill from being a really
great beat-'em-up is the weediness factor of the
sprites. But they're fast and lormidable.and the
combination of lots of long levels arid vast
hordes of enemies make it a real toughie that'll
will tax even the best bashers -  in fact it may
well be too hard for novice nobblers.

Double Dragon Ill isn't the kind of ground-
breaking gore gala that's going to win over
people who don't like the genre. But hard-core
beat-'em-up fans who are looking for a big. fast
and tough game to test them will find Double
Dragon III an ideal thrash to while away the
tong winter nights. This one
doesn't take your breath
straight away but it's got staying
power, lots of it.

PAUL 'voiles

Here w e  go, nunchuckin• el l  over the world.

POWER RATING
M E  DOWNERS...

•  The spntes are a bit weeny.
•  Its very hard, hard enough to put
some people off.
•  No save (and it's a long game).

100
IMO

a s  4111110VH1 I M O °

scrollin' beat- 'em-up of the
best kind.
•  There are  lots and lots of
levels to got your teeth into.
111 And even more enemies to
chop, hack and bash.
•  The weapons shops add
variety -  and f irepower.
•  The enemies  are varied in
tact ics  as wel l  as looks.
•  The two-player  game Is
almost a necessi ty.
•  The soundtrack Is chunky
and effective.
•  A great  coin-op conversion.

...AND THE UPPERS

MEE
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Exclusive CF Doubt* en
AMP) -nit,

fi911i-19p Y i L Lit)

DESCRIPTION PRICE OTY T O T A L Method of payment (please cicle)

Access •  V i s a  •  Cheque  •  Postal  Order
Video and cassette pack El 4.99

Video and disk pack E18.99 Credit Card No.

Total Order Expiry date

owabungal With the coin-op
version of the Teenage
Mutant Hero Turtles now
out on C64 and the release
of the first (and best) of the

Turtles movies, Commodore Format
has an exclusive money saving offer
for all Turtles fans.

Due to an exclusive deal we have
special twin-packs of the C64 game
and the original Turtles movie!

Back in CF issue 14, Turtles — the
Coin-op got a massive 89% making it
the best Game Containing Green
Talking Reptiles with Serious
Weapons ever made on the C64. Andy
Dyer said 'the action is non-stop and

RADICAL!

Ta k e  the Turt les horn.  on video and C64.1t 's  a barst

frantic beyond belief'. The best thing
about our exclusive twin pack is that
the coin-op follows the plot of the
film, so you can watch Donatelio,
Raphael, Michaelangelo and Leonardo
at their smashing and slashing best —
and then hit your C64 for your own
piece of the action!

These are available for only E14-99
for the cassette version, or E18.99 for
the disk version. As the video nor-
mally costs 02.99,  this is a massive
CF saving of E9.99!

Remember, this special offer is
only available from Commodore
Format by mail order and we only
have a limited number of this incredi-
ble value pack, so order now!

Exclusive Commodore Format Turtles Game and Video Offer Order Form

Please make cheques payable to Future Publishing Ltd

NAME

ADDRESS

PHONE NO

POSTCODE

Send this form — and your payment to: Commodore Format Turtles Otter, Freepost, Somerton, TAll  7BR.
No stamp required if posted in the UK, Channel Islands or the Isle of Man.

ALTERNATIVELY,
RING OUR CREDIT

CARD HOTLINE
ON

0458
74011



CITIZEN
A LWAY S

Silica presents some great
offers on the award winning
range of high quality matrix
printers from Citizen_ Each
Citizen printer is built in the
UK to exacting standards,
ensuring superb reliability
and output. Our confidence
in Citizen's quality is such
that we are pleased to in-
clude a  2  year guarantee
with every printer, Plus, i f
you buy  a  Cit izen pr inter
from us,  we  wi l l  g ive you
the s i l ica Systems Printer
Starter Kit (worth E.2938),CDC0r  c a n , c a

£179

- e t  ,  a l l
WORLD S SMALLEST I  LIGHTEST

Al NOTEBOOK PRINTER

i r e %  MAIL O R D E R  HOTLINEeta 081-309 1111

A G O O D  I D E A
FREE DELIVERY

tine Day , ar yenta in me ' r e m a n d

FREE STARTER KIT
WOol' O 5  38 h i th  eer,  rit no PialE4 901150es

2 YEAR WARRANTY
Silica Drier I 2 o r  r i n I y  lincludnome

printer Nadi min eery Dian mime tam Sacs

WINDOWS 3.0
a 9 driver

inntato otin rite 5,hc. Starts.' •ri

FREE COLOUR KIT
Sett 9 and Skill 24e punka

FREE HELPLINE
Terrnical M e n  reOlne vet &mg ntictiatri

MADE IN THE UK
Coen ernes we neutacturel to high tweeds

Calm Option Extra - See Accessories

.Thiour Option Extra S e e  ACCaSSOTIOS

£349

2 1 6  CPS

SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY: On an hardware orders Shipped in the UK mainland
•  TECHNICAL SUPPORT HELPLINE: Team ot technical experts at your service
•  PRICE MATCH: We normally match competitors on a -Same product • Same price basis
•  ESTABLISHED 12  YEARS: Proven back record in professional computer sates
•  BUSINESS + EDUCATION *  GOVERNMENT: Volume discounts available for large orders.
•  SHOWROOMS: Oernonstration aud training facilities at our London & Sidcup branches
•  THE FULL STOCH RANGE:  All of your requirements from one supplier
•  FREE CATALOGUES: Will be mailed 10 'Nu with offers and sollwareiperipheral details
•  PAYMENT: By cash. cheque and all major credit cards
BOON titiu decide when to buy your new printer. we suggest you think very carefully about WHERE
you buy it Coneder what w i l l  be like a  few montha altar you have made your purchase when you
may require &MOW& peripherals or sothvare. or help and &Dace And, will the company you buy from
contact you with details ot new products, Al Silica Systems, we ensure that you will have nothing to
Nary about W e  have been established tOr over 12 years and, wyth Our unrivalled experience and ex-

we can now Claim to motet our customers reouiremenit with an ondersLanding which a  second
to none. But don't lust take our word tor it Complete and return the cougOn no i o r  our lebeer Free
Mere/L.1re and begin to experience me -Silica Systems Service'

SILICA
SYSTEMS

9 PIN PRINTER
144 CPS 8 0  COWMN
•  Citizen 1200-o- -  9  pm - 80  column
•  144cp3 Oran, 30cps
•  4K Printer Butter -a- 2  Fonts
•  Parallel Interface as Standard
•  Graphics Result:Pon 2 4 0 . 2 4 0 d p i
•  Epson and IBM Emanabon
•  Pull tractor 8  bottom, feed
•  FREE Salrea Printer Starter Kit

PIS
n o n e  nil u s

rem Nee I n a
&rem real ,

W O *  /IAEA P R I

•SERIAL IIITERFACI OPhON
r2OD pale is Name err

a s e r a  N r We i t •  lur t i l t  • w r
FM P e n n  c l3r03  9 0

£115
4-VATmE13513 ref: PHI 2120

•  CatIzen Swift 24e - 24 pin
•  216cps Draft. 72cos LO
•  8K Printer Buffer +  6 Fonts
•  Parallel Interlace
•  Graphics Resolution: 360x360dpi
•  Epson. IBM & NEC P6+ Emulation
•  FREE Colour Kit
•  FREE Silica Pnater Starter Kit
Rep 1 3 1 5
COLOUR Orr t a l l
a u r a e  t i t  t a l t

Rant itRe.
S U M ;  c a n

SRAM M T.  1251

GOLD
AWARD
Best StaVelhieter tate

1 4 4  CPS
8 0  COLUMN

Par

A t i l t

8 0  COLUMN
SO column

E259
...VAT-C334 33 l e e  P 8 1 2 5 . 3 4

24 PIN PRINTER
•  Citizen 1240 2 4  pin - 80 col
•  144cps Oral?, 48cps LO
•  8K Printer Buffer + 2  Fonts
•  Parallel Interface
•  Graphics Res: 360x360api
•  Epson and IBM Emulation
•  FREE Silica Printer Starter Kit

RRP: F 2 4 9
STARTER PIT  E25

rout RRP:
SAMS. C105

SILICA PRICE' MA

£169
.4t-VOI41 •ai PR rS,.

•  Citizen 224 • 24  pin - 80 column
•  -192cps Draft, 64cps LO
•  8 K  Printer Buffer -o- 2  Fonts
•  Parallel Interlace
•  Graphics Resolution: 360-x360dpi
•  Epson and IBM Emulation
•  Colour Option Available
•  FREE Silica Printer Starter Kit
ARP: n e e
STARTER KIT. C 2 5

TOTAL RAP' E204
SAVWG £95

SILICA PRICE: E1e9

SHEET F E E D E R S
igte IND

PRA 1705 0045014 5e1,244744 L I E 7 0
PRA 17.28 e m e n i  Belf2440 W I N

SERIAL INTERFACES
PRA NG INN.  M I A S
PM me 1240424 1 1 2 • 0
PM VCR Swift ZUNA t 2 1 . 3 1

3.21C MEMORY EXPNfrsa Kriaa2a i.e MI6 M e
PRINTER S TA N D

PR) 1242 Ilualt19 1•1174iNa 0 4 Z
PHA 1774 l a t e  thrtiiri e

ORIGINAL RIBBONS
Alt M O  PlateSaill I  Dart 1 2 3 1
RIB 1149 Sate h  _  a7.11
nit 3924 1211,724 1•2449111119 LA2a
Alt 3939 s . e  111Vale Calm e l m s
RIO 3740 P U S  ha le  Shia
Alt 3341 P M  Mel  W U  1 2 . 1 1

COLOUR KITS
PM M I 6  W M  197,1414
NIA 1240 W M  111244 A 1 6 4 9

PNAS ACCESSORIES
PRA l i l t  PIMP k e e n
INA u m  M a l  Calla tom t
PRA 1167 N H  Car r T RC

w t  i e s t e e e  ,Orr • r •  d a t r i l r "

Postcode

1 Te l  (Home):     T e l  (Work):
1 Company Name h i  appiicatae),

£ 1 9 9
+11111=t23383 ref. PA1 2484

FREE!
Worth: E25 •01-0293e

To got 5ce so and round hal eter frw
erne tree
•  t h  • Oak • a m p  & ST 010841
•  314 Staa - Ottawa ktf Pllimbrm 3
•  a claw Pang• Pee*, Cabal
•  2011 laza. at SoafAvaan Pap*
•  WS Coaltaant altd4was LOWS
•  I  Saatikaam EstoviZia
I' you .I'madp len a m e .  ant elate
• al It Ray C d , yru maw orlar cm fret
Kit 5500I tot (2195 E 5  nit

MAIL ORDER:
nos °Don Moo

LONDON SHOP:
•  r 4 O u f a  P e o n

LONDON SHOP:
•  • - t u a r •   1,ww

SWUM SHOP:
Opentog Howe M o o

Which computenst, if any. do you own?    S Z . ) 1E M I  M I M I  M i m i  M E P  M B  M I N  M I N
( S U E  • • • • • • 3  • • • • , • • • •  eraat M e w  • F u m e  mkorm u s , , . ,  ter i n .  Urn . .  M e m o . ,

•sai ocowneoacan
1-4 The Mews, Hatherley Rd. Sidcup, Kent. 0A14 40X IbimMI:.0ern.oes„.x5:0.4000111i152 Totteraam Court l f '  °n"Froad'I, London,  P:OrIP ORA am

gion•-tioapii

Sat 9  00Arin-S_309.
1-4 The Mews, Hatherley Rd. Sidcup, Kent, DA14 40X Tel: OM-3028311

Selfridges list most, Oxford Street_ tendon, W1A lAB M I :  071-629 1214
Usta thole h e x e d  ay_ont E x t a m i o n  3914

Lela aarpht u n i l l  71;wn P a x  No 0131•309 001

.U1 11.300.400944, P r k i  L a b l  P . m  M a  O h - 3 1 3 4 M

r To :  Silica Systems, Dept CMFOR-0192-55, 14  The Mews, Hatherley Rd, Sideup, Kent, DAI4

I I PLEASE SEND A CITIZEN COLOUR CATALOGUE  1
Mri'MrsiMs.   i n i t a t a :  S u r n a m e :

Address:



Wednesday
23rd October
JOHN: I'm working on the snow torture
screen (remember?) which has, not surpris-
ingly, got falling snow on it. I coded this last
month but have since been unimpressed with
the amount of processor time it takes up. So
this morning I sifted through the routine and
saved a few bytes and a lot of cycles. It's now
only a quarter of the time it was and is exe-
cuted in the borders (where there is no
snow), which means there will be no glitches
appearing! I achieved this by limiting the
number of snowflakes that are processed
each 50th of a second.

As there is no visible delay on any of
the flakes I added a few more, taking
the total from 440 to — wait for it —
7201 Yes, it does look cool (well,
cold at least).
STEVE: Just to give me a break
from the hassles of producing com-
puter games, I put my C128 to one
side and got out one of our trusty
Amiga& This is because we feel we need
some company T-shirts made (as you do) to
get the attention of anyone who might recog-
nise us at the World of Commodore Show
(not that we need T-shirts to do that!). The
Amiga will be used to design the logos on the
front and back, after which we will take the
photographs of all the different parts, get
Them enlarged and then transferred onto the
T-shirts. This is a time consuming process
but should give us some excellent results.

Friday
25th October
JOHN: All the graphics unloaded, together
with the latest screen displayed, it's time to
split all the sprites needed for the bad guys.
Before we start developing a torture screen
we plan out what sprites are going where,
ensuring that we don't run out. We can only
have a maximum of five horizontally, plus

thaimaigu
That was  not a  very good start,  tidies.

three player sprites. making it up to eight).
They're very valuable.

At the bottom of this screen (codenamed
TSC as it was the third screen we created)
there is a collection of sprites. That had pre-
sented a few problems but we got over it —
even so, it was a close run thing.
STEVE: All the photos are taken and now it's
just a matter of dropping the film off at the
developers. That leaves it for me to get back

In the on-going adventures of two arcade
game designers, John and Steve Rowlands
continue their diary of a completely bonkers
computer game. And this month they reveal a
few of their secrets. They must be feeling
generous or something...
to work on that good old snow torture screen.
More tweaking needs to be done to the char-
acter set and background. This has only just
become apparent, as John has recently
coded the section of screen that requires a lot
of sprites split on the same line.

These sprites had to be moved up off the
snow platform slightly so they could be there
without a glitch. Now they look like they're
floating in mid-air, which would be all right if
they were balloons or something...

Tuesday
29th October
JOHN: All the bottom of this screen is a
freezing cold pond, which has to be crossed
by Clyde (of course). There are three plat-
forms to help him across, but should he fall
into the icy water he's got to die (no surprises
as yet).

We have decided however that the stan-
dard death sequence for him isn't really
suitable. So we've come up with the idea that
once he falls in, he floats back up to the sur-
face in the middle of an ice cube. Nice idea,
huh? (What do you mean, 'No'?) Anyway,
now most of it is coded it's starting to look
pretty cute (you actually feel sorry for poor
old Clyde).
STEVE: More tweaking is to be done to some
sprites on TSC. The pool of blood that forms
under the fuzzy wuzzy when he is lifted off
the ground by the Chainsaw Monster had
several animations added to it, but only
because I had some empty sprites in the

Clyde catapulting COMMODORE FORMAT, January 1 9 9 2

bank. Also Mr Chainsaw Monster himself
needed some adjusting. When he walks
along the platform towards his next fuzzy
fatality, the smile on his face drops to make
him look sad

Don't ask me why I had drawn it like that,
John had just pointed it out for the first time (it
had been designed over a year ago!) So now
he grins all the time (not John that is), includ-

totdo, ehibatt.

This looks more promising...

ing when he is massacring that ill fated fuzzy
and getting showered in blood.

Thursday
31st October
JOHN: With the 'frozen Clyde' death
sequence completed I'm onto another death
sequence, the one for Clyde's fluffy friend
(who is understandably allergic to chain-
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saws). This is going to be a large — and dare
I say it, complicated — collection of sprite
movements, animations and colour routines.
So the first thing I've done is make him fall
from the rope and land next to Mr Chainsaw,
Then he gets up and, realising he is in mortal
danger, tries to make a break for it.
Obviously, he hasn't got a chance (cue nas-
tily menacing chuckle).
STEVE: I'm now working on the Level
Complete music again, which started off well
This must be the third or fourth time I've re-
written it but this version looks (sounds?) like
it will be the final one. It's a fair way through
now but I'd be tempting fate if I was to say it

ksti Avre.1

Oops, fumble. ' I t  was  your  'No, It  was  you!'

was nearly complete (so I wont!). It suits the
part rather well, mind you. And the other
three versions won't go to waste. We can use
them in nearly any other part of the game
(except the Title Screen, Get Ready, Clyde's
Death. High Score or the Interlude__ but
apart from that, any other sedan).

Tuesday
Sth November
JOHN: The fuzzy death sequence is nearly
finished, with just a bit of tweaking needed.

Our playtesters seem to like it, together with
the snow storm. If I have time after I've com-
pleted coding this screen, I may add another
80 snowflakes, taking the total up to 800.

Today I wrote the animation/movement
code which causes the death sequence to
start Unfortunately I can't say what it is as
this would be giving too many clues to you
and I don't want to take all the fun out of the
game (if there was any fun in there in the first
place). Besides, I'm sure you wouldn't want
me to spoil it anyway... Fat chance.
STEVE: You know those photos I was talking
about earlier? Well they have now been
developed and enlarged. I've started cutting
around the well smooth ACP (Apex
Computer Productions) logo with a trimming
knife. Carefully does it.

Soon, I will be trimming up the 'Totally
Awesome' writing and then the little 'Apex
Computer Productions' logo which goes on
the front of the T-shirt When all that's done,
we'll go to the printers and get it transferred
onto our T-shirts.

Thursday
7th November
JOHN: Today we were talking about the
interlude graphics (and maybe hidden bonus
graphics) which have to go with any snow
torture screens. We decided that, seeing as
these screens are obviously located near the
torture screen on each Island, they should
have the same snow 'graphic style'. Then we
came up with the idea of having it snow in
these parts tool Fifteen minutes of messing
around with source code and it was snowing
in the Interlude stage as well. As everything
was going so well (I'd forgotten how this felt).
I thought I'd make the sprites go behind the
snow. A little tweaking later... and the snow
was falling in front of bad guys and fuzzies_
generating a tremendous illusion of depth.

STEVE: This interlude section, as John men-
tioned, needs new snow graphics. For those
of you who know anything about program-
ming the C64, when you switch sprites
behind characters the sprites will still go over
background colour and multicolour 1 (going
under multicolour 2 and character colour). If
this effect is used well, it can provide an even
better illusion of depth by designing fore-
ground trees in MC2 and CC (so Clyde and
buddies go behind) and designing back-
ground trees in MC1 and BC, The effect it
has on this snow screen, as well as looking
mega cool, adds a lot to the gameplay. This
is mainly because when you are behind a

Ready or not, h e r .  comes another  one.

tree you can't see what angle the the Acme
Trampoline is at. Cunning, heh?

There is one little problem with it. That
screen isn't going to present much of a prob-
lem to experienced players, which all of you
should be after playing the cover cassette
demo to destruction, over the hots!
Hope you do, when you get a
moment to spare.

When Steve gets bored he draws cartoon
adventures of Clyde Radcliffe. I t 's not only
relaxing, i t 's a good way  of trying out ideas.

C  1'991 rICPInta TURTIUR Abvismarous ortiVilb km-
C o n  c t o i l l i r  t h i n k  w o • r t l i o

I n  f o r  •  t r r I b I  d i C F , 1 y
c o t  w i r s u a r l l y  U r n i t c p t a b i a ,
v l e i d e n C s t p i

W a l d  I s a c .  a t  no ,  c i
W m .  ' r e ,  r  0.11 l o w i n g !

t7,17T,W'
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SMASH TV
° C O M

k.g)ilh' oil LIMO! t t h i  IIte 5' .11th
nexh enture si the 1.1. 1, •
,••ust . . h o o t  •1,111ii

Ihe . . . . o i g h t  a n i t  O d o r
r f  1 . . i n t . N l i k  1 , 1 1 1  P i e  I1ri. I .  k I V  h l e

Description P r i c e  O r d e r  No
Smash TV Cass £8.99 C M 1 9 9
Smash TV Disk E•11.99 C M 2 0 0

I 4,1 11.,1.,nace. ,, kl or I ( i I ' with Bk., hi Ilk 1.1• • :. 1,
•I I O le  with o1ssr4' I  it'1101,114' VOW ONII

Alt11114..1161:.o n  : i c  e

• !i•.,
 O r d e r  No

S P & Mouse £24.95 C M 1 0 6

I  MACHINEPICKED BY THE TEAM

mei*
SAV 5

OFF HE
CARTRIDGE
VERSION OF

LAST
NOMA 3

FROM
SYSTEM 3

Fight the evil Kunitoki in the
biggest and best yet in the

Last Ninja series!

Send a cheque tor £14.99
made payable to System 3
Ltd along with this voucher

to
Commodore Format Cartridge

Offer, System 3, •
18 Peterborough Road,

Harrow, Middlesex NAt 200

This offer is sAlid until
31 st January 1992

JUST MAKE A NOTE OF THE PRODUCT NAME
AND ORDER NUMBER AND FILL IN THE ORDER

FORM OPPOSITE • OR RING OUR HOTLINE
NUMBER ON 045874011

FUN SCHOOL 4
Database

Make leameir I. a l l  lie-,
,urksti progidim, de:,igned IL)

liocipate vinit (Isidrt'i! tut the motional von
Inn School 3 is Oie st.itsJikekli hollow up Ito I WI
SChOti l ; t i t t o n  tkkire  i t  evr,rii totm INNgneol

it.J111 or I'LlUt-.1iit,11,11e4S Criiiipielienseve manual
sail sensate Iksent lexiots
oescroprion
FS Under 5 Cass
IS Under 5 Disk
FS 5-7 Cass
FS 5-7 Disk
FS Over 7 Cass
FS Over 7 Disk

Price
£9.99
E11.99
E9.99
E11.99,
E9.99

1 1 99

()Idol N o
C M  N H
C48105
CM106
CM107
CM188
C M189

HUDNIII HAWK
Ocean
I ut it IkN 41111 it Lind Ire I,.

ste.ilelskordo V i n t  1
Aluieted etysLA m Ihr,

(it pli ' i if l i:  itatislirli Jilt! f : J I t t e  111 ,t,t,it liked
Kirk 11.ingreoin;, k r u e  /ratimm

Price O r d e r  No
E13.99 C M 1 8 2
E11.99 •  CM183

Murmansk%
_ 1 1 1 4 ,  1 1 1 0 , 1

tLeigt,lt 11•4111 '410111 tVel
C O W  OR I  o•It II, 1,tha• 101

irJull 10 Ilk' toy oil Itni

Description P r i c e
Speedboll 2 Cass E8.99
Speedhal E 1 0 . 9 9

Order No
CM176
CM177

FORMAT BINDER
Keep your IsselPs togetbel in this high

quality bonder with the Comniodore
Format logo prided embossed on (tie front

anMI SOW in silkily dagio orange &we those
mags - bold 'em!

Description P r i c e  O r d e r  No
One binder £ 4 . 9 5  C M 1 0 3
Two binders E9.00 C M 1 0 4

PRICES INCLUDE
POSTAGE, PACKING

COMMODORE FORMAT MAIL ORDER
Name

Address

Postcode

Phu* number

Description

Method of payment (please circle) Access • Visa • Cheque • PO

Credit Card No 1

Expiry date
Future Publishing Limited

TOTAL ORDER

Please make all cheques payable to

Price Order No

AND VAT
NO HIDDE

EXTRAS

•  For overseas orders
can Clare lot prices
on 0458 74011

SEND THIS FORM TO: Commodore Format, Futire
Publisning Ltd. Freepost, Somerton, Somerset, TAI I 7BR

No stamp required it potted i, the UK, Cheenel 'stands or the tile áMi i



A N e w  Age I n  Home
Entertainment And Education
CDTV finds i ts place alongside the T V  and Hi-F1
system in the home. It is similar in appearance to ex-
isting video and CO piayers and. with its infra red
remote control, is just as simple to operate. But that's
just the beginning. COTV transforms television from
a pass4a to an active medium. The vast storage
capabilities of the CD make it an ideal mass informa-
tion provider capable o f  storing and
displaying a combination of colour pic-
tures, text, graphics, voice and stereo
music of the highest quality. COW offers
a new realm o f  audio and visual ex-
perience for everyone.

FOR REFERENCE
For t h e  c lass ica l
music b u f f  i t  I s
possible not only to
hear Beethoven's
Fifth Symphony, but
to See the orchestra

perform, fol low the  score and
read about the composer's life
and t imes. T h e  Timetable o f
Science and Innovation walks you
through 6,250 key events in scien-
tific history. It employs animated
maps to show whore every event
occurred and a visual lift-off from
the earth's surface Key events
are accompan ied  b y  a u d i o
Presentations with graphics and
sound recordings from the archives of the world's
great museums. Browse quickly or examine an exhibit
• detail.

FOR COLLEGES &  BUSINESS
When Toyota, decided to open a car assembly plant
in Derby, Derbyshire County Council commissioned
the production of 'Japan World', a CDTV title which

allows students t o  explore a n d  e x -
perience t h e  Japanese  language,
lifestyle and culture, I t  also provides a
valuable insight to businessmen with in-
formation o n  Japanese  b u s i n e s s
philosophy and negotiation protocol,PRODUCTIVITY

ELITERMNINERIT

FOR EDUCATION
For young children learning to read can
be an adventure! In the title Cinderella,
for example, they can use the remote
control unit  to click on words and pic-
tures to hear pronunciations, syllables,
definitions and second language transla-

tions. And learning about the world can be tun too.
The World Vista Atlas provides detailed
information In words-and pictures on the
history, architecture, language a n d
geography of each country. This can be
cross referenced to Compare with details
of other countries. R E F U I E N e t

FOR FUN
There is a wide range of enter-
tainment titles available for every
age-group, Sher lock  Holmes,
Consulting Detective, includes a
video and audio tour of Victorian
London. Players c a n  choose
suspects for Holmes and Watson
to interrogate and can search
issues of the London Times for
clues_ A CIDIV disc's graphics
capabilities t a k e  ac t i on  a n d
simulation games to a new level.
Falcon makes you a pilot of an
F•16 fighter and  has  accurate
simulations of weapons systems,
cockpit controls and flight char-
acteristics allowing you to zoom

like the ultimate stunt pilot with extraordinary realism.

FOR HOBBIES
CDTV can also enhance your personal
interests. T h e  Gardenfax Ser ies  i s
designed for use by novice or expert and
provides hundreds of full colour illustra-
tions, as well as information on planting

PERIODICALS and requirements for care.
New Basics Cookbook provides full col-
our illustrations of recipes, 'talks' to you
to offer tips as you cook and automatical-
ly substitutes recipes with a click of the
remote control.

tab
ARTS A MUNE

CDTV offers a seemingly endless range of possibilities for teeming, entertainment and enrichment
for everyone whether in the home, the classroom or in business,

INTERACTIVE
MULTIMEDIA

THE WORLD9s FIRST
MULTIMEDIA SYSTEM FOR THE HOME
Are you bored with the TV? Do you yearn for something
a little more interesting, something which stimulates
the old grey matter and indulges your desire to be
entertained? Enter the Commodore c u m  the world's
first advanced learning and entertainment system
which plugs straight into your television. Based upon
the familiar compact disc player, the CCITV offers a rich
set of information and communication capabilities. It
brings together pictures, words and sounds in a new
format, joining them together in a fascinating world of
audio visual challenge and experience.
The multimedia CDTV player combines a professional
CD audio system, advanced computer technology and
infra red remote control, to offer a wide variety of in-
teractive applications, These range from games, music,
gardening and personal health, to educational discs
for any level. In addition, CDTV provides high quality
audio reproduction for existing music CDs. CDTV is
very easy to use and gives you total control over what
you sae and hear, offering you the chance to learn new
skills and discover hidden talents

IN WDING VAT & DELIVERY -  Order ref: CCO 1000

r FREE T I T L E S !
' With every CDTV from Silica, you will receive:
WELCOME- A GUIDE ID cum
The *Welcome' disc replaces a weighty printed manual with col-
ourful and exciting animation, sound, voices and text,
LEMMINGS W O R T H :  E34.99
Up to 100 loveable Lemmings drop in to over 100 screens loll of
danger in this best selling arcade classic,
HUTCHINSON'S ENCYCLOPEDIA wORRI: E49.99
The first British multi-media encyclopedia. It features over LB
million words, 700 biographies, 2000 pictures, 150 maps from ITN
and 200 audio samples from the BAC sound archives.PLUS! waylay
Every COW from Silica comes with a FREE 72 page colour
brochure with accommodation vouchers. These vouchers entitle
2 people to up tote nights FREE hotel accommodation (other op-
(ions allow 4 people to stay up to 6 nights). There are also ac-
commodation offers on hotels in London and France.

SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY On ell CON players shipped in the UK mainland.
•  TECHNICAL SUPPORT HELPLINe Team ot technical experts at your service,
•  PRICE MATCH: 'Na normally match competitors on a "Sarne product - Same price" basis,
•  ESTABLISHED 12 YEARS: Proven track record in sales and service.
•  BUSINESS + EDUCATION + GOVERNMENT': VoiurnE discounts ;fallible for large orders.
•  SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.
•  THE FULL STOCK RANGE: AS ot your requirements from one supplier.
•  FREE CATALOGUES: Will be maned to you with offers and product details
•  PAYMENT; By cash, cheque, all major credit cards, or attended payment plan.

R E T U R N  T H E  C O U P O N
FOR A  F U L L  C O L O U R

CDTV CATALOGUE
SILICA

SYSTEMS
r e n t b  MAIL O R D E R  HOTL INEtaik 081-309 1111

MAIL ORDER:
Onlo, Lona Open

LONDON SHOP:
Opening ncv,.

LONDON SHOP:
;)eflinlit H t . * .

SIOCUP SHOP:
Opoomo Howe

1-4 The Mews, Hatherley Rd, Secup, Kant. 0A14 40X 1141: 001409 1111
Non-Sat Ot0bro-(100toto N o  Leto Night ( )w i ry  F e l  NO 011-301 owe

52 Tottenham Court Road, London, W1P OBA I N I :  071-530 U N
Mon Sat OWN,LOOre, N o  Lob Nile* Opening  F O O  Pio. 51'1-3123 WO

Selfridges oti Ften• Oxford Street, London, W1A 1A0 le l :  071429 1234
Illon-SN O3No141.DOpm L o b  N i (  iNoodoy kinbl Soo. E r i o n o w  M O

1-4 The Mews, Nether* Rd, Sicicup, Kent, 0A14 40X 111: 001-302 NM
monst ODONw5.3011. L A N  Want Crow °nor 7ORI F a .  No 0111-300 OW

1 MriMrsrMs'Addrees:

r b : Silica Systems. Dept CMFOR-1291-71, 1-4 The Mews, Hatherley Rd, Sideup, Kent, 0A14 407A
PLEASE SEND ME A COTV CATALOGUE

initials.   S u r n a m e :

P o s t c o d e ;

Tel (Home):   T e l  (World'

Company Name (if applicable):

[_Which computer(s), it any, do you own?



S k a t i n q ,  j u m p i n g  a n o  g e n e r a l l y  p l a t t o r r n i n g
takes Ronny through the crime-ridden,
mean o f  avenues of Fieldington.

Level two  is the spooky one
where Ronny goes among the
rats and other um, thingies, in
the sewers.  B s u r e  to pick up
all the power-ups you s a e

-

I t s  a good lob our Ron's not scared of
heights. The poor chap has to rol lerskate
along telephone lines—

Important power-ups and other tr inkets can
be traded at  various shops dotted along the
fair streets of Fieldington.

COMMODORE FORMAT, January 1 9 9 2  - on a roll

T h e  t a s k  is  t o  p i c k  u p  b o x e s  o f  s t o l e n
goodies (to the right of the screen) and
return them to our old chums the police.

Hurrah, Ronnie has cadged a lift
decidedly un-cool car.  You  won't
many lasses with that  one m a t e

onny is an errand boy. Not just
any old errand boy, mind you,
but a rollerskating errand boy
who used to be a circus clown
and now doubles as an under-

cover agent for Scotland Yard. I'm beginning
to get a headache already...

The town of Fieldington has been rocked
by an audacious jewel robbery. Luckily, the
thieves were nabbed before they could
escape, but the jewels weren't recovered,
having been fiendishly hidden all over the
town in small, gaudily-coloured boxes.
(Nurse! The aspirins!) In order to avoid an
outcry at their security lapse, Scotland Yard
hire the (ahem) inconspicuous Ronny
to skate around town and retrieve the
boxes before news of the theft leaks
out and outrages the general public.

In a surreal twist, a recent explo
sion at the headquarters of the
Fieldington Magic Circle has caused
some of the local wildlife to become
mutated and many of the local
drivers to go just a little bit off the rails.

As if all this wasn't enough, stingy
old Scotland Yard haven't furnished
our hero with an expense account, so
in addition to all the jewel-collecting
malarkey Ronny has to perform all his
usual errand-running duties in order to
earn enough money to pay for the
bus rides between the various areas of

the town where the boxes are hidden. It's not
all bad, though, he can also find useful items
like smelly cheese, powerful bicycle horns or
ultra-dangerous sneeze bombs lying about
which can save him from some of the bad

guys' worst attacks, or he can buy them
in shops using coins he's obtained by

throwing various items of fruit at flying
books and falling stars.

Well, that's enough plot for one life-
time. What it all boils down to in the end

is a horizontally-scrolling platform-leaping
escapade which has quite a bit in common
with Bart Simpson (also reviewed in this
issue). Ronny skates through nine lengthy

is T h o s e  heart  symbols to the bottom-left of the
too s c r e e n  show how much energy Ronny has

left. The poor lad looks a tad dicky now.



Forget Poirot, Dixon of  Dock Green and
Robocop -  the future of  law enforcement is
Rolling Ronny -  a rollerskating clown-turned-
errand-boy with a nose redder than Rudolph's.
But can Our Man Ron deliver the goods or wil l
his efforts to produce a good platform puzzler
prove to be a mission impossible?

Is Ronny really the best  choice all an incon-
spicuous messenger? Well,  have you ever
seen him? No? He must be good then.

getting in Ronny's way — with the simple con-
trols and fast-moving play making everything
flow along at a fair old rate.

There's a nagging feeling at the back of
your mind all the time though, and it's a feel-
ing that there's something missing.
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Our Ronny's l ife is as much a puzzler as a
platform game,  wi th oodles of bonuses and
signs to memorise and collect.

A job is up for grabs and it's Ronny to the
rescue. Jobs don't hang around for long, not
even in the imaginary town of Fieldington.

levels avoiding baddies, collecting the tiny
jewel boxes, and running backwards and for-
wards delivering messages to make money
for his bus fare. Fieldington is displayed in
bright, colourful cartoony graphics accompa-
nied by bouncy music, and the screen scrolls
quickly and smoothly.

able, although not veryAt first it's all very enjoy- R o l l i n g  R o n n y  i s  a t  its most basicamounts to a simple

demanding — apart from the a  P r o m i s i n g  i d e a  m a t t e r  of working outodd car or hard-to-spot w h i c h  of the van-

Everything you need for a good game seems
to be present and correct, but it doesn't quite
all gel together properly, that magic game-
play element just isn't there. By the time you
get to the second level though, the shallow-
but-fun platform action has been replaced to
a large extent by a puzzle-based idea, which

hole in the groundthere really isn't a lot Which looks fun at first.•  .cle°vuiscepsoiwsenreuerided
at which point. At a blow this takes most of
the pace and enjoyment straight out of the
game. leaving a tedious amount of traipsing
back and forth over the same old ground dis-
covering by trial and error what the correct
course of action to get through each section

Ronnie Is really a highly trained operative
who knows what  he's doing. At  least  h a s
enjoying himself.

is in its place. By the time you're halfway
through the third level you'll more than likely
be wishing you'd never started the whole
sorry affair.

And another thing, why is it that all us
tape users are always treated like something
the programmer stepped in in the street?
Roiling Ronny comes in three bits at first —
the title sequence, the front end, then the first
level. If killed in that first level, you have to
rewind the tape all the way back to the begin-
ning of the second section and hang around
for another two or three minutes while it loads
in the first level all over again before you can
continue play. This is so unfriendly that I sug-
gest that tape users take 20% off the mark at
the bottom of this review, because they'll
spend far more time hanging around waiting
than they do playing the actual game.

Rolling Ronny is a promising idea which
rapidly becomes incredibly boring. I wasted
an entire Saturday playing this game when I
could have been happily sitting at home
watching old black-and-white movies on
BBC2 — don't make the same
mistake as I did.

STUART CAMPIELL

G a m e  R O L L I N G  RONNIE
Publisher V i r g i n
Cassette £ 9 . 9 9
Disk £ 1 4 . 9 9
Release O u t  now
Contact 0 8 1  960 2244

POWER RATING
THE DOWNERS...

•  Very repetitive indeed.
•  Lacking in thrills.
•  Hellish tape multiload.
•  Initially too easy to really get you
hooked,
•  More of a puzzler than a plat-
former...
•  _but  without the real cerebral
pull.
•  Depends entirely on the right
choice of power ups.
•  A waste of a nice idea.

100

•  Pret ty  enough graphics.
•  Reasonab le  sound ef fects .

An  ' In terest ing  p l o t .
fly m a n u a l .
. I s  increase in difficulty,

but it 's all  too late  to stop
boredom sett ing In.

...AND THE UPPERS

COMMODORE FORMAT, January 7 9 9 2  -  it do Ron Ron Ron, i t  do Ron Ron.
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Your guarantee of value
This magazine comes fITIM Future Publishing,
a company founded just six years ago, but
which now sees more computer magazines
tan any other publisher in Brdart We offer:

Better advice, Our titles 7te packed with
suggestvos and esplanatory features,

written by the best in the business.

Stronger reviews. We have a cast iron policy
editorial independence, and our reviews

grve Clear buying recommendations.

Clearer design. VOIJ need solid information
last. So our designers Itgblight key elements
'..Y1 using charts. diagrams, summary boxes.
annotated photographs, etc.

, Greater relevance, At Future, editors Opel,
ate under two golden Nies
• Understand your readers' needs.
• Satisfy thaw

More reader Interaction. We draw strongly
on readers' contnbutions, resulting in the liveli-
est letters pages and the best reader tops.
Buying one of our magazines is like joining a
nalranwide user group.

Better value for money. More pages. better
grainy magazines you can trust.
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THE HITS JUST
KEEP ON COMM"

nyone who misses next mon-
th's lantabulous issue of
Commodore Format can con-
sider themselves to be Grade
A Chumps. Why? Cos Its

going to be packed to the gunwales with
reviews of some pretty extraordinary
games. Take First Samurai for example.
Okay, you've seen one of the levels on this
month's PowerPack, but there's plenty
more where that came from. Publisher
lmageworks reckon it's set to become the
ultimate beat.'em.up martial arts extrava-
ganza the 64 has ever seen. We'll soon
find out.

Then there's G-Loc from US Gold. I ts
been a smash hit at the arcades, but since
when did that guarantee a Corker? This
one's a speedy high-tech-aircraft-com-
bat-slm. Fingers crossed for something
spectacular.

And what else? Well, we're hoping to
get our hands on a reviewable copy of
Creatures 2. We're not promising any.

thing, but with any luck we'll have the 1
chance to review the game we've all been
waiting for.

Add to that Bonanza Bros and Mega
Twins, plus a sackful of other possible
corkers and you've got an issue which just
has to join your collection. But that is not
all, folks...

For those of you who enjoy creating
things with your 64, we've a review of a
new art package called Saracen Paint. It's
the first arty program for yanks, but is it
good enough to topple OCP Art Studio as
the finest of its genre?

And of course Roger Frames will be
hanging around to get his mitts on the lat-
est budget games, The Mighty Brain will
be answering more questions, and there
are more techy tips coming your way.

All this would be pretty impressive,
except that there's even more. So, to get
the most out of your 64, be sure to get
stuck into the February issue of
Commodore Format..

CHEAP° GAMES
sec will be digging

ns of C64 PD gain
the best (and a few of
as Y o u  can find
the best Dames, how
cost, and where to g
you iike writing your
can see how your wo
placed on the Public

Games aren't the
that get onto the Pub •
There's also plenty of
as well that can squ
of your 64. Dave will
on all that kit in the

So, to get in on
ick up
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pe t o  you through- -
the po ,  a n d  is just tab
all round? Stuck? Well, the

answer, madly enough, is C64 games.
' nstead of forking out a tanner, or even

ree quid every time you want a new
a, you can get your hands on decent

..ames from the Public Domain at prices
are just plain silly.

D Is a cracking tittle Scheme wherein
, amrrters make their work available to

ncl me, for ludicrously low prices. The
is, he can't be fussed with all the
r of gating his stuff published prop-

so he just bungs it out and says:

try this for next ton..c,lothincr. You've
b

MAKE SURE YOU GET W
YOU -  CF DELIVERED

Please Mister (or Missus) newsagent,
kindly reserve my copy of Commodore
Format each month, starting with the
February issue, on sale from Thursday
16th January. Thank you.
MY NAME
MY ADDRESS

Just Aso, weeks before COMMODORE FORMAT, February, 9 9 2

HAT'S COMING TO
EVERY M O N T H !

Your C64 is your friend. When you
flick that switch nothing can come
between you and it. But how do
you know that what you're feeding
it, is good for it? There's only one
way to be certain. Filling in this lit-
tle coupon and giving it to your niell
newsagent will mean when CF16
comes rolling off the presses to
take its position in the annals of
publishing history, you are assu
of the necessary juicy morsels y
C64 requires. Remember, your C64
needs CF every month...
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THE iEST THING TO HAPPEN TO YOUR
COMPUTE
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, C B M  AMIGA • ATARI ST • PC & COMPATIBLES
COMMODORE 64 • AMSTRAD • SPECTRUM

A(Ialnim
OCEAN SOFTWARE LIMITED
6 CENTRAL STREET
MANCHESTER • M2 5NS
TELEPHONE: 061 832 6633
FAX: 061 834 0650

You ARE ROO
IN THE ACTION PACKED
GAME-PLAY OF
TERMINATOR 2,
THE YEAR'S HIT MOVIE,AS IT EXPLODES ON TO
YOUR COMPUTER SCREEN.
SPECTACULAR GRAPHICS

AND FIERCE ANIMATION
THROW YOU HEADLONG
INTO THE FURIOUS
STORYLINE OF THE
BOX OFFICE SMASH....
AND A GAME YOU WILL
NEVER FORGET.

'Variety is definitely the winning ingredient with Terminator 2... Oceans
tie-in game will be their biggest yet and could be their best." ZZAP M
"You'll keep coming back like Terminator himself_ good game-play will
attract and absorb you... get hold of this, iEs as mean as Arnie!" YOUR COMM
An accurate conversion that will appeal to the fans of the film or the
muscle-bound hero himself." ST ACTION
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