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NOW A TOTAL MOUSE/
GRAPHICS PAIKAG
FOR YOUR
COMMODORE
64/128 AT
A T U LY

1_11:110i1L1_
This Commodore Mouse is a high resolution two  button mouse

featuring optical counting, teflon guides, microswitches,  rubber coated
hall and high quality interface.
•  W h e n  combined wi th  OCP Advanced Art  Studio this graphics package is
• uite simply the best system available.  T h e  features are unmatched.. .
•  C r e a t e  an image • sh r i nk  it. expand it, move it, rotate it. copy it. colour it, etc., etc.
•  S p r a y  patterns or shades, make elastic lines - stretch and manipulate shapes.
•  Z o o m  in to add detail in fine mode. •  P u i l d o v m / l e o n  driven menus for ease of use.
•  M o u s e  operation, p lus joystick and keyboard control.
•  1 6  pens. 8 sprays. 16  brushes - so flexible anyone can create superb graphics easily.
•  F u l l  cut and paste facilities plus excellent pr inter support.

L
D AT I L  M I D I  EA INTERFACE P L U S

ADVANCED M U M  S Y S T E MONLY £39.99
AVAILABLE ON DISK ONLY

•  T h e  Advanced Music
System may be the best
MIDI/music package produced
tor the 64/128 offering a huge
range al musical composition
features A MIDI  compatibility,
with the Datel MIDI
Interface you have
the TOTAL MIDI
SOLUTION!

1541 mKil DISK DRIVE

etaulsiot

The 1541 M k  I I  is a  superb
q u a l i t y  D i s k  D r i v e  s p e c i a l l y
d e s i g n e d  f o r  t h e  C o m m o d o r e
64/128.

TOTAL PACKAGE INCLUDES
6 GAMES

ONLY e l  49.99
ADO CS IF NEXT DAY COURIER

IS REQUIRED

ONLY£34.99
TOTAL PACKAGE

INCLUDES MOUSE/
MOUSE MATIHOLDER
AND OCP ADVANCED

ART STUDIO
PLEASE STATE IF YOU REQUIRE TAPE OR DISK

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
•  T h e  Star LC200 Colour Printer not only pr ints  in Near Letter Quality for your regular Jobs but also
prints out your  pictures from Art Studio. Act ion Replay. etc.. in  generous colour!
•  L C 2 0 0  is a ful l  Centronics printer so it works with other computers (Amiga. I .  et(
•  M a d e  possible by Daters
unique colour pr inter driver -
now you can have a hardeopv
in up to 16 colours!!
•  N o  m o r e  t o  b u y.

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  £ 1 9 . 9 9
•  I f  you already have an LC10 or LC 200 Colour Printer we can supply the Dnver separately.
•  W o r k s  with Serial Version of LCIO. Parallel Port, Spr int  • 128. etc.

OTHER COMMODORE ACCESSORIES

DATALUX
•  3  additional cartridge slots
pnwiried.
•  W e a r  a n d  tear  on the
,irtglital connector  reduced.
•  S w i t c h  proYided for
selecting between game
cartridges rather than constant
implugging.
•  Reset  button boi l idn.

ONLY £16.99

0 7 6 2  7 4 4 7 0 7

C O M M O D O R EiMOUSE
SYSTEM

COMPLETE WITH

PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00
SPRINT 128 PRINTER INTERFACE ARP £29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
NORMALLY £394 .98

COMPLETE PACKAGE NOW ONLY £ 2 5 9 . 0 0

SPRINT 128
•  F u l l  feature Centronics
Printer interface.
•  C o n n e c t  your 6411:2B to a
range of toil size Centronics
Parallel Printers.
•  E a s y  to use s u p p o r t s
Commodore Graphics Sri
•  Outboard Microprocessor
Chip means no more programs
to tom!.

ONLY £29.99

H O W  T o  G E T  Y O U R  O R D E R  P A S T !
CREDIT CARD ORDERSTELEPHONE (24Hrs1

CARTERS N O R M A L LY D t S PAT C H E O  WITHIN 48 H r s  A L L  C H E O U E S P O S TA I  O R D E R S  N A M  PAYA B L E  T O -

1111 D A T E L  E L E C T R O N I C S  =
GOVAN ROAD. FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT,

ST4 2RS, ENGLAND. FAX 0782 744292 TECHNICAL:CUSTOMER SERVICE 0782 744324
COM MSE

FREE!
MOUSE MAT AND
MOUSE HOLDER

IWORTH El  2.991
WITH EACH PACKAGE

DATA
RECORDER

•  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  react.
•  COMIC% complete - no more
to buy?

ONLY £29.99
DATEL LONDON SHOP

222, TOTTENHAM COURT RD,
LONDON, Mil TEL:071 5806460



1

\

;11,
/

T I
I/ CARTRIDGE
i/ COMES OF
I "077mPa'tP9O!-T.

FREE
T H E  A C T I O N  R E P L A Y  M K  V I
W I L L  L O A D  A  2 0 0  B L O C K
P R O G R A M  I N  U N D E R  6  S E C

ME HOST POWERFUL,
PACKED unuenr CARTR
•  TURBO LOADER - Load 202 block program in
under 6 seconds - worlds fastest disk serial load
On-board RAM and ROM achieves high loading
speeds. Works with 1541/1571;OceanicL3501.

'11 INFINITE LIVES GENERATOR - A u td-rhatic infinite
lives!! Very easy to use, works with many programs.
No user knowledge required.
•  PROF MACHINE CO13E4IONITOR - Full 64K
Freezer Monitor - examine ALL memory, including
stack, I/O area and registers in their frozen state.
Ideal for de-bugging or Just for fun!
•  SPRJ.TE CONTROL - Freeze the action and view the
spiitsf- watch the animation - customise your games

sprite collisions.
•  FREEZER FACILITY - Now you can make your old
slow loading programs load faster. Simply freeze the
action and save to tape or disk to reload at superfast
speed - no more waiting for programs to load.
•  DISK COPY- Easy to use disiville copier. Much
faster than conventional methods. Ideal for backing
up data disks.

IATT
Electronics

wer

TELEPHONE [24Hrs) 7 4 4 7 0 7  C  R D  ORD
oneEasiicamiLLy DISPABCHED M U M  AS We. ALL CHEQUES POSTAL M A D E  PAYABLE TO—,

f iVi r iMA
GOVAN ROAD, FENT R I A L  ESTATE, FENTON, STOKE-ON-TRENT,

smiT 2 R S ,  ENGLAND. FAX 0782 744292 TECHNICALCUSTOMER SERVICE 0782 744324
222. TOTTENHAM COURT RD.
LONDON, Wl .  TEL:071 5806460

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

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

& "blow It up" to full screen size
SPRITE EDITOR - A  complete  sprite editor helps you to create  or

edit sprites
MESSAGE MAKER - A n y  screen captured with Action Replay or
created with a  graphics package can be turned into a scrolling

screen message wi th  music
ONLY £9.99

•  TAPE TURBO- This feature will add Turbo
Reload to the programs that you save to tape - no
user knowledge required.
•  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, t a r,  etc. - very
versatile.
•  CENTRONICS INTERFA -  For parallel printers,
Star, Epson, etc. Pr int  outlistings with graphic
characters etc. (Cable required for parallel port
C12.99). I

 • SCREEN EDITOR - Now ow you can edit the entire
frozen screen with this text editor - change names on
high scores, etc. Great  fun!!
•  EXTENDED TpOLKIT - Many single stroke
commands for Load, Save, Dir, etc, P lus  range of
extra commands, i.e. Auto Number, Old, Delete,
Merge, Append, Linesave, etc.

THE REVIEWERS SAID...
"rm stunned, amazed and totally impressed. T h i s  is easily the

best value for money cartridge. T H E  CARTRIDGE KING f•
COMMODORE DISK USER

ithit

WARNING 1 9 8 8  COPYRIGHT ACT WA R N I N G
001131E1Wfostoe Lb o neither sot-noses oeuthoreas yte use of Is prooucts tor Me reproluclor

of oopyncett ntesertai
The backup tootle% of Sue product ate deskineo to teof octoca only software such as Ptatsc

Oman swore tho users own programs or software s,ohens oerrnissoon ID make bacStass has
boom dimly g won

Jr f i n a l  to make copies. even For your own ume Or COpriGht w t . .  • ..• c l e a •
porrnosicel t h e  cow,ght ownor, or Ole OC*PnCeD her so'
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d i s k  l a s t  word in C64
accessories? It's fee c o m p a c t  and it comes
with eight free games, but what more can it
do? Top techie Bones gets busy on p.39

CF old boy S in i raa r ra t t  ponde* l ibe  won-
ders of the ultimate game ever. Combining
heroes, plots and villains from the cream of
the C64 Corker crop, he works out what
would make the best game ever on p.52

Fanc t h e  n e t  AddraWit-W O W

_  ..•

Family movie? Well, Ocean are giving them
ay. Spirit yourself to p.60 and take a look!

n exhaustive guide to this month's storm-

Is It a bird? Is It a plane? No. It's Andy
oberts, busting games again!

he gre
and takes the cha

er r  letters -
show off'

heap courtesy

NEVER HAVE SO MANY

y o w z a ,  what a month! Indiana

Jones and the Fate of Atlantis,
The Addams Family and
Chuck Rock hit the reviews
pages, and the quality of all

three is truly astounding. "Never in the field
of human gaming has so much been coded
by so few for so many a s  Churchill said
(sort of!). And all this is backed by the very
best that the budget circuit has to offer.

These excellent reviews are supported
with the cream of the gamebusting crop,
and Andy Roberts has played a stormer this
month! To celebrate the release of Rainbow
Islands on budget, he begins the ultimate
playing tips expose on the best coin-op con-
version ever seen. You lust won't believe
the secrets he uncovers. All shoe-horned in
alongside the best pokes, cheats and game
tips money can buy!

And games-players and Techies alike
MUST read our in-depth look at the new
3.5" TIB drive. It offers a wodge of free
games and a tool-kit that would shame the
A.A. But can it deliver?

We're proud to welcome back that old
funster Stevie Jarratt to the pages of CF, as
he lakes a look at what would make the ulti-
mate C64 game. And it's a bog hello, come
in, sit down and have a steaming cuppa to
two new CF souaddies. Lisa Nicholls takes
over the design chair from Lam Tang and
Jason Finch debuts as
Inside Into's new
supremo. Greetings to
them both, and to you.
Read on and enjoy.

\1)1)_!_\_L\J
Li I

OCEAN
The smash hit movie success-
fully turned 60s TV stars into
90s movie stars. But can
Ocean now make them stars
of silicon too? The Powerpack
demo is a fiendish test of timing,
and the full game looks to be even better.
Get spooky, ooky, kooky, wooky,

newouay and many other
things ending in 'okey' in

h i s T h e  review on p.62

alost-1

•

The world's
most famous fam-
ily of weirdos have

been immortalised on
both film and tape.

Now's your chance to
nab a copy of them

both, courtesy of
those Ocean

peeps.

3 9  DRIVE
ASTER

Have you been eyeing one of those
Shiny new 3.5" TIB dri a t

e w  wid ves clownthe local computer store? These
n g e t s  are fast sleek, all
singing and all dancing about load b u t  whatong data?

Commodore A-ormars teche hit-
man takes a tong hard look at TIB's
new baby on p.39. What's the ver-
dict? Load up the review nowt



! j o s s  besot%

I A CHUCK ROC
1111F Core Design

Cavemen, stupid or what? They had to invent the
wheel everytime they wanted to use the car,
hunted rather than nipped down to Sainsburys and
lived in caves for free rather than take on hefty
mortgage commitments Meet  Chuck Rock, the
crushingly dim caveman, he has to face a world of
trouble in order to save his wife. Can he overcome
level after level of platform pitfalls or will he be a di
dinner. The rocks begin to fly on p.36

111141111111k1
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THE ADDAMS
FAMILY Al l .11.1.1 .
Ocean
Creepy, kooky,
ooky and spooky
(but what does
ooky mean?).
That's The Addams
Family in full effect,
and they're haunt-

ARNIE

ANCIPITAL

Domark
A rolling demo of
Domark's coin-op
contender for soc-
cer stardom. Sit
back and watch the
no-holds back
footle fun. Erewego,
erewego, erewego...

...i1;t1

7•ic•-•-•,••• •
ing your Powerpack •  • . ; ; ; , . ' ' •  •
right now. Help Gomez find his loved ones in
this perilous platform romp. The secret of
good gaming is in the timing, and this one's
crammed to the gills with it.

Zeppelin
Senseless violence
and lots of it! Take
on the role of a
super-killer com-
mando and get
slaying in this iso-
metric bloodiest.
Follow the arrows,
stay out of the way
of the bullets and don't forget to keep shoot-
ing. There's action a'plenty in Arnie.

EURO FOOT-
BALL
CHAMP

Liamasoft
Home, home of the
strange. Where the goats
and llamas do play. Where often is heard, a
discouraging word, because you can't find
the right blimmin' way. Jeff Minter's mad
maze classic is yours! It may be silly but it's
one of the all time greats.

SOUTH- 41.:.ERN
BELLE

greet

,t1,0GA m I

21st Century Entertainment
Life goes by when you're the driver
of a train. Discover the wonders of
steam in this curiously intriguing
simulator. You may think ' U g h ,
trains!", but play it and you'll find it
strangely absorbing. All aboard!

111 T h e  man who invented CF.Steve Jarrett, returns to
define the
Ultimate
C64
game.
Drawing

from a life-
time of dedicated gaming he mixes and matches heroes, villains and

plot, to come up with a pot pouni of mind-sickening violence. Are your favourite
game stars in there? Leap to p.52 in a single bound to find out!

Stunningly silly but beautifully playable.
Bod the Alien has to save his folks from the
clutches of curious humans. The yoyo wield-
ing ET has to overcome spooks, spikes and
switches, in this intense platform leaping puz-
zler. It looks cute and cuddly but has a  bite like a
great white shark during a surfer famine! Is it too
tough? Bounce on to p.64 to find out!

-1_111LI
J

Did Atlantis ever really exist? Let's
hope so because that's where Uncle
lady is headed in this fourth epic
adventure for the action archeolo-
gist. This time hat-man is hunting
the mysterious mineral Orichalcum,
which has the power to destroy the
world - as we knew it! Lucasfilm
have opted for an isometric 3D
look for this adventure, but does
it work? We whip the review into

shape on p_18

21k•
tape

I .
disk

Want a disk ver-
sion of CF2IS
Powerpack? Turn
to p 9 for full
details of our bril-
liant tape-to-disk
transfer offer.
NOW!

June 1 9 9 2



IAPE PAG

ANCIPITAL

c ) 1 _ ,  1 = 4 q

Joystick in port 2. Your goat must clear every
room in a hundred-room maze, lump on the
walls, shoot things and make bleating nooses

SOUTHERN BELLE
Learn to drive a steam train from Victoria to
Brighton. Control the steam the cylinders, the
coal and, er, make sure you keep the wheels
on the tracks. (or you'll crash, presumably).

EURO FOOTBALL
CHAMP
Watch the stunning speed, skill and violence of
the players in this fully non-playable rolling
demo. Gasp as the goals come thick 'n fast,

ARNIE
Joystick in port 2. It's time to hurt folk as you
Arnie, must rush into a garnson town and
shoot all the evil soldiers who try and stop you.

ADDAMS FAMILY
Joystick in port 2. Howl in terror as you guide
Gomez around some of the most fiendish puz-
zles this side of Leamington Spa.

NO LOAD ZONE!
If your CF tape isn't

loading, perhaps it's 1  1,3your tape heads? Try
loads of other games, /  rt.6 • s e .
or try fiddling with
the little alignment

screw. No joy? Then,
using your skill and judg-
ment, put the cassette into a jiffy -

bag. Bung in a witty and apt SAE, seal
the bag with Peruvian dustbin glue and

send it to:

orii.,4410111)

11'11010,

Ablex Audio Video Ltd, Harcourt,
Halesfield 14, Telford
Shropshire TF7 400

DO NOT send your dull tape to
Commodore Format. We use them as
ammo in our on-going high-intensity
conflict with Sega Power, just across

the bod -strewn corridor.

ALL these games eind

P WER
PACK*

'4kt
e loade

Imagine play-
ing football against a really weird family, a
soldier with powerful weaponry, a sort of
humanoid goat thing and, er, a steam train.
You've just imagined Powerpack 21!

DOMARK
Do you remember a preview in CF last
month, which gave you the first com-
pletely marvellous sneak glimpse
at Eum Football Champ? You
don't? Oh, come on. It was an
absolutely brilliant page. 011ie
worked on it for ages.

Anyway, not content with
telling you how good the game
should be, we have actually man-
aged to talk the peeps from

2p?
Oh no!

The fans 0#
are bung.

ing coins
at the ref
again!
Shocking!

Domark and Teque into bunging a com-
pletely wonderful rolling demo on this months
Powerpack cassette.

The thing is, Euro Football Champ isn't
quite finished, so remember that everything

you are about to see will actually be improved
upon in the completed version. Even though
you can't take an active part in the proceed-

ings, you can still see (a) how fast and
frantic the game is, and (b) how the
teams manage to weave their magic

dribbling and shooting spells. In other
words, how they manage to seriously

injure their opponents and still get
i,way without being booked (or
even noticed) by the dreadfully
inefficient and half-blind ret

Unlike the Tai l °  coin-op,
Football Champ on the 64 has a

top-down view, This seems to be
a wise move because not only

does it make the game run a
bloomin' sight quicker. it also gets rid of

any annoying perspective problems, which
might otherwise cause you to miss vital cross-
field passes and important last-minute
goalmouth striking events.

LLAMASOFT t i r e
Joystick in port 2
What is an Ancipital? It's a
weird Jeff Minter creature, sort of
a cross between a goat and a person..."111111111101aft—
And lucky you gets to play one in this
stonking full game.

There are an amazing 100 screens,
packed with excitement, and to win the
game you've got to visit them all. This is

done by going through
the walls. You'll need to

collect keys to unlock
some of these.

Right. There's lots to
learn here, so be prepared

for a serious information attack.
Firstly, on the start screen, F3 tog

gles the difficulty level. F l
toggles the weird stroboscopic

effects, and fire starts the whole
41IP shooting match off

Walking around is done by simply
moving the joystick parallel to the sur-
face you're on. You can walk on any of

the four walls, but don't touch the side
walls. Basic Jumping - push the 'stick at

the opposite wall. Don't press the fire
button when you're doing this. To  jump

to walls which aren't opposite, you
ust start off with a normal jump,
then press fire and lean towards

• t he  wall you want to end up on
You get around the maze by going

through walls, of which there are three
There's no reason for apples to be
flying around. I t 's a Minter  game,  so
what  do you expect?

L

1 1 1 1

L A
L

L•-•

L2
L2
L2

COMMODORE FORMAT June 1 9 9 2  - as crazy as a wasp In a  Metro.
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types:
impervious (no

arrow on the top-right indi-
cator) - you can never get through

these. locked walls (coloured camel on the
indicator) - you need to find a camel-shaped
key of the same colour; and normal walls
(coloured arrow on indicator). You damage
these by standing on the wall you want to
open and zapping targets. The remains of
these fall on to the wall and open it (after a

while). Some walls just need you to
fire directly at them (check the wall

• s t rength  indicator for the best way to
open each wall).

Passing through open walls is Only possi-
ble when they become active When you
enter a new room, a timer counts down from
16. When it reaches zero, all open portals
become active (they start shimmering, too).

If you see any camels or goats on a
screen, collect them. Camels are the keys
out of some rooms, and it you can collect five
goats you can damage the walls just by
jumping on them.

Hitting '13' is a suicide measure. It kills
both you and everything on the screen, and

gives you loads of points, too. Do it only as a
last resort.

'H' is a help key. Hit it every time you
enter a new room. It also pauses the game.
But, most importantly, it tells you loads about
the screen. 'ID' toggles the drum sounds on
and off.

And that's it. It's as weird as only Jeff
Minter can make it, but it's also a great deal
of fun. Jeff himself offers the following advice
- don't walk into walls and do ease off on the
firing. Some levels exist where no tiring is
allowed. Check the help function a lot and
never fire at Rory the savage Guinea-pig.

Jeff's best score, by the way, is 83%
completed and 3.4 million points, Beat that!

As you can see if you take a look at the
demo, there's an awful lot of what the
Football Association call 'completely outra-
geous on-pitch violence'. The key to
Euro Football Champ is not simply
excellent ball control and good pass-
ing: its beating your opponents to a
mashed pulp.

Watch for a while and you'll see
one or two players tackle the guy
with the ball. They might go for a
neck-snap, an ankle-crunch or the
famous and popular punch in the
throat. Whichever method they
employ, the result is usually
that they get the ball, rush 4 /
towards the goal and ignore the remains
of the player (who now looks like som
thing out of World War Two).

Note, too, the amazing team-work
when one side looks
like it's going to
score. Loads of
players on the
attacking side rush
off into seriously useful
positions. in

1 P
1,4

r

Bide your t ime,
hold

your
d f r  f i r e

and
work out the
best way to get  4 "
through the hec-
tic screens. Or
perhaps not.

. .  • .. .

case the guy with the ball decides it would be
better to whack in a cross or a quick pass.

Teque have put a lot of work into devel-
oping some Artificial Intelligence for the
game. The result is that other players don't
just run up the pitch towards the enemy

goal when one of them has the ball.
They work out where the best

position is and then make
their way there (chopping

down any opponents
who happen to

wander into their
I r.4 ,4 .  l i n e  of sight).

"Er, truly remarkable," as
A Question Of Sports famous
David Coleman would say. And
for once, he'd be spot on.

The yel low team rushes forward
in a  vain a t tempt  to overpower

the puny defence.

The old techniques are  still the  best.  A
good welly up the f ield wi l l  enrage your
supporters in t ime-honoured fashion.

n
Oh no! it 's _
Rory the
savage Guinea-
pig. Whatever  you
do, don't fire a t
him for his friend)
or
you're
dead
meat.

. .  - . . . . . . . . . . . . . . .

OPE PAGES

Tw o  yel low players go down in a brutal  dis-
play of violence. The  other  team is using the
famous 'Boer War'  charge against them.

Shoot from that  range and you'd need a
telescopic sight. Best  to  wai t  until you

see the whi tes  of their  egg yolks

It's goalmouth action wi th  Lineker,  Hoddle,
Pete, Rod Laver and WG Grace  all scram-
bling for the ball  l ike mad scrambling things.

• a  •

a  a  a  CP CP CP a  0 .  CP a  O.
a a a a a c  a a a a

Shoot a t  the disks, and avoid the
skull and crossbones. A subtle dig at

_ software pirates,  methinks.

—ann

Better tapes than Watergate - COMMODORE FORMAT June 1 9 9 2



21ST CENTURY
Settle down because i ts  time to drive a
train. Listen, and t e l l  you how. You have
to get the Southern Belle, an old-fashioned
steam engine, from Victoria in London to
Brighton, in, er, Brighton. As well as your
own steam, you'll need the following major
controls to get there:

The Regulator. This mechanism
controls the flow of steam to the cylin-
ders. It has five settings (shown by the
lever on the top left of the cab). Left is fully
open and right is fully closed. When open,
power is applied to the wheels.

The Cut CM, This also has five settings. It
controls the time that steam is in the cylinder.
Start off with 75*/6, then go down to 20'./6
when you're running.

ralEm32
I  4  1

O I C T O R  P

B R I G H T M 4
9 . e

Heading out of London, you can smell the
birds singing in the trees, and hear the
belching smoke.

ODORE FORMAT June 1 9 9 2  -

Vacuum brake. This has
five settings, from light braking

to emergency 'there's a herd of
cows on the line' stopping.
Blower. It's off when it's pointing

straight up. It's best to leave it well
alone, really. Oh, stick it in about

halfway first.
Injectors. These maintain the

level of water in the boiler. Straight
up is off, straight down is on.

Dampers. If you've got black
smoke coming out of the chimney,
then open these (downwards). Grey

smoke means you have to close
them (upwards).

Firehole doors. Er, let the com-
puter control these. It's a bit

complicated, really. In fact, the most sensi-
ble thing to do is watch the computer control
everything for a while, and learn what you
have to do.

But if you do get the hang of it, you will at
least be able to say to all your chums that
you could probably drive a real train if you

Clapham, and the train is going about as fast
as it can now. It'll get  up to about 45 on the
downhill bits, though.

sort of 'in the driving seat', really

had to (should the driver have a heart attack
or drop a contact lens or start a sneezing fit
or something. Don't laugh, it might just hap-

c e r t a l t 0 1 5

pen to you).

Demo
High Speed Run

you tmItect contro4
Training Run tA

h a g a i n  gives
RETURN

LOCO CONIIROLS
!increase decrease setting

Control

l'ISIRVCBP:alliligksowc,te;ue0tillaeMlr:erBralce

Itv cmtpo

RETURN

8
F
0

SIFT"
SHIFT C
SHIFT
SHIFT F
SHIFT D

A

F

SPACE

Accelerateddreal tiMe toggle
Smoke onlott toggle
Return to main menu
Display train position
Display Wnetabie
A--'-roNledge message

All aboard the summer holiday express stop-
ping a t  Brighton, Greece  and Venus. The
buffet car  is now open.

OCEAN
Joystick in port 2
All over the world, people are saying (but in
different languages) "Here, have you seen
The Addams Family yet at the cinema? What
a great film, eh? Pity about the not-very-good
Hammer song."

But in a matter of only a few hours, they'll
all be saying "Here, have you played The
Addams Family demo on the CFPowerpack
yet? What a great game! And no sign of

at you can't see here is the speed at
.ch everything is whizzing around the

Screen. Be glad, cos it's dead frightening.

Hammer!' And you,
gentle reader, will be

one of the first to play
the astonishing demo.

Enough of this meaning-
less blather. The Addams Family (demo) is a
foray into that crazy, madcap world of Fester,
Gomez, Lurch and a couple more.

The plot is simple. The Family have been
evicted. Not surprisingly, really, with all that
-doing what they want to do. saying what
they want to say" stuff, But as well as all that,
after being condemned for decades, their

house is finally to be
demolished. This is
where you come in.
You play Gomez who
has to wander
around the vari-
ous
screens



' Tanks  a
lot.'
laughs our
Arnie,
after  he
dies again.

ZEPPELIN
Joyst ick in por t  2
It's not difficult to see why Zeppelin called
their new game Arnie. I mean, just look
at the scenario:a heavily armed man
runs into a compound crawl-
ing with guards, tanks and
machine-gun nests. He
opens fire on them and
wastes dozens. At the same
time, he's shouting "Haste la
vista" and "I'll be back". I won-
der who it can be?

This totally playable demo
gives you an idea of what it's
like to be a looney with a gun.
You land near the enemy base,
and your helicopter buzzes of t  A
you've got at the moment is an
AR15 assault rifle (and infinite
ammo). This has a decent range,
but not a particularly good rate of
fire. It still kills tons of dudes, and
can take out the odd tank, too!

As you move round, follow the small
arrows on the floor. Be careful when
dealing with the guards in their fortified
bunkers. They fire a lot and are difficult
to approach. In the full game, you can
use flamethrowers and grenades to get
these guys out.

What the demo does have, though.
is the occasional M60 light machine-gun.
If you see a yellow flashing weapon sitting

Gomez? Gomez? Wasn't  he in goal for
Coventry a few years back? (No. That 's
David acke. Ed)

looking for members of his family to rescue
before the demolition team gets them.•

Whether he finds any depends on two
things. Firstly, whether you're any good at it,

and secondly, whether the demo is large
enough to have any of the other Addams

folk in it. Find out, then write in and tell
us, because, to be honest, we haven't
got to the end of it, even after hours
and hours of playing.

Guard boats? ifaf Eat
lead, suckers. A m i e

gets att  to art early s t a r t
wasting the enemies bythe score.

4R-15 F ' "1

ARrszt , , , , ,

PEOPLE ARNIE
MIGHT BE NAMED

AFTER
1 Arn ie  Reimer.  Hologram and annoying

out of Red Dwarf. He doesn't kill people,
though, so it probably isn't him.

2. Arnie Schwarzenegger. Big, muscular an
partly made out of metal  It might be him, if it

wasn't for the copyright probs.
3. Arnie P. Spectacle. Ornithologist.
stamp collector and African merce-

nary. It's almost certainly
based on this guy.

sh..1 the tank'
The ton-' that
Amild It's i n
big VehtiCvle

* -  C b S •
j o t h the 101

around after you've just shot someone,
pick it up at any cost. It'll give you a faster
rate of fire, more penetration and, er, well,
it's just better, really.

It's a fun little demo, this one. Once
you've had a good bash on it, rush
straight to page 38 for the review

II
Our M1111 bravely concentrates
his f irepower on  the
arrnoured vehicle block-
ing his Way. I feet
sorry tor the tolk
inside, that's all.

Anyway, the game itself is very
much of the perennial platform persuasion
But rather than just relying on accurate jump-
ing, the idea is to learn some timing. Loads
of spikes, ghosts, skulls and weird whirlwind
things move up and down and from side to
side. Nothing reacts to you, so when you're
sitting in a safe place, you won't find any
creatures coming to get you.

All the moving bits are carefully thought
out (at least I hope they are!) to allow old
Gomez through, but only if he moves and
jumps at exactly the right time. The toler-
ance level of the game is extremely small. If
you're a quarter of a second out, you'll die a
horrible death (with no one to blame but
yourself for it).

The whole thing is infested with baddies, I
but luckily you can jump on a lot of them. If
you get it right, they die instantly and disap-
pear. Gel it wrong and you die. The skulls
are the easiest to practise on_ They're big,
slow and easy to land on. Once you've got
that sussed, try leaping on those whirlwind
things. You can only do this when they
pause their spinning antics for a second.

Spooky huh! - COMMODORE FORMAT June 1 9 9 2

OPE PAGES

It's not only chal-
,eriging, but incredibly addictive as

well. You know you can jump past that diffi-
cult bit, but you haven't been able to yet. It's
the perfect recipe for have-another-go pie.

Do you have a disk drive?
Nice, aren't they? But if you
want to use it as well as just
admire it, you can get copies
of the CF Powerpack on
disk for the little fellow.

To get your
Powerpack disk,simply cut
out the tape-to-disk
coupon from the inside of
the tape inlay card Write
your name and full

address on a piece of paper
and send it with a cheque (payable to
Ables Audio Video Ltd) or postal order
for r t s o  (which covers duplication and
Postage and packing) to:

CF21 Tape to disk
Ables Audio Video Ltd

Harcourt, Halesford 14, Telford,
Shropshire IF7  400

O p t
tape
disk



S o m e w h e r e  in a secret underwater

castle (with a No Fishing sign out-
side) there is a spy department
called F.I.5.1-1. It's head, F. is under

stress. In fact he's got a tench, nervous had-
dock. All because of Dr Maybe. This arch
super-fiend is cooking up a plot to rule the
world or something. He's starting by mucking
up Santa Claus's north pole-based plaything
manufacturing operation. So F has to call his
best agent RoboCod to sort the mess out.

He's a jittery little character, is Robo.
Whenever he's not moving, he wobbles from

t i t t E C E I L I E L  t t E t e l l  E C U E t t
0 0 . 4 x 7 # 7 * - 1 . : I P M A I I " L I P - 7 .•  • •••••••••

This is the toy factory that  Robocod has to
save. Each door opens to reveal a theme
world packed with a certain type of toy.

COMMODORE FORMAT June 7 9 9 2

Prepare
yourself for

the meanest,
greenest, part

machinest, er, fish in
the world. RoboCod is
coming to the 64. So
perch on your seat
cos eel cause a few

ripples! We sent
James Leach trout to

skate over to the pro-
grammers' plaice to pond-er
the creation of the

only piscean
with a licence

to
side to side in
an agitated
manner. Just
thought I'd let
you know,

because it looks
smart. Anyway, you
wander up to Santa's castle
and enter one of the doors to the 10 levels.

Each level is based on a fun theme, like
sweets, fluffy toys or Winter Olympic sports.
You have to wander around trying to (a) col-
lect all the bonuses, (b) knock over some
penguins (or other aquatic creatures) to light
up the exit and enable you to escape, and (c)
find any secret rooms and special hidden
bonus levels. There are loads of these all
over the place, and the only way to discover

A series of background blocks that  go to
make up Santa's toy factory lAmiga).  It 's out
of screens l ike this that  games are  made!

- a different kettle of fish altogether!

them is by trial and error. Hours of fun to be
had here, then_

Even at this early stage, the 64 version of
RoboCod actually scrolls more smoothly
than the ST one. This is thanks to some
excellent programming, and also to the
64's advanced screen-handling ability.
The Cod himself waddles around very

well, and has real inertia. This means that if
he's running along and tries to stop sud-
denly, he goes skidding on for a bit. Like real
life. If you don't believe me, try belting along
a shiny corridor floor, and then stop instantly.
And then lie still until the ambulance conies.
See what I mean?

Although he's a secret agent, RoboCod
doesn't carry any weapons. When it comes to
killing things, he's got a special trick. As he's
made up of large chunks of titanium, he's
pretty hard. So he jumps into the air above
any nasties. pulls himself into a ball, so just
his armour is showing, and lands heavily on
them. As you'd expect, this finishes them off.

C64 killer
taddies
and lethal

'Pa.' hippos.
•• T h e s e  areonind•

the foes
Robocod
must over-
come. Ha
Is the 'tin'
blue line!



Robocod has also got one other incredi-
bly useful feature. He can extend himself
upwards until he reaches whatever happens
to be above him. If he comes to a precipice or
snake-infested pit or son.-4 hing, he just
stands there and extene_i I is upper body until
it catches hold of the ceiling. His lower body
then snaps upwards and he's free to wobble,
arm over arm, across the danger. Once
safely across, he can just drop down and
wander off, free as a bird (well, more like a
fish, intact).

All this means that Hobo rarely meets
something he can't get past. This is all part of
the game. He's not supposed to kill every-
thing, including deadly end-of-level baddies
He's meant to be getting through to the last
level. So he's quite at liberty to skip over any
really tough bits, as long as he can continue
with his explorations.

RoboCod is on course to be the smash
hit of the summer. It seems to be the nearest
the 64 has yet come to the wacky, overpriced
world of the 16-bits. And it'll keep you inside
on those long, lazy summer days, when you
really should be out catching fish in cool
streams and lying in the sun.

Game
Publisher
Release
Contact

Robocod
US Gold
July
012 625 3388

Sweet ie  world is a dentist 's vision of hell!
Rolsocoil must  Lute his power  to eitcape the
evil eclairs,  dodge the deadly doughnuts...

je:••••
Act%A10

•AC.

:c•

0,
Okay, so it won't look exactly like
this on the trusty 64, but it will
have all the secret rooms,
objects, levels and playability of
the Amiga version. Stewart
Green. the development man-
ager, says that they have even
improved on a few points, like

the inertia and some of the bonus
collection bits!

The .F••••••..1,er-htry.,!Fed twee i " e t t e m l . f t
tr(  p lc )  but this t ime on the C64. Not  bad eh!

RoboCod is being written for the 64 by a
bunch of clandestine characters known
Only by their secret first and second
names. Stewart Green is the evil genius
behind the whole thing, but the lethal
coding is being done by Steve Williams.
Dale Johnstone is the graphics hit-man
and the look-out for the gang is a guy
called Tony Hackett.

The C r t e e m  was blindfolded, bun-
dled into the boot of a black limo and
taken to see the  team'. Big Stew, the
boss. spoke:

"The guys who did the 16-bit
RoboCod design said it was impossible
to do on an 8-bit. We're proving them
wrong. The 64 version is just as big as
the ST or Amiga version, and has exactly
the same map layout and number of bad-
dies, objects and stuff.

"We've used seven (count 'eml) lev-
els of compression to get the biggest

chunks of data into the 64. The best
thing is, it hasn't affected the game's
speed, so everything still happens with
storming rapidity.

"Even now I still can't believe how
big the game is. There are 10 levels, each
with a theme (like sports, toys, sweets
and stuff), and there are between 5 and
11 sections per level. Each section is
about 35 screens, so we're talking about
a monster of a game.

i t  plays like the 16-bit versions, too.
It's not too difficult, purely because it's
so huge. The skill is in getting through it
without losing your lives stupidly, rather
than being murdered by all sorts of
impossible-to-beat baddies.

"Also, all the animation from the
other versions is included. What you're
getting is a game which, apart from the
graphics and sound limitations, is an
exact copy of the vastly more expensive
Amiga and ST versions. So hooray for
the excellent 64, basically!"

sallow serie n  and the
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Ptiff. 'Sufism.; is ; e a r  111.
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burgers faster  than a
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the top right is one
of Puff's LED's. It 's-
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ina directly at, or, thin air, apparently.

l i m n  in tortured
death, Puff looks
cute.  He's mis-
taken  a  twaddle
for a col lectable
here, and is pay-
ing the inevitable -
price for being
such a dweeb.  •  '

Deep in the island's dungeon, DJ Puff
et' v a n i s h e d .  Perhaps

days long-
gone to a rave in, •

g.

f l  dblow oFirrANV-.3t. ri r-Eg6 'a:-:-:_fa..
a r a • • •  •

•  w a  •  m• m •  es •••••  •

t r . r . r a w o r . l p  e

y o u  know those adverts on telly

showing the cartoon dragons
with bad breath? Well. I can't
help thinking of them whenever
I see DJ Puff. Never mind.

The DJ (as he's known) originally started
out under the name of Little Puff (because he
was so small. I suppose). He was incredibly
cute, but those groovin', ravin' CodeMaster
chaps thought he wasn't hip and rad enough.
So they changed his name to DJ Puff, gave
him an interest in so-called 'popular music'
and sent him out on a new mission, designed
to appeal to the chillin' youngsters of today.

The idea is this. Captain Krip. a gorilla by
all accounts, has banned people from having
a good time. No, really. To
this end, he's confiscated " O h  n o !

canic island where they both live, and once
the MC DJ Puff gets his 'plattas' back, he is
set to run into the gorilla. You guessed it -
showdown time.

If we callously rip away the trendy hip-_
ness of this little fable, we find a platform
game lurking underneath. But before you say
-Oh no! There's a platform game lurking
underneath. I knew it!", let me just tell you

THINGS THAT CODEMASTERS
PROBABLY FWD TRENDY

1. Trainers with that strange disc sys-
tem instead of traditional laces, which
have been used effectively for thou-
sands of years.
2. Teenage Mutant Hero Turtles_
3. Alan 'Fluff' Freeman.
4. Deely boppers.
5. Nirvana. (Wait a m a  Nirvana are
trendy! -  Ed.)

that it
looks like
it's going
to be a
com-
pletely
storming
platform
game.

COMMODORE FORMAT June 1 9 9 2  - fires you up!

Take Puff him-
self, for example. He is
an incredibly excellent sprite. Were  talking
really cute here. In fact, someone has put in a
serious amount of thought to the sprites in
the whole game. Squint and you could be
looking at an Amiga screen.

The gameplay, too,
T h e r e ' s  a  l o o k s  like it's going to

Puff's record collection. p l a t f o r m  g a m e  l u r k -  b e  smooth, easy toInstead of buying some m a s t e r  and extremely
more. Puff immediately i n g  u n d e r n e a t h .  I  p l a y a b l e .  It's fast, but not
sets oft to collect them k n e w  i t ! "  t o o  fast. and DJ Puff flaps his little
again (thus breaking the law). w i n g s  as he flies around, making

His records are scattered all over the vol- h i m  even more controllable.
This doesn't mean that the game will be a

cinch. The baddies shoot back, they're tough
and they guard all the difficult platforms. So
they have to be taken out. How? Well shuffle
a little closer, wipe your nose and I'll tell you.

Being a dragon. Puff can breathe flames
at people. This tends to incinerate them
pretty effectively. He can also blast
boomerang-shaped firebolts which damage

them severely. He can (and this is the best
bit) collect extra weapons as well, such as
bombs. So we've got one mean dragon here.

What else? Oh yes, the music. You know
how some games have music that you simply
have to hum all day long? Well 0,1 Puff's
Volcanic Caper is like that. It's got a com-
pletely ace soundtrack, which you find

yourself bopping (as I believe the phrase is)•along to as you play. Why don't more game.
have excellent, addictive music anymore?

I know there's an entire regiment of
CodeMaster characters attacking us at the
moment, but how can we complain when

they're as good as DJ Puff? Look out for the
review in the next gold-plated copy of CF1

JAMES LEACH

Game
Publisher
Release
Price
Contact

DJ Puff's Volcanic Capers
CodeMasters
July
£3.99
0926 814 132
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Omer

Steady on, Trevor.  You' l l  wake  the baby!
What? You mean the baby is supposed to be
playing in goal for Sweden!

151 1:&531
w a t c h i n g  the ice-hockey

on Grandstand occa-
sionally is a real
high-point in my other-
wise sad and shallow

existence. The best matches are always
between Sweden and Canada. They just
degenerate into fighting, with the ref getting
crushed to death on the ice as the padded
gorillas whack each other with their sticks.

And this violent mayhem is coming to a
C64 near you! Even as we speak, those

Duck. Hobby!
non birds, its
slinking with
the dead.
swoops
majestically
from the._
sni •  d

One of the foul car-
breath
the flesh of

O P *  •

s t o p  sniggering. Nobby is a per-

fectly acceptable nickname, and
doesn't mean anything rude.
Aardvark, however, means toilet
in Spanish (fnnrk fnnrk).

Anyway, you must guide Nobby to his
promised land, amusingly called Antopia. The
joke here is that aardvarks eat ants, and in
Antopia our hero will find grilled ants,
fried ants, lightly buttered ants
and even ants-on-a-stick. Yum. m a t  Wh

Shark powers
majestically

through the cool
•te, ' .  its

As you wander along the
levels the idea is to look for
four parts of a time trans-
porter. This is your ticket to
Antopia. But as you search,
you also get to eat a lair few
ants. Instead of chasing those
individual workers that scurry
around carrying small dead things, —.."611111116000,•
you simply stick Nobby's head into an anthole s u r e
and watch him Hoover up all the little chaps.

Nobby is armed with an endless supply of
sticks to throw at baddies. He'll need them

Despite being born wi th  no neck,  Ernest
could score dangerously fast ice-hockey
goals wi th  the best of  them.

canny wee Geordies, Zeppelin, are slaving
away over their hot keyboards, getting Ice
Hockey into shape_

The idea is simple, as are all the best
ideas. Slide your way over the slippery, freez-
ing pitch to the opponent's goal, and shot-gun
the ball through the goalie's ribcage and into
the back of the net.

But trying to stop you from doing this is
the dratted enemy, They get in the way, try
and take the ball from you and, while they're
about it, try and smash your head in. Well,

because there are loads of other creatures
determined to stop him getting past. Vultures,
bears, snails and various unidentifiable ani-
mals all conspire against our cute hero.

Helping Nobby as he wanders around the
levels are such devices as a hot-air balloon, a
railway hand-cart and, er, some other things.
I'm not sure what. But I am certain about the

levels. There are eight of them in total,
ranging from the railroad through to

the sky level, Atlantis (where
have I heard that name
before?), Space and even
Ancient Greece,

The graphics and playa-
bility will simply knock you out.

Nobby looks just like a cartoon
character, especially Cyril out of

The Raccoons. And you have to
see the animation to believe it! Make

you check out the demo of Nobby next
month, and the lull review after that. It'll be
jolly good, we promise you!

JAMES LEACH

they don't hit you v e r s  • w e ' v e  seen of
the game, but let's hope that extreme vio-
lence is added in later.

There's a one-player and two-player
mode included, and the computer can be set
to amateur or professional. This makes a dif-
ference to how long you remain hospitalised
after the match.

It's 3D, it's fast and it's shaping up to be
an excellent game. If Zeppelin could only add
the essential unsporting aggro, we could be
looking at a corker the size of Shepton Mallet,

JAMES LEACH

Dr Gilbertson was delighted at  proof that his
light bluey-green ice could hold the weight
of an ice•hockey team.

Game
Publisher
Release
Price
Contact

Ice Hockey
Zeppelin
July
E3.99
091 385 7755

PJD tiff!"
,I1 !solor ItithoL(

A vulture sweeps from the majest ic
blue kingdom, Won-
bus cobal t  heavens,

be . . . I sn ip l  Ed)

110' 4 Ilit.410:,..gg l a *  110M-4 P I .  4  4
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OP m e

It's plain sailing for
Mr Aardvark in this
bit. He'l l  be okay if
he keeps his snout
down, though.

O P  OP P  O P  PO

Game
Publisher
Release
Price
Contact

Nobby The Aardvark
Thalamus
August
E10,99 (cass), E14.99 (di
0734 817 261

•
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ly CF scanner shows
ming games. The

nearer they get to the centre,
the closer to a ground zero
mega review they are. tt's chill-
ing, In a post-apocalyptic way...

WARNING!
SCANNta

BATMAN RETURNS
Konami

Everybody's favourite cape-wear-
ing, Gotham-based flying

mammal is on his
way. You read
it here
&sit

DE T H E  I N G E R

M'X
emort

RS 3
Pal

5 4  3

ARS
T & lams

E H  K E Y
Zeppel

STRE
US

BRI S  OF A C U L A
G. z o  Games

BAT A N  RETU
K a m i

WACKY WORL
Co

DR WHO
Attemativ

DIZZY
• A N D  THE

LOST TREASURE
OF THE YOLKFOLK
Codemasters

• Success  has egged the
Codies on to do yet

another Dizzy game, this
time with undeniable Indy

overtones. But will it be the
dog's knees?

COMMODORE FORMAT June 1992  • vaporizos your

T U N G

FIGHTER 2

FUZZBAL
Sys m i l l

re L O T U S  TUR
CHALLEN
System

MER I I I
Gemonwa

HOOK
Ocean

THE COO

BEAVERS
rends lam

NIGEL MANSE
Gremlin

NICK FALDO'S GOL
Grandstam

PARASOL STARS
ceen

OG TWINS
Empire

J P U F F S  VO

CodIrMasters

GRELL AND FEL
asters

ROLLING RONNY

NIMINGS
Ps o a f s

MEGA TWIN
US Gold

C A T U R E S  2
Thalam

1 2

NOBBY TH
AA RO V AR
Thalamus

PER DARYNA
Demon r e  A L I

LIVER
Grands

HAGAR

AIN DY
C.

THE POWER
Demonware S E Y M O U R ' S

DIZZY ANIPTHE LOST
REASURE OF TN

Code asters

LK HOG
BAN

COMM
Alternativ

0  WES
Cod s t e r s

E HOR B L E
MI De g n

HAGAR M E
HORRIBLE
DUI Design
He's a Viking, he's horri-
ble and, er, he's called
Hagar. You've seen his
hilarious antics in the
papers, but soon you will be
able to play the equally hilari-
ous game on your trusty 64.

MC D S
irgin

MO
Master

RTS
Dome

S I I I
agewo s

KY O L
Code e s t e

HULK HOGAN • SUB A N  COMMANDO
Alternative

Not only is he huge, but he claims to have the
largest arms in the world. This may be doubt-
ful, but what is clear is that Hulk Hogan is
going to try and fit himself into your 64 soon.

MC KIDS
Virgin

Respect! The Kids
are into ilfcDonalds

food, big baseball
caps and huge

trainers



Summer is nearly upon us. The evenings are
light, the birds are tweeting, and a soft glow
is cast from the nuclear power-stations
across the land. Predictably, the CF crew's
thoughts turn to anything but work. So what
will they spend their summer holidays doing?

TRENTON WEBB
A keen scuba diver, Trent

told us, "I'm off to the
Med for a spot of sub-
aqua japery. There's a
gorgeous bay in the
warm waters around
Malta with its own out-
flow pipe. You just
submerge near it and

watch as the contents of
Valletta's toilets float gently past. It's amazing
what they flush away, those Maltese."

JAMES LEACH
i t ' s  got to be Antarctica. I

heard that global
warming has made this
a very hot and sunny
undiscovered paradise

And they're holding the
Olympics there, too.
The flights aren't very

regular, but I couldn't
believe how cheap they

were. I can't wait to watch the Games and
soak up the sunr

ROGER FRAMES
"Bah! Mum's making me

spend all summer hols
in the bathroom. I
haven't been in there

since I was three. I told
her I was allergic to

soap and water and she
foolishly believed me.
But after watching a
Horizon programme about

it, she now knows I was lying all along. Rats. I
seem to have been foiled again!"

ANDY ROBERTS
Andy's mum told us he was

off on a fact-finding
tour of Russian
nuclear power-sta-

tions. "I told him to be
careful." she said,
"he's to wear a thick
cardy at all times. We

don't want him getting
any germs. Oh, and he's to

bring back a glowing lump of plutonium to put
beside his bed to use as a nightlight."

OLLIE ALDER'TON
"Hooray," said 011ie, "I'm off

on a Club 18-30 holi-
day to Spain. I'm really
interested in 19th
Century Spanish his-

tory. and 1830 was a
fascinating year. There
was a revolution, two riots

, a n d  a food shortage. I ts
' go i ng  to be a real historical

and cultural feast. I only hope it won't be
spoiled by any British tourists!"

USA NICHOLLS
-I'm off to Barbados. I go

every year cos I've got
a small villa there. I
have my own private

beach, a jetski and a
Ferrari F40 as a run-

about. Hmm. This year I
think  I'll take Jason
Priestley (Out of Beverly

Hills 90210). Luke as well.
if he wants." The sad thing is, readers, Lisa
actually does have all these things.

CATHY PARN HAM
-I'm going to see the

entire works of
Shakespeare per-

formed at
Stratford-upon-Avon. In
fact, I'm starring in most
of them. I'm playing
Hamlet (the mild cigar) in

A Midsummer Night's
Tempest. I only hope I can

remember all my lines. I've got to learn 1.4
million of them before the end of June."

STEVE JARRATT
"I'm following James to

Antarctica. I'm amazed
he believed all that rub-
bish I told him about it
being really hot and

sunny. And he really
thinks the Olympics are
being held there! I want to
see the look on his face

when he gets off the plane
wearing shades and Bermuda shorts and the
-40 snowstorm hits him!"

BitsffnlBobs
Commodore Formats review system is as
simple as can be. There's none of that
tricky hard—to—follow nonsense here. Each
review is packed with as much information
as you'l l  need to decide if a game is for
you, and it will help you get started playing.

At the end, you'll find a straightfor-
ward ratings

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

strong 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 featuring this sym-
bol, it means It's rated more than 90 per
cent, so i t s  an 'official' corker and could
well be worth a good look.

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:

FACE —Number of players,
The more heads, the more
people can play.

KEYBOARD /  JOYSTICK
A bit obvious really. It

signifies the control
mechanisms.

M O U N TA I N S  — If you can see a
mountain, it means there are
diff iculty levels.

OCTOPUS — Multiload, the
game is in bits If the octopus
appears (tape users beware).

d r i l o o  GOALIE'S SHIRT—This

means there's a save option
available (groan).

BLOCKS — You can prove to all
your friends how good you
are at a game by using a hi-
score table.

PAW S  — Yes, we're afraid
that really is what it means.

There's a pause mode.

HOLIDAY FORMAT - June 1 9 9 2



It 's made of
gold, it 's expensive

and it's vital  to the plot.
Other than that .  I  haven't  got a

clue what  it  is.

he first thing you get to see when
you load up Indy IV is a sort of car-
toon strip. Nine frames of arty pics.
which combine to give you the
background to the game. I ts  a neat

movie-ish idea, that's for sure. What has hap-
pened before you join our plucky heroes is
pretty straightforward, and is actually nothing
like the silliness printed at the bottom of these
pages. I made all that up.

-IA4r-
Harrison Ford doesn't
need the money, so he's not mak- 1""lat.--li
ing Indy IV. LucasFilm and US Gold

certainly wouldn't mind the money, so they've
gone ahead with the game as if it were a mega film-licence. But

our soft-hatted, dewy-eyed James Leach is forced to ask, "Is it as
good as a really good thing?"

Orichalcurn. That's what Indy IV is
all about. Orichalcum is a precious

metal that glows in the dark, or some-
thing. I t s  also incredibly dangerous, and if
you've got steady hands, you could probably
make a massive bomb out of it and an old
baked bean can.

The other point you need to know is that
the year is 1939 (just before the War, though)
and every location is crawling with Nazis.
Traditionally, Nazis have always been inter-
ested in blowing things up, so when they
heard about the Orichalcum, they came tool-
ing over like eager, hyperactive bees round a
particularly luscious honeypot.

Of course, the Nazis
nick the Orichalcum.
They also pinch a little
statue thing that happens
to be sitting around. Then
they all disappear off to
Atlantis in a cloud of dust
and evil German cackling.

It's left to Indy and his latest
chum, Sophia Hapgood, to sort the
whole thing out. Luckily. Sophia is an

expert on Orichalcum (despite being a
weedy girl - Roger). So it's your

privilege to control both
Sophia and

Indy in their

COMMODORE FORMAT June 1 9 9 2  - Your secret is safe with us...

to one of the four possible
directions you want to go.
then push forwards on
the joystick. Sounds sim-
ple, but it actually takes

some getting used to. For
ages I found myself tugging

the joystick in the direction I
wanted to move, rather than

turning the person to face that direc-
tion by moving the joystick sideways, then

walking forwards (if you see what I mean).
In fact, I still think that the movement is a

bit awkward. It's dead annoying when a Nazi
comes up to you and picks a fight, because
you can't just turn away (the computer won't
let you while you're in the middle of some

14P1:1Ati

Ooca a n y ,  subtle
cluesl ippear  when

you're doing
well.

quest for Atlantis. You do this c o m b a t ) .  So if you'd rather run
by swapping between them at a w a y  than stand and fight,
intervals. The person you're y o u ' v e  got to waggle the stick
not controlling seems to b a c k  and forth like mad to get
freeze and cannot be harmed f r e e  of the evil German menace.

in the meantime. A p a r t  from this, the 3D
movement works fairly well.

although when you walk to the edge
of the screen. you have to wait a

t o  b e  p a c k e d  few seconds before a new bit isdrawn on. The same

00d chocolurn stacks, evil NOi.' thing happens when,  O h

Everything in the s ' V  g o i n g  up and down stairs. It's
game is viewed from a 3D perspective. To o n l y  to be expected, though, from something
move around, you simply rotate the character t h i s  complex.

pch level se
with 0 jects

Sophia Hapgood's office. Well ,  not so much an
office as an under-stairs cupboard where  the
Hoover and at tachments  live. Sitting there in
darkness (no lightbulb, you see), Sophia can
hear sinister footsteps approaching...

imsem

"11

-

I M I E P

mix, • 4,‘
It's Indy Jones. And he's brought his prize clobber
- a marble  the l ike of which Sophia has never
seen. I t  doubles up as a bowling ball as  well ."
Indy explains. He's also brought a  l itt le statue
which fell into his Cornflakes tha t  very morning.

Aom

•• 1 PIPSA
'

• •••• f

Just then, Indy's bearded twin brother Cindy
bursts in and pinches the statue.  Because it's
dark land they're snogging or something), Indy
and Sophia don't notice this blatant  theft.  Cinch
rushes out wi th  the statue under his arm.
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There are nine levels in total (so were
talking about a major multi-load here). The
Casino is the first level. Here you wander
around and get hassled by lots of Nazis (as
well as trying to play roulette and find the
odd clue. Bit difficult, this, so we'll skip
over it). The Naval Base is next. In
an ideal world, you should be look-
ing for a large grey submarine-type

Inside the sub,
right. Indy must

find a  cunningly-con.
cealed bomb. I f  he
can't, he'll  have to
swim to Atlantis.

Left. I t s  a very pretty
island, Mr Jones, but is
it the one wi th  the Nazi
hiding-place under it?
The only way  to find
out is to go there and
have a jolly good rootle
around. I I  some nasty
men come out and start
shooting, it 's Atlantis

all right.

Well, actually, there isn't much truth about Atlantis. It's all a big
myth. But it's an interesting one. The most common idea is that
somewhere in the mid Atlantic, there was an island which had a
beautiful city on it. This city was a cross between gorgeous,
golden Bath and High Wycombe. Its citizens were prosperous and
happy (except in summer, when large groups of French people

invaded it. They all babbled loudly in the streets, crammed into pub-
lic telephone kiosks and wore green corduroys and
brightly-coloured luminous rucksacks).

Legend has it that either a large meteorite hit the city, or a vol-
cano suddenly rose Out of the sea and burped lava all over it. Either
way, within seconds. Atlantis was transformed into something that

looked like Port Talbot.
Minutes later, the remains of this mess sank

into the sea, and an entire culture was lost. Also
missing were 300 French kids and their teacher (who
wore John Lennon glasses and had a really big
Adam's apple)
No one knows the truth behind the legend, but to this

day, ships sailing round the Bermuda Triangle occasionally spot
luminous rucksacks and weird espadrilles drifting to the surface

Perhaps these prove the existence of the lost city of Atlantis..

THE TRUTH
ATLANTIS

1:11:1121D'A

object here, but there are so many distrac-
tions and Nazis around that, unfortunately, II
doesn't always work out that way.

Once you're on the sub,
you've got to find a bomb.

Tsk. It never rains but it blim-
min' well pours. eh readers?

Okay, so you've found the bomb,
disabled it and are chugging gently out

's
ndy
indy

Cindy's Mend,  Peter,  also bursts in. He's got a
gun but doesn't know how to u s .  it properly, so
he thumps Indy on the bonce wi th  it.
Meanwhile, Cindy revs up the evil Nazi  bubble.
car outside, ready for a quick ge taway.

I
•

On the way  out, Peter  waggles the Cornflaks
giveaway toy in Sophia's face.  This tr iggers her
latent fear of voles, and she has a  quick panic
attack.  She leaves the cupboard and hurries off
to Boots for some special  ointment.

41'1A,P1
.•••

Allitith,•

Meanwhi le ,  the bruised Indy dreams of Atlantis,
the myst ical  sof tware  house responsible for
Zoomerang and Moontorc• He  knows his des-
tiny is to go there (and see what  they've
currently got in development) .



to some rather pretty islands
on the distant horizon.
You've got to choose the
right island though. else
you'll just be wandering
around wasting time.

And, as if by magic, you
reach Atlantis. As you might
expect, Atlantis is the final
level. Lots to see and do
here as you fight (yes more)
evil Nazis. You've got a
nasty time limit to beat as
well. The seconds are count-
ing down dramatically
towards the ultimate final

Game Indiana Jones and
the Fate of Atlantis

Publisher US Gold
Cassette E16.99
Disk £11.99
Release Out now
Contact 021 825 3388

destruction of Atlantis_ So. S o p h i a  fights her w
er, get out as quickly as you v e r y  interested in g
can. That would seem to be

the best move. I z r a p h i c s
Indy and e i r i b l e

Atlantis is not a small
game. That much is
pretty obvious. Each
level seems to be
packed with objects,
obstacles. evil Nazis
and chocolate. It
appears that old
Indy has a bit of a
sweet tooth. He
thrives on chocolate.
In fact, the chocolate
he eats helps restore
his ailing health and rot
his teeth, because when he's
been fighting evil Nazis, his health
bar gets depleted (owing to their punches,
kicks and thumps). So a large block of
Galaxy or Milky Way gets him right back up
to full strength.

Obviously, you need to collect other tools
to help get through each level.

Guns, Orichalcum and other
- bits must

be found

ay through the casino. No  one here seems
ambling or having fun, though. Strange.

before you can get any further. Many are
e obvious, only because they're huge

the Fate of lodY c'oze8 e r l  impressiveltemswhich
don't

t y o c c u r  anywhere else on thelevel. So there's a lot of
incredibly fiendish puzzling, as well

as some not-quite-so-fiendish
exploring to do.

The graphics are very
impressive. Indy IV oozes quality
as you might expect from a

LucasFilm production. I mean
they're not exactly known for

skimping on things, are they?).
Anyway, you can view the 3D from

various points, like Ant Attack on last
month's cover cassette, and everything

seems to be finished with a high gloss. Even
alter playing for ages. I still don't like that
movement system, though.

Everything is pretty fast, as well. There is
the odd delay when you swap screens, and
there's a fair bit of disk/cassette accessing
too. But it's the sort of game that has to load

quati

Pd l ike a return t icket
Bromley. please,

..0kon smoking, of
course. Oh, and a

l o l o ,  handgun aswell, i f  you've
got one.

COMMODORE FORMAT June1992BC o l d e r  than you think.

tons of stuff in, so  you can forgive it (espe-
cially if you're young and can afford loads of
time to sit and wait for your 64 to munge
away at its data).

Overall, Indy IV isn't quite worth a Corker.
It's a bit too tough and daunting. You can
easily get lost, and half the time it's difficult to
know where you're supposed to be heading.
Combine this with the icky movement system
(which requires you to have a decent joystick,
in my opinion), and you are talking frustration
on a pretty large level. But persevere, and it
improves as you get the hang of it.
There's a lot to see and do, and
once you get into the swing, it's as
big and exciting as the films
themselves are

JAAIES LEACH

THE DOWNERS...
•  Rather finicky movement system
•  A lot of mulh-loading and computer
processing time slows thongs up.

•  Well thought-out 3 0  system.
•  The levels are big and great
fun to explore.

Having both Sophie and
Indy under your control is a
challenge, and a lot of fun.
•  Excel lent  Intro sequence
really gives you the Indy
flavour, and sets the plot.
•  You can swap the 'ea
angle to see what 's  going on
more clearly.
•  The other characters c h a s e
you, rather  then follow a pre-
programmed path.
•  There's a fair  bit of puzzling
to do as wel l .

...AND THE UPPERS

POWER RATING

Atlantis Software,  High Wycombo. The evil
Professor Rufus Plook is bard at  work on a  rev-
olutionary fold-away tennis court. Ho prefers it
to working in a normal office.

Indy and Sophia
are gett ing

' t  w a r m .  This could
be the  secret
entrance to the
fabled city of
Atlantis! Or it
! l igh t  not be.

0111100000

I
I 07.

Peter and Cindy have the Cornflake toy valued
on the Antiques Roadshow (Sunday, 5 .50pm,
[ 'EMI , .  Hugh Scully is f labbergasted a t  the ink+.
cate Pre-Raphaelite injection-moulding.

They discover that  if you press its ear.  it emits
a squeaking sound. "It sounds l ike a small
mammal .  A stoat ,  possibly." Hugh murmurs.
He's not far wrong; i t s  a soko's mating cal l . -
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L.  2 0 0 A b  H A R D  M K  R a t  AIAC 0220
E 3 9 9  E4991

1NEW! MTV DRIVE1
AEA ADD-ON1
FOR A503 & AMC)

Commodore has released Iher new COTv times tor Me Amiga NM and EDO
computers Simply pkg the drive on* your Amiga y o u  Klee the perm, lo-
•  USE THE SUCCESSFUL RANGE Of CDTV SOFTWARE A YRat array or

tines are available now and more are being released all me lime With the
CO's aridity to retrieve 5404113 GI data I:D'oEd SIC 'VOW ADM DISITS't
The ideal media Tot streenire T IMM around ententarevetre mute,
education, reference are mute more'

•  PLAT NORMAL AUDIO CaL The non quality CD Player 1,8 a over
sampargi outputs •0010 OUARy that is equal to the test lop end CO Flavor
arraltsble today The Cori Lr,rim ;iv% you Ike ability to prouram the CD
PROT on-screen it sews ranter piay, pm-set play order artl much more.

•  KAT AND SEE CD•O CDs. Not only do you get t ip quality audio bin
Coto iCon-pact Disk • Graphos) prockces yaDdie9 CO e e n  melee me
brad, is playrig. These graphcs are usually based on One Name el ale
track or can be the tynca of It* wog

iLSAI CDT. 01,A
ATTOO doarlan d dE299
PI

m k s c t  K IS .1  1,1
ma TRAIN.. a  R A H , *E3419

pitr c r m  rod.

MOO CDT'. Dr,v
W M . )  OLOorlipt z  onE299

t e l

[ SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland.
•  TECHNICAL SUPPORT HELPLJNE: Team of technical experts at your service.
•  PRICE MATCH! We normally malch competitors on a -Same pooduct • Same pace' basis
•  ESTABLISHED 12 YEARS: Proven track record in professional computer sales.
•  BUSINESS E D U C AT I O N  G O V E R N M E N T:  Volume OiscoLfus a,a4abee 0$1 -30g cos&
•  SHOWROOMS: DLI1,011911990C1 and training facilities at our London S i d c u p  branches,
•  THE FULL STOCK RANGE All of your requirements tram one supplier.
•  FREE CATALOGUES: Will be mailed to you with otters and softwartCpunpheral detaits
•  PAYMENT: By cash, cheque and all major credit cards.
Before you decide when to buy your new Amiga computer. we suggest you think very carefully about
WHERE you buy it Consider what it wet be like a few months atter During your Amiga, when you may
require adill•Onal PeriPherrilS Or Software. Or help and advice wrlh your new purchase Arad win the
company yC...1 buy irom contact you with delaris 01 new products' Al Silica Systems we ensure that you
will have noting to worry about We have been established for over 12 years ard, with our unrivalled
toperience and eXpereSe. we can now CABM to meet cur cuslomers' requirerneflts with an
understanding which is second to none. But Mel  lust lake our word for it Complete and return the
cohpon row fry our rarest Free literature arid begin to eaperionce the SiI,ca SyStems SefvCe-

MAIL ORDER HOTLINE

081-309 1111

ALL PRICES INCLUDE VAT • DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND

SILICA
SYSTEMS

MAIL ORDER: 1 - 4  The Mews. Hatherley Rd. Sidcup Kent DA14
0--le, Lines Open Men-Sei 9 00erri4 OCt., N o  Nil, NOM CoTeTno

LONDON SHOP: 5 2  Tottenham Court Road, London, W1P
Coo,. n 9 Hoc," N o n - S a l  9  30orn-IS CDpo N o  Iale R O I  OPTroNt

LONDON SHOP: S e l f r i d g e s  osi rizur, Oxford Street, London, W1A
0 , - 5 , 5  Hoord k e e n • S a i  9  Neer-ED:Om L a i n  l'Adal THXSCIto dMIT e d ,

SIOCUP SHOP: 1 - 4  The Mews. Haterley Rd, Sidcup. Kern, DA14
OL-or'o'v HOhas l ' A d r - S a l  9  00H,-5.Xham U N  hagtv E t a * ,  ,,,e1 2 , , , ,

4DX Tel: 381-309 1111
Fan p40 9 2 .  -30e doad

°BA Tut 81/1-510 4030
Fez No ( I71 -32j a r T

1 AB Tel: 071-629 1234
I  slanhor '

4°X Tel: II81-302 8311
A X hiel 061.309 no17

1 7 0- Silica Systems, CMFOR-0692-80, 1-4 The Mews, Hatherley Rd, Sidcup,Kent DAM 4D7)
PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE

Mc•harsi•MissiMs:

Address:

P o s t c o d e

Tel (Home):   T e l  (Work):

Company Name id aP011ea040)•

LVtech  computer(s). it any.

Initials-  S u r n a m e :

do you own?

ShOE Advanded of...sand Tonal...add net  change P l a n o  moan the m g . ,  lot ale mem momultan.
IMME011

1
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If Prince Clumsy has you held to Ransom, or
you're in a jam, then write to Andy Roberts at:
Dear Gamebusters, Commodore Format, 30
Monmouth Street, Bath, Avon, BA I 213141.
RANSOM
(GAC Cover Game)
If you found this nifty game lurking on Side B
of the Graphic Adventure Creator cassette,
then you might like the full solution supplied
by Ms K. J. Pratt and Daniel Jocelyn...
Get LAMP, light it, East. South, get RAT,
North, East, East, examine TREE, get KEY,
West, West. South, unlock DOOR, East, drop
KEY, get GOLD, West, North, West. and
you've completed the game - easy,

PRINCE CLUMSY
(Codemasters)
If you fancy racing through this neat arcade
adventure, here's the solution. Unfortunately,
the reader forgot to include hislher name and
address. So let us know who you are.

From start screen, go right, jump on mov-
ing bricks, right again, fall into water on to
first block, jump on third block, then jump
right on to bottom block. Go right (avoid can-
nonball), right again and collect treasure
chest for extra points. Jump right into next
screen, right again and through door.

Next screen, jump left and collect key. Go
back through door, go left, left, left, left, jump
up blocks, right, right. Use key to open draw-
bridge (walk up to it), go right, up, right, and
up branches of tree until you reach doorway.
Go through doorway, left, fall down on to next
ledge, then fall all the way down (moving right
as you descend) and collect key. Go on to
moving block, then jump on to next yellow
ledge when you reach the top. Keep jumping
left to arrive back at screen with doorway, go
through it, go right, right, and collect food.

Drop down on to next branch and collect
axe, then fall down and collect treasure
chest. Go right into next screen, right, lump
river, collect chest, right, collect food, right,
right, right, use key, right, enter door, collect
shield (for invincibility), right, right, go through
door, collect dagger, jump left on to table,
then go left and fall down. Collect food and
key, go right, right, through door, lef t  left,
through door, right, use key, right, collect
food, jump on to roof, right, jump on to next
roof (on next screen), down, collect food.
right, right on to bridge, right, jump bridges on
COMMODORE FORMAT June 1 9 9 2  -

to moving brick, jump right off brick on to
bridge, then fall down on to next bridge. Jump
on to moving blocks, then on next bridge.

Go right into next screen, right, right, right
(into screen with castle walls), keep moving
right and collect key. Go left, jump up castle
walls, and enter doorway. Go left, use key,
left, left, jump up through door, right, right,
jump on to moving block, then off on to sec-
ond block when you reach top. Jump left on
to yellow wall, enter doorway. right, right, up

holds you to ransom!

white blocks into next screen, through door,
left, through door. Go up white blocks to next
screen (castle ramparts), l e t  on to roof,
stand on left-hand edge of root_ Jump left,
collect weapon, fall down, right, right. Go to
doorway at top of castle steps.

Enter doorway, left, left, up through dopr
on to castle wall, right, and on to moving
block as before. Go left, on to yellow wall,
left, through door, right, right, up white blocks,
through door, left, left, through door, up white
blocks, right, on to ramparts, right, get key.

Jump up pressing fire to warp to top of
castle wall, right, move down slightly on to
lower wall, right, jump gap, jump right into
next screen, on to roof, fall down on to small
brick, lef t  use key, then walk left to free
damsel in distress and complete the game!

"Stuck! Stuck! Stuck! On every game my seven year old son possesses_ What exec
are you supposed to type into the computer to enable the 'POKES' to succeed?

"I have read that you can type
them into the computer, then SAVE
it, RUN it, etc, but I don't know
how. Please could you send me
exact details of what to do as it will make
my life a lot easier."
Mrs M Cleves, Liverpool.

There are three types of POKES: Reset; Action Replay (or cartridge); and l t
seems to be the 'listings you are stuck on, On the Framebusters page, for example, the
Sheep in Space listing (Powerpack 19) is for infinite lives and shields, This is what you do::

1. Turn on the C64, and
have the Powerpack and a
blank cassette ready.
2. Now type the listing into
 the computer exactly as

pkrinted in the magazine
(pressing RETURN at the
end of each program line).
Line 1 will probably spill
over on to another line - this
is fine, just press return at
the end of the line as normal.

u

• .  When you have finished typing in the list-
, put your blank cassette in the tape
order and type SAVESHEEP",1,1 fol-

wed by return. You don't have to call it
, beep' - you can specify any name you

ish, up to a maximum of 16 letters.
_ . When the program has finished saving,
• pe RUN, followed by return. If all is well

should be able to choose infinite lives/
ields, and then the message 'PRESS

. A Y  ON TAPE' should appear. Simply
insert the rewound Powerpack and press
play on the tape recorder - the game will -

SOrtfl PEAT BY IIINTIN FOON
FOR MIS TO 554:READY:C=CO:POKX,V:XI

' I F  C04431 THEN PRINT"DATA ERROR"IND
INPUTINFINITE SHEEP V/11";AS:IF AS="44"

THEN POKE 548,173
INPUTINFINITE SHIELDS V/11"1$•IF il1e

'THEM POKE 542,173
POKE157,128:SVS5iS

8 DATA 832,086,245,10,811,141,207,803
1 DATA 206,208,003,896,872,A77,088,188
2 DATA 082,141,113,008,076,238,803,169

A DATA 206362,286,141,106,133,142,21K
:4 DATA 131,142,052,132,876,027,008

load automatically with
the specified cheats.
5. If the message
DATA ERROR'
appears, however,
recheck all the DATA,
statements for any
errors. Any other error
message means that
you have incorrectly
typed one of the line

Switch the computer off then on again,
reload the listing using LOAD-SHEEP',1,1
(NOT shift/run-stop) and recheck the pro- A . •
gram. Re-SAVE the listing when you've 1 1
corrected it!
6. If all else fails, compare your program
with the picture illustrated - this is EXACTL
what you should see on screen. If a listing
works but fails to load the game properly,
you may be using the POKE on a different.;
version of the game. For example, the
Sheep in Space listing POKE is unlikely to i
work on the original Llamasoft version

A l g r a s e d  in 1886.
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64 MEL PRKE O t i s
3 0 Construction 10t _ 1 7  99 17
Aden Storm 8 . 9 9  .11
Alen World • N e w  6.99 6
Brae Corrrrend. • •  N i A  .11
Sires Brothers _  • . 7 . 9 2  10
C0i3S913 Bridge 4 8 . 9 9 .  10
Cricket Captain (D&H) . 7  99 • •••
Curie of Azure Bonds 1 7

Dalter). Dtible Norse
..... •.. ... 7 9 9 _  •

Dcuble Dragon . . . .
ENAta

bac . . . . . .  B  99 10

Eng light • _  ..........8 99_ 1 1.
Fun School 3 (103). ..... 9 9 . •  12

5Ch301 3 (5-7)• . 9  99_ 12
Fin School 3 (7.). 9  99_12.
FLr School 4 (Under 5) 8.99...11.
ftri School 4 . . . . .  199_11.
TU0 School 4 (7.)______8,99. 11.
Geteway Frontier ....... N iA.  17.
Grand Ph* (t) &
deo Quest Drat' 9 9  N /
-ler° Coca Data Deli
Wechbd ....................5.99... 7

Hudson Plema 7  99 _10

M r  Lint Europe__ ..... _..8.99 ,11.99
Bornbeck

racnopOer Dertme  7 1 9  • __NdA
Moctifeal
Mutt' Perer Soccer
Manager • ••• .......... . N A

sleverending Stow 2  7•99_10.99
'tort, end Saran •  8•99 • N A
Outnai Eit004) - 8 . 9 9 - 1 1  99
Om The Net • •  New 7.99_1099
Pit lighter •
Poetworth • • N e w  6.99 6 9 9
PP Harmer • N e w  7.99 _10.99
RAI 2 7 . 9 9  _1099
Rdorn Smith's
Internatioral Cricket • _  .7.99 • ....rWA
Wand B 9 9 - 1 1 9 9
tioncon •  7.99...10.99

4:keny 9eld Cup •  7.99 .10.99
•r• •ri-Ne, monopoly

13 59
Dicer 8 . 9 9 _  11.99

NIA_ 13 99
Srenons . . .  . .   7  99.. 10 99
Smash ............ 7  99...10.99
SOace . .  „New 7 99 1099 GriWn C o b l i n s  • _ •  . . 2  99
Stealth ROter ................10.99 -13 99
9ratego . . . •  ......... •••• ••• 59? 7 9 9
SLcer Space empires_ _799_1099

laminator 2
Irma Resuot . 1 0 . 9 9 • 1 3 9 9

Ultima 6.
world Cana RION
WWI Wreglemane

CIA 64 CARTRIDGE

Clare bi O. 9
Newy Seals
Pare •
koboccp 2

K
BUDGET
2 I M  Soccer Squad
9 Nem Super League
Soccer

.)0 Stodt Crt 2 • 3 • 9 9
MOO SOCrT
:.•50cce3 Boss etc) •  ........2.99

4 most Warione
Ann), Moves 19 etc) . 3 . 9 9
• 943, Streettrghter &

0,PB •  •  •
Ace 1
Actkon Fighter_

Arbome Range', _ •
Altered Beast
Amenr_an 30 Pool
Nicanord I cc 2.

AlGic Do3BYIDO39y
Daddy

Aase DoggylDoggy
Daddy (desk) •

EarBer Rxer

OFTWARE CITY
I S U n i t  4, 13.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304Call us on: 24 Hour Credit Card Hotline 0902 25304

Olsk Barcena° 9 9
99 Barbarian 2 3 . 9 9
.99 Barren The Coped( r  9 9
.99 Batmen The mowe_ 3 9 9
.99 Seactelead 1 & 2 & Raid
.99 Moscow .
99 Rift N e w  3 99

EligNose Nnerican
99 Ar:Mtreuie  3 9 9

BloixMooey 3 . 9 9
BoWeigh  3 . 9 9

kliA Boxing %avatar ...... .. 3.99
3 99

BkrOble Dizzy._ ............ 3 . 9 9  Professorial . . . . . . .  3.99

99C_Ps Elephant Antics- •  • •• 3 99 Carrel?* Arirrereue

_99 California darni •  •  3 99 Ouattro rarloCan
ChamponShp Golf. 3 . 9 9  ( l i t t l e  Puff etc )...• ,  3 99

99 CharkOronshro %alma ing... ..... -399 Corrigan Con Ops
Ch,ase H•C? 3 . 9 9  (1-011 kozi etc.).

99 Chicke Egg 1 or 2 - 3 . 9 9  Question of Sport 2 . 9 999
99 Colossus Chess 4 3  99 R-Tme . . . . . . . . . . . . . . . . . . . . . 3.99.

ColossuS Okess 4 (Disk) . . 4 . 9 9  Rainbow Islands 3  99
99 Commando 1 _ 9 9  Rick Dengetcsa . . . . . . . . . 3.9.9
A Con l  Circus A  3 • 9 9  Roadbleisters . 2  99'

County Cricket 3  99 Road Rureer Wile Comte 3  99
99 Cricket Captain  3 , 9 9  Rotocop
99 Cup Football • .  ,  .  „ .......  3 .99  Rock Star Neat). Hamster_ 3  99

Daley Thorrpsn's Decathlon. .3 99 Rugby Coach (DB bp 3 9 9
6 9? 6  99 Dale). b9•m695•9fi

NiA_ 1799
_399_ 10.99

B99 10.99

De ta • . .  3  99
Derestating Blow Soong .......3 9 9
Double Dragon 1 or 2 •.. •  3 99

Edcl The Duck ,  •  3.99
EMpire Sokes Be& .................399

F.16 Comte Pilot  3 . 9 9
116 Combat Nor (olak)•••••••-., 399
Fantasy groriol Drazy., 3 9 9
Ferran Formula One•. ...... •  •3

.2•99
Fierier Sam ......................3 9 9
lest Past The Post  3 9 . 9
Football Champions. • •  3  9?
Football Direotce _  • 3 • 9 9
Footballer ol the Yea( 2 _ 3 9 9
Fruit Machete Sim 2_ . 3  W
Galdragons Donee', . 2 • 9 9
Grimes Summer Ecirtion. •  • .3 99
Games Welter Edition. . . . . _ 3 • 9 9
Gary lindicrs . 3  99
Gaif l iet l&2s.
Deeper Dungeora.

Gemini Wing
Ghostbusters.

ulo.iIs and Ghosts 3 • 9 9
Golden Ave N e w  3.99
Gralean Gooch (noise. .  .2.99
Gro Iron 2. _ 2 9 9

359
• • •

keTce5 Of The Lance _ 3 . 9 9

larrrt TOT 190ri . . . . . N e w  3.99
Hunt RI Red October
(Dtsk) N e w  3.99

Hyper Spores 3 . 9 9
IK. . 3  9914 99

_1499  w a m o r s .  2 , 9 9
• • 14 99 extent  Jones lest Crusade 3 9 . 9

14 9? International Manager_ . 3  99
14 99 international Niro!! Rabbits . . . . .3 9 9

Intematoonal Soccer. -  • 3  99Italia 1970. •  N e w  3•99
...... _3.99 Jimmy's Soccer

399 Peonage . 3 • 9 9• - 5.ye rocky Wilsons Compendium
t S . . . . . . . . . . . . . . . . . . . . . . . . . . . 3.99

Kenny Dalglitir Soccer
. 299

Kick Bovins 9 9
Kick Off,  _ 3 . 9 9

st Ninl e a  2_

399 Magcland Dizzy_ ••• ...... • • • •3 99
. 2.99 Marl. . N e W  3.93
3 99 Man. (kit (Disk) _ ••••••___New 5 99
399Man ic  miner

.14,9,w 3.99 The match
....... .3.99 Matchdery 2 3  99

3.99 Modnight limattoce N e w  3.99
...3.99 M i n  Office - 2 . 9 9
.3.99 Morey Frehon . N e w  3.99

Nicormeilker 3.99
New 399 motorcice SOO 3  9?

murrtry Mouse
New 5.99 Super  Coo. •  New 39.9

399 N e w  moves N e w  3 99

MULTIMIX 5
New 2-0-01md RON - .. .  .. • • -- , 3 99 k t k r t o n  re tak adore Nom 2 &AdVermadea Pao* Cu. 914
Nifya Wericc. 3  99
Cn The lien& .........,. . . 3 . 9 9
Operation Thunderbolt 3 . 9 9
Operation Wolf 3 . 9 9

3.99
Raperboy . . . . . . . . . . . . . . . . . . . .2 .99
Pegasus Bridge
(war game) N e w  3 9?

Pestop 2, .. _ .
Pcceye 2 2  99
Postman Pat 1 or 2 _ ........ ..... 2.99

3.99 Sowoy Doer anti Screcroy Doo_.•3.99
. ... .

Shadow Warriors N e w  3.99
Shirobi . .  3 99

399
91006,,Srlielgoanmenecxnien.. I •• 3 99
Soccer 7 3 9 9
Soccer Match  3 . 9 9
Soccer Pinball . .  .  .  .. , ,  3  99
Soccer tvals .  .  .  „ .  .3.99
Soccer St .  3  99
Space HaMer 2 399
Spam in Transylveria  3 9 9
Spy Who Loved Me .. .. . . .  _ 3 99
ST. ccaeon .. . N e w  3 99
Stew N e w  3.99
Stew Davis Snociar. • 2  99

 1.99
Striker . 3 . 9 9
Strike ManaBer. ... .. . .  • .  • 3  99
Stnp Poker 1 or 2. .  . .  Tog
Stunt Car Racer ................39.9.
Summer Games. . 2  99
Super e.•,:ngtor Soccer. .  .. _ __ 3 99

.... . .. 4.99 Super Off Road Racer. • New 399
. 3 9.9 Super Serletif. •  •  New 3.99

• ... ..3 9r? Switottlede •  . •• . . .  .  • 3.99
Tai Chi Toaorse •  • •  . 3.99

Technocop...._. ..... •• 399
Thomas The Tank Engine 2 . 9 9
Titeenc Ellinky ......................3 9 9
Traolouit Manager. •  •  • • 2 99

lrepdocr Treasure island Etrzy- 3.99
Treble °lampoons. _ •  _ 3 . 9 9

Turrican 3 . 9 9
Tusicer . 3 . 9 9
Ultimate Golf 4 . 9 9

VI/  _ N e w  4 cc
W0C1cy Races
Wacicy RiKeS (Disk). ____New 5.90

Wzball . . . . . . . . . . . . . . . 3.99

wcyto Class teaderboard,
leaderboard & Tournament 4 . 9 9

x-cut 3  99
3.99

Yogi And The Greed Monster _2.99
Yogi Bees Great Escape . 2 . 9 9

BACK CATALOGUE
Ckterwund
Dan Dare 3. - N e w  3 99
Denman . . . .  •... __New 3 19
E Hughes Int. Soccer (ries) •  3 99
E. Hughes int Soccer (disk)
Caariam Gooch All Stars _New 4.99

Kentucky Recng N e w  2.99
Quarterback
(John Elway) N e w  3 99

Skooloeste .. . . . . . . . . . . . . . . . . . . . .2.99.

compuAlimminkt
HIT PACK

o s h  m . - e r m * .  fm7,e
Can 3.99

CHAMPIONS
'ma l e n w e r  0(041,50,,fri,

%WO Challoomhio eoor5 Can 9.99 Disl, 10.99

SOCCER 6
ITeTie thomens.• Eropeer Oneree3•5. '61,315occe

AAP:, lirss, Work] Crwr-po-, A r •  . - 1  Cass 57.99

Two HOT TWO HANDLE
Owe. Total Rec.e.   % T e r m ,

S,43er CO eo)0 Meet Can 10.99 enitt 13.99

TN. T. 2
.1yora. Beeproc15.5kul erKi CArezOon.. S i r,  Runner

Mr-er,rs Can 9.99 task 11.99

4 MOST WORLD SPORTS
(in,1 I n 2  e4sebtl• Lien math Judo & Bassettnt cam 399

4 MOST BALLS, BOOTS & BRAINS
tour ,••rekrvor .10Lre 1 / 4 , A - e t s -  lot C a b ,  09, 3

NINM COLLECTION
9-eclow wane, Ocriere Dew, & Css..yor Nell Cass 7.99

MAX PACK COMPILATION
Tams, 2,51 r:tetEen We, & hirrr,sAfr Can 11.99 0190 13 99

THE HITS 2
['realms. Summer Ca.p, Sra-e. 1,40eeker, & kettsinde

Cies 11.19 Disk 13_99

CART0ON COLLECTION
) 2 o .  s A t a ,  i ã 5 e ,  I t t r,  Arir, SerAOLs Goes to Ho4Vo.c,c1

SrAe Transy.9ena & C is  Fleohant Cu . .  TAO

CHART ATTACK
Loon Eire %Aso Ontertst, 54speturs, Clotri spOys4,

IrPOSS9rtole & a n d  Ghosts Cass 10.99 Disk 13.99

AIR/SEA SOPREMAer
satra C a n e r  cornmerd l r u n d e r t a  &

FIS Swiss Fain Cara 11.99 Disk 13.99

SUPER SEGA
Goeder, Am, f SWAT,  91.0013,, Super Morn° G & &

Crackdown 0111111.99 Wok 13.99

iii-)ARn GENIUS
. '  ,  CELII

MOVIE PREMIER
twt-.,,z,kaaat l o  T4e ,  Gress irts 9. Elul To Pe Kama 2

& C l  7hondt, C u .  10.99 Diek 13.99

Name

Address
04-0

4 . 6

Postcode  T e l  No
Previous customer Y/N  R e f e r e n c e  No

Name of game C o m p u t e r

CREDIT CARD NO.

GRANDSTAND
Wo r l d  r i m  l e a d e r b u s d ,  PrOI r r n i  TO J ,  0 - Ya r l e l t e g  C I ,  •& Ciarra's S o , e r  Can 10.99 olsk 13 99

ADDICTED TO FUN
mble Boy*, Myrna Sins 41.1.0.99.09s094-ss Cat 1990111019 I
FLANNA BARBERA CARTOON COLLECTION

Coen Escape, Plops so-s3 Phooey. Sit .9-0 Sens,
SerwrIev Hols Cies Coss 7.99 0001099

TEST DRIVE 2 COLLECTION
fwt 13.1,9 2 rITte ae,), Srustlecats. Etototar Oarn8s,

Stipr Cars A Cattlorns 4:1-01ttny P o t s  17.99

POWER Ili'
AN.ttl Beast. tOut. hsr(ep S case
Cass 11 99 Disk 13.99

SUPREME CHALLENGE
ow. low, Snr1Itziet Seml"el & 9  C u .  5 .0  1

IT T ' S  TV SHOWTIMEe e 9 , ,  F , 1 • , , , ,  k ! , 0 1 , C O 3 1  , , t ,  C A l i t  7 t 9

PREMIER COLLECTION
rispeciQdSt, talt Patel & 9 A1011, &

P I M  Casa 11.99 Disk 13.99

WHEELS OF PIKE
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RAINBOW ISLANDS
BUB AND BOB

Walking: They have two speeds,
normal and fast. The latter applies
when the Magic Shoe has been
collected (and lasts until the

player loses a lite). After losing a life, though,
our heroes become invincible for five sec-
onds. In this state, a collision with an enemy
will kill it leaving a gem behind (see GEMS).

Jumping: Bub and Bob can jump
to 10 different heights, depending
on the length of time that the joy-
stick is held in the 'jump' position.

They always jump at least their own height,
(21 pixels), and can jump to a maximum of 64
pixels high_

Falling: Both can safely fall any
distance, unless they land in
water or collide with an enemy.
They flap their arms to slow their

descent and guide their fall. I f  they land on a
rainbow it will break, unless you hold the joy-
stick in the 'jump' position as they land; then
they jump straight off it, leaving it intact.

They start with three lives and can earn
up to two extra (for scoring 100,000 points
and then 1,000.000). There are also plenty of
1-LJPs to be earned by other methods. Bub
and Bob can have a maximum of nine extra
lives in reserve.., but this is barely adequate'

HURRY!
As the islands are slowly sinking into the sea.
Bub and Bob can't hang around - if they do. a
warning alarm sounds followed by an on-
screen 'Hurry!' message. Eight seconds later
the water starts to rise. The water scrolls
down with the screen in its early stages.
allowing Bub and Bob vital seconds to
escape. The time it takes before the 'Hurry!'
message appears is shown next to each
round. This also applies to the Boss Rooms.
After 45 seconds the 'Hurry!' message
appears, and the water rises eight seconds
later (see BOSS ROOMS).

oto
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Here's Andy Roberts to take you through the
first part of our enormous guide to Rainbow
Islands; a  game with more secrets and hidden
features than a Freemasons' lodge! Is there a
crock of gold waiting at the end of the rain-
bow or just a golden handshake?
RESTART POSITIONS
The numbered boxes at the right-hand side of
each round are the restart positions. If Bub
dies, he's returned to the last restart position
passed in that round. These restart points
also affect the time limit before the 'Hurry!"
message appears. Starting at position 1 gives
Bub 80% of the time to reach the top, position
2 gives him 50%, and position 3 a mere 30%
of the time limit.

BONUS OBJECTS
There are 80 different bonus objects • from
the Green Pepper (worth 10 points) to the
Money Bag (worth 10,000 points). Bonus
objects can be collected either by walking
into them, or using a rainbow. Bonus objects

There's a fondu set,  and a  crystal  decanter,
and a toaster,  and a cuddly toy and, oh—

are usually left behind by enemies hit with
your rainbow's star.

A maximum of eight bonus objects can
exist on the screen at any one time, and no
more will be produced until other objects or
enemies are removed. A bonus object
remains on screen for 20 seconds, bi l l  all on-
screen bonus objects disappear when the
'Hurry!' message is displayed.

HIDDEN BONUSES
Scattered around the island are many hidden
bonus objects. Magic rainbows thrown out in
front of platforms and bushes make them
appear. so don't be afraid to throw the odd
rainbow around as you progress.

When a hidden bonus object is collected,
it forces the next object in the sequence to
appear, and wraps to the Green Pepper
when the Money Bags been collected. If Bub
dies, this sequence restarts at the Green
Pepper. All the hidden bonuses on round 28
are Money Bags. It 's also worth noting that
Money Bags and Red/Yellow magic stars will
make all hidden bonus objects appear in one
particular form.

GEMS
If an enemy's crushed by a rainbow, it will
leave behind a sparkling gem (which remains
on screen for three seconds). Enemies also
leave gems behind if they are hit by a magic
star. Gems are worth 700 points, but that's
only the beginning.

RAINBOWS - USING THEM FOR FUN, SPORT AND PROFIT
A max' of eight rainbows can be on screen at
any one time. Each is visible for 12 seconds,
before lading away. A rainbow can be dou-
bled or tripled and have its speed increased
by the use of red and yellow pots. Apart from
being a powerful weapon, rainbows have
several essential uses. And to complete the
game. you must be the master of them all.

Platforms: Bub and Bob can walk over
rainbows, so firing them in a 'staircase fash-
ion lets them climb onwards and upwards.
This is particularly useful on Monster Island.

-V- - V -  ' V

Bub starts w i th  a woody single rainbow.

where platforms are scarce. Jumping off a
rainbow slightly increases Bubss height, and
is worth 10 points.

Crushing: Shooting a rainbow and then
jumping into it will crush it, and any rainbows
directly below. So it's possible to set off a
Chain reaction where one rainbow crushes
several others. Any bonus objects beneath a
rainbow will be collected as the rainbow falls.
Each crushed rainbow is worth 10 points.

Boss bashing: If you fire a rainbow, and
then immediately crush it, this will count as

He soon earns mega-pokey double balusters.

two hits - one from the yellow star and one
from the rainbow. This works best on the
bosses, who need lots of hits before they the
(See BOSS ROOMS).

Ghosting: Bub can walk over a rainbow
regardless of where it is. This is particularly
useful for walking through walls (hence
'ghost ingl.  Simply fire a rainbow through a
wall and walk Over it.

Finally, rainbows can be used as a shield
from flying enemies, a kind of 'rainbow
umbrella', when Bub hides underneath.

But real men sport three,  super fast tool



BABY WORM
Fairly harmless, and only slightly
faster when angry_ These are
the easiest creatures to kill with
a view to collecting gems. On
one round an un-hatched worm
appears, and wails in its
chrysalis blowing bubbles.
When Bub gets close, it drops
down as an angry Baby Worm.

BEE/BEE HIVE
The hive drops down from the
top of the screen and releases
the bees when it lands. You' l l
encounter it on rounds 2 and 3,
so stick to the outermost plat-
forms whenever possible. The
bees themselves are not a
severe threat, and often fly away
from you. Beware of angry bees.
though, as they tend to swarm.

SPIDER
The most deadly creature on
Insect Island, the spider, chases
you until you kill i t_  or he kills

INSECT ISLAND
M A W  ACINUSs MAGIC SHOE IGEMANWIT rEsr WALK

you! He will bounce above you
Until he can drop onto your level.
If below you, he will spin a web
and climb up it. Spiders are
incredibly fast to begin with, so
don't make them angry!

THE CROW
The crow regularly stops to
check your position. It then flies
straight towards Bub and stop
again to check. It becomes
much faster when angry, and a
cluster of crows on-screen can
spell disaster.

BEETLE
These usually drop down from
above, and only become aware
of your presence when they land
- then they will fly in a straight
line towards Bub. They don't
check you position very often,
but can climb over rainbows.

III 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1

BOSS: BIG SPIDER
When you first enter the Boss
Rooms she's still asleep, and
only poses a threat when she
awakes and drops down. Smart
Bubs should use this time to lit-
ter the screen with as many
rainbows as possible, which
should be broken as she passes
over them,

Alternatively, you can stand
at the far bottom left of the
screen and shoot rainbows from
there (she usually bounces
harmlessly overhead),
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GOAL IN
When Bub and Bob reach the top of a round,
a small treasure chest descends and throws
Out 8 bonus objects, from a possible 32, each
of which is worth 500 points. These can
either be collected manually by walking into
them or using your rainbows.

What does "Goal In" actual ly  mean? The
Rainbow Wa n d s  legend is riddled with
strange phrases and curious translations.

GEM COLOURS
The screen is divided into seven vertical
strips, one for each colour. So the point
where a gem lands determines what colour it
will be. For example, a gem landing at the far
left will be red, violet to the far right, and in
the centre it will be green. Collecting all
seven gems (one of each colour) will display
a special 'Completed' message, and earn
Bub an extra life. A huge gem worth 100,000
points is also thrown Out of the chest in the
Boss Room. However, judging where a gem
will land is a tricky task as they bounce off
the side of the screen_

INHABITANTS
Although they appeal as cute and jolly, the
varied inhabitants hide some dark secrets.

Cop'n Bob!

Alter 10 seconds, any On-screen baddies
become 'angry' -  watch their colour and
facial expressions. This means that they
move faster and more aggressively. They
also get angry if trapped by a rainbow. When
the •Hurryr message appears, every enemy
generated after this message will be angry. A
maximum of eight inhabitants can be on
screen at any one time, including our heroes.
But even when out of sight they can still be
found lurking at the top and bottom of the
screen - be cautious of this.

The enemies' appearance is also decep-
tive, as they have been disguised by a spell
cast by the Boss of Shadow. After the Crystal
Ball is collected, the baddies, when killed,
spin away and reveal their true form - the
most common of which is the whale-like mon-
ster from Bubble Bobble

- COMMODORE FORMAT June 1 9 9 2



GAMES TIPS
Killing an enemy is worth 1,000 points.

Two enemies killed simultaneously are worth
2000 , points, three 4,000 points. tour 8,000
points, five 16,000 points, six 32.000 points,
and seven are worth 64.000 points. And eight
Creatures killed simultaneously? Highly
improbable, but worth a hefty 100,000 points.

SECRET ROOMS
If you manage to collect the gems in the cor-
rect order (red, orange. yellow, green, blue.
indigo, and violet) a secret bonus appears in
the Boss Room.

Bosses are
worth l i t t le  in
terms of
points, but
guard enoro-
mous hordes
of points-laden
treasure!%--71;-71,".-41..-71w1 re-A re-.1 wire

Each one blesses Bub with a PERMA-
NENT feature: fast walk or double rainbows,
for example. The secret bonus is shown next
to each island, each one corresponding to a
FEATURE (which we l l  be covering in detail
in a future issue)

BOSS ROOMS
The fourth round ot each island doesn't fea-
ture a 'Goal In', but a Boss Room instead,
housing a huge adversary. These bosses
require loads of hits before they die, and their
energy status is displayed by a bar at the top
of the screen.

A boss doesn't move for the first couple
of seconds. When a boss has been killed, a
huge treasure chest descends arid throws Out
eight bonus objects as usual. There is also a
large bonus item, which is worth a hefty
100,000 point!;

TANK
Cute, but dangerous. They
shoot a bullet which travels
about half the screen. killing Bub
on contact. Not too bad on their
own, but deadly in pairs.

TRUCK
Trucks rattle along the plat-
forms, dropping down from one
to another, speeding up when
they gel angry.

HELICOPTER
Similar to the Bee, except that
its flight path is shorter. In
groups they can be very tricky to
deal with, so dispose of them
before the screen gets cluttered.

BOMBER
This flies left and right, periodi-
cally dropping bombs down the
screen. As well as killing Bub on
contact, the bombs destroy any
rainbows they touch as they fall
down the level.
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BUNKER SOLDIER
The bunker is harmless until its
eyes appear. It then throws out
two bouncing bombs (like the
Guns). Crushing the bunker with
a rainbow will kill the soldier
inside; hitting it with the yellow
star will cause an angry soldier
to appear.

GUN
Tricky blighter Johnny gun!
These are dangerous to deal
with, mainly because of the
bouncing bombs they shoot. The
bombs will bounce around for a
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exploding. Singly these are easy
enough to avoid, but the guns
often come in twos and threes
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BOSS: BIG
HELICOPTER
Difficult to kill, so it's worth learn-
ing the movement pattern. It flies
from one side of the screen to
the other, frequently checking
Bub's position (whereby it will
move vertically to Bub•s level).
The best method is to set up
rainbow traps at the top of the
screen and crush them as the
Boss passes underneath. This is
made a tad more difficult by the
bombs, which it drops.
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KENSTEIN
ese are the most docile mon-

sters of the bunch and behave
exactly like the trucks from the
previous island. And, as before.
the madder they are, the faster
they can move.

WEREWOLF
Not unlike the tanks from
Combat Island, these patrol their
platforms, tiring a fireball in
Bub's direction every couple of
seconds. Be cautious when
there are two or three in the
same area.

SKELETON
In many respects, this is like the
spider from Insect Island, being
able to home on on Bub. It starts
off as a skull, but turns into the
skeleton when Bub gets close
(and subsequently bounces
around after him). When the
skeleton is below, it will bounce
higher in an attempt to catch
your hero.

MONSTER ISLAND
SECRET BONUS: YELLOW POT • i p u m m o m  FAST WAII I

BAT
When the Bat first appears it
hangs upside down from a plat-
form, moving only when Bub is
nearby. It will then fly after him.
in much the same way as the
crow from Insect Island.

DRACUIA
The most deadly of Monster
Island inhabitants. f ie  starts as a
bat, and then changes into

Dracula when Bub is in range.
He constantly stops to check
your position, then fires.

GHOST
Not exactly a formidable oppo-
nent, but it moves quickly and
awkwardly. inspiring panic!

BOSS: BIG
DRACULA
One of the toughest Bosses in
the whole game; only experi-
enced players will escape

unscathed. He frequently stops
to check on Bub's position
before releasing four bats. Shoot
these smaller bats, as they're
quite deadly. The best way to kill
him is to lay rainbow traps at the
perimeters of the screen, occa-
sionally rushing forward and
shooting him. Oh, and best of
luck because you're certainly
going to need it!
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28 GAMES TIPS

ARKANOID
Hit Squad
Daniel Hatcher, Matthew Whitfield, Charlie
from Chester. Alan from Cast!Word. Joseph
Doyle. C. Price. and S. Gibbons all wrote in
for a cheat of some description. Start a
TWO PLAYER game, but make sure that
player two reaches 20,000 points first. From
then on, every object that player two hits will
earn an extra life - up to a maximum of 87.
And don't worry if you lose a life, another will
be awarded the next time you hit an object.

ARKANOID 2
Hit Squad
And for infinite lives on this equally difficult
sequel, enter your name as DEBBIE S (with
a space) on the hi-score table - what could
be simpler? (You! - E .

CYBERDYNE
WARRIOR
Powerpack 17
If complete maps barely whetted your
appetite for this storming little platform
game, try this cheat mode. On the title
screen, plug your joystick into PORT 1 and
push it UP, DOWN, LEFT, and RIGHT. The
message at the bottom of the screen should
now say Press Fire to Cheat', so plug your
joystick back into PORT 2 and do just that.
Oodles of thanky-type stuff to John and
Steve Rowlands for that.

RENEGADE
Imagine
Here's a beauty of a POKE for infinite lives
and time on this rather tasty beat-'em-up. It
won t  work on the re-release though. so
check out next months CF for a POKE for
the Hit Squad version.

0 REM RENEGADE CHEAT BY WAZ
• FOR X .400  TO 448:READ Y:C.C+Y:POKE

:F C<>6232 THEN PRINT D A T A
Lr&P,OR":END
3 POKE 157,128:SYS 400
1C :  , ' ! 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 3 2 , 1 4 1 , 1 2 0 , 0 C :

. .69 ,165 ,141 ,121,003.169,001,14
: : ) .2 ,003,076,167,002,072,173,2
164 ,201 ,198 ,208 ,012 ,234 ,169 ,16
141 ,018 ,151 ,141 ,154 ,160 ,141 ,20 ,

DA": , - , 4 , 2 0 6 , 0 3 2 , 2 0 8 , 1 0 4 , 1 7 3 , 0 1 3 , 2 :

COMMODORE FORMAT Juno 1 9 9 2  •
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ILAJRAIRAGIE
Hit Squad
If climbing up 20 storey skyscrapers isn't
your forte, like Bobby Shek. Stu Atkinson,
Richard Beckett, C. Price, Steven Brewster,
James Pearson, and Fom Rans, type in this
listing and RUN it for infinite energy.

U REM RAMPAGE CHEAT BY WAZ
1 FOR X .384  TO 420:READ Y:C.C-0Y:POKE
X,Y:NEXT
2 I F  C<>3751 THEN PRINT D ATA  ERROR":END
3 PONE
4 DATA
5 DATA
6 DATA

DATA
8 DATA

157,128:SYS 384
032 ,086 ,245 ,169 ,
169 ,001 ,141 ,247 ,
169 ,157 ,141 ,117 ,
118 ,009 ,076 ,000 ,
031 ,137 ,076 ,013 ,

REPTC)N 3
Superior
Here is the complete set of passwords for this
mediocre Boulderdash clone, begged,
craved, and pined for by Alexander Smith.

1A. PRELUDE 2 A .  TOCCATA 3 A ,  FINALE
113. CITADEL 2 6 .  UPSTART 3 B .  ENLIVEN
1C. MORNING 2 C _  OCTAGON 3 C .  CONTEST
1 D. AWKWARD 2 D .  CHAOTIC 3 0 .  ILLEGAL
1E. FRITTER 2 E .  MAJESTY 3 E ,  APPEASE
1F. LAWLESS 2 F .  REVENUE 3 F .  STUDENT
1G. RATION 2 G .  FORESEE 3 G .  AVERAGE
11-I. TOBACCO 2 H .  RESERVE 3 H  PHOENIX

NEW ZEALAND s w i m
Ocean/H it Squad
Many people have been unable to get the
cheat mode to work, so here is a listing espe-
cially for Mark Gundersen, Vincent Johnson,
Peter Blakelock, David Deacon, Lloyd Haley,
Robert & Matthew Davies, and Karl Cockbill.
Yep, it's time for infinite lives.

0 REM NZS TAPE CHEAT BY WAZ
1 FOR X .384  TO 413:READ Y:C.C.Y:POKE
X,Y:NEXT

he, rattle and tarn

I Si

144,141,246,003
003,076,167,002
009,169,001,141
008,169,189,141
008

2 I F  C,:>3156 THEN PRINT D A T A  ERROR":END
3 POKE 157,128:SYS 384
4 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 3 2 , 1 4 1 , 0 8 4 , 0 0 3
5 DATA 1 6 9 , 1 4 7 , 1 4 1 , 0 8 5 , 0 0 3 , 1 6 9 , 0 0 1 , 1 4 1
6 DATA 0 8 6 , 0 0 3 , 0 9 6 , 0 7 2 , 1 6 9 , 1 7 3 , 1 4 1 , 1 4 3
7 DATA 0 1 2 , 1 0 4 , 1 7 3 , 0 3 2 , 2 0 8 , 0 9 6

AFTERBURNER
Activisionillit Squad
A distressed Colin, Chris Bell, Joseph Doyle,
and Allen Tamabadlbo are just a few of the
people struggling with this pathetic conver-
sion - try this infinite lives listing only if you're
brave enough.

0 REM AFTERBURNER CHEAT BY WAZ
1 FOR X . 5 4 3  TO 607:READ Y:C,CI-Y:POKE
X,Y:NEXT
2 I F  C<>7209 THEN PRINT D ATA  ERROREND
3 POKE 157,128:SYS 543
10 DATA 0 3 2 , 0 4 4 , 2 4 7 , 0 5 6 , 1 6 9 , 0 2 1 , 1 4 1 , 1 7 7
11 DATA 0 0 3 , 1 6 9 , 0 5 5 , 1 4 1 , 1 7 8 , 0 0 3 , 1 6 9 , 1 0 6
12 DATA 1 4 1 , 1 7 9 , 0 0 3 , 0 3 2 , 1 0 8 , 2 4 5 , 1 6 9 , 0 7 6
13 DATA 1 4 1 , 2 1 4 , 1 9 2 , 1 6 9 , 0 7 2 , 1 4 1 , 2 1 5 , 1 9 2
14 DATA 1 6 9 , 0 0 2 , 1 4 1 , 2 1 6 , 1 9 2 , 0 3 2 , 1 9 1 , 0 0 3
15 DATA 0 9 6 , 1 6 9 , 0 8 5 , 1 4 1 , 0 5 2 , 0 0 9 , 1 6 9 , 0 0 2
16 DATA 1 4 1 , 0 5 3 , 0 0 9 , 1 0 8 , 0 2 2 , 0 0 0 , 1 6 9 , 1 7 3
17 DATA 1 4 1 , 2 2 9 , 0 2 2 , 1 4 1 , 2 1 8 , 0 2 9 , 0 7 6 , 0 0 1
18 DATA 008

LAST NINJA
System 3
Getting past the
Dragon near the
end of level one
seems to be
impossible. so
here we have
another screen-
shot-thingy to help
you out. Making su e you have the bombs in
your possession, stand at the position shown
and throw the bomb towards the Dragon - it
should be knocked out by the bomb, allowing
you to pass safely by.

KNIGHTMARE
Richochet
For those of you who bought the re-release of
this taxing arcade adventure, you may be
interested to know that the listing in CF17 will
work on both the Ricochet and Activision ver-
sions. Hurrah'

DESPERATE?
No matter what game you're playing, no
matter how old it is. Andy can help. Jot your
plea down on a postcard/stuck-down enve-
lope and send it to: Samaritan's Corner,
Commodore Format. 30 Monmouth Street.
Bath, Avon, BA1 2BW.

Include the name of the game. the pub-
lisher, and your problem - we'll do our
utmost to help.

Remember, Samaritan's Corner is for
game enquiries only and personal replies
cannot be given, either via the post or over
the telephone.



That Andy Roberts. He's  a lways
there when you're in a  gameplay

j a m  to offer0Ameriliuslisspaokheanodrytwo.
Whaddya

hthmiseatinuehseti'sonnonta?frYeosuo'dhbeektnteor fsillhoout
SURVB

1:1 -Always 3 - S o m e t i m e s
Cheat modes

5-Never)

i D  2 0  3  0 4 0 5 0
Reset pokes
1 E  2 0  3 0 4 0 5
Action Replay pokes - - - -
1 0  2 0  3 0 Z 4 0 5 0

THE GREAT

1) What computers/consoles do you own?
a) C64 0
b) C128
c) C128D 0
d) C64GS E l
Other (please state)

2) How long have you had your C64?
a) Less than three months
b) 3 - 6 months
c) 6 - 12 months
d) 1 - 2 years
e) 2 - 3 years
f) Over three years (state how long)

3) What hardware do you own?
a) Action Replay
b) Expert cartridge
c) Reset switches
d) Reset cartridge
e) Disk drive
Any others....

4) What hardware do you
a) Action Replay
b) Expert cartridge
c) Reset switches
d) Reset cartridge
e) Disk drive
Any others....

6) How often do you
a) Weekly
b) Fortnightly
c) Monthly
d) Every two months
e) Every four months
f) Every six months
g) Once a year

m o • • • • •

El
El
El
El
El

El
171
El
El
El

intend to buy?
El
El
El
0
El

5) How often do you buy a full-price game?
a) Weekly
b) Fortnightly E l
c) Monthly 0
d) Every two months E l
e) Every tour months E l
I) Every six months
g) Once a year

buy a budget game?
El

El
El
El
LI

7) How many games did you buy last year?
a) Full price?
b) Budget?

B) How many games do you own?
Full price:
a) 1 -  10
b) 10 - 20
c) 20 - 30
d) 30 • 40
e) 40 - 50
I) 50 +
Budget:
a) 1 -  10
b) 10 - 20
c) 20 - 30
d) 30 - 40
e) 40 - 50
f) 50 +

9) How useful do you f ind:
Maps (1-Not at all 5 - V e r y )

E  2 0  3 0  4
Screenshot maps
1 E  2 0  3 0  4
Complete solutions
1 El  2 0  3 0  4 0
Playing tips
i E l  2 1 1 1 1  3 D  4 0
Listing pokes
1 E  2 0  3 0  4
Action Replay pokes
1 E  2 0  3 1 1 1  4 0
Reset pokes
1 2 0  3 0  4 0
Cheat modes
1 L i  2 0  3  D  4 0

5 0

5 E

5 0

5 0

5 0

5 0

5 0

5 0

10) How often do you find that the type-in
pokes (listings) don't work?

11) What do you want in Gamebusters?
Action Replay pokes
O  More 0  Same 0  Less
Reset pokes
El More 0  Same t L I  Less
Listing pokes
E  More E  Same E l  Less
Maps
El More E l  Same 0  Less
Screenshot maps
▪  More E l  Same El Less

GAMES TIPS

Complete solutions
El More 0  Same 0  Less

0  P l a y i n g  tips \
O  0  More I D  Same 0  Less
El C h e a t  modes
El E l  More E l  Same E  Less
D
O  1 2 )  What do you like best in Gamebusters?

(Tick three)
El a )  Action Replay pokes E l
O  b )  Reset pokes 0
El c )  Listing pokes E l
O  d )  Maps E l
O  e )  Screenshot maps 0
O  f )  Complete solutions D

g) Playing tips D
h) Cheat modes D

13) What do you least like in Gamebusters?
(Tick three)
a) Action Replay pokes
b) Reset Pokes E l
c) Listing pokes E l
d) Maps
e) Screenshot maps
f) Complete solutions
g) Playing tips
11) Cheat modes E l

14) Your three favourite games are...
a)
b)

15) Your favourite styles of game are...
a)
b)
c)

16) How old are you
Under 13 E  1 3 - 1 7

26-35 0  3 6 - 4 5  0

Your name

Your address

Postcode

• • • •  • d .14* &&&&&&

18-25 0
45+ 0

Take a  closer look with COMMODORE FORMAT June 7 9 9 2



DELTA
This listing is an absolute dream. Not
only does it offer infinite lives, it also
stops your weapons from running out
(a godsend on some of the later levels).

L74 DELTA CL .
rIp. x 5 2 8  'IC; , Y : P O K F ,

•: :NEXT
'  C<>4603 THEN PRINT "DAEA

Hi,•)R":END
3 POKE 157,128:SYS 528
4 DATA
169 ,029 ,141 ,040 ,003 ,169 ,002 ,141
5 DATA
041 ,003 ,032 ,086 ,245 ,169 ,006 ,141
6 DATA
206,001 ,096 ,072 ,077 ,080 ,169 ,051
7 DATA
141,079,183,169,1 :02,141,080,183
8 D M A
076 ,235 ,002 ,169 ,173 ,141 ,138 ,065
e, DATA 2 0 6 , 11 0 , 0 4 , 0 7 6 , 0 1 6 , 0 0 8

QUEDEX
If you're unable to manipulate this
game, type in the following listing,
SAVE it, then RUN it for oodles and
oodles of time.

0 REM WED:.
1 FOR X . 5 2
X,Y:NEKT
2 I F  C<>26',
ERROR':Ellr
_1 POKE
4 DATA
169,029,141„
5 DATA
041,003,032,
6 DATA

•01,i •

SY:

. 0 4 6 ,

HAWICEYE
Here we have a tabby POKE for infinite
lives and weaponry, which also allows
you to visit the 'secret' level - spiffy!

• HEM HAWKEYE CHEA_ M  PILN3
1 FOR X.537  1 0  620:t,,...Ai Y:CmCfYli,LiKE
X,Y:NEXT
2 I F  C<>9395 THEN PRINT "DATA
ERRCW:END
3 POKE 157,128:SYS 537
tO DATA
032 ,044 ,247 ,056 ,169 ,018 ,141 .177
11 DATA
003 ,169 ,048 ,141 ,178 ,003 ,169 ,106
12 DATA
141 ,179 ,003 ,032 ,108 ,245 ,072 ,077
13 DATA
080 ,169 ,064 ,141 ,215 ,192 ,169 ,002
14 DATA
141 ,216 ,192 ,032 ,191 ,003 ,096 ,066
15 DATA
002 ,236 ,183 ,001 ,169 ,082 ,141 ,102

DATA
,169 ,002 ,141 ,103 ,009 ,076 ,160

i1 DATA
001,238,129,200,23E1,092,202,169
18 DATA
r96 ,141 ,091 ,202 ,076 ,000 ,200 ,169

• AVIA
168,029 ,169 ,173 ,141 ,092
024,076,016,008

COMMODORE FORMAT June 1 9 9 2

Ye'', i t s  cheat  t ime again. So here are a  few
more of  those invaluable listings from Mart in
Pugh to see you through to the next  issue.
SHEEP IN SPACE
Infinite lives and shields are
the name of the game. Type
In the fo l lowing l ist ing and
RUN it, then fol low the on-
screen prompts  for a
considerably easier game.

0 REM SHEEP CHEAT BY MARTIN
PUGH
1 FOR X . 5 1 6  TO 554:READ
Y:C.C4.Y:POKE X,Y:NEXT
2 I F  C<>4431 THEN PRINT D ATA  ERRORENt.:
3 INPUT " I N F I N I T E  LIVES Y / N " : A S : I F
AS."Y T H E N  POKE 540 ,173
4 INPUT " I N F I N I T E  SHIELDS Y /N" :136 : IF
13$="Y" THEN POKE 542 ,173
5 POKE 1 5 7 , 1 2 8 S Y S  516
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3
11 DATA 2 0 6 , 2 0 8 , 0 0 3 , 0 9 6 , 0 7 2 , 0 7 7 , 0 8 0 , 1 6 9
12 DATA 0 0 2 , 1 4 1 , 11 3 , 0 0 9 , 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9
13 DATA 2 0 6 , 1 6 2 , 2 0 6 , 1 4 1 , 1 0 6 , 1 3 3 , 1 4 2 , 2 11
14 DATA 1 3 1 , 1 4 2 , 0 5 2 , 1 3 2 , 0 7 6 , 0 2 7 , 0 0 8

FIRELORD
This POKE, for infinite lives, is so cute
and small that it escaped last month's ish.
Oops. sorry folks.

0 REM FIRELORD CHEAT BY M PUGH
1 FOR X . 5 1 6  TO 549:READ Y:C.C4-Y:POKE
X,Y:NEXT
2 I F  C<>3645 THEN PRINT ' D ATA ERROR":END
3 POKE 157,128:SYS 516
4 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3
5 DATA 2 0 6 , 2 0 8 , 0 0 3 , 0 9 6 , 0 7 2 , 0 7 7 , 0 8 0 , 1 6 9
6 DATA 0 0 2 , 1 4 1 , 2 4 0 , 0 0 4 , 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9
7 DATA 1 7 3 , 1 4 1 , 0 5 1 , 0 2 4 , 1 4 1 , 1 2 9 , 1 9 7 , 0 7 6
8 DATA 027 ,008

& M C .
This happens to be one of the

best attacking Mutant
Camels-type games around
(it 's the only one isn' t  i t?
Ed), so what better than a
potent Pugh poke for infi-
nite lives and hits.

0 REM AMC CHEAT BY MARTIN
PUGH

1 FOR X .516  TO 557:READ
Y:C.Ci-Y:POKE X,Y:NEXT
2 I F  C<>4320 THEN PRINT ' D ATA ERROR":END
3 INPUT ' INFINITE LIVES Y/N";AS:IF
AS="Y" THEN POKE 540 ,165
4 INPUT ' I N F I N I T E  HITS Yi N ' ; 1 3 $ : I F  B S . " Y "
THEN POKE 542 ,173
5 POKE 157,128:SYS 516
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3
11 DATA 2 0 6 , 2 0 8 , 0 0 3 , 0 9 6 , 0 7 2 , 0 7 7 , 0 8 0 , 1 6 9
12 DATA 0 0 2 , 1 4 1 , 2 4 0 , 0 0 4 , 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9
13 DATA 1 9 8 , 1 6 2 , 0 7 6 , 1 4 1 , 11 9 , 0 3 4 , 1 4 1 , 0 5 6
14 DATA 0 3 7 , 1 4 1 , 1 2 8 , 0 3 4 , 1 4 2 , 0 9 7 , 0 2 5 , 0 7 6
15 DATA 0 2 7 , 0 0 8

SANXION
Bit of a golden oldie this one, but still
tough and taxing nevertheless. So here's
a handy infinite lives listing for all those
peeps out there who are still struggling to
get to the end of the game.

0 HEM SANXION CHEAT
1 FOR X.49152 TO 49244:READ Y:C=C-I-Y:POYE
X,Y:NEXT
2 FOR X=679 TO 718:READ Y:C.C1.Y:POKE
X,Y:NEXT
3 I F  C<>16513 THEN PRINT D ATA
ERROR":END
4 SYS 49152
10 DATA 1 6 9 , 0 0 1 , 1 7 0 , 1 6 8 , 0 3 2 , 1 8 6 , 2 5 5 , 1 6 9
11 DATA 0 0 0 , 0 3 2 , 1 8 9 , 2 5 5 , 1 6 9 , 0 0 1 , 0 3 2 , 2 1 3
12 DATA 2 5 5 , 1 2 0 , 1 6 0 , 1 7 1 , 1 6 9 , 0 0 3 , 0 8 9 , 0 8 0
13 DATA 0 0 3 , 1 5 3 , 0 8 0 , 0 0 3 , 1 3 6 , 2 0 8 , 2 4 7 , 1 6 9
14 DATA 0 7 6 , 1 4 1 , 1 6 2 , 0 0 3 , 1 6 9 , 0 5 8 , 1 4 1 , 1 6 3
15 DATA 0 0 3 , 1 6 9 , 1 9 2 , 1 4 1 , 1 6 4 , 0 0 3 , 1 6 9 , 0 2 7
16 DATA 1 4 1 , 0 1 3 , 2 2 0 , 1 6 9 , 0 0 0 , 1 6 2 , 1 4 4 , 0 7 6
17 DATA 0 8 3 , 0 0 3 , 1 6 9 , 0 7 6 , 1 3 3 , 2 3 2 , 1 6 9 , 0 7 3
18 DATA 1 3 3 , 2 3 1 , 1 6 9 , 1 9 2 , 1 3 3 , 2 3 4 , 0 7 6 , 1 2 1
19 DATA 0 0 3 , 1 6 9 , 0 7 6 , 1 4 1 , 1 9 1 , 0 0 3 , 1 6 9 , 1 6 7
20 DATA 141 ,192 ,003 ,169 ,002 ,141 ,193 ,003
21 DATA 1 6 9 , 0 9 6 , 1 3 3 , 2 3 2 , 0 9 6 , 1 0 4 , 1 0 4 , 1 6 9
22 DATA 169 ,141 ,191 ,003 ,169 ,016 ,141 ,192
23 DATA 0 0 3 , 1 6 9 , 0 4 4 , 1 4 1 , 1 9 3 , 0 0 3 , 1 6 9 , 0 7 6
24 DATA 133 ,232 ,169 ,199 ,133 ,233 ,169 ,002
25 DATA 133 ,234 ,076 ,153 ,000 ,169 ,173 ,141
26 DATA 0 6 3 , 0 5 5 , 0 7 6 , 11 2 , 1 5 0
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C64 SELLERS
64 FULL PRICE C a s s .  D i s k

D Constructor, an E i b  99 __El i .%
THE ADDAMS M I M I '    N e w  E7-W-..11219
Captain Plane N e w  E7.50 E l  1 .50
Double Dragon 3 E 8 . 9 9  E 1 1 . 9 9
Fun &Moo! 2 Flange _ 1 7 . 5 0  1 9 . 9 9
Fun School 3 Rave__ .  , ,  1 9 9 9  ( 1 2 . 9 9
Fun School 4 Range  E 9 . 9 8  _E12.99
JeteCtle.
Moli Rarer Soccer Mareger
Neighbours N e w  E7.50 _E10.99
Outrun Europe. . N e w  CI3 99  M A
Pelighter . .  _E7_50_ -110.50
Poisworth a Co . . . . . . . . . . .  •  • n e w  E5110
Robin Smith Ireammicose *Idiot 1 7 . 5 0  I W A

Roiling Ronny .
Rugby - The World Cep
Shadow Dancer
Smash T
Space Crusade
Super SiteCe Invading
Supremacy

The leormalorSimpsons

ineF Voireellemtanle
BUDGET
31) Sled, Cars 2. - N e w  E3 99
APB E 3  99
airterre Range N e w  E3
Atered Beset N e w  E3 99
Atlantis 4 Pica N e w  E3 99
Aught Doggie a Doggie

DedOy  N e w  E3 99
Autoteel Sliviutelor E 2  99
Batman The Wile N e w  E3 '99

N e w £3.99
Eig Wens Anwican MANIA* Nom E3.99

New C3 99
BobsteirottioRowe E 3  99
Bobbie Dizzy N e w  E3.99
C.J.'s Elephant Areas E 3 . 9 9

dalPW.7   N e w  E3.99E 3 9g
E 3 . 9 9

Chamcioninp God E 3 . 9 9
Championship Wresting __New E3.99
Chase le0 N e w  E3-99
Chewy Chest N e w  E.3.99
Cricket Master (299
Defenders ca the Earth 1 3 9 9

f l d

Nin
. r r _ . 5 o  t  taw

_1790 M A
.. •••• •  • .. •  •  E 7  99 E 1 0  50

Agar C1 50 - 111 . 5 0

El 0_90 t a i S
_New E7.99 E l  0.50

New 17-911 11050
ET 50

Now CIL91 11 0 _ 5 0
Devestment Bow.  N e w  Ea 99

Bank N e w  13 99

Dago.notF1ape H O F  E3.99
Dragon SOW*  N o w  E3 99
Escape Ire, Planet Othe
Robot Monsters  N e w  E3 99
F. ts Conlast Pei N e w  E3.99
Fantasy World Oozy . C 3 . 9 9
Feet Food  1 : 3 . 9 9

First Pest the Poet E 3 . 9 9
Footed., ol the Veer E 3  99
Friel Machine 2 E 3  99
Ghowitswiers it E 3  99
Ghoiss a Ghosts N e v . ,  0  99

New E3 99
Guardian Angel .  E 3  99

Heroes at Ow Laic* - N e w  E3 99
Hong Kong Phooey . 1 2  99
adieu awes a The Last
Crusade .  - N e w  ( 3 9 9

irriornattonat Football-  E 3  99
Jimmy's Soccer Manage -New iCt 99
Johnny Guest - N e w  E3 g9
Kwilt Sias C 1 1 1 0

READ THIS!
Last Nina N e w  t3e9
Labs E sort Tato Chalinge New £3.90
litedidend Daly E 3 . 9 9
Marchese. United. N e w  E3 99
Meer Shemin. _ _ N e w  E3 99
PANG Hol (g mafiosi 5 0
Maria Gnaws N e w  E3
Weroprose S o c c e r .  N e w  E3 99
tacinigN Resistance N e w  E3 99

PAilterne 3  9 9

Mulerus 5 N e w  E4 99
Mulvey Mouse Stiperoop.. New E3.99

N T * 0 . 9 9
Navy Moves
New 2sHanti Story H i r a i  E3 99
Opeiwiton Thundetbolt - N r N  .19%
Outrun  E 1 1 . 9 9

Powerarel. N a m  C3 99
Putty's Saga N e w  E3 99
PLarsc N e w  E3 99
Coate° CoiA0ps E 3  9.9
Guano Adventute
Clualitro Arcade E 3  99
Cuero Civrtoon  C 3  99
Qualm Combat C 3  99
Cuadra Fantastic N e w  C3 99

Guitar° Firepower  . . . . . .  - - E S N
Guano Power.   1 1 3 . 9 9
Gude° Raper  _ 0 . 9 9

Gumbo Super Hits,  1 3  99

cluosoon or Sport  r 2  99
Reirbow lewd" . 1 , 4 w w  El 99
Red Nevi 1 3 . 9 9
Renegade III E 3 . 9 9
Res. Dineen:sat N e w  E3 99
Aotr000p N e w  E3 99
Scooby Scripps 000 •  E 3  99
Shackle Waritors.   N e w  E3 99
Seca en up Coneltuction Ka New E4 99
Skate Warr   E 3  99
SAlh1t1 LUCK  E 3  99
Smoke Management. ........ - E 3  99
&moor Double . . . . .  Mew E3 99
Sodner Do.thle 3 N o w  t3 99
Sop=er Paine • ...... ••••• - ..... -Nee E3 29
Scope Rivets_ ...... . . . . .  _Nwet E3 99
Span Trwatylwaria   - . . . . E 3
ST Dragon_ N e e r  El 99
Snider  N e w  El 99

Strip Poke1 2 9 0
Spy who loved . . .  _Now 113 99
Stunt Car Raper N e w  0.99
Sop..06Road N e w  9 9
Super Soybean N e w  El 99
SwitchbLete N e w  E3
The Genes, Summer (deem E 3  99
The Ganws. Weiler Edson E 3  99
The Match N e w  E3 99
T,r11nor1fleMoori N e e  E3 99
Toortan• N e w  E3 99
Top Cat Bei**,  Hilt Cies E 3
Top Gun  9 9
Treasure Wend Diny E 3 . 9 9
Treble Chemoiere____ ...... New el al
Turbo Outrun   N e w  E3 99
Turrloan . . . . . . . . . . . . . .  _Nem E3 99

Ularnate Goa . . .  N e w  E4 99
Letiouchabies N e w  C3 99
Vendetta N e w  E3 99
Wernher/ Greiteulde E 3  Erg
Wire E Coyote N e w  E.3 99
Wort' Ownes ( 3 9 9

-Out N e w  E3 99
ihois N e v e  E3 99
eel a the Greed mo, ( 3 9 9

CHART ATTACK
Lotus Esprit, turbo Chaterle.

Irripossornoie Cloud Krisdonts,
Grosts A Ghouls Wo m a n

Cass. £10.50 Disk £13.99

MOVIE PREMIERE
Sienese want tiers rubes Sao to int

Artie i Cverwe 2. leis di rtudit
Cass. £1050

TOO HOT TO HANDLE
Golden Aote Sipe, orr Road Racer,

lotal tenet ShirKleiw Career
Cass. El 2.99

DIZZY COLLECTION
kuv, F FnoO Ferries', 9c.61

hierid Diz..ri• 4 raerpclerie
Cass. £7.50
socan 6

room Coaroploos, world
Champions. World Soccer lessue.
Elao Bow. toroceen Cheall90.4,

!moor B000iorr3, World Cup GlOcr,
East ET_SO

CALL US ON 24 HOUR CREDIT CARD HOTLINE

i o n  021  440 4108
Meese state name, card number, ocolry dare goods rcou.rec.

7 ) .  J o  ,,,Frf,Lp*,

ALL THIS COULD BE YOURS - JUST CALL

Fast 7 day
delivery

N I N L I A  C O L L E C T I O N
sheen. lillarrioir. Double Diem,

Oration Wes Com E7.50

DIZZY CARTOONS
Dizzy. Solite in trenvitiente, % B O

wage. C r A Elephant Antes,
Seymour 99es to hioltiewned

Cass £7.50

carri Etxtu.DIT misDnusts
Diety Awe, Kw* Snee Scelitoird

M u t  Derr Piece or Volk toeCass, C7-50

POWER UP
Altered Beast 'Turman, chew Rd ,

a Out, ltaireow islands
Cass. E11.99

THE HITS 2
Creabses. tenogranie Whiner Law

Cass. Ll 2.94

LIHEKER COLLEC/10r4
Italy 1990, Super Slulls, Super

Stel Soccer, Not Shots
Cass. E7-50

m o o  FORM AND INFORMATION, A l  ceders sent FIRST CLASS sub act to availability Just All In the
coupon and send it to PRICEBUSTER U M  23, 14120 George Street, Birmingham 819 9R6.
BLOCK CAPITALS _
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POSTAGE RATES. Please add 50p pap on all orders_ EEC countries edd 11_00 per awn Non EEC co-nvolas add

Po$lage

Total

E2 50 per awn Cheques payable W. erica BusierPLUS
• Cartoon Classics • Lemmings • Captain Planet •

• Bart Simpson •  Paint III - with animation • Workbench 2 •

• Hollywood Collection • Robocop • Batman - The Movie*
• Indiana Jones • F19 Stealth Fighter • Wicked 30 Game Pack •

• Another 50 great games •  Microswitch Fighter joystick
• Dust Cover •  Mousemat

ENTER A s  MANY TIMES A s  Yo u  L IKE I F  Yo u  DON'T RING Yo u  CAN'T WIN•So call now to win this fantastic prize
Calls cost 36p (cheap rate) and 48p at  MI Other times) per min. inc. VAT

T.P.P. Ltd. Berwick upon Tweed TD15 lAB. Please ask permission before you call
be passed on to other responsible companies who may send speciai offers and promotional literature. if you do not want this p l e a s e l l t e  above.



32 GAMES TIPS

F r o m  the start, make your way

around the pyramid and go
through entrance marked A
Don't try to collect the gold, it s a
mirage! Next, go through door in

the north-west corner. Walk down steps, go
through door to the east, then get the ANKH
from the north wall and exit via north door.
Stand on the block (which should be facing
you), turn south, then look up at the door on
the balcony -  shoot the barrier repeatedly to
remove it. then go back the way you came
through south door.

Go through east door, shoot the block in
front of you to reveal a door, then go through
it. Shoot both dog heads', turn south, and go
up steps (keeping close to the walls). Walk
along balcony and go through north-west
door. Get the SPHINX PIECE in next room.
Go back the way you came (through east
door), shoot the dogs again, then go down
steps and go through east door -  the one
between the two dogs.

I E S S O S T I M I

• Whenever possible, top up yourwater supply.
•  c a nDon't tall ott balconies it youhelp it

• Pause the game when consulting
the solution -  tlate is precious.

col-

• Don't go out ot your way tolect gold.
• t i e  lse tails, use the list-

ings in CFO or CF201Go
south
and follow the
passage around, then
go through the locked door in south-east cor-
ner, Shoot the first block in front of you, then
shoot the second one to raise it -  crawl under
it (press H  ) and go through door. Touch first
block to lower it, then walk forward and shoot
the two pentagon symbols to remove the sec-
ond block. Go through east door again. Shoot
the small cube once to move wall backwards,
then walk right up to the wall. U-turn, and
shoot the block again to move the wall back
Now U-turn, and step backwards into wall
behind you to reveal a hidden door to the
east -  go through it. Walk into the block to
reveal a cube.

Walk around the back of the cube. face
east, and then run OVER the cube towards
the wall using large steps To get past the
second block, walk as near to it as you can
using small steps -  when it drops, take a cou-
ple of steps back until it raises again, take
another couple of steps forward, then run
underneath it using large steps, Exit via the
east door.

•

COMMODORE FORMAT June 1992   - high inks

Get the
SPHINX
PIECE from
west wall
(next to door). get the ANKH
from east wall, then crawl in

ll and thebetween the blue wa
box in the comer -  face east
and shoot the box to reveal
hidden passage to SX... go
through it.

Follow balcony around and'•
go through north door. Walk
carefully along ledge, get
SPHINX PIECE, then crawl and
walk through the mouth to the
north. Walk down steps, get
ANKH, then head back up s
and through hole on the so
wall. Walk carefully back a
ledge. go through south d
then walk around the balcony
before and take south door.

PLAN
DESERT

MIRAGE

CACTUS

SPHINX' AN
THE COMPLETE SOLUTION

Have you been stumped in Selquet, baffled by 1 !
j e h b e t  or totally tricked by Thebes? Then
Irejoice Andy Roberts has 'busted Sphinx Jinx!

Go through door on west wall, go down
steps, then shoot the cluster of blocks to
reveal a door g o  through it. Collect SPHINX
PIECE, walk BEHIND the steps and go
through west door. Walk up flight of steps
and go through north door, then walk to
north-east edge of balcony and drop down
There is a gap between the west wall and the
small partition which runs across the room -
squeeze through this gap and collect ANKH
and SPHINX PIECE. Go through north door,
then through north door again. This next
room has a poisonous dart on the ceiling -
avoiding this, collect SPHINX PIECE and
ANKH from the floor and run up steps to
north exit. If you do get hit by the dart, run to
the nearest exit, then re-enter the room.

This next room is extremely difficult.
You'll need to run across disappearing plat-
forms and shoot certain blocks to reveal extra
platforms (the nearest brown block to north
door, then nearest blue block to the south
door). Erin_ good luck. Once in the next
room, walk down steps, shoot the darts, then
go up north set of steps and collect SPHINX
PIECE (keep pushing forward to collect it).
Now go back the way you came, up steps
and through south door, then make your way
across platforms again. Avoiding the dart as
before, make your way through south door,
then enter Portal of Power (that funny-looking
thing on the west wall) to teleport to room TO.

Climb through hole in south wall, get
SPHINX PIECE, then go up steps to the bal-

cony. Make your way around balcony, and
dodge carefully past the obstructing block
using VERY SMALL STEPS' Once past this.
walk to end of balcony and push small block
off the edge Now go back the way you came,
down steps, and use the block to climb
through hole in north wall, Walk over the
bump (you'll lose some water), then shoot
the pyramid and quickly run up the stairs
which appear. If the steps keep disappearing,
use small steps to edge a little closer to the
pyramid before you shoot it (remember to
switch back to large steps before you shoot')
Once through door, collect SPHINX PIECE in
next room and go through north door.

This room is painfully difficult, and the
route shown on the map is only a rough
guide Anyway, make your way carefully
towards north door -  a task made tricky by
the invisible walls -  and enter next room. Get
SPHINX PIECE, go back into the invisible
wall room, then up the steps and through
south door. Walk towards south-west door
using small steps, and get as close to it as
possible before it closes When it does, walk
back until it opens, take a couple of steps for-
ward, then switch to large steps and run
straight at it.

Get ANKH, go through the locked door to
the west, then walk around the balcony, go
down steps, shoot the darts and go through
door to the west. Look up and shoot block on
the ceiling to reveal a hole. Go through west
door, climb through hole in the wall, then run



SPHINX JINX
THE MAP

S • Selquet

B - Behbet

- Thebes

E - Entrance

0  - Osiris

Jinx

quickly
through the next scfeeri
(the ceiling is falling) and take exit in
front of you Take south exit from this room.
then go through Portal as before. From the
next room, go south, south, west (shoot the
dogs), climb up steps and take south-west
exit crawl under block and continue west into
entrance hall.

Now go back into desert and walk back to
where you started the game — there should
be a hole there, so drop down it. Once you
have landed, go up steps, through south
door. and collect the 3 ANKHS from this next
room. Go back the way you came, down
steps, then go through locked north door.
Avoiding the light patch in the centre of the
screen (poisonous dart territory), go through
the lower north door, get SPHINX PIECE. go

- - - - -
back
the way you came,
up steps and through upper north
door. Using large steps, touch first block to
lower it, then use ANKHS to lower the rest.
Once across, DON'T collect the sphinx piece
just yet — go north into the final room, collect
the 10 gold bars, then go back into previous
room and collect the final SPHINX PIECE to
finish the game. Now go and have a nice he
down, you deserve it'

And that concludes arguably the toughest
Powerpack game ever! Many thanks to Ian
Andrew from Incentive for his help and assis-
tance and to Andrew Davies for his
invaluable contribution.

A -Ankh
S S p h i n x

Piece
W-  Wa t e r
6  G o l d
F .  F i r s t

Aid
oor
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Rocks provide useful shields from incoming
rocks, boulders and monkey nuts. Of  course,
not standing under trees filled w i t h  hostile
monkeys is an even bet ter  way to stay fit.

C h u c k  proudly sports a beer gut,

stubble and very little nous. Quite
how he won the hand of his beauti-
ful wife Ophelia is one of the great

mysteries of history, but that's not important
right now because the evil Gary Gritter has
kidnapped her. A heartbroken - or at least
slightly miffed - Chuck sets out to get her
beck. Unfortunately, he'S a bit too dim to do
this on his own and needs major league help_

You have to guide this prehistoric pleb
through 15 zones of dino mayhem in order to
reach a show-down with the evil Gazza.
There are thunder-lizards to the right of him,
thunder-lizards to the left of him and a fair
smattering of the big scaly fiends straight

DINOSAURS
TIE DIME

BRONTESAURUS - These huge herbi-
vores could grow to a length of 70 feet or
more and weighed in at around 27 tons.
They are not to be confused with the
famous literary family, the Brontes,
although it has been theorised that their
version of Wuthering Heights would have
had better car chases.
TERRORDACTYL - Much like the
Pterodactyl, these flying wings roamed
Mesozoic skies. Their fossils were particu-
larly sought after during WWII as their
bones provided excellent glider frames for
escaping POWs.
TRICERATOPS - Famed for their huge
horned and armoured heads, this was not
in fact their greatest skill. They specialised
in close harmony singing, and later
evolved into that strange creature known
as Thefourtops.
DIPPYDOCUS - The
most stupid of the
dinosaurs,
the 'docus
was best
known for its
use of Speccys
and finding
daytime TV
entertaining.
Steg -
not the
slug but
the
'asaurus. Just love
the plumage!

CHUCK FORMAT Juno 1 9 9 2

Scrub one end-of-level guardian. Apparently,
hurling rocks at  dinosaurs h e a d s  made
them leap sideways, pull a funny face and
behave in an altogether dead kind of way.

Uncouth, uncivilised and unbelievably thick!
That just about sums up Chuck Rock, comic
caveman hero of Genias' new platform epic.
Can this superslob turn superhero to over-
come dangerous dinosaurs, devious detours
and deadly droppings on his own? Uh, no,
you'll have to help out in a big way.

ahead, too. Most will kill Chuck for a quick
snack it they get their claws on him, so he
has to leap, dodge and bully his way past,

All Chuck can do to protect himself is
belly butt, kick and bung boulders! These
weapons sound well wimpy, but are actually
dead effective. With his ample waistline
he can bop even the fiercest dino
down with one quick wobble of
his jelly belly. Surprisingly
agile, he can leap into the
air and toe poke dinosaurs
to death - although the wilt
of his size nines does
more damage than the
kick! Finally, and most
importantly, he can hurl
huge (and not quite so

huge) rocks about.
These rocks are the key to
the game. First off, they form a
major part of Chuck's offensive
armoury. Any rock found lying around
can be picked up, hoisted overhead and
thrown to top threatening thunder-
lizards. They can be used as shields to

stop dangerous rock falls concussing
Chuck, and are vital platform builders.
If a ledge is too high. Chuck can use
a boulder as a primitive step-ladder.
And as the game progresses,

Getting in the right position to throw said
rock though is another  kett le  of worms
entirely. I t  takes  a cool head, ca lm hand
and as much stupidity as you can muster.

A
reaching new heights and leaping un-lea-
pable gaps become ever more important.

Chuck always has to watch his weight
and health. Scattered around the platform
world are various bits of nosh and health giv-
ing hearts. Although on a mission of mercy,

CR racks up most points for face filling
and grabbing hams, hogs' heads

and chicken legs as he fights for
his life_ But while this stops his

turn from rumbling, the
hearts replace the valuable
life energy that's lost every
time a dinosaur hits him,

4

Mudmen m a k e  life messy a n d  very short-
on world two.  They sneak under the mud
and leap up suddenly, grabbing Chuck's
ankles. Tr icky blighter,  Johnny Mudmant



Mere w e  see a bril l iant example  of a pre.
historia-primroseus-maximus. I t  only
flowers once every three  millennia and
thrives on Stegasaurus droppings.

Keeping Chuckie fit is essential, if he is to
survive the rigours of bramble bushes, mad
monsters and the unexpected! When guiding
Mr Rock, you always
have to expect the
unexpected. He

can happen upon 0 1 1 1mud monsters,
sinking swamps
and all manner of
prehistoric peril whenever a new zone is
entered, all the while being hassled by an
increasingly vicious menagerie of monsters.
One wrong move sends the boy screaming
skyward with his eyes bulging in pain: too
many leave him lying dead, and you one life

Game Chuck Rock
Publisher Genias
Cassette E10.99
Disk £15.99
Release Late June
Contact 0332 29779777

w i f f
es dottlisage

down. And with only four lives for the entire
game, one death is a death too many.

Chuck plays well. All three zones of world
one, while still being a reasonable test of
your 'stick skill, are training for levels yet to
come. You have to learn how to use
crocodile catapults and pterodactyl lifts, how
to defend and attack, and the peculiar char-
acteristics of the creatures. Learning the map
is essential, if you want to get the biggest
possible score and survive. This requires
many leaps into the unknown, exploration
and some downright foolhardiness. But

Leap over the f lames to  stay healthy.
Remember, stay on the brown and out of
the red, in this game you don't get anything
for two in the head! Super, smashing, great!

glIts996
•  •

•  •

•  •

•  •

•

•  •  •

•  •

•

Never smile at  a Crocodile; but stand on
their tails and hurl rocks on to their heads.
It may upset Greenpeace,  but it  sure is fun -
and it throws you up to that  next  platform.

Chuck is so controllable that you don't mind
taking risks, as skill always offers at least a
glimmer of hope.

The immensity of the task, remembering
15 huge maps and reacting exactly right

every single step of the way is offset
by Chuck's amazing techni

F i t z d p ,  colour laugh-coat. Themonsters look as stupid
as Chuck and are

I l e  W O N  has its own idiosyn
di _twice as daft. Each

cratic method of
attack and silly way of dying. This spacky
look helps to disguise the progressively
tougher gameplay.

.101k 4co f;d6.

Belly but t  a bird and w h a t  happens! They
grab you by the hair,  drag you into the air,
fly you around a bit  and then drop you some-
where dangerous. Lovely plumage though.

Although not brilliant, the graphics look
the part, inventing a comic time when both
man and dinosaurs roamed the planet. The
lack of reality is total: since when was a
triceratops two feet tall? But the whole game
has a mad logic, giving an overall look and
gameplay continuity. And that's what counts.

Chuck Rock is real good. The precision
of the leaps and bounds, demanded by con-
sole-style games, is combined with the
up-front speed of hard-core computer romps,
all wrapped up in ribald silliness. Chuck
Rock's one tailing may be that it's all over too
quickly, but that's only because it insists that
you play again, and again. It puts the hooks
in hard, simply because everything seems
achievable. If only you
were a little luckier, a
little quicker...

TRENTON WEBB = A I

POWER RATING
ME DOWNERS...

•  Getting further doesn't necessarily
guarantee a hi-score!

caveman woridi
•  Clean, crisp control of
Chuck promotes skilful play!
•  15 huge maps to explore.

Massive playability means
be back  t ime and
in.

Vas t  range of puzzles and
, problems to beat.
•  Has a console-feel  at  an

de pace.
am n silly, nay total ly daft,

monsters to beat .
•  There is a  neat  ba lance
between points. health power
and progress.
•  Classic platform action.

...AND THE UPPERS

100

To clear  obstacles l ike this, you need to use
rocks to build platforms for yourself. Of
course, i f  Chuck hasn't got any rocks then
he just has to chance his arm, his leg, his

COMMODOREFORMATJUNEASAURUS 1 0 0 2



POWERTESI

Even
the Navy

get a look In on
the act ion.  The

ships don't do anything,
but those hel icopters are  fir-
ing homing Exocets right up

Amie's left nostril.  Ouch.

B y  now, I fully expect you to have

wrenched the cover-cassette off
the front of this magazine,
bunged it into your datasette and
been astounded by the playabil-

haven't doneity of the Arnie demo. If you
any of these things, you
must be some kind of
weirdo with your priorities
all wrong.

The game has a simple
but effective plot. A small
green helicopter drops you
in a jungle. It then flies off,
abandoning you. Instead of
getting annoyed and 'phoning
for a taxi, you unstrap your
AR15 assault rifle and look for
some people to shoot (and,
ultimately, a nasty evil General
to blast away). And that's
basically it!

Luckily, you are situated
right next to a large camp
chock full of enemy soldiers,
so you're guaranteed a fire-
fight. In fact, seconds after
you land, dozens of armed
men run towai-ds you, simply
asking to be cut down.

Each of the baddies doesn't
actually fire that much at you.
But before you think that you're
getting off lightly, there are so many of them
that the bullets start to fill the air. It's pointless
simply to stay where you are, blasting away,
because you'll just get overwhelmed with
enemies. The thing to do is keep moving.
Shoot as much as you wish. but don't stop
while you're doing it.

The tanks are  the worst  rine•
mies. Strangely,  they just
keep blasting you to death. . .

Pretty soon. you'll come across some
guard posts. It's virtually impossible to kill the
people inside these, but as long as you keep
Out of their line of sight, they shouldn't cause
you too many problems.

Occasionally you meet a guy
dressed in red. Shoot him and
you'll come across a new weapon
lying on the ground. Depending on
which weapon you've currently
got, it'll either be rather useful or
incredibly violent. It could be a
big machine-gun, a rocket-
launcher or a flame-thrower.

is sbot Ossdettn Y e s .  Arnie is a pretty
ooPs- 4'11 w a r d e  d e c e n t  game. Once you get

lenurisoTta:stsiaelittl:duleoP.o i t  alone. The playing area is

r  oet trtrics6e11:ernene.the hang, you just can't leave

Time to grab some better
weapons, b o r n b s

think,. h a v e

three atora ,  pleaSe
V W1XL s i ts ing to write to your Granny in Skegness

about. But it's just so playable. You become
determined to blow up the tanks, people and
helicopters that stand in your way, and every
time you get a bit further, you want to have
another go. Great stuff,
and worth a decent score.
methinks.

JAMES LEACH

Getting behind the  armoured
cars doesn't  guarantee your
safety, but it  helps.

large enough for you to try loads of
different approaches. One of the
best, surprisingly, is to hold back
on the firing unless things really
do start getting hot,

The graphics are small
but neat, and the speed of the
whole thing is set so that you
can dodge the enemy bullets
and just about out-run all the

in g u y s  as well,
I really like Arnie.

Graphically, it's nice but noth-

This is wha t  happens if you
launch a rocket  at  a  weedy
tank. Impressive,  eh?

COMMODORE FORMAT June 1 9 9 2  - with Arnie's barmy army
'

HARDWARE CARNIVAL
Zeppelin claim that you can use "the
latest high technology weapons". In
fact, not one of the pieces of the kit is
less than 20 years old, but then hey,
who's counting?

1. THE AR15 ARMALITE
Soft and squishy cousin of
the M16, this is Arnie's
standard weapon. He's got tons of
ammo for it. Trouble is, it doesn't fire
all that quickly.

2. THE M60 LIGHT MACHINE-GUN
This is what Stallone used as a
light snack between meals in the
film Rambo. Fires lots of bullets,
hurts lots of baddies and, er, runs
out of ammo quite quickly.

3. RPG-7 ROCKET LAUNCHER
Soviet-grown, this powerful cit-
rus fruit blasts away
armoured vehicles like, er, a
big blasting thing. You don't have too
many rockets, but once you reach the
town section, they come into their own.

4. FT25 FLAME THROWER
As well as having a crisp.
tangy bite to it, the flame-
thrower is at least as good as
the rocket-launcher for torch-
ing baddies, vehicles, more baddies
and, er, even more baddies.

Game
Publisher
Cassette
Disk
Release
Contact

Arnie
Zeppelin
£3.99
Unavailable
Out now
091 385  7755

POWER RATING
THE DOWNERS...

•  Graphics are a little small
•  Collision detection could be a tad
sharper, but it works in your favour.

•  Loads of explosions, blasts,
ussions and bombs.

a  big game,  w i th  plenty
" y  as you go further

her into it.
oath scrolling, which
n't hold up the gameplay.

•  You'll a lso need to use a bit
ought to work  out the
way through the puzzles.

•  It's very addict ive - Just-one-
more-go-fever at  its best.
•  Wobbly sound actual ly suits
the game rather  welt.
•  Extra weapons work wel l ,
and they are also an incentive

„keep playing.

D THE UPPERS
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T h e r e  are a few

things you ought to know about
TIB's 3.5- Ultimate Drive, if you
haven't already heard of, or had
the chance to try it yet. As its

name suggests, it is certainly the fastest disk
drive around for the C64 - even faster than
Commodore's 1581, which will leave you
short of a couple of hundred pounds. But how
does it fare for the games-player and pro-
grammer alike?

ON THE PORT SIDE
To use this beautifully crafted disk drive
(about the size of a video cassette) simply
plug it into the cartridge port, located at the
back of your 64. The drive is powered directly
from your computer, so you don't have to
worry about hunting out an extra power
socket. This is of particular benefit to all you
tapey peeps Out there who have not consid-
ered buying a disk drive before.

Imagine sitting in front of your 64 armed
with your tape/disk and your DD•001 (techie
term for the Ultimate Drive) plugged in.
Eagerly, you load your tape/disk into your 64,
and switch on your computer. Within seconds
your game will appear and you will be ready
for action! No pressing SHIFT and
RUN/STOP, no typing LOAD, no anything -
just switch on and go (as certain shampoo
ads are fond of saying!).

In principle, the Ultimate Drive resembles
a games cartridge, but differs in the fact that
it merely acts as an interlace; it is the drive
that does the donkey work and is the 'guts' of
the system. This gives you greater flexibility.
For a start, loads of games could be packed
on to your average 3.5" disk (if the software
companies chose to support it). Imagine how
much stuff you could get on to a tape that
takes two complete cycles of your 000-999
tape counter, without any fastload being used
of course, and this is roughly how much you
can squeeze on to a humble disk, Simply
amazing, eh?

IS BIGGER 111.21711ER?
And the speed is a great benefit. With this
drive, games could be made bigger and bet-
ter (they could have more parts), as they
would take a fraction of the time to load. The
booklet that comes with the drive states that it
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Does this mean anything to you? I f  so, then
some of TUB'S tools could be for you!

will load 64K in just six seconds. Realistically,
however, you're talking about a disk version
being ready to play before the computer has
even found the filename of the tape version!

For endless hours of enjoyment, without
even having to touch the keyboard, just bung
in the disk, switch on the computer, and hey
presto - with your hands on the joystick,
you're ready to kill off the latest swarm of
Xyborgs from the planet X_ To get you
started, there is a free games compilation
disk with the drive.

A PROGRAMMER'S
WADE
For the more serious user who may want to
use the Ultimate Drive to work on programs.
there are some major shortfalls. A more
viable, updated version of its software is
needed before it will be a major boon to the
serious user. So all you programmers out
there may have to wait until version 2.0 is
designed and released before
the TIB drive fulfils
its true
techie
potential.

None of
the commer-
cial utility
programs I
have will work
with it. It isn't
possible to
change the drive device number from 9.
You can LOAD/SAVE from Basic

COMPACT

What do you prefer a cranky
old banger barely capable of
50mph, or  a s leek F l  c a r
that's raring to race? TIB's
n e w  Ul t imate  Drive claims
sufficient speed  to leave

Commodore's

!

5 .25"  disk drive
standing. But  is
it al l  fancy
paint  work and
fluffy dice?

Bones takes  TIB's baby
to pieces to see wha t
this new disk drive can
do for you

using the direct mode, but programs do not
recognise the drive as device 9. Therefore,
manipulating files from within a Basic pro-
gram is not possible. Machine code can
obviously access the drive, as demonstrated
by the standard software - which comes in
the form of free games b u t  you need to pay
E12 for the source code to find out how this
may be possible! The manual doesn't explain
properly how the drive works, and contains a
lot of errors. Perhaps spending El 2 for the
source code may help you to find out.

The directory ($) is not loadable into
memory, and when i l ls  listed you cannot stop
the listing, or even slow it down satisfactory.
The software font is poor with spidery charac-
ters that are difficult to read even on a
monitor, so if you use a TV screen, you will
certainly have problems here. There are sim-
ple errors like spelling. If, like me, you use a
programming cartridge, such as Action
Replay, then you cannot use the drive without
endlessly plugging/unplugging the drive inter-
face. A motherboard may help, but to
initialise the drive the computer requires
resetting. Some tool-kit commands in the car-
tridge interface would prove invaluable,

The works! T I E  s 3.5" dr ive comes complete
with interface,  tools and
games disk.

FORMAT Juno 1 9 9 2



ISKUSSING
FLOPPIES

• One of the more fundamental
differences between the
Ultimate Drive and
Commodore's 1581 is the
disks that they use. The 1581
still sports a 5.25" size slot in
the front, while TIB's baby only
has a 3.5" hole. But surely
floppies are floppies are flop-
pies. aren't they?

The CF crew pulled one of
each apart to see what made
these magnetic marvels tick.
Don't worry we got an adult to
help us with the scissors.

w

•  41,

PADDING

WRITE PRO.
TECT TAB

COMMODORE 3 . 5 "  FORMAT June 1 9 9 2

PROTECTIVE SHIELD

MAGNETIC T O U G H  PLASTIC
DISK C A S E

FLEXIBLE
CASING

DISK

The 5.25" disk is the direct predecessor of the 3.5". So, naturally, the 3.5" disk has
many advantages. For a start, it's not really floppy at all, being bound up in a tough

•  plastic case. The disk is protected from damage by a tough metal shield, which is
pulled back only when the disk is in the drive. A write protect tab lives in one cor-
ner allowing you to safeguard your data without resorting to tape. And the final
plus factor has to be that the 3.5" holds four times as much data!

MENU"
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(SNOW WES r t i c

ATE
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%S) TOP
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DISEMON

. D I S E A S E
D I S E N ( X

(5) AISEEop
(6). FILE CO
(?) ATM.r'

(8) D I U  TO
( A )  T O P  mEN

The f i lename, ah ,  you did note  dawn the file.
name didn't you. Right, we' l l  start  again.

MS DOS TO C64?
TIB state that with the Ultimate Drive you can
transfer files from a PC to a C64. Although
this can be done, it is not particularly easy, If
you own a PC and use a word processor, you
save out an ASCII file to an MS DOS disk.
You can then, supposedly, put that disk into
the Ultimate Drive. load it into the C64*s
memory, and save it out on, say, a 1541. But
to load it from hereto a C64 word processor
for editing, etc, you will need to write a rather
tricky program to convert the ASCII to Pet
ASCII (the ASCII Commodore uses) as well
as convert the MS DOS file (which is a PRO
file) into a SE0 file. This, in itself, is difficult
enough, but to reverse the process is even
more tricky, requiring various flags. ASCII
conversion and file conversion. The software
on the Ultimate Drive Utilities disk just does
not deal with these problems, so unless you
are a competent programmer, forget it!

BOOTMINJAAdmEl12
U T ,  E x E
mOut.E0 E X C
M k !  1 1 8PVJAnnSFltaW Ell
Hli! 1 .itth Ev
D I S V M O N  X
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IXE .4t717,, 111VY4pAse :Pit

US! CURSOR T W E I n i D A M E I N U R A  I I . 'TO E X E C U T E  A  A l a  " ' I L E  S . r f f i l l . c v

The Ul t imate  drive tools oi ler  some neat
time-saving tools, but how useful are  they?

S O F T S T U F F  E i g h t  games come with the Ultimate Drive. Are they just something to fill up the disk or are they worth h e i r

UTZ - A merry runny-aroundy-
hooty-to-bitzy isometric space
omp. You have to guide a sol-
ier through a twisted maze of

unnels collecting keys,
eapons and other odd objects.
un in a frantic kind of way.
* * * * * *

FIREFLY - A multi-directional
scrolling space battle with some
fun sounds. Firefly is far from a
thriller as the slow pace holds it
back. The flexibility of the ship
and the size of the map means
that there's plenty to discover.
* * * * *

MOUSE TRAP - Not just sad, but
terminally depressed. This is a
platform-based leap and collect
game that lacks the personality
needed to pull you into play.
Appalling graphics and a total
lack of control don't help either.

IPY
SEv
yo

killers. Hit the badgers until they w h
fall down, and when your energy t a
runs Out you fall down. Funny in W a
a funny kind of way. o r
* * * *

NINJA RABBITS- A budget
smash, this is a surreal beat-
'em-up featuring huge leparine



As outlined above, for the programmer
there are a few problems that need to be
ironed out before the Ultimate Drive can
become an essential C64 accessory. But with
a bit more work. TIB could have a winner.
The drive, from a game-player's point of view,
is perfect, and most of the major software
houses expressed interest in the format.
Some are actively prepared to support the
drive as soon as it is Out on sale and a
demand begins to generate.
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The techle uti l i t ies look really impressive,
but are  they really that  hot?

THE PRICE IS RIGHT
OR IS IT?
For a penny less than a hundred pounds, the
Ultimate Drive is good value for all you game-
players. especially as it is geared to meeting
the trend towards 3,5" disks. (The 3.5" is
much sturdier, more compact and less prone
to dust than its older counterpart, the 5.25.)

For this drive to succeed as a bonus to
game-players though, it will be reliant upon
the support of the software houses. You can
see the dilemma: the software houses will
want evidence that people are buying the
drive, and the buyers will want to know that
the software houses are going to support it.
The danger is that this drive could go the
same way as the C64 games console.
However, for the games-playing public this
drive is pristine perfection in a
metal casing.

BONES

THE SOIPTWARE HOUSES
STATE THEIR CASE

Most of the software publishers produce their games using cassette tapes. Detailed below
are the responses of some software publisers regarding their support for the new 3,5"
Ultimate Drive format.

CODEMASTERS: By far the best response
came from the Codies. Paul Ranson said
that the policy of the Codies is that they
already, and always will, do everything they
can to sup-
port the
Commodore
64, and
therefore
WILL cer-
tainly be
producing
software for
the Ultimate
Drive.

DOMARK: Their next release is June with
Euro Soccer Champ and they will be
putting the game out on cassette and 5.25"
disk. But if the Ultimate Drive is selling
okay they will give it serious consideration.

OCEAN: They are very keen about this
new drive and have every intention of sup-
porting it fully, once it is out and selling.

As one of the major publishers of UK
leisure soft-
ware.
Ocean's
support will
prove cru-
cial if the
format is to
become a
viable plat-
form for
games.

ZEPPELIN: They are unlikely to use this
format (3.5" disk drive) - however, they did
say that if the market became more sub-
stantial they would have to follow suit and
produce for the 3.5 format,

Consider the 3.5" Ultimate Drive as a really good investment for software publish-
ers. It  offers developers immensely fast loading times that can easily leave
designers the opportunity to release mega-file games of extraordinary depth of
play. The disks simply hold more data and load it in far faster. And think what the
concept of the disk drive plugging into the cartridge port could mean to you, the
games you play and the time taken to load them/

orth l iDir  weight In gameplay gold? A brill compilation would make the drive a 'must have', so we've played them all and rated 'em out of ten.
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PYJAMAR AMA - The sequel to
Everyone's A Wally, and when
jou load it up you'll understand
shy. This arcade adventure is so
lame it should be in the circus!
Wander around and get killed by
orrible ghosts, and that's it!
Ha.
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TOP DUCK - An oddly amusing
Bubble Bobble Pac Man hybrid
starring a duck. Run along plat-
forms pecking bricks to kill
insects (!?!). Control quirks
make it a curiosity, but at least
refreshingly silly.
* * * *
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FROSTBYTE - A real old-time
gaming star. You control an
Implausible bendy pipe type
thing that has to dodge and leap
uppy downy monsters. Solidly
playable and lust frustrating
enough to keep you playing.
* * * * * * * *
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EQUINOX - Fast spheroid fire-
power fun, as you skate around
a large spaceship looking for
things to kill. A control game,
this one has to be played on
keys - so 'stick jockeys watch
out! Dated but still okay(ish).
* * * * * *
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Storming back to full strength,
Inside Info returns. Techie  bod,
Jason Finch, is here to answer
all  your techie queries. So i f
you're having hassle wi th  your
hardware, trouble wi th your
tape or  are doubtful about your
disk drive, then drop him a line
at  Inside Info, Commodore
Format, 3 0  Monmouth Street,
Bath, Avon, BA1 2BW.

DRIVE HASSLES
Dear Inside Into
I have a KY-100 5.25- floppy disk drive for my
Commodore 64. Is it possible to alter the disk
controller so I can retrieve files from some old
disks that I have, which are formatted in
DOS2 and D052.5? Secondly, is it possible
to produce a screen size of
320 by 160 with the
Commodore 64? Can you
help please?
Mr D.Winder, Darwen,
Lancashire

Hmm... tricky. First
of all there is no
simple way for
you to retrieve
those old files
unfortunately,
because it just
Isn't possible to
change drives in
that drastic a fash-
ion. The only thing I
can suggest is that you
get hold of a DOS2 drive
and attach it to the 64, load
in the files you want, then con-
nect your KY-100 and save them out on to
that. It's a bit like trying to convert files
between Commodore and MS-DOS drives.

On your second point, that isn't possi-
ble either (what a great start to this
section!). You can get a screen size of 320
by 200 or 160 by 200. but not the particu-
lar combination you are after. For those of
you who haven't the foggiest what I'm on
about here, the sizes refer to 'pixels' - the
smallest dots that your wonderful com-
puter can display on the screen. Each
character is eight pixels horizontally by

COMMODORE FORMAT June 1 9 9 2  - inside out

eight pixels vert ical ly.  Sorry to have to
disappoint  you on both quest ions.

OLD TIMER
Dear Inside Info
I have a cassette deck that used to be my
brother's a few years ago, which was for his
VIC20. The deck is the right one for my 64
too. It  loads most of my games but there are

a few that it won't load. If I bought a
new cassette deck would this

solve my problem and where
could I purchase One?

Mr JOsborn, Welling, Kent

TH
SpYKED
BROLLY
In 1986. Georgi Markov. a

Bulgarian diplomat, bumped into a man with a
brolly in the street. Shortly afterwards, Markov

felt ill, collapsed and died.
Not too weird, you might think. But when the
pathologists cut him to bits afterwards, they

found a tiny poison-filled pellet in him. It
was about the size of the ball in a Bic,

and had been injected through the
umbrella by the spy Markov
bumped into. Interesting,

If your brother used
to use it on his
VIC2O then I should
imagine that it has
passed its 'use by'
date, as it were!
What usually hap-

pens is that all sor ts
of d isgust ing bi ts of

dirt and grime get
attracted to the impor-

tant parts of the cassette
deck, and over t ime th is

results in the reliability of the
tape heads (the Important bits) decreas-
ing. They also get knocked out of place a
bit now and then just through general
wear and tear. This means the heads need
'realigning', and there are kits you can
buy to help you do this. Some games are
rather sensitive and need decks that are
100 per cent accurate, so I would recom-
mend that you buy another one - I t s
probably about time. They are about 30
quid and can be bought from most places
that sell C64s. Alternatively, give Datel
Electronics a buzz on 0782 744707.

PLAY PASS
Dear Inside Info
Here is a very ditferent password program
that takes no typing in or any A$ statements.
All you need to do is type it in, then run it.
When "ENTER PASSWORD" comes up just
press play on your tape deck and then when
the last message comes up stop the tape:

10 PRINT CHRS(147):  POKE 808 ,239
20 PRINT ' W I E R  PASSWORD"
30 WAIT 1 , 1 5 , 1 6
40 PRINT CRR.$(147)
50 PRINT "THANK YOU. YOU ARE CLEAR TO
PASS'
60 WAIT 1 , 1 6
70 PRINT CHR$(147)
80 REM * *  REST OP PROGRAM **

Now for a few questions.
1) How do you get SYS
numbers for games?
I've gol an Action
Replay if that helps.
2) When is 'Back
to Basic' coming
back to C P
If I don't get a let-
ter printed in this
mag soon I'll go
somewhere like
Zzap. This will be
the fourth letter
that I've sent in!
Chris Maton,
Lowestoft, Suffolk

Awww, such
threats. Well, now
you've got one
Red 42! The ul t imata
play pass offence!



printed. I trust that the posi-
tioning of your letter on this
page is to your satisfaction?

Thanks for the proggie.
To get SYS numbers for
games you have to search
through a game's code and
therefore need to be a com-
petent assembly language
programmer. Are you -
hmmm? Regarding the
series, I don't know any-
thing about its return, so
you'll have to write
another letter to the great
Ed and wait again for a
reply to your fifth letter.

TEXT TO DISK

10 OPEN 2 , 1 , ' F I L E N A M E , S , W f f
20 AS=•COMMODORE FORMAT'
30 RS.'MAGAZINE'
40 RRINT#2,A$:PRINT#2,13.$
50 CLOSE 2

10 OPEN 2 ,8 ,0 , 'F ILENAME,S ,R•
20 INPUT42,AS
30 INPUT02,13$
40 PRINT AS;13$
50 CLOSE 2

Dear Inside Into
Please, please help. I'm really puzzled. I got
a C64 with 1541-11 disk drive for Christmas.
Trouble is. it I try to save a block of text on to
a blank formatted disk it won't save, yet I can
save computer program listings easily
enough. Can you please tell me how to save
text on to disks, as not only being new to
computing, I'm also at my wits end. Also, Can
you recommend any good Commodore
books for beginners?
Gail Worthington, West Bromwich

The best book that you could buy at this
point would probably be the Commodore
64 Programmer's Reference Guide, which
is widely available. It features most
aspects of the computer with plenty of
examples, and I wouldn't be without my
copy. Other than that, you should be cau-
tious about buying books on Basic
programming because the Commodore
64's Basic is different to most others.
Look out for series in magazines, too.

Regarding the permanent storing of
text, it all depends on how your text is
temporarily stored. Most word processors
have the facility built in, so you should
buy and use one of those if you are writ-
ing something like a report or letter.
Otherwise, what you must do is create a
'sequential' file (the data is recorded
sequentially) and write a number of
'strings t o  it. By strings I mean things like
AS or W$ or whatever. Below are two
short examples of writing and reading, in
that order, text to and from a disk file:

A file will be created called FILENAME
in the disk directory. The code SEC) will
appear next to it to indicate that it is a
sequential file. The ',S.W- and m e a n

ilvs,4c.„,„

COmmoboRE
, T h e  ul t imate

answer to the
p U n i v e r s e  - C64!

(1 think i t  was
number 42.
actual ly - Ed.)
'sequentially write'
and 'sequentially
read', respectively.

You should find
some more informa-

tion in your disk
drive manual - an
explanation of them
here would need an
article of its own.

TAPE TO
DISK

Dear Inside Into
I was lucky enough to receive a disk drive for
Christmas and since then I've been trying to
write a program to transfer tape to disk but as
yet I have not succeeded. Is there anybody
out there who has? I would be grateful for
any help that you could give me.
Craig Milward

Well it all depends on what sort of things
you want to have transferred from the
humble tape to the worshipful disk. If it's
your own programs, then all you need to
do is load them into the computer from
tape and then save them out on to a suit-
able disk. If, as I suspect it might just be,
you want to transfer commercial software
like games on to a disk then you should
slap your wrist because it's not allowed.

Anyway, programs aren't generally
used to transfer stuff from tape to disk;
cartridges are. Something like Action
Replay should help you out no
end, a review of which was
featured last month. But
don't do anything
naughty with it (as if
any CF reader would
even contemplate
such a thing).

TOTAL
RECALL
Dear Inside Into
I have been a proud
C64 owner for three
years and have been pro-
gramming Basic for even
longer. But I am still puzzled - is
there a way to store a screen of data with-
out having to record arid recall 1,000
characters and 1,000 Colours on end? If so,
what is it?
Craig Chapman, Radford, Coventry

Eek, this is bordering on
the very difficult but I'll try
to be brief. Yes. Is that
okay? Oh you want to
know how to do it as well?
The technique of storing

Clunk, cl ick, every trip, with
Til l 's new style seat-beit .

ULTIMATE DRIVE

DEA
CLAI

If you've got a techy tip or any C64
news you want to pass on, then, write to:

Inside Info, Commodore Format,
Future Publishing, 30 Monmouth Street,

Bath, Avon, BM 2BVV_
Don't forget to include your name and

address, and if you Send a tape or disk, put
your name on that as well.

We're building up quite a stamp col-
lection here, so please, no SAEs

(as we can't reply personally
to each letter)!
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TECHY TIPS
less information than you really need, and
still being able to recall it all, is known as
'data compression' and it can apply to
anything, not just characters and colour
information. You could use it for storing
sprite data for instance - in fact anything
that has repeated numbers in the data.
There are loads and loads of different
methods, the simplest of which follows.

You store each number as usual until
you come to a place where a number is
repeated twice, one after the other. Then
you scan along the rest of the information
for how many more times that same num-
ber occurs without a different one in
between. Then you store that number and
carry on until the end is reached. So, say
you have 40 spaces on the screen, the
code number for which Is 32 - check out
the User Manual. You would record
32,32,38 because there are 38 spaces fol-
lowing the original two. Recall is the
reverse of storage. When you get a num-
ber repeated, use the third for the number
of repeats. Got it? Good.

Dear Inside Info
In the CF18 Inside Info I read that TIB are
releasing a 3,5" disk drive for the C64. You
told us the price of the drive but what you
failed to tell us was:
1) When is it going to be released?
2) How much will the disks cost?
Matthew Connolly, Bacuo, Lancashire

TIB PLC have already released the drive,
but they have been having a few problems
with it - namely that some bits don't work
quite as was originally intended! So I'm

not entirely sure what the availability
of the drive is at the moment. It

would be best if you call
them on 0274 736990.

The disks are standard
3.5” disks and can be

bought from all com-
puter shops. They are
usually about E1.50
or less each, depend-
ing on the shop. You
would need double
sided, double density

ones. Alternatively,
look out for reputable

mail order companies
because they usually sell

them a lot cheaper. In fact, TIB
were running a special offer

whereby you could get 20 disks together
with a storage case for just £15.00.

NB: See p.39
for more info on the
TIB drive.



HORROR BEYOND BELIEF!

The
_,,,_AdventureG

'en tie!

nub Redrup
TMS

Are you brave enough to tackle one of the uni-
verse's greatest intellects in a cerebral
correspondence challenge? Oh you are! Well
then, drop The Mighty Brain a line at
Commodore Format, 30  Monmouth Street,
Bath, Avon, BAI  2BW.
PLAYERS' HANDBOOK
Dear TMB
I have returned to my C64 after many years
(don't part with your 64, you WILL come back
to it) but find that I am unable to obtain any
books listing earlier types of adventure
games. Could you please help me with this?
Jack Spiers, Loughborough.

Jack, now I'm glad you asked me that, no I
really am. You see a few weeks ago a new
book dropped through the CF mailbox, I ts
called the Adventure Gamer's Manual  and
costs E12.95. It contains synopses of  both
early adventure classics and the modern
marvels, across a wide number of formats.
It is far more than that though, as the bulk
of the book concerns itself with the theo-

ries and techniques used to
create adven-
tures, and
provides many a

helpful hint for
playing them!

The Adventure
Garners  Guide, by

Bob Redrup, is pub-
l ished by Sigma
Press, ISBN 1-85058-

2534 .  Or, i f  your
bookshop is unable to
order you a copy,
•phone Sigma direct on

0625 531035,

CERT

TWO INTO NONE
Yo TM13! (to coin a phrase)
I have a slight problem. Y'see being the
owner of not one but two computers, I am
normally better off than most. However, over
recent months a slight problem has occurred.
My parents have confiscated both my Speccy
and my C64. Recently, I have found myself
becoming incredibly irritable, short-tempered
and unable to concentrate. With my scholar-
ship exam coming up very soon, these
factors, and especially the last one, are
becoming rather worrying. I have a strong
feeling that my lack of concentration stems
from a lack of blasting aliens to kingdom
come. This problem is getting more on my
nerves by the minute: and without a joystick
blast soon, I feel I will definitely crack up.
What am Ito do?
Alexander Young, Oxford.

Hmm! Now you see I'm torn. You are deal-
ing with two areas close to my heart (at
least metaphorically!). Firstly, you are
obviously a keen gamer with a taste for
high-speed action, but you also have an
excellent chance to exercise sheer brain
power in your exam. So this would be my
suggested course of action. Talk to your
folks and remind them of the old adage
"all work and no play, makes Jack an
incredibly irritable, short-tempered boy
who can't  concentrate".  Then offer them a
deal: they let you have one of your com-
puters (your C64 not the Speccy, as I feel
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MISSING MOVIES
Dear TMB
Was there ever a C64 cover of the film
The Last Starfighter? And if so, where can
I get hold of a copy"
Fraz, Brough.

The Last Star l ighter (Lorimar/Universal
Pictures 1984) was never made into a
computer game. If any film was ever
ripe for conversion it was this one! The
hero was selected because he was an
arcade ace and the Death Blossom
finale was just like a smart bomb! A
shame, a real shame.
TMB

The soppy bit  from the Les t  Staff  Writer.

the Spectrum would only increase your
frustration) on a limited time basis - say
one night a week or for an hour every cou-
ple of days - if you're up-to-date with your
revision. This way you get to slay off-
world nasties. you can concentrate, you're
revis ing and everybody is happy. Good
luck with the negotiations, and remember
that most parent-types don't recognise
computer games as the legitimate form of
entertainment that they really are!
TMB



SIMPLY BRILLIANT?
Dear TMB
I was reading your review of Super Seymour
(CP19) and read about it being very difficult
and the graphics not very good, but I thought
seeing that it got 90% and "It's a Corkerr I'll
buy it. I went out and purchased il at 10.40am
on Saturday, I sat down when I got home and
loaded it up saying "this'll be good".

So there I was when it loaded, dancing to
the jolly music which the review said was "not
brilliant". That was the first thing I found that
differed from your review. Then I pressed fire
to start the game and when I saw the graph-
ics I thought that they were some of the best
background graphics I'd seen. My second
disagreement with the review.

Then I started playing and died. But on
my third go I reached level seven. Then, on
the next few tries I kept getting to higher lev-
els until I reached number sixteen.

The next morning at 8.30am I loaded the
game up. danced, gasped at the graphics
and got to level 16 with all my lives, and pro-
ceeded to the next without taking a hit,
thinking -yippie! Level 17 here I come!". But
no, it was back to level 1! I'd completed it
within 241irs of buying it!

Now either your reviewers are totally use-
less games-players or I'm simply brilliant!
Perhaps the readers who also have bought
this game could write in to say what they
think of it.

McCormack. Crantield

The review of  Super Seymour was the
focus of a lot of  d iscussion in the CF
office. Most  of the team had a blast  and
the results were interesting. James and
Trenty found it hard going. Cathy was rea-
sonably good, while Roger and 011ie were
brilliant - and you fall into this group. We
reached the opinion that it was highly
playable (what more proof do you need
than it getting you out of bed at half-past
eight on Sunday!) and that some players
found it a bit tough.

Anyway in arcades like Super
Seymour. it's not just finishing that's
important but also your score - as both
require different playing styles. So there's
life in the old budgie yet!

James Leach,  a games-player  so ta lented
that he couldn't finish Super  Seymour.

What this case does show, however, is
that reviews are opinions. C F s  opinion
always tries to reflect the overall merit of a
game: how good, bad or indi fferent any bi t
of software is as a total package. But
while the writer always strives to deliver
the definitive opinion, some people will
inevitably find that our conclusions differ
from theirs.

So always pick through reviews and
try to separate out opin ion f rom fact. If the
review says there are eight levels, then
rest assured that there are eight levels,
but if the review states, "I thought the
game was too hard," then filter this
through your  own experience. Because, i f
you are a red-hot games-player and the
reviewer is writing for the average player,
then you might find the game-play a little
easier than other people would.

Your clear and concise opinions,
though, are always welcome, so write in
and let us know if you think we're too gen-
erous, too tough or even spot  on!
TMB

TYPE CAST
Dear large amount of Grey Matter
Please, please, please, help me. Whenever I
type in a poke listing, if the line doesn't start
with a number, a message appears saying:
-?SYNTAX ERROR-. I say again, please.
please. help me!
Daniel Taylor, Dover.

Pokes are small  programs that subvert  the
main game code. For this reason, each
line of the poke must have a number, so
the C64 knows exactly in what order to
execute each instruction.

A REG
Dear TMB

Hair raisin' COMMODORE FORMAT J u n o 1 9 9 2

yOUR LETTERS
However, because the pages of CF are

div ided into 3 co lumns  - due to some
ancient human printing tradition - some-
times a longish single line overflows on to
the next line of text.

So, when typing it in though, you
should type it as a complete and continu-
ous line. only hitting return when you
need to start the next 'numbered' line.

Here's an example from CF20's Road
Runner Poke (page 30):
4 " I N F I N I T E  L I V E S  YiN" ;A: ; '—
A S . ' ' "  THEN

This line 'wrapped' in issue 20 after
AS="N" (as it has wrapped here after IF).
but needed to be typed as a s ingle line.
Sorry if this has caused any confusion. If
you had hit return after A$.,-"N" as it
appeared in the mag you 'd  have met your
old friend Mr ?SYNTAX ERROR again!
TMB

THE OLD
SWITCHEROO!
Yo Mighty Brain
Before you say it (it's you again, ha, beat you
- TMB), yes it's me again from CF18. Look
you may not believe this but it's true, you can
even try it if you don't believe me, OK?

I bought my trusty CP3 ages ago and
there was a poke in it for infinite lives on
Action Biker and the poke could only be used
with a Reset Switch, which I haven't got.

Anyway. I loaded Action Biker, turned off
the computer, typed in the cheat and turned it
on again quickly. After all that, I pressed
return and, sure as fate, Action Biker came
back on all ready for me with infinite lives. I
was stunned. I couldn't help saying to myself

Please answer my humble questions, you gorgeous mass of nervous tissue.
1) Will Starglider 2 ever come out for the C64?
2) Would you do one of those game round-ups for Soccer, just like you did with driving and
flight sims please?
3) Can Aliens actually be completed?
4) Don't you think that Reg of Coronation Street is excellent?
Reg Guy. Southport.

Before I start Reg. what makes you think I am nervous? But enough of that, on with
the answers.
1) Starglider was released nearly five years ago and so a follow-up seems a tad
unlikely, especially as the Argonaut boys who coded it have since gone on to many
new projects.
2) We could well run one of Archie Ack Ack Appleton-
Smythe's game round-ups to run in conjunction
with the European Championships this summer.
He's put in for leave and will do it if the MoD
decides he can spare the time.
3) Yes of course aliens can be completed! Am I
not living proof of that? I am an 'alien' and I
quite obviously have the necessary bits an
alien needs (are you sure - Ed?), so I can be
said to be complete.
4) I have avoided 'Coale' on the advice of my
doctor. However, when asked, the die-hard
Street fans who put Public Domain together
said "Yes!". And so it seems you are right Reg
Reg gets the thumbs up from the Fewtch crew.
TMB

Reg from Gerrie,
cunningly dis-

guised as
Gail

Platt.



yOUR LETTERS
HALL OF FRAMES
Dear TMB
I have been reacting CF  for sometime now and I always look forward to reading your sec-
tion, So I have decided that it is my turn to tire some questions at you. So here we go:
1) I have been looking for TV Sports Football for sometime now and can't find it. Can you
help me?
2) Have you got a cheat for Flimbo's Quest?
3) Since January's CF, on the scanner you have said you are going to review Mega Twins
next month but you still haven't reviewed it. When are you going to review it?
4) How about some more PO demos on the Powerpack like in issue 12?
5) Where did you find Roger Frames?
6) Why did you employ him?
Mark Wyatt, Colchester.

.1) TV Sports Football poses two problems: it's very old, and recent changes at
Mirrorsoft Towers have left a lot of grey areas in terms of back catalogue stuff. Mail
order ads would be my best suggestion.
2) No.
3) Every month we ring US Gold and they tell us that the game is in final testing. So
we put it on the innermost ring of the scanner. Then it doesn't show for review and
we ring the Goldies and they say that it is still in final testing. The result of this is that
the game has been virtually ready for review for three months, a position the scanner
has mirrored. This is in no way a criticism of the Goldies though. They want to make
sure that Mega Twins is as good as possible and won't release the title for review or
sale until it meets their high quality standards.

It's annoying to have to wait for so long, but when the wait is for the sake of
Improved quality, it can only be for the best in the long run. So we'll review it when
USG are happy with it.
4) OK, you'll see some on the tape real soon(ish).
5) We found Roger in High Wycombe High Street with his nose pressed up to the
glass of Smiths and salivating over the full-price games.
6) He's cheap!
TMB

time and time again how
on earth could this have happened - while
completing Action Biker. So let's get on with
the questions:
1) Why do they sell Reset Switches it you
don't need them?
2) I am still amazed.
3) Please print this as it is really bugging me.
4) How much would I sell my Commodore
and 90 games for?
David Wilson, Falkirk.

You did what! Without a t  Now I don't
doubt that you did this, but you appear to
have been what they say in the games
trade as unfeasibly lucky!

A Reset Switch simply arrests C64, but
doesn't turn it off! Turning off the corn-
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Campaigning journalist
TMB takes  the m o r e

PD" message to the
highest office

in the l a n d .
John

Tracy's
r  bird 51

puler pow-
ers it down and you

were lucky not to lose everything you 'd
just loaded in.

The poke you typed would have made
no difference, as with the power off the
keyboard doesn't tell the C64 a thing! You
must lust have messed with the code
enough power-wise to scramble the life
counter.  Lucky  or what!
1) Because you can' t  always t rust  to luck!
2) So am I!
3) Oh, OK then!
4) It sounds l ike a pr ice less col lect ion to
me. So nothing, as nobody could meet
even a reasonable asking price - except
maybe JP Getty III or Imelda Marcos!
TMB

12  GAUGE
AUTO-LOADER
Dear TMB (The Mighty Blob) Ha! Ha!
1) You did not state which car-park that
Matthew Ibbs (CF19) was supposed to meet
you in!
2) I bet that machine-gun you've got is loaded
with blanks.
3) Is Sega better than a Nintendo? And don't
give me a silly answer as my computer has a
major problem with the load command, and
only understands it when it wants to.
4) When are you going to put a decent game
on the Powerpack, like Head the Bail or
Cyberdyne Warrior?
5) Fink ya rad, then why don't ya challenge
me! I'll get my Ozzi 9mm and blow ya ta
Jonathan, Peterborough.
A '45 longslide and
a quarter  of
Jellybabies
please!

1)1 didn't state which car-park the con-
frontation was to take place in because I
didn't want innocent bystanders to be
hurt. If Matthew, and his curious culinary
habits, wants to have a go, then he'll know
exactly where to come.
2) No it was not loaded with blanks. A
Phased Plasma Rifle, with a 40W range, is
a weapon not a prop!
3) I personally prefer the Sega Megadrive
to the Nintendo SNES. But this is solely

because the Sega joypads look l ike little
spaceships. There isn't really much to
choose between them: the SNES has

more custom hardware; the
Megadrive the faster 'clock speed'.

However, a simple loading prob-
lem shouldn't make you want to trade

in a computer for a console. For
starters, your C64 doesn't have an innate

intelligence so it can't decide to load or
not. Therefore. it seems you have a hard-
ware fault. What about getting it fixed?
4) CF17!!!
5) I do not think I am rad. But what I lack
in the 'rad' department is made up for by
my ability to spell Uzi!
TMB

THE END
Is there something you just must
know? Then drop I M B  a line at
Commodore  Format, 30 Monmouth
Street. Bath, Avon BA1 2BW. The Brain
scours each month's mail for the very
smartest letters. He reads
each one but can't reply by
post (so don't send any
SAEs). The cream of the
crop will be used to create
the best letters section in
this time/space continuum.



Nkttsavst:
Roger thought his mate Barry
would be coming over to
stay for two weeks. He
even broke into his
piggy-bank in anticipa-
tion. So he screamed
in terror was he saw
who was actually
coming to stay. I t  was
his arch-enemy,
Veronica Nolan...
MYTH
ithor E3.99 Contact 021 625 3388
IS this game a hit, or is it a myth? What a
great joke that was. Anyway, Myth is a bit of
a plafformer. You play a 90s kid (Cool and hip
like me) who goes back to various mythical
times and, er, kills things.

The graphics are completely excellent.
And what atmosphere! Close your eyes and
you could believe you're actually there (rub-
bish! You can't see anything. Ed). As your
animated guy wanders around, loads of
skeletons, flying demons and other things
materialise (at least, in the Greek myth bit
they do).

" " "  •• • " '
••• -0.• rk... I •isto •  -  a . -  •,

Goh. 4-one of

those- • - • t I T I N - • - -Pit-Bull
Terriers. f i t  & I t  •

A l  • S t
Best chuck it a few 'Good-Boy' •  •  4. •  ,
choccy flavoured firebolts• e t  i r e

So you've got to learn to fight. This is the
worst part about Myth. It's got a stupid control
system, where you have to tweak the joystick
in weird positions to get a decent punch or
kick. It's as frustrating as dropping a 20p
piece down a pavement grating.

But you never know - you might get the
hang of it. If you do, you'll find Myth to be
completely brilliant and very, very large.

MY
I despise the control system almost as
much as I loathe the female species. But
the game itself is a stormer. Big. bold and
beautifully smooth.

RAMO RATE R i k
I  o p o r  W O '

TURRICAN
Kixx E3.99 Contact 021 625 3388
Now this I like. A game where you get to
dress up in some armour and wobble about
on another planet, shooting thousands of
nasties. Great stuff.

Turrican His, at its simplest level, a plat-
form shoot-'em-up. But wait till you see it!
Tons of sprites. buckets of colour and loads
of incredibly illegal weaponry make it a clas-
sic game. Truly a diamond among small bits
of broken glass.

COMMODORE

There SHE was.  Veronica Nolan. Scourge of
the whole  3rd year  at  St. Jeremy's. I  i m m e .

diately went  into shock. How could my
parents let  her  into the house?

The worst  thing is, she's a girl, so
all the manly toys I got out would be

wasted  on her.  There  was only one
thing I  could do. Pretend I had an incredi-

bly infectious disease and hide away wi th
my 64 for a couple of weeks.  I  wouldn't  even
be able to  come out of  my room at  meal .
t imes. I t  could finish me .  But i t  would be

better than facing Veronica.

Plot? It doesn't matter_ You just go as far
as you can, jumping on platforms, climbing
hills and firing at the bus-loads of unpleas-
antness that come your way. Cool or what?

So it's dead smooth, fast, big and has
that addictedness that makes you want to
use up loads of expensive electricity, playing

it well into the night. So do as I did. Sell
your bed to raise the dosh for this one.

Always u s .  concentrated f i repower to  get
those whi tes looking really w h i t .  - and with-
out a boil wash.  (What is a boil wash? And
what's so bad about it? Mum! Muumm!)

TURRICAN II
Good enough to cover in whipped cream
and eat as a weird sort of plastic puff-
pastry, licking your lips with delight as you
do so. Yummy.

FRAME RATE
1 •  I  oil,

M E  SPY WHO LOVED
ME
The Hit Squad E3.99 Contact 061 832 6633
We don't seem to hear much from old
Jamesy Bond these days, do we? But it's
nice to see the odd game coming out at a
less ridiculous price. The Spy Who Loved Me
is a vertical scroller, where you have to drive
FORMAT JUNE 1 9 9 2  - sheer terror!



James's car, boat and, er, blobby thing up the
screen as quickly as you can.

Of course, the route you've got to take is
filled with obstacles, and there are loads of
weird tokens floating around (which you've
got to collect). So you're basically just belting
up the screen, shooting at baddies, running
over pedestrians or swimmers, collecting
tokens, and trying not to crash into things. I ts
just like real life, actually.

Ah, a l ife on the ocean wave.  Sun, sand, surf
and baddies shooting at  m e  from behind my
back, the sneaky cowards.

This is one of those games that certainly
isn't bad, but isn't special either. It's certainly
got that addictive 'one-more-go-and-hang-
the-expense  factor, but, ultimately, it's a
simple game that remains the same every
time you play.

Graphics are tine, and you get a fair bit of
speed up, so it's not rubbish on that score.
That's about all I can think to say about it.
Oh, the film has got some good bits in too.

M E  SPY WHO
LOVED ME
Not as bad as finding a nest of spiders in
your wellingtons. but not as good as find-
ing an old fiver in there either.

FRAME RATE
,Jos,

SOCCER PINBALL
CodeMasters E3.99 Contact 0926 814 132
Wow! Not only is this a pinball simulator, but
it's also vaguely got something to do with
soccer! That should please Bert Rawlsden,
the famous Yeovil Town striker and obses-
sive pinball fan. But will it please you?

I gave this an evening's worth of
play and decided

I didn't move fast enough.
Before I  could paint my face
green and adopt the symp-
toms of bubonic plague,
Veronica and Mum (the
traitor) had cornered me
and forced me to act  as a
stupid dress-maker's dummy. I
thought I  would die of shame.

could only think of
escaping and playing my 64
for some calming violence.

that it starts off as pretty
addictive. You spring the ball
up the, er, machine, and then
try to flip it around into the
other players and eventually
the goal.

The pinball machine
has a football
pitch drawn on
it, and your
main aim is to stop
the ball going
between your bottom flip-
pers. When it does (as it
eventually must), it's a goal
against you. And you'll scream, cry and join a
weird religious sect in your annoyance.

After trying to keep the ball out of your
goal, try and score in the opposing team's
goal. And that's it. Simple idea, simple back-
ground graphics, nice ball movement and
some silly piccies of footballers scoring, cry-
ing, kissing, etc.

So it's not very inspiring, actually. Pinball
is frustrating, and you want to win, but after a
while you'll want to go out and sit in the gar-
den or something. And after you've forked out
E4, you might do a bit of crying yourself (like
a big girl).

SOCCER PINBALL
It's not bad, but it gets boring after a while.
You can have cheaper fun by turning an
old Marigold glove inside out and doing
Sarah Greene impressions for strangers at
10p a go

FRAME RATE
OA

DRAGONS OF FLAME
Kim( E3.99 Contact 021 625 3388
Time to disappear into weird mystical land
again. Yes. Dragons Of Flame is a huge
multi-load Dungeons and Dragons type
quest, in which you control a group of berks
with silly names as they wander around a
besieged land. There's Bluefoot the dwarf.
Piggle the hamster. Greencyst the barbarian
and Toby the estate agent. all of whom con-

tinually get into combat with various
hideous underworld forces.

Either you love these games or
you'd like to pop them under the
wheels of heavy earth-moving equip-
ment. If you do love them, you'll find
oodles to do in Dragons Of Flame.

I whacked  him with a  ball-bearing, so
I'm not surprised that  the goalie has
got a bit  of a headache.  d o  it  again
in a  moment.  Watch.. .

Argil! Toby - get this wasp off me! You know
I'm allergic to wasps.  They inject you with
their horrid pointy bums! Urghl

There are two views of the action: a close-up
sideways combat one, and a map with moun-
tains, rivers and Burger Kings on it.

Its all fairly slow, and the land you wan-
der over is massive, but as quests go, this
one is worth having a crack at. I l l  was a
mean, bespectacled cheapskate, I'd give
Dragons Of Flame 70%.

DRAGONS OF FLAME
For the hardened adventurer, its better
than sellotaping algae to the sides of your
face and calling yourself Steven Spielberg.
Bit boring for the rest of us

FRAME RATE
i f rixt. c o w  c )' ( W •  i

LOTUS ESPRIT TURBO
CHALLENGE
GBH 0 . 9 9  Contact 0742 753 423
Now this is my cup of brown water with flakes
drifting round the bottom! A decent racing
game. Not only that, it's a decent two-player
racing game. With a split screen and every-
thing! How can it fail to stir you?

The idea is to race a vastly expensive
Lotus round some bendy circuits, beating
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Get otitta my way,  plebs, I  paid for this
game, you know! I 'm the only one al lowed
to drive on this circuit.  Me, do you hear.  Me!

loads of supposedly famous people in other
Lotuses. It's all in 30, and the sprites are
huger than Pavarotti's bathroom. Not only
does it look exceptionally good, but it's as
fast as a royal on the M4.

The better you do, the further you start
from the front of the grid, which is a bit
annoying, but once you set up the car's gears
and handling, you should be able to win the
first couple of races with practice_ I couldn't.
but then I was trying to keep the fuel con-
sumption down (it all costs money, you know,
and someone has to pay).

The two-player selection has a split
screen, with both humans watching with glee
as they race past each other. It's classic fun,
and if you can beat them, you'll feel good for
the rest of the day (like I did when I beat
Barry, my second best mate, who's got the
fastest Scalextric set this side of High
Wycombe, remember).

Yes. I'm quite prepared to give Lotus a
Corker. I don't care what you think. I think it
well deserves one. Hooray for British sports-
cars! (Well, the ones that are left).

LOTUS ESPRIT TURBO
CHALLENGE
Hot-rodding action round twisty-turny cir-
cuits with loads of opposition and a
stonking two-player bit Every bit as good
as a large postal order!

FRAME RATE
• •

SHADOW WARRIORS
The Hit Squad E3.99 Contact 061 832 6633
Disruptive ninja violence rules the world. Or
rather it doesn't, but it'd probably like to.
Shadow Warriors isn't really about shadows,
but warriors. You play a guy in a blue boiler-
suit who must wander around kicking,
slamming. punching and doing the washing-
up on the mean streets.

The idea is to tight some chunky blokes in
green boiler-suits. They run on in front of you,
threatening severe physical trauma. Brace
yourself, and let the fire-button do the rest.

It's not a bad game, is Shadow Warriors,
But there are so many ninja games that
you've probably either got one just like It, or

you don't ever want to own one at
all. Remember, E4 will buy you
one 22 thousandth of a Ferrari
Testarossa, so sticking it in a bin-
liner under your bed for when
you're older might not be such a
bad idea.

So if you're on the lookout for a
completely tab ninja game, tough luck
and keep looking. But if you're a ninja
fan, kit yourself out in an old black
jumper, connect together a couple of
banister rods with the chain from the
bath-plug and wander down to the

shops for your copy. It's not too disappoint-
ing, and the graphics are nice and big, if a
little jerky.

Ha! j u s t  hang upside down in this bat- l ike
fashion until everyone gets bored and
decides to go away.

Come on you greenlet' .  Come and have a go
If you think you're hard enough! Oh. Er, I  did-
n't mean it. I t  was  a joke, honest.  Ow! Oww!

SHADOW WARRIORS
Okayish ninja game with absolutely no
sign of either Tony Blackburn or the quiet
one out of the Pet Shop Boys in it. But it's
four whole quidlingtons, so buy it only if
you can't get enough of the ninja format_

FRAME RATE
t4li

HIT PACK NUMBER 1
Zeppelin £3.99 Contact 091 3857755
It just goes to show you, the Codies aren't the
only bods to do four-packs. Here's one fresh
from the Zeppelin's country mansion and
indoor arboretum-cum-fish processing centre.

KENNY DALGLISH SOCCER MANAGER
Yes, it's a management game. But it's all
controlled with the joystick, and i ts  fast and
gives you on-screen highlights of the game. If
you must Own a soccer management sim,
then this is an excellent one to go for.

Simulator?
Simulator!!?
Somehow I think the truth
is being slightly stretched to cover
a game which has never been within a
hundred yards of a muddy car.

As the  weird tal l  people close in, one of
them takes  the plunge and fires! Oh and it
wobbles past the goalie and into the net.
The crowd goes wild (both of them).

RALLY SIMULATOR
Hum. Not a simulator in any sense of the
word, but a top-down view racing game_ Burn
round a well-confusing course, trying to avoid
the other peeps. Not as god as Badlands or
Super Sprint, but better than a punch in the
ear from an irate panda,
PARA ASSAULT COURSE
Sideways-scrolling waggler. Flap your joy-
stick as fast as you can. Jump over things, try
not to smash your head on any stone walls,
Friends tell me that this is exactly what the
Parachute Regiment is like.
MOUNTAIN BIKE SIMULATOR
Again, not really a simulator at all. The task
facing you is simple. You must ride a slightly

Gosh, that  wa te r  is extremely  cold. I
thought the Army went  round shooting peo-
ple. I didn't real ise that you had to jump
over small ponds as wel l .

Yes, I  know i t s  a boring screen, but get
used to it. You'l l  fall oft a lot If you decide to
load up Mountain Bike Simulator.  I 'm glad
I'm being paid to play it.
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weedy mountain bike (seen from side view)
over a series of tough bumps. You also fall
off with astonishing regularity. I t s  difficult, it's
not very addictive and to be honest it's
incredibly annoying_ We've got to be talking
about the worst game since Crapsoft's Pond
Simulator (and I just made that one up).

HIT PACK NUMBER 1
For a quid a throw, it's not really worth it.
The best is Rally Simulator. Kenny
DaIglish is good for a management sim,
but the other two are as sad as people
who still talk about 'The Hit Parade', think-
ing they're trendy.

FRAME RATE

MANCHESTER UNITED
GBH E3.99 Contact 0742 753 423
Football is a great game. Lots of rough and
tumble, lots of shouting, muddy boys, and,
usually, not a girl in sight. Magic. I'd play it all
the time if my glasses didn't keep breaking.

Manchester United captures this spirit
particularly well (apart from the glasses
breaking thing). It's got plenty of manage-
menty bits in it, with loads of decisions to be

011 [EY
With summer well on Its way and the thought of
those gloriously sunny, long school hots, what
better gear could you wear than an 'Urgh, Girls'
Tee-shirt! Just the thing for wearing when play-
ing your C64 in the garden, or walking up High
Wycombe High Street. Alternatively, hang it up
In your bedroom window to keep the sun off
your valued C64 screen.

Come on and support Roger's cause and
help him in his battle against Veronica Nolan
(or just beat him at his own game) by snap-
ping up an 'Urgh, Girls!' Tee-shirt.

At only E6.99 they're a real berg' (just
think of all their uses), and you'll be the envy of
all your C64 games-playing chums (and a friend
of Roger's for life). Don't delay - Roger Frames'
sanity depends on it! Get one now!

Name
Address

The humiliation continued. Before you
could say "Death by embarrassment- ,
Mum and the dreaded Nolan had run up a
gingham frock with fluffy s leeves and a
rather risque neckl ine.

Once they'd finished, I  made  my move.
I bel ted through the house, hemline flap-
ping, until I  reached my room. But before I
could get to  the safety of my 64, I  was  rugby tack-
led from behind. Veronica,  the meanest  loose-head
prop St Jeremy's had ever  seen, threw m e
to the floor, beat  m e  unconscious wi th  my
special b o a t  game box and hung m e  on
the bedroom door.

Seconds later,  I  c a m e  round.
Veronica was  using my 64, and beat .
ing my  high scores. That  moment  was
the worst in my life. I  vowed to get
even. Frames will  have his revenge!

Mo ISOOV requirod II posted I,, lho UK, Charm* lolOOOO Or tto Mho of Mon

00

Where's Bryan Robson? He's lying on his
back in the changing rooms, complaining
that he's got a verucca and can't  come Out.

I certainly need a limited edition And b e  paying by
(please tick): Cheque P O  f l 3 C O 3 1 0 0

Credit Card No I

Expiry date

Large [1:i Medium ID Smal l  El (sizes)

Send this form (or a photocopy) to:
Commodore Format, Future Publishing, Freepost,
Somerton, Somerset, TAI 1 78R.
Please make cheques payable to
Future Publishing Limited.

Doesn't
the main
menu Just ooze class? Well
that background picture's quite nice...

made on players, training, formations and
how much jewellery you are allowed to

wear as manager.
But before you think to yourself -oh

no! A football management game. I've
plunged into the utter pits of despair!
What a personal disaster," and yawn
yourself to death, listen - there's a lot of
on-pitch action happening as well.

Every match your team is involved in is
played on a massive top-viewed field
which scrolls around like a mad thing.
You seem to be able to influence the
play (so be ready with the joystick). You

don't seem to be able to do that much
as regards controlling the player with
the ball, but the manual says you're

doing something. so you must be.
It's fast, furious fun and makes

Manchester Utd an excellent piece of
software for footy fans (especially
those who live in the Manchester area,

possibly as far out as Stockport).

MANCHESTER M I X
If you've got to have a management game,
make sure it's one with real players and
some hectic on-pitch running around. It's
as good as finding a load of Christmas
money you didn't know about.

FRAME RATE
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Aggh! One mistake, and the Ed makes me list
every budjit game I've ever reviewed! Still,
he paid me 57p! Not bad for 35 hours' work.
2 Player Soccer, Cult, E3_99, 63% C F 1 2
3D Pinball, Mastertronic-i-, E2.99, 75% C F 5
3D Pool, Kixx, £3.99, 36% C F . - 1 9
3D Snooker, Zeppelin. E3.99, 88% C F 1 9
3D Stock Cars, Challenge, £3.99, 25% CF16
4 Most Horror, Alternative, £2.99. 35% C F 4
Ace & Ace II, Encore, £2.99, 891,0 C F 2
Afterburner, Hit Squad, £2.99, 45% C F 7
Airborne Ranger, Kixx, E3.99, 76°/0 C F 2 0
Altered Beast, Hit Squad, E3.99, 75% C F 1 5
American 3D Pool, Zeppelin, E2,99, 90%CF11
Arcade Triv' Quiz, Zeppelin, E2.99, 65"/0 C F 4
Arkanold, Hit Squad, E2.99, 90% C F 9
Armalyte, Kixx, E2,99, 82*/0 C F 1 0
Barbarian II, Kixx, E2_99, 73% C F 3
Batman - CC, Hit Squad. E2,99. 91% C F 5
Batman - TM, Hit Squad, E3.99, 86''/0 C F 1 4
Beverly Hil ls Cats, Hi-TEC. £2.99. 55% CF6
Bouncing Heads, Zeppelin, £3.99. 60a/0 C F 1 4
Bubble Dizzy, C'Masters, £3.99, 49% C F 1 8
Buffalo Bill 's, MicroValue. E3.99. 53% CF16
Cabal, Hit Squad, E3.99, 83% C F 1 3
California Games, Kixx, E2.99, 551/0 C F 3
Champ'ship Wrestling, Kixx, £3.99. 76"loCF18
Chase HQ, Hit Squad, £3.99. BO% C F 1 6
CJ's Elephant Antics, C'Masters, £2.99 88%CF7
CJ In The USA, C'Masters, E3.99. 88P/0 C F 1 7
Continental Circus
Mastertronic+, E2.99, 30% C F 7
(I'm warning you Frames. One more time
end you're out! - Ed)
Continental Circus, Tronix, £3.99. 7451oCF18
Delta, Kixx, E2.99, 90P/0 C F 3
Diplomacy, Tronix , E3.99. 70% C F 1 9
Dizzy Panic, C'MastersE3.99, 13% C F 1 3
Double Dragon 2, TronixE3.99, 66% C F 1 9

J—Ign_r]
1 . x
(Mastertronic+)
Kixx
Zeppelin
Challenge
Alternative
Encore
Hit Squad
Hi-TEC
Code Masters
(C'Masters)
Micro Value
Tronix
Players
GBH

11110

• 04624316 101

081 960 2255
021 625 3388
091 385 7755
0992 640600
0977 797777
0922 55852
061 832 6633
0742 587 555

0926 814 132
0661 860260
081 960 2255
0734 817 421
0742 753 423

Dragon Ninla. Hit Squad
E2.99, 55% C F 9
Dragon Spirit, H i t  Squad,
C3.99, 78% C F 1 6
Driller, Hit Squad C2.99, 85% C F 8
Edd The Duck, Zeppelin, E3,99, 72.% C F 1 9
Eliminator, Players £2.99, 85*/0 C F 4
European Soccer, Players, E2.99, 20% C F 6
Fl Tornado.  Zeppelin, E3.99, 74% C F 1 7
Firelord, Players, E2.99, 73/0 C F 5
Forgotten Worlds, Kixx, E2.99, 79')/6 C F 1 0
Frost Byte, MicroValue, £2.99. 42% C F 1 0
Galregeons Domain, Players, E2.99, 85% CF9
Games - Summer Ed., Kixx, E3.99, 73% CF12
Games — Winter Ed., Kixx, E2.99, 55% C F 3
Gary Lineker Hot Shot, Kixx, E2.99, 45% C P O
Gemini Wing, Mastertronic, £2.99, 65% C F 6
Gemini Wing, Tronix, E3.99, 73% C F 1 8
(Now, I really, really, really am warning
you Frames! One more time! - Ed)
Ghostbusters 2. Hit Squad, E2.99, 43% C F 11
Ghouls 'n• Ghosts, Kixx, E3.99, 91% C F 1 9
Golden Axe, Tronix, £3.99, 89% C F 2 0
Great Guranios, Encore, E2_99. 58Q/0 C F 8
Guardian Angel, C'Masters_ E2.99, 35% CF2
Havoc, Players Premier, E2.99. 60% C F 3
Hawkeye, Kixx, E2.99, 68% C F I °
Heroes Of The Lance, Kixx, E3.99, 72% CF15
Hunters Moon. Kixx, £3.99, 78% C F 6
Huxley Pig, Alternative, E2.99, 406/e C F 8
Impossamole, GBH, E3.99, 80% C F 1 1
Indy Jones and the Last Crusade
Kixx, £3.99, 35% C F 1 5
10, Zeppelin, E3,99, 41% C F 1 4
Italia '90. Kixx, E3.99, 73*/0 C F 2 0
Ott Road Racer, Tronix, E3.99, 38% C F 2 0
Kamikaze, CodeMasters, E3.99. 76% C F 1 7
Kenny Dalglish Soc. Man.
Zeppelin, £2.99, 73% C F 1 0
LED Storm, Kixx, E2,99, 88% C F 1  I
Licence To Kill, Hit Squad, E2.99, 78'4 C F 9
Mean Machine, C'Masters. E3.99. 69% CF16
Miami Chase. C'Masters, E3,99, 62% C F 1 4
Midnight Resistance. Hit &I'd, E199, 82/0 CF20
Monte Carlo Casino
CodeMasters, E3.99, 89% C F 1 7
Moonwalker, Kixx, E3.05, 41% C F 1 5
MultiMixx 1, Kixx, E4.99, 90% C P - 1 0
MultiMixx 2, Kixx, E4.99, 77% C F I ( )
Mult imixx 3, Kixx, E4.99. 72% C F I  1
Mult imixx 5, Kixx, E199, 84% C F 2 0
Navy Moves, Hit Squad, E3,99, 43% C F 2 0
N Z Story, Hit Squad, £3.99, 90% C F 1 3
M i l e  Warriors, Tronix, E3.99, 88% C F 1 8
Operation Hanoi, Players , E2.99, 60P/0 C F 3
Op' Thunderbolt, Hit Squad £3.99.  83%CF/6

Out Run, Kixx, £2.99,75%
Passing Shot

Encore, £2.99, 82%
Phileas Fogg's Bal loon Batt les
Zeppelin, E3.99, 42% C F 1 7
Popeye 2, Alternative, E2.99, 77% C F 8
Powerdrift ,  Hit Squad. E3.99. 81% C F 1 5
Pro Boxing Sim, C'Masters, £3.99, 39% CF17
Pro Footbal ler,  Cult, E3.99, 30a/ro C P I  2
Quattro Coin-Op. C'Masters, 0 ,99 .  79% CF15
Quattro Collect., C'Masters_ £2.99. 66% CF11
Quattro Combat, C'Masters, E2,99, 75°4 CF2
Quattro Firepower. C'Masters, E2.99, 60% CF I  1
Quattro Racers_ C'Masters. E2.99, 74% C F 11
Quattro Skills, C'Masters, E3.99, 65% C F 1 3
R-Type, Hit Squad, E2.99, 40% C F 7
Rainbow Islands, Hit Squad, E3.99, 92% CF19
Rambo III, Hit Squad, E2.99, 57% C F 8
Real Ghostbusters. Hit Squad, E2.99, 72%CF8
Red Heat, Hit Squad, E2.99, 389/0 C F 1 1
Renegade UI, Hit Squad, E3.99, 65Q/0 C F 1 2
Rick Dangerous. Kixx, E3.99. 90% C F 1 9
Road Runner, HiTEC, £3.99, 42% C F 1 7
Rugby Manager, Mastertronic, E2.99, 40% CF3
SDI, Hit Squad, E2.99, 64% C F 9
Shinobi, Mastertronic. E3.99, 82% C F 1 3
Silkworm, Tronix, E3.99, 87% C F 1 8
Sky High Stuntman, C'Masters• E199. 25% CF13
Sleepwalker. Zeppelin. £3.99, 80% C F 1 7
Slight ly Magic. C'Masters, £3.99, 38°,4, CF14
Soccer Rivals, Cult, £3.99, 31% C F 1 5
Spag' Western Sim, Zeppelin, £2.99, 52% CP/
Spike in Transylvania
CodeMasters, E3.99, 81% C F 1 2
St Dragon, Kixx, E3.99, 74% C F 2 0
Stack Up, Zeppelin, E3_99, 38% C F 1 4
Striker Manager, Cult, E3•99, 52% C F I . ?
Super Scramble Sim, Kixx. E3.99, 78% C F 8
T-Bird, Mastertronic, £2.99, 38% C F I
Tarzan Goes Ape. C'Masters, E3,99, 74•"/0 CF14
Techno Cop, Kixx, £3.99, 70% C F S
The Match, Cult, E3.99, 75% C F 1 2
The Untouchables
Hit Squad, E3,99, 88% C F 1 2
Tilt, CodeMasters, E2.99, 93a/e C F 1
Toobin, Hit Squad, E3,99, 56% C F 1 3
Turrican. Kixx, E3.99. 90% C F  1 6
Vendetta, Kixx, E3.99. 33*/0 C F 2 0
Vigilante, Kixx, £3.99, 25')/0 C F 6
Vindicators, Hit Squad, E3.99, 69% C F 1 2
Viz, Tronix, E3.99, 47% C F 2 0
Wacky Darts. C'Masters, £2.99, 70P/0 C F 7
Wec Le Mans, Hit Squad, E2.99, 20°/0 C F 5
Xenon, Tronix, E3.99, 81% C F 1 8
Yes Minister, Mastertronic, E2.99, 47% C F 2
(Okay you're forgiven! - Ed)

CF3

CF8

COMMODORE Frames June 7 9 9 2



52 a  SPECiAl
Have you ever pondered the possibilities of
pitting Strider against t h e  hordes of SWIlf, or
taking the Bionic Commando into combat with
the Foot Clan? Steve Jarratt has, and that's
why Commodore Format set him the task of
taking the very best bits, from the
very best C64 games ever
devised, to
design...

THE HERO
Chuck Armstrong -  part man,

part cybernetic prosthetic attachment, part
space gambler.

Unlike most heroes, Chuck was abandoned
by humans and found in a cornfield by robotic
aliens (who were there on a sight-seeing
trip to look at the strange circular mark-
trigs left by human farmers) •  A .

Taken on board the huge space-
ship, his extra-terrestrial foster
parents soon learned to love
Chuck as one of their own. As is
the custom with intelligent
androids, when he reached the
age of 'one light-year service'
(about ten) Chuck was given a
complete overnaul, A slight
bruise on his upper arm
was mistaken for a
rust-spot and he was
given a powerful
telescopic arm as a
replacement one
(Bionic Commando).

By the time of his
'second light-year ser-
vice'. Chuck eventually
began to realise that
he was different to his
foster family and
sought adventure
and excitement
elsewhere. His
robotic family had
spent many long
evenings in, drum-
ming into him the
importance of a good
education, and so,
packed to the cerebel
lum with the
mathematical laws of aver-

47 lime 1992
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ages. statistical occurrences and random
probabilities, he left home and became a bril-
liant galactic gambler.

Chuck proceeded to scour the Galaxy
looking for bigger, richer gambling joints. Of
course, keeping track of over 59 quadrillion
different units of Galactic currency (most of
which aren't even decimal) is almost impossi-
ble. So good space gamblers play instead for

items of value... And Chuck is
one of the best

After a few decades in
and out of gambling dens.
Chuck has amassed a huge

personal arsenal consisting of

a used Exoskeleton (E-SWA7), a rotating
Laser Whip (Turman), his own personal
Dragon (Dragon Breed), a white dog well-
versed in the Ninra arts of canine defence
(Shadow Dancei), a rocket pack (Rocket
Ranger). a shiny Turbo Lotus Esprit (guess

what?), and a rather smart Fedora hat bear-
ing the label, *To Pick, all my love, Sandra'.

Almost overnight, Chuck saw the cold
reality of who he was -  a shallow wreck of
a man (albeit with the fastest card-dealing
synthetic arm this side of Proxima
Centurai) -  so he decided to put his ill-

gotten gains to good use. And so
is born Chuck Armstrong -  all-
round, good guy.

THE PLOT
Chuck's superheroic antics got
off to a pretty poor start Af ter
several 'cats stuck up trees

r t r a u m a s ' .  a 'bear stuck in a lift
fiasco' and the rather unfortunate

'frog stuck in a liquidiser debacle',
Chuck was starting to despair that
he'd never make the hero grade.

Then, on a shopping trip to Earth,
he met Elvira -  Mistress of the Dark.
Chuck fell deeply and instantly in love.

He was toally besotted with all of
her, and extremely keen on

several parts of her (/ think we
get the picture! - Ed).

Elvira too fell head-over-
heels for Chuck, which was

kind of fortunate. The two
shared many a romantic
night under the different

moons of many planets and
realty did get on ever so

well. Little did these star-
crossed (if somewhat
improbable) lovers

dream though that
Eivira's dark and mystic,
past was about to catch up
with her._



ME FIENDISH EVIL-
DOERS
Many months before, one miscast spell
wreaked a particularly horrid haircut on every
creature in the Bydo Empire (R-Type), which
put Elvira in the bad books of some seriously
evil people.

And so it came to pass that in the middle
of a hot cuddling session, Chuck and Elvira
were visited by a Bydonese delegation A
nasty struggle ensued in which Chuck was
knocked unconscious, stripped of his
weaponry and dropped into a dank, dark and
no doubt deep dungeon and Elvira was
whisked away to a secret location deep.
deep, deep within Bydo territory.

THE GAME
On recovering his senses, Chuck realises his
plight and the plot. Grinning wryly. he thrusts
his metallic arm towards the wooden door of
his jail and, moments later, steps through to
meet a dark and forbidding dungeon.

After several brief battles with Orcs and
Goblins (HeroQuest, Return of the
WitchLord, and AN Other RPG of your
choice), Chuck fonds himself in a massive

room filled with angular rocks
and towers. In the cen-

tre stands a tall.
menac-

ing figure
who slowly revolves. - w o o
overlooking his grim domain.
As he turns to face our hero. Chuck suddenly
feels his energy drain. If he stands in this

, monster's gaze for much longer he'll frazzle
away to nothing (The Sentinel). Using his
bionic arm. Chuck gathers rocks and stacks
them one on top of the other to form a huge
tower. Climbing up he spies another platform
just below him and leaps across.

Jumping from pillar to platform, Chuck
finally reaches a high vantage point where he
can see the top of the central tower on which
the monster stands. Realising he's beaten,
the lone creature vaporizes into nothingness,
leaving Chuck on his own With a mighty
leap. Armstrong clears the gap and lands on
The now-vacant tower. A surge of power
courses through him (giving him a funny feel-
ing in all the diodes down his arm) and the
world disappears before his very eyes. (Well.
actually, Chuck disappears before the very
eyes of the world and re-appears in the mid-
dle of a flat, forbidding plain. The sky is blue,
the ground is green and that's yer lot.)

After a brief wait, a small dart-shaped
craft settles nearby and a strange mechanoid
creature disembarks.

"Hi, welcome to Targ.” screeches the
robot (Mercenary) Never one to miss a
golden opportunity. Chuck runs straight past
the out-stretched arm of the Mechanoid,
leaps into the ship and hits the turbo button
(don't worry, it's nearly always red and
marked 'turbo')

"Come back with that ship." comes the
plaintive cry from below, "that's my brother-
in-law's uncle'sr

Gunning the ship as fast as it can go.
Chuck takes a while to survey this strange
new world. The single city on the planet is -
criss-crossed by roads and dotted with iso-
lated buildings. To his rear he sees a small
dot on the horizon. As the dot gets bigger.
Chuck rapidly susses that it's coming towards
him not going away. A missile hurtles past
the cockpit and, almost as quickly as before,
Chuck realises that the dot is approaching
and firing at him!

A dogfight of breathtaking excitement fol-
lows, as both craft scream across the
afternoon sky of this remote planet (just out-
side the Bydo Empire, as it happens). Both
pilots tussle for the advantage, using homing

missiles and stomach-churning bar-
rel rolls (After Burner) to

out-manoeuvre the
opposition.

W O ° 4 4 . Va

\tar,y
With

beginner's /luck on his side,
Chuck manages to fly straight
through the cables of a huge su
bridge while his opponent successfully
his craft into Several pieces like a soft-boil
egg at the mercy of an egg-slicer. Flushed
his victory, Chuck attempts one last roll and,
true to form, crashes into the dirt. Our dazed
hero climbs out of the wreckage and stum-
bles over to a nearby building. Opening what
is obviously one of those up-and-over garage
door things, he finds, to his surprise, a
garage filled with wall-to-wall car.

The vehicle has great. meaty tyres, a roll
cage and one hell of an engine Chuck jumps
in and starts it up. With his foot to the floor.
he hurtles out of the garage, on to the open
plain and really lets rip. But (as if you couldn't
guess) he soon spies a similar car in his wing
mirror (presumably guided by a relative of the
guy who lust bought the farm in the dogfight)
-  and the chase is on!

Before long. the Tarmac scars of Targ
give way to rolling, elevated roadways (Stunt
Car Racer) neatly flanked on either side by
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HOW TO MAKE A HERO
What makes a hero
heroic? Well you
need a dash of...

...senseless violence, cue The  Last
BP*. M o j a ,  two  teaspoons ofr

;

of Om
of

- c r e e p y  locations, aka  fferoQuest.
Simmer for 15 minutes,  then add...

two suits of cybernetic armour from
EnSWAT. Stir  this in wel l  before.. .
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854 a SPECIAL
precipitous drops. Just one false move and
our would-be boy racer will be a boy-plumme-
ter, followed by a boy-crashing-horribly-into-
the-ground.

The duel continues for lap after tortuous
lap, with the roadways punctuated by yawn-
ing chasms and rollercoaster hills. Suddenly,
taken by a brainwave, Chuck slams on his
brakes just after the brow of a steep hill. His
pursuer zooms overm a c h i n e - g u n  and
the hill, over Chuck A  f i n a l  b a t t l e  b e t w e e n  t w L ) o' splatters an evil-
and, looking l o o k i n gback to see of the most enigmatic characters creature
where a g a i n s t
 Chuck has disap- e v e r  t o  g r a c e  t h e  t h e  Universe far wall,
peared to, over the road as I t s  acidic

well. Suffice it to say, the W i t h  t h e i r  p r e s e n c e  remains bubble anddriver loses his30% no i  •  h i s s  against the metal
claims discount.

Slowly finishing the course - and straying
off only to complete a death-defying loop-the-
loop, which he had seen earlier (Hard Drivin)
- Chuck trundles back on to the road and
drives back towards civilisation.

During the next few days, Chuck explores
great chunks of the city. He finds his way into
the labyrinthine undercity, solves several puz-
zles and, after destroying almost every
building on the planet for fun, is given an
interstellar spaceship.

Snuggling into the leather upholstery of
his fine new spaceship. Chuck starts fiddling
with a few buttons to see, as all great space
pilots say, 'what this baby can do'. Like most
spaceships, this one is no slouch when it
comes to firepower_ Sporting the usual
launchable nOsepod (R-Type), multiple
synch-firing orbitals (Nemesis), 'Fish' weapon
(Delta), plus forward, up 'n' down and rear-fir-
ing lasers (Armalyte), this heap o' hardware
is up to any space battle!

"Set speed and course for the Bydo
Empire," says Chuck into the nay-computer.
And, sure enough, a few hours later Chuck is
wishing he'd said, "Plot a course for Alton
Towers," because there in front of him lies
the might of the Bydo Empire in all its
squishy, gory glory.

Still, no bunch of smarmy aliens is gonna
get in the way of our hero, so he kills 'em all
(as you just have to do with aliens) and sets
down on the planet at the heart of the
Empire's domain.

Using all the weaponry, hardware, cun-
ning and guile at his command, Chuck finally
battles his way through to the big building
which has 'final battle' written all over it.

Moving through the doorway Chuck
notices slime and goo dripping from the walls

sprinkling in Lotus Esprit Turbos! Then
drain everything into a dish and...•

, s 4 J I . M t t
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well, it's the son of thing you notice, isn't it?
Anyway, as he moves deeper into the build-
ing the walls get even gooier and the rooms
grow even darker.

Suddenly, his motion tracker starts bleep-
ing someone or something is headed his
way! He spins around but can't see anything
Suddenly he is alerted by a noise behind him.
Whirling a full 180, he opens up with his

surface (Aliens), and Chuck really starts to
wish he hadn't got up this morning.

After moving through several similar
rooms and samey encounters, he finally
nears the end of his trial. There, in a glisten-
ing cage, sits Elvira, chained up and looking,
well, rather sexy actually, in that classic help-
less heroine kind of way.

Just as Chuck is about to blast open the
lock, Out of the darkness steps... Kunitokil
(The Last Ninja series.)

"So, we meet at last Mister Chuck
Armstrong!" grins the ancient Shogun. "Long
have I waited for this moment... a final battle
between two of the most powerful and enig-
matic characters ever to grace the Universe
with their presence."

"Do your worst!" cries Chuck, lunging at
the vile Oriental with his laser whip.

"Not so fast, Charles," says the fiend,
sidestepping Chuck's laserous advances.
You are no guest here. so I may choose the
mode of combat." Moving with the grace of a
cat, Kunitoki slides over to a large ebony cab-
inet inlaid with mystic signs, dragons and
oriental landscapes.

"You. Armstrong, are no match for my..."
There is a terrible pause. Elvira gasps as

Kunitpki opens the cabinet to reveal a
large, black leather case.

"... pitching wedge! cackles the
overlord, brandishing his favourite golf-
club high above him.

"Curses!" exclaims Chuck, You know
my alien parentage means that I can
never go near sand. "One poor shot into
a bunker a n d  I'm clone for!"

"Hahahahahaaaaaaah!" burbles the
mad old Ninja, making a bee-line for the
first tee in the way that only chat-show
hosts and mega-villians can.

"I... I'm sorry, Elvire_ I may not be back,"
says Armstrong as he slopes off towards the
first fairway.

"Come back, Chuck, come back." cries
Elvira, reminiscent of an old Chewits ad.
She'd seen the tricky approach to the 14th
green - it was a hole from hell!

And so the final duel between good and
evil takes place on a reasonably close replica
of the Doral Creek golf club (Leaderboard),
deep in the heart of an alien Empire.

And only you can decide the outcome!RIVE hutiurrr

garnish wi th a Rick Dangerous A n d  far  - w i t h  a  cheeky l itt le Turr ican side salad.
that  l i tt le extra  something serve...  E t  voila, the perfect  game!

* * 4 *
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THE COMMODORE 64/128 MAGAZINE ON
TWO DOUBLE-SIDED FEATURE PACKED DISKS

LIGHT DISK64

COMMODORE SUPPLIES
C64 Printer + Interface .L139.99
C64 Power Supply 0 7 - 9 9
64/128 Sound Expander.  *L9.99
CI6 Power Supply £ 1 4 . 9 9
64/128 Sound Studio q . 4 . 9 9
C2N (64) Datasette £ 4 0 . 0 0
C3N (+4) Datasette £ 2 4 . 9 9
64 Slimline Case g 9 , 9 9
Mint Office 2(64 cass)....117.99

64 Parallel Converter £ 1 9 . 9 9
Vle-20 Modulator £ 1 4 . 9 9
64 Instruction manual £ 9 . 9 9
Dot Matrix Printer £ 1 1 9 . 9 9
64 Reset Cartridge Z 9 . 9 9
80 I /803/LCIO Ribbons  1.5.99
Mini Office 2 (64 disk) ,..,f 20.99
C64 Disk Drive E 9 9 . 9 9 9

LIGHT DISK64 takes you beyond game playing and will Intro-
duce you to an abundance of NEW and EXCITING software
which you  can  use with ease. Expect to  receive Music,
Sprites, Graphics, Programming. Informative articles, Bulletin
Board, Letters, Problems Solved, Free Reader's Ads, Reviews,
Specialised Articles, Entertainment, plus stacks and stacks
more - in fact every thing a Commodore Disk User may need.

LIGHT DISK64 peograMS, which are  ORIGINAL SOFTWARE and
not public domain, will enable you to build up a personal and
unique software collection of the highest quality. Each month
you will rapidly increase your computing skills as we embark
upon a rich and fascinating journey which shall encompass
and explore the myriad avenues of the Commodore world.

YES! Please rush me the very next edition of LIGHT DISKUI (postage
and VAT inc. - UK only) for Just 24 50.
Please make yotir cheque/ PO's payable to : DataSphere Publications.

I enclose S

Name (Block Capitals)
Address

Post Code

Send your order to: 0ATASPHERE PUBLICATIONS
7 FAILLOWFIELD CLOSE, VALLEY DRIVE. NORWICH NRI rilNW

1Phe , A p o t e  C cAoo nodoeb• Foe.

• Disk! Case COMMODORE 64 REPAIR

Only /..24.95 including parts and labour i f  repairable. S e n d  machine
only with fault description. Insurance included. C h q / P. 0 , ' s  to

Omnidale Supplies.
VISA 2 3  Curzon Street, Derby, DE1 2ES,

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

TO
OUTDRAW

DEAD* T H E
OR GUNFIGHTER

ALIVE W I N  BIG
* (ASH  PRIZES

-41(•
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14 .111 . . i s

USE YOUR
7VOICE -

ri o ! e  ,r-ger id years 01 oge ecne otrican pernsacc ot VOtoeVef cos re phone Cdt c o t ,  of 01 d2.1J Cteor
r4J  Orlef 'mes N O M .  PO Ika 3r) 1$1 irN cci charges leo Per Mn Crit'OP 430 Pei Mn MOtAer Tres

Why just Play Games? Make your computer W O R K  for you!
Got a Commodore 64 With Disk-drive? Then B A N K M A N  is
what you've been wading for: software to let you manage your personattousehold finances,

*  your M O N E Y :

*  your HOME:

Instant accurate picture of all your spending; up-to-date
balance; for bank account and Credd cards.

Gas and Electricity costs analysed twill new metnc units) h i l ls
forecast; running-costs of your car; even warns of forthcoming
birthdays!

B A N K M A N  is a powedut and easy-to-use Information System: clesigoed to
commercial standards, tested over many years. (it is not a  "spreadsoeer and requires no
programming'accounting knowledge.) Package inoudes free 2nd disk with sample-system
All this -  for the price of a game!
Please send cheque:PO (payable to Atomgrove Ltd' for E 1  6 . 9 5  w o ,  order to:

ATOMGROVE LTD, 62 Stirling Road, Bedford, MK42 Try.
once ',clacks VAT ardoeslkiel

Commodore 64 Power Supplies i ; 2 4 . 9 9
Commodore 64 Compatible Data Recorders £29.99
Commodore Tape Head Alignment kit  , E 9 .  99
Commodore 64 Light Guns and games g 2 9 •  99
Commodore 64 Handbooks E 6 . 9 9
Commodore R.F. Leads

Prices include VAT, postage and packing.

All orders sent by return: Cheque/Visa/Access
Tr a d e - i n - P o s t ,  Victoria Road,

Shifnal, Shropshire TF11 SAF
Tel/Fax (0952) 462135VISA

VISA COMMODORE C64 RE
*Commodore registered.
• Over 10 years experience with

Commodore computers.
• 20 qualified technician engineers

at your disposal.
*We will undertake to repair your

Commodore 54 computer for just
E29_00 including parts, labour,
V.A.T. and post and packing.

* Some computers can be repaired
within 24 hours.

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

' All repairs covered by a 90 day warranty.

PAIRS Just £29.00 IncAccess

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

• If you require 24 hour courier to your door, please add E5,
else your computer will be sent back by contract parcel post.

°NTS reserve the right to refuse machines that in our
opinion are beyond reasonable repair. Ful l  charge applied).

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

CF ( 0 5 8 2 )  491949 - (4 lines)



Genias

Database
An inte-
grated

II w o r d  pro-
cessor,
database, spread-
sheet, label printer,

• g r a p h i c s  and communi-
cations programs all in

one pack! Mini Office is the highly
acclaimed personal productivity pack-
age that turns your C64 into a
versatile business machine.

Description
Mini Office
Cass
Mini Office
Disk

JUST MAKE A
NOTE OF TNE

PRODUCT NAME
AND ORDER

HUMMER AND
FILL IN M I

ORDER FORM
OPPOSIU •  OR
RING OUR NOT.

LINE NUMBER
ON 0 4 5 5

7 4 0 11

Price O r d e r  No

03.99

E15.99

CM201

CM202

Description Price Order  No
Catalypse Cass E7.99 CNI205
Catalypse Disk E11.99 Ck1206

Thrilling space combat
in this horizontally-

scrolling thriller. A
feast of firepower,
blasting and seri-
ously nasty
aliens. In the
classic R-Type

mould, Catatypse
takes you to the

cutting edge of
shoot-'em-up design.

Are you ready for a
Catatypse? Now?

W  TO ORDER r
COMIAnDORF Piii-i-AAT MAIL ORDER1

4 Name

Address

Postcode

and try to steal
Leonardo Da
Vinci's Mirrored
Crystal in this
perplexing
platform and
puzzle packed
game. If you
liked Rick
Dangerous, you'll •••••••
love Hudson Hawk. It's
so good, it's a crime!
Description
Hudson Cass
Hudson Disk

Price Order  No
E8.99 CM182
E11.99 CM183

ARACEN PAINT
Idea
This potent
graphics pack is
crammed with
pokey features
to help you cre-
ate pictures -
fast. The easy-
to-use menu
system is ideal
for both beginners and pros. If you
a 64 and imagination, it's a must!
Description
Saracen Paint
Saracen Paint

Price O r d e r  No
L'9,99 CM203
02.99 CM204

Description

Phone number

1 Method of payment (please circle) Access • Visa • Cheque • PO

i Credit Card No 1

Expiry date [   P l e a s e  make all cheques payable toFuture Publishing Limited
i SEND THIS FORM ID: Commodore Forma Future NblishIng Ltd, Freep3st, Somerton, Somerset, TM 1 618

• •••••••., • —••\•Z

Description P r i c e
FS Under 5 Cass £9.99
FS Under 5 Disk E11.99
FS 5-7 Cass E 9 . 9 9
FS 5-7 Disk 0 1 . 9 9
FS Over 7 Cass £9.99
FS Over 7 Disk E11.99

•  For oversees orders can Clare ter
prices an 0458 74011

Price

, 1 ,  i • e • • ' s • N s  •  , , a  •  •
• :  ' 1  %•  • r

-a-1d1JAD ff-)1J:1!
FUN SCHOOL 4
Database
Make learning
fun with these
superb pro-
grams
specially
designed to
prepare your
children for the National

Curriculum. Fun School 4
is the sensational follow up to
Fun School 3. There's a but-
ton badge in every box. The entire
range was designed by educational
experts so each Fun School 4 comes
with special parent/teacher notes.

Order No

. 0 0 0 , 0 0

Order No
CM184
CM185
CM186
CM1 87
CM1 88
CM189

FORMAT :11Z
Keep your issues together in this high
quality binder with the Commodore
Format logo embossed on the front
and the spine in whizzy daglo
orange. Save those mags - bind 'ennl
Each holds 12 issues!
Description Price Order No
One binder £5.99 CM103
Two binders E111:00 CM104

PRICES INCLUDE
POSTAGE. PACKING

AND VAT
NO HIDDEN

EXTRAS

Please send m e  C F  back
issues PLas!,,v1,,
5 6  •  e1.95 each
8  1 2  1 4  1 5  1 7  1 8  1 9  2 0  •
E2.20 each
Plus E l  P & P  per  order  (C2 R.O.W.I 1



CF5 UNDER FIRE
Sun Star and
Shockway Rider are the two full
games to come under Powertesting fire, while
the demos are Viz and Warlock. £1.95

CF6 NINJA CLASH
Shadow Dancer, Star Control and Chips
Challenge are the demos, and Tenth Frame and
Chameleon get Powertested. E1.95

CF8 KILLER ON THE LOOSE
You're let loose on Mean Streak and Top Duck
(the full games on this issue), while Predator 2
and Elvira make up the demos. E2.20

CF12 INJURY TIME
Speedball 2, Rodland, 3D Construction Kit, and
PP Hammer are the demos, while you can try

Powerploy
Cruiser Joysticktake
-rh‘s tough Oystick can
the tieaviest hammenngs. s
our reviewers' choice, make it
yOUTS too'l'he Cruiser tea'
tures Austable torque
lor complete control.
RRP 00.99111

and do some damage
on the full game
Spindizzy. E2.20

CF14 SHELL SHOCK
Aliens and Terror of the Deep, the two full
games to be Powertested, should keep you
stunned for hours, while Tilt and Turtles provide
the demos. E2.20

CF15 SCREAM TEST
The demos included are Elvira the Arcade and
World Class Rugby, with Dandy and Equinox
providing the full games. £2.20

CF17SAVONORA BABY
Three full games get Powertested in this issue:
Sensitive, Battle Valley, and Cyberdyne Warrior,
with Indy Heat as the demo. C2.20

After last month's tidying accident in
Roger Frames' bedroom, we've watched
him carefully to see it he had any more
CFs stashed away. And, true to form, the
crafty Frames had several hiding places.
So, if you want to get your mitts on a copy
and annoy Roger, order your back issues
now, at their original coverprice, plus El
for postage and packaging per order (Rest
of the World P&P E2.00), Fill in the form
on the left - or photocopy it w i t h  your
name and address, then pop it in an enve-
lope along with your cheque/postal order.

CPI8 SPEED THRILLS
Sphinx Jinx (Total Eclispe 2), Firelord, FAST.
are the full games, and Demon Blues provides
the demo. £2.20

CP20 COME ON DOWN
The two full games are Ant Attack and
Mazemania,' the demos are The Bod Squad
(featuring  Bod The Alien) and Catalypse. £2.20

Choose a superb free gift when you subscribe to Commodore Format

Save the hassle of going to the shops every month to get your copy lust to be told, "Sorry, sold out". Guarantee your copy
and got it delivered at no extra charge! Complete and return the coupon below or call our credit card hotline on 0 4 5 8  74011

CF19 KICKING?
UDG System2, a full character set design utility,
is included; Attack of the Mutant Camels, Sheep
In Space and AquaBlasta are the games. £2.20

Advanced OCP
Art studio
A comprehensive, user
friendly artfdesign

 sk comes

package.

This special version. dual
cassette and d i ,
without mouse. Selts
for an amazing
£22.99111

Cototypse
GeniaS
FNe l a s e rlevels of fiendish
duelling, death dealing,
power-up collecting monster
rriashing mayhem. It's an
addictive and Nglily polished
arcade challenge.. ate you
ready to tight'?
SSP V9.999.).

Do yourself.
favour.

Subscribe! You'd be mad If
you didn't!

Just look at the benefits!
•12 issues delivered • at no extra cost'

Choose from one ot three stunning free gilts!
'Free cover ITIOurned cassette every month'
OM for E26 40 - the same once you'd pay

at the newsageMsl

PLEASE ENTER MY SUBSCIPTION FOR 12 ISSUES OF COMMODORE FORMAT Incimeoese TOTAL PAYMENT

120511E5 UKE26.40 ROPE E42.75 R E S T  OF THE WORLD E57.40
Ti sown you moil* pour rompazio• sad two clad* osodemogod, I I  overseas subscriptions mu soot Mr OM

101Ci isiF GIFT G evis ipssab J O Y S T I C K  O C P  ART STUDIO CATALYPSE
you two mimed, •  Wiswess, obese "Ws your subseriptium Memos sousolor bore • yew will Had this on your addross label

Method of payment (please circle) Access • Visa • Cheque • PO Credi t  Card r40

NAME

ADDRESS

POST COOE SIGNATURE

SEND THIS COUPON (TOGETHER WMI TOUR CHEQUE If APPIKAILE)1111 MI ENVELOPE TO: 03MM000NE FORMAT, FREEPOST, SOMERTON, SOMERSET, TAII ell
ThE rouorm ye.jid until 101h i 999

rry up!
your last
ce to sub-

scribe at
E26.40!

Expiry date L

Please make all cheques payable to
Future Publishing Limited



Run away! This com-
pilation is about to
explode! TNT is noto-
riously volatile and
could blow up at any
moment. So let's ask
the thick-skinned,
heavily-armoured
James Leach to poke
it with a pencil until
the ga t.es fall out...

Ha! I've just blown up Ev
of the brownest shoes in al l
Minehead. That's his hel icopter  hov-
ering overhead.

Imagine fighting some robots in the largest
public lavatory in Dorset? You  don't need to

it's all here!

Outta my way,  r iver hog. I 've got a t iny half-
full water  pistol and I 'm not afraid to use it!

eave ho, me hearties. Three STUN Runner isn't bad at all.
pints of danger and a helping of I n  Hydra you have to chug along various
rum. Skul l  And Crossbones
sets you firmly in a sideways- c a n a l s  and streams, carrying a virus in a jam-jar. Some nasty men try and steal it by
scrolling chop-'em-up world, It's b l o w i n g  you up or ramming you, so you have

bright, colourful but not that sophisticated, t o  shoot them, There's a 3D behind-the-boat
There's a fair bit of fighting to do though, and v i e w ,  and you can speed up, slow down and
a pretty decent two-player option to help you w e a v e  around. It's really a driving game, only
do it. Sadly, it's just a case of whacking the t h e  road is blue. Er. and it's not very brilliant.
fire button to kill everyone, one by one. H y d r a  lacks excitement. It's tedious, the

Overall, it's about as mindstretching as g r a p h i c s  aren't special and you'd only buy it
lying fast asleep on a beach in Tahiti, listen- o n  cassette if you had a cassette-shaped
ing to the sun dip gently below the horizon, h o l e  in your roof and needed to plug it.

COMMODORE FORMAT June 1 9 9 2  - exploding in your face, nearly.

o r  Wooden Face  kampes
bravely a t  a plumped up desk
cushion. I t  later  retal iated by
giving oft a deadly catty

smell that  night.

(Caddie alert! Eat  green, biobby,
Ineffective plasma drip-feed, sucker!

Badlands, next. Sixteen courses packed
with corners, straight bits and unusual haz-
ards. Like Indy Heat, you must race a small
sprite around the single-screen circuits,
Three other cars belt around, too. But the
most fun to be had is with another human
racer. You can use missiles, bombs, guns
and daffodils to disable your opponents and

make sure you win.

O r  -4  B a d l a n d s  is an excellent
midget-sprite racer.

Although frustrating.
TNT2 actually won't i t ' s  smooth, fast

explode, blowing off your a n d  controllable.
underwear. But it's not bad. S T U N  Runner is
STUN Runner, Badlands and n e x t  on the

Escape from the POTRM are the rev iew-crews
best games, and as the compi-  F o r m i c a  work-
lation is fair ly cheap, i t 's  worth t o p .  You've got

screwing in the monocle t o  guide a sort of
and peeping at, b u b b l e - c a r  with

wings along a series
of tunnels at high speed.,

Coming up the other way are
various things to be blasted (or collected).

It's a nice idea, and with 24 levels there's
a lot to do. In fact, it's a pretty good conver-
sion of the old Atari coin-op, The only things
wrong with it are that it sometimes looks slow
and jerky and the sound effects are a tad
harsh. The music is good, though, Yes,

Escape from the Planet of The Robot
Monsters is a 3D wander-about jobbie. The
idea is to collect things, avoid or shoot any
robots you see, and explore. It's smooth and
the 3D works well, but it lacks the competitive
killing edge that makes a game corkerish. But
it's big, nicely drawn and it's fun.

Game
Publisher
Cassette
Disk
Release
Contact

TAIT2
Domaalc
£ 1 2 . 9 9
C 1 4 - 9 9
Out Now
081 7 8 0  2222

POWER RATING

•

TilE DOWNERS...
•  Skull and Crossbones ISM particu-
larly brilliant, sadly.
•  Unless you've got a disk drive,
compilations like this can be a real
pain in the bonce.
•  No rea' stqr name shines nut

•  Badlands is a storming
game, and could wel l  become
your f I t o .
•  STUN Runner gets a bit
slow, but has some novel
graphical v iews.
•  Escape From The Planet  of
the Robot Monsters is a 3 0
laugh as wel l .
•  Hydra is a  fast,  watery  rac-
ing game with  a f ew  twists
•  Overall it 's a high quality
selection of Domark goodies.

-.AND THE UPPERS

100
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TOTAL! The only magazine dedicated
to Nintendo garners, full  o f  reviews
and tips for the NES, Game Boy and
Super NES!

2 pages of tips: Batman o

*  4 ,  •  * , . . *

wallas 2!
mob's
miaow F
aka  o f t
Kea& Fins

EnG•111

N E S !

vnvc
Vereet
Maoia!

Turtles -  The
Cako-op•

Hook, M i e s
Man I  and 2

piers kiosk
more!

SUPER
NES!

Super
Wrestle
Mania!

Super Soccer
and Super

k

MORE
MMMItend0
t h a n  a l l y

other
Inas in
Bri tain!

Quick Andy, hurry up with that
paint! When people see that there
are real Turtles in the may,  they' l l

fall over themselves to buy a
copy. What a great idea, eh? And
it was mine, not  yours but mine

My idea, mine!  Hahahahaaa!

Yeah.., shame you
didn't have it a bit
sooner, though -

we've been spotted.
Um, hi  there potential
reader person (gulp!)

100% FOR PLAYERS OFNINTENDO 1111.-
nt riteg ltOM

12 pages packed with tips for
Batman, Terminator 2, Digger T.
Rock and Star Wars. Plus all your
game questions answered!

PLUS
GAME
BOY!

200 competition
winners will walk
away with their
Game Boys tucked
safely inside these
smart holsters!

• Got a Nintendo? Then get  TOTAL!
Issue Six is on sale r ight NOW!

FACT: More Nintendo
products reviewed
than any other mag in
Britain! Game Boy, NES
and now Super NES!



60 COMPETiTION

*io

y o u ' v e

seen the film, you've read the
review, you've even played
the demo, but how about win-
ning the compo?

You have to admit it, those kind Ocean
peeps have played another stormer
with their conversion of the film
licence, The Addams Family. The
movie bought the cult sixties TV
family back to life in a hilarious
romp that stormed the box office.

Now Ocean have created a corking
game giving you the chance to save the
spooky crew. Yes, the entire Addams
clan have been kidnapped by a corrupt
lawyer, Tully. Only Gomez has escaped
and he must save his loved ones (see the
full review on p. 62).

Ocean are giving away
three copies of the
video and 10 copies
of the game. So you
now have the
chance to watch
the film while relax-
ing on your rack or
the opportunity to play
the game in the comfort of your crypt.
Simply put your best Addams Family head
on and get thinking. What we're after is
the name and description of three NEW
Addams Family relations. Write down their
names and Apeculiarities' (draw a piccy if
you want), together with your name and
address on the entry, and pop it in the
post to us at: 'Thank Addams it.T '. NalWednesday Compor,
C F, 29
Monmouth
Street, Bath,
Avon, BA1
2DL, by
30/6/92.

To give you
some hints on
the kind of family
they are, we've
listed a few of

their distant rela-
tives below:

Aunt Anemia: has a
beard - "but never a

moustache!".
Aunt Blemish: often

mistaken for a
barn in family

photos.
Aunt Phobia:
had a hor-

net's nest
hidden in her bed

by Gomez.
Commodore Addams: first to leave his
sinking ship.
Cousin Bleak: his hair became infested
with boll weevils.
Cousin Blob: terrified of ghosts - until he

became one!
Cousin Crimp: two

heads, one male,
- o n e  female.

% O r i i n a l

11111 1
.7 ••••

/ / ,S111
61.i'owner of the family harp-

sichord (aka Lurch).
Cousin Cringe: ate a hack-

saw blade that was smuggled in a cake to
him in prison. He grew to like them!
Cousin Ferouk: it's his leg sticking out of
the swordfish in the living room.
Cousin Goop: "knew how to look for a job.
Never found one!"
Cousin Grisly: executed by firing squad.
Cousin It: (for a picture, see the end of the
review, page 62)
Cousin Plato: has two heads: one size 6,
one size 8 314.
Cousin Slosh: ran away to the sewer in a
"lit of pique".
Cousin Vague: all very abstract.
Or Ebenezer Addams: first man to sell
guns to the Indians.
General Ulysses S Addams: surrendered
his army, but "not until they caught up
with him".
Grandpa Slurp: a bucktooth and receding
chin - "very handsome".
Grandpa Grisly: a traitor - but he did it for
the money.
Great-Grandfather Blob: raided sacred
rubies from temples.
Great-Grandfather Peg leg Addams:
wanted in 15 countries for piracy, exe-

cuted by walking the plank.
Great-Great-Great-Aunt Singe: burned
during the Salem Witch riots.
Marnoud Khali Pasha Addams: burned the

library at Alexandra (Circa AD270).
Old Senator Addams:

impeached!
Sir Newton Addams:

burned his house
down during

experimenta-
• h o n .



y o u  wouldn't think that there's a

decent game to be made about a
load of slugs, would you? I mean,
it's not as if they're fast, they're

certainly not violent and they don't often carry
powerful handguns.

But CodeMasters weren't to be put off.
They slaved away for a year and a day, and
they came up with the character of Steg. He's

clot to be the coolest slug this side
of the New

Forest. If you

• „ ,  -
Ah, Baby Stegs! Feed

or w a t c h  'em croak!

es C9 6/  6.11 4F4

Hmm. Tw o  grubs in those bubbles should
keep the blimmin' babies quiet for a while.
But I ' l l  need some more if I 'm to see  them
reach their  next birthday.

Here you have to set up the air•blowers
to direct the bubbles through the holes.
Tricky indeed, but it's got to be done.

e.

WHY THE COD1ES ARE
WRONG ABOUT SLUGS

A quick trip into the CF herb garden
convinced us that the Codies are
mixing up slugs with another animal,
possibly the Tyrannosaurus Hex. • ,
Here are the facts:
1. Slugs do not have nests. Dinosaurs do.
2 Slugs aren't carnivorous. Dinosaurs are.
3. Slugs, er, can't blow bubbles. Dinosaurs
can (if using a soapy solution and an old
car tyre).
4. Slugs can't move quickly (unless they
get stuck on the bottom of your shoe).
Dinosaurs can.
5. Slugs, er, aren't often green. Dinosaurs
might easily have been.

Believe i t  or not, there's a maggot  in
that bubble floating gent ly  upwards.

No. I  can  see you don't
believe one word

of it.

remain
sceptical, Just look
at the marvellous eezi-wipe, stay-fresh hi-
score pad on the cover of this 'ere magazine.

The plot does not involve eating cab-
bages or leaving slimy trails across patios.
Instead, you (as Steg), have got to feed your
kids. They all sit in a nest at the top of every
level (slugs in nests? The Codies are mixing
their animals, I think. See panel for searing
insight). Anyway, the babies are at the top.
and the food, in the shape of loads of small
maggots, is crawling around at the bottom.

Steg must slither down to the maggots,
trap them In bubbles and guide them one-by-
one to the nest, so the babies can eat them.

The difficulty comes with the obstacles
that get in the way. Spikes, air-blowers and
cul-de-sacs all need to be avoided or
adjusted so that the bubbles have a safe pas-
sage. This means that Steg must guide them
nearly all the way.

So he's got it tough, has our little slug.
Only one thing makes life bearable: his
power-ups. Steg has an energy bar, which
decreases whenever he blows a bubble.
Eating food restores it, but there isn't much
food per level, so he can't afford to waste his

precious bubbles,
O  w h a t  he can do, though, is find such neat

items as bionic legs, a hovering jetpack,
super-speed and something else, which I've
forgotten. These make life considerably eas-

i e r becauseh e c a n n ing
around the levels with

O  a s t o n i s h i n g  speed.
Steg is a little like the

forthcoming Lemmings in
that you've basically got to

Loads of power•ups, grub, food, pipes and,
er, oh, tons of other interesting things. Yes,
it's a great  l ife being a slug.

Spikes are the bane of Steg's slimy l i t t le
life. He  can't  be harmed by them, but he has
to watch  all his grub-filled bubbles bursting.

That wall -mounted switch turns the • I r -
blowers on and off and even opens some

rather useful holes in the floors.

LW
juggle your priorities between getting all the
grubs into bubbles, guiding the bubbles
higher and getting yourself food.

And it's pretty good. The graphics aren't
as snazzy as in recent Codies games, but
this is made up for by the gameplay_ There
are 11 levels, each more fiendish than
the last. And if you don't tear the plug
out of your 64 in frustration, you'll find
it dead rewarding to play.

JAMES LEACH

Game
Publisher
Cassette
Release
Contact

Steg The Slug
CodeMasters
£3.99
Out now
0926 801 132

POWER RATING
ME DOWNERS...

•  Graphics are a bit uninspiring.
•  Steg can get frustrating to move
around, especially around corners.
•  The increasingly frantic garneplay
might not appeal to everybody.

1I's a race against firms, and.
, you've got your work

Loads of collectables and
make thongs even more va

11 levels mean that you've WINE'
different challenges to face, and

level is several screens in size
system allows you to play
I of your choice (once you

that elerneist) m
1 be let in

Ou can note your highest score
n on the spiffy CF hi-score pad.

WAND ME

100
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The Family are named alter
Chades Addams, the car-
toonist who first drew them.

The TV show attracted
loads of paying sponsors in
the USA, such as Clairol.
Pepsi-Cola and Union
Carbide And interestingly,
Fester was played by
Jackie Coogan, who
upstaged Charlie Chaplin in
the 1921 film, The Kid.

Arid the actor who played
Thing, the hand, was a
secret for years until Ted
Cassidy, who played Lurch.
admitted that it was him. He

even had a separate con-
tract as Thing, rather
interestingly, as well

From top to bottom,
there's Charles
Addams (creator  of
the whole weird bunch).

• Gomez ,  l ikirticia,
Uncle Fester,

- /  P u g s ley,
Wednesday, Lurch and
Grandma Addams.

Gomez must stay on that  safe but moving
cauldron in order to keep out of harm's way.

COMMODORE FORMAT June 1 9 9 2  - going bump in the night.

Who? The Addams Family? Never  heard of
'em. Before my time. Hang on. j u s t  ask
Trenty... Yeah,  he says that  apparent ly "they
do wha t  they wanna do, say  what  they wanna
say, be who they wanna be and, er, dance
when they wanna dance".  Glad I've c leared

that up. N o w  here's
the review.

A tier 'phoning
Hollywood, I managed
to find out that the plot
of the smash movie has
got nothing to do with that

of the Ocean game. Lucky for me, that,
as I didn't get to see the film because I
was too busy working on the last storming
issue of CF at the time.

The game plot wouldn't actually tax the
brain cells of a retarded amoeba. Gomez, the
guy with the pin-striped suit, has lost all the
other Addamses, and is basically wandering
round a computer

game trying to find o w e  s t r a i g h tthem. Guess who you

have to play? 4 1 1 . 4 1  g e t  s t u c kWrong. You have e - - -
to play Gomez instead.

If I said that this is all the boring preamble
to a platform game, you'd probably say -Oh
no. A platform game! I bet this is the boring
preamble!". But listen, This is no ordinary
platform game. If you've ever been com-
pletely flummoxed by a tough platformer,
been stumped by a difficult timing puzzle, or
been knackered by a hard baddie. you'll be at
home with The Addams Family.

The game itself is fiendish. Don't expect it
to be kind. Before we go any further, let me
stress once again that The Addams Family is

, w  r •  11.•• P • •  I P • •
P•• f r •  P •  P . '  0 ,

P•••

41i 44: r • - •  1 " • • •  P -
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Those spikes don't half make  your eyes
water, though!

very.
very challenging.
If you've ever played
Jet Set Willy on your

64, this will remind
you of it. Tough city.

The secret is in the
timing. You start out-
side the mansion where

Fester, Morticia, Thing,
Lurch. Wednesday,
Thursday. and Thank-
Crunchie it's-Friday live

(except, of course, they've
gone missing). You can either

explore the outside of the house or
dive straight through the front door and get
stuck in with the bad guys.

These bad guys - what we want to know
is, just who are they? Well, there appears to

be someone called Tully. I've never

°11gh the front door
'72d/crith the bad boysof him, but he
seems to have some connection with the
local Council. His plan is to have the AddamS
Family's crumbling mansion on Cemetery
Lane condemned, and get them chucked out
on to the streets. To  be honest, this sounds
like a pretty good idea. I mean, you should
see the state of it. Anyway, this Tufty chap
has assembled thousands of ghosts, spikes,
monsters and other nasties wandering
around the mansion, trying to stop young
Gomez from getting around easily.

• e•-•....1,-11••••
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Fine but do you know all three verses of the
original Addams Family theme tune?

1
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JAMES LURCH
Game The Addams Family
Publisher Ocean
Cassette £10.99
Disk £15.99
Release Out now
Contact 061 832  66333
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Forget that  dangerous floor. I t ' s  cauldron-
related leaping from here onwards.

All this means that our hero must become
a total master of timing. It has to be said that
the guys who programmed this game are
absolutely brilliant at setting puzzles, tricks
and traps, and every screen is packed with

the sort of
probs which will

have you
scratching your

head until a bald
patch appears.
Instead of just jump-

ing from platform to pla orm,  you've got to
dodge the pointy stars, jump on the baddies
(well, some of them) and basically keep mov-
ing, avoiding, leaping and planning
to reach the safe spots.

All this is bad enough, but
you've also got an energy limit
which is continuously counting
down. The only way to keep it
topped up is to go for the little
hearts which occur on certain
screens. The worry here is,
though, that these aren't exactly
placed in the easiest positions to
reach. It's those dratted program-
mers at work again. In fact, I've lost
count of the number
of times I've tried to
get a heart because
my energy has been
getting a bit low, and
ended up losing a life
because I've been
rubbish at reaching
one (which probably
wasn't really at all
vital anyway).

Every screen you
enter is packed with
gorgeous graphics
(many of which are in
the background, and
don't play an active

1

Meet  Cleopatra
fright). She s
Morticia's
lave pet.

A locked green door. Perhaps it might  be
wise to search for a green key?
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Below, there are three screens
,-• taken from the entrance hall of the man,

sloe. Instead of just working your way from left
to right, you have got at least live choices of direction.

I dare you to wander  into 0001 Cemetery
Lane on your own, a t  night, during
Ha l loween ,  on Friday 1 ath. going via Elm
St, in Amityvil le, wi th  a Potter e i s t  in tow,

•  •  A '

Upstairs (left or right), downstairs (left or right) and. if you want,
through the open doors (which don't need keys). (

The thing to do is grab some squared paper and get .a map together. The playing
area is several screens in height, and to make it more furi. several screens in depth

4which you get to by using the doors). So it'll be a weird map when you've finished.

part in the game). The
number and variety of
baddies is certainly
impressive, and, as I've
said before, what's so
brilliant is the way you've
got to plan your way
through the screens. It's
tough, it's barely possible
and it's something you
just can't leave alone
until you've cracked it.

Dotted around the
mansion are a large num-
ber of doors. Most of
these you can just walk
through, but some require
that most useful of things,

\  a  key. The coloured keys
can be found all over the lev-

els but, like the hearts,
they're never in easy
places to reach. Getting
them is always worth it
because you can keep
them until the end of the
game. They also work on
all the doors that are the
same colour as them,

Left. Gomez is killed by
a couple of weird, er,
creatures. And it 's in his
own house, too!

throughout the entire game, so it's almost
worth losing the odd life to get hold of them.

So. overall, I reckon The Addams Family
&rtainly lives up to the hype. It's a licence
that has really got little to do with the film. But
purely as a platform game, it's one of the
best. It's got excellent graphics, it's
fast. i ts  got loads to do and the puz-
zles are difficult but very rewarding to
get through, What more could we
want?

POWER RATING
THE DOWNERS...

•  Maybe, just maybe, it's too tough

•  But I  c h a l l e n g i n g
and addict  h h  loads of
screens to explore.
•  The graphics are neat ,  fast
and atmospheric.  Loads of
weird backgrounds and
rapidly moving baddies.
•  Spiffy sound effects.
•  Plenty to  col lect  l o t s  of
keys, beans ,  weird pointy
things and other  stuff.
•  Many restart  points, so you

have to start  from the
fling each  t ime you play.
a tr iumph of the puzzle-
's ar t .

•  Credit faci l i ty al lows you to
have loads of serious
at tempts a t  it per game.

...AND THE UPPERS

00

M i n

0
Plenty of cauldrons to jump on, but stay on
them for more than a second and they sink

Giving you the wits to be scored out of COMMODORE FORMAT Juno 1 9 9 2



Bod finds a  secret  door. He's much cheered
by this, as he can continue happily explor-
ing the level.

The beginning of each level is designed to
let you in gently,  then i t  gets really tough
once you've got the hang of it. Rats.

Rod ducks as a  sort of cherub thing dashes
above his head. Don't  ask me  why there's a
cherub in an English sta le ly  home.

Big screws drill themselves up through the
floor all  over the place, so be careful  where
you put your feet  (not that  Bed has any).

A long time ago,
in a galaxy just over the road, an

alien and his family were on holiday. Then dis-
aster struck! The kids got separated from
their dad, and wandered off round a rather
pathetic planet filled with crumbling ancient
buildings and diesel fumes.

y o u  guessed it - Earth is that

weedy planet. But before you
start getting completely terrified
at the idea of aliens attacking,
settle down, take a sip of hot,

milky tea and get this - Bod is completely
harmless. He isn't planning to invade at all.
So he hasn't brought any weapons. In fact.
the worst he can do is jump on people, which,
to the jumpee. feels like someone dropping a
large marsh-mallow on you.

A big statue collides wi th Bod, and he dies,
deflated horribly by the sharp pointy bits of
the stonework.
COMMODORE FORMAT June 1 9 9 2  -

Anyway, you must control Bad as he
looks for the mini-Gods, who have stupidly
got themselves into the worst positions on
each level. Well, I suppose it's not stupid at
all really. I mean, if they were close to the
beginning it wouldn't be much of a game,
would it?

Because Bod is an alien, he's got the
ability to travel through time. As everybody
knows, all aliens have this power. Some just
don't choose to use it, that's all. Anyway, the
three time zones that Bed visits are handy in
that they make up

the three huge lev- o e  c a n  j u m pels of the game.

things more fun, w h i C h  f e e l s  1 1
To make

I'll go through
them in no particular d r o p p i norder. There's the
Eighteenth Century

g a lar
arshm

Our amorphous hero leaps over a weird sort
of, or, angelic figurine. Don't  question it, just
avoid it.

Huge staircases l i t ter  the big house. They
look l ike those washboards that  Derek
Guyler used to  play.

drawbridge, the odd suit
of armour, a few big staircases
and a crowd of excited French
kids, all with fluorescent ruck-
sacks - does this sound familiar?
Well, you'll find it all in The Bod
Squad (except for the French kids,
who Zeppelin have carefully
avoided including).

And, of course, there are plenty
of platforms. What would a plat-
form game be without platforms?
Pretty darn boring, that's what.
Anyway, Bod not only has the abil-
ity to jump large distances from
platform to platform, but he can
also do a super-jump, which gets
him across unfeasibly large gaps.
To carry it out, all you have to do is simply
pull down on the joystick before you push up.
Simple and effective.

What's more, if you're thorough you can
help Bod find various useful devices to get
him around the levels more painlessly. Best

1  i s  the beanie. For thoseon peop
s o m e o o e  baseball cap with a

e  n o t  trendy enough to
know, a beanie is a

propeller on the top.
In the game, this propeller

g e  al lows Bad to float up anddown the screens with

anything else. Trouble is, the beanie propeller
only lasts for 30 seconds, so you really can't
afford to waste it.



In the top right, there's a swi tch Bod needs to reach if
he's going to rescue that  poor l itt le mini-Bod visible
over to the right of him.

Right. Where was I? Yes, another level is
set in Ancient Egypt. Bod must search those
yellow pointy things in the desert (pyramids -
BO_ He must contend with mummies, ancient
Egyptian goddesses and, like the other lev-
els, some rather nasty platforms.

Finally, there's a Victorian Haunted
House. It's packed with ghosts, ghouls and
other scary things that begin with 'g'.
Granadas, possibly. Being the last level, it's
bigger and tougher than the others, as you'd
expect, and has more of those hard-to-reach
switches.

Sod bounces out of his Tardis (not ripped off
from Dr Who at all) and into the pyramid (not
ripped off from the Egyptians at ail).
Somewhere, there's a  mini-Bod wait ing for him,
so don't hang around. You've only got 12  min-
utes to get the blighter.

Sod tangles with a dangerous, deadly sarcoph-
agus deep in the pyramid's, er,  underground
car-park level.  Don't muck about wi th  the
Ancient Egyptians, lust in case they curse you
or something. But then again, they might not,
cos it's just a  computer  game, not real  life.

Game
Publisher
Cassette
Release
Contact

The switches are found dotted
around over each level. You wander
along and activate them, and they do
all sorts of weird and rather useful
things, such as opening up floors.
walls and ceilings. This has got to
be done, but some of the switches r ! ,
have to be reset if you want to get
back_ Very puzzlesome, indeed, and
i ts worth making a mental note of all
the switches that you have tampered
with, otherwise you'll get stuck_

The Bod Squad is a very neat
game, it's got to be said. It has mar-
vellous animation and rather spiffy
gameplay. The levels are big and
taxing, too. True, you might not be

amazingly enthralled because it's yet another
cutesy (and we've seen a lot of those
recently?), but you can't deny that it oozes
quality. For the measly sum of E3.99 (unless
you're Roger) you're getting an impressive
game indeed. In fact, the only thing that's
stopping The Bad Squad from being a
Corker is there are only
three levels. Five would
be almost perfection!

JAMES LEACH

n o
Zeppelin
£3.99
Out now
091 385 7755

POWER RATING

•  Three levels just isn't enough.
•  Bod bounces ott the wails in a
most frustrating manner.

•  Excel lent  animation. Bod
ly seems to have weight
Mass.

Loads of puzzles, al l
fully packed into each
•  Sound effects,  although
few, are  suitably blobby.
•  Detail ,  such as the collision
detection, is superb.
•  You can approach each
level in a different way.  It 's
not Just a loft-right *coolie,.

It's easy to get  into, but
toughens up nicely later
•  You actually have to thi
about how to solve many of-
the puzzles.

...AND THE U

IAN CYCLOPEDIA
GIVES YOU M E
TRUTH ABOUT

IL-tii;i11;.1 ALIENS
The Universe contains 100,000,000,000
stars, of which the Sun is just one.
Assuming hart of these have four planets
orbiting them (we have nine planets orbit-
ing ours), that makes 200 billion planets.
In our solar system. one out of nine plan-
ets has life on it. Assuming this to be an
average, 200 billion divided by nine is
22,222,222,222 planets with life on them.

Therefore, there must be some seri-
ous intergalactic wars going on, maybe
Involving the following creatures:

The Pod People of Zook.
Known as fearless
killers, the Pod People
have over-populated
their planet, and conse-

quently it's been on the
market now for over a

year. They're looking to move somewhere
quiet but central, ideally with pleasant
views over the Horsehead Nebula.

The Spangly Bogcreature.
This alien was the only
survivor of his race,
after he played a practi-
cal joke involving

nuclear weapons which
unfortunately went disas-

trously wrong. He's believed to be rather
upset still by the whole thing, and doesn't
talk much to outsiders.

King Spidron of the Third
Moon. Not a king at all,
Spidron is in fact a

, •  p e t r o l  pump attendant.

„ . . . . . . . _ . )

His cousin is the real
king, and Spidron bor-

rows his official outfit for
fancy dress parties and to impress female
Spidrons in wine-bars.

Droid CX 217. Known as
CX to his friends, this
droid patrols the dune
beaches of the outer
Sunworld. The temper-

atures reach 350 'C, so
CX's job is to carry any

sun-bathers with heatstroke to the near-
est Slush-Puppy outlet.

The Mighty Brain.
Although some would
say he's pretty smart
(with an IQ of —1), he's
actually arrogant,

stuck-up, snotty and
generally unbearable. This

might be because he has no hands, legs
or external limbs of any kind, and thus
cannot even ride a mountain bike.

1
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66 SACK PAGE

R  ight  there's nothing better than a

Commodore-liclous issue of CP
Isn't that right mate?

Too right mate! And
here's what's coming up in spillo-matiC
CF22! The soccer-tiffic Euro Football Champ
from those code-icious Domarksi And a
marvellous modem-atic examination of the
crazy world of comms. Yes, it should be
phone-tabluous fun, looking at how your
chat-icious C64 talks to other machines.

Thanks Smashy. That fame-tabulous
Gary Penn - he does a lot of work for charity
y'know - has been nattering to all those pro-
grammers who made the C64 famous. And
that sounds like historical fun. Right! On
the Powerpack will be a demo-liffic slice of

Ike N o b b y  the Aardvark. This looksIke being a hoot-tastic waggle-tabulous
platform-acious game. And you can't beat
a hoot-tabuious, waggle-acious, platform-
tiffic game can you mate?

No way mate, unless it's to rock with
one of my all-time faves, Mr Bachman,
Monsieur Turner and Herr Overdrive. Hit it!

WINNERS
. . . . o r  our w a t t  Poo port CrosoIlurao 2 oompo ( M t n  oro-,

(Framed bas Artotork) M Sticgt, houilmitoo. Kehith Smith, Wohiouborough
Priliu Dore,  Co Antrum. PP; Evoris, S V O r i  M a o .  Sof t&

, S O W,  14odoe, Q w o f l I  g o d  2 comptiertone) Jo Pinder, WerEa brodlord.
Dowid Ampao, Mho; Groom D  Steel, t;,iihkii--a Steven Road, Gos.pori• Oariosi

French, I i e  Chiistoptior Chool. h l i o o  W i g a n , IO I ie
SiouiPonon-Sirn, Drum Illair.hifinasomikU a C i p o u g r a m ,

Ptymoo0h, C,,•ooproU. off Kama CfrOo ii pkoilooda your pr im up aS s o w e d
The vdinnor of the 'opftoor plizo d e , a f f i r c ]  a  Wolff screen oios

FIKtmid Biotigoit oi Allgigenon Thoiamos. DOSS irlarl Lbolt w o o
knodrad out by tbe offort ond AnAcialovor all Olo

plarod Spoc3.1 onforoundoftwylr, clo oat to
1041fOrsoffs14o.JOIllio Efftuly vtorrichurch

C O ,  J a h r ,  TOW, Gol
Gardoo, P•osiun.

ARGOGH! I
KNEW THAT!

If you are still strugging over last
month's questions, here's what was
what: Unstoppable Sex Machine,
Original Gangster, Justified Ancients
of Mu Mu, Low Frequency Oscillation,
Electric Light Orchestra and Pop Will
Eat itself.
On to this month's poserette. What

teams do the following sports people
represent: Jeremy Guscott, Jerry Rice,

Michael Jordan, Ian Botham, Des Walker,
Ricardo Patrese, Billy the Fish and Deon
Sanders? Remember, there's no prizes,
this one's just for fun.

Only me! NotL
to go to the
18 June and find CF22 has
sold out! No. You wanna fill
out that nice coupon over
there and give it to the per- a
son behind the counter. Look
what happened this month,
four hours scouring the
shelves for the last copy of
CF, and I don't think you
wanted to do that! Only me!

Yourguarantee of value
magazine comes from Future Pubishmg, a company

just six years ago, but which now sells more computer
Ines than any other publisher in Britain We offer:

r whits. Our trit.s are packed with tips, suggestions
explanatory features. written by the best in the business.

ger reviews, We have a castwon poky °I editorial in
no, and our reviews grve clear buyvig recommendations'.

Sr design. You need solid informaton fast. So our
wrs highlight hey elements by uselig charts, diagrams,
ary boxes. annotated photographs, etc.

er relevance. Al Future, editors operate under two
rules
rstand your readers' needs.

'sty them.

More reader imwaction• We draw strongly on readers' con.
t,ibuhions, resulting ori the liveliest letters pages and the best
reader tips. Buying one of our magazines is like pining a
wide user group.

Better value for money, More pages. better Quality: maga-• • •

• Commodore Format•
Amstrad Action- PCW Plus

Pc -  Amiga Format
• PC Answers

air • Sega
Iga Power •

kri4COrd •  Total •
magazines. P C  Fo P u b l i c  Domain

P U B L I S H  I I  0

EDITOR Trenton Webb
ART EDITOR 011ie Aiderton
GAMES EDITOR James Leach
PRODUCTION ASSISTANT Cathy Pamham
DESIGNER Lisa Nicholls
ADDITIONAL DESIGN Lam Tang
CAKE ED'S Cathy Pamham & Nana Nicholls
CONTRIBUTORS Andy Roberts, Martin
Pugh, Jason Finch, 'Bones', and Steve Jarrett
ADVERTISING MANAGER Alison Morton
SENIOR SALES EXECUTIVE Jackie Garrard
PRODUCTION CO-ORDINATOR
Claire Fullick
PROMOTIONS MANAGER Michele Harris
PROMOTIONS ASSISTANT Tamara Ward
PUBLISHER Jane Richardson
CIRCULATION DIRECTOR Sue Hartley
GROUP PUBLISHER (LEISURE)
Greg 'the leg' Ingham
COVER ARTWORK Paul Kidby
ARTWORK (Roger Frames) Mike Roberts
PRODUCTION TECHNICIANS Simon
Windsor, Chris Stocker, Jerome Clough
COLOUR REPRO Avon Scanning and
Planning
PRINTERS Redwood Press LW, Wiltshire
UK NEWS TRADE DISTRIBUTORS Future
Publishing Tel: 0225 442244
WORLD WIDE DISTRIBUTION AIMC Tel:
0483 211678
EDITORIAL, ADVERTISING end CIRCU-
LATION 30 Monmouth Street, Bath, Avon B M
28W Tel: 0225 442244
Commodore Format welcomes unsolicited
material, but can only return articles when
supplied with an sae. All queries regarding
advertisements should be made in writing to
Alison Morton, Advertising Manager, at the
address given above.
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IAN CYCLOPEDIA'S
FASCINATING
FACT LIST

Thanks to The Addams Family, this
month rm looking at big food. The
largest hamburger ever

was 2.27 tonnes, and it came from
Cape Town, South Africa.
Interestingly, South Africa doesn't
maintain close diplomatic
ties with Czechoslovakia,
Who produced the
largest ever kebab. it was -
885 feet long.

But perhaps surpris-

ingly, the most people on a motorcycle at one time
was 4 6 .  on a 1,000cc machine - which then rodefor 1 mile.

The longest ever motorbike wheelie was one
lasting 4 hours 21 minutes. It was done in
Winchester, which, interestingly, is where my
great great godchildren live, with their mum, Beryl.

I DON'T MINK YOU WANTED TO DO MAT!
Please Mister (or Missus) newsagent, kindly reserve
my copy of Commodore Format each month, starting
with the July issue, on sale from Thursday 18 June
1992. Ta very much!
MY NAME

MY ADDRESS

o r l . " 1 . •
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The Final Fight

C H E C K  O U T  1  f l E  V 1 L L 1 1 1 1 „  T u r r i c a u r  I I ,  .  1 0 9 1  R a i n b o w  A r t s .  A l l  r l g h t s  r e s e r v e d

;

R e k r o p r o s e  S o c c e r  a n d  Ounshipc A t i c r o p r o s e  S o f t w a r e .  A l l  r i g h t s  t e s e t s e d
W o r l d  C l a s s  Soccer :  ... U .S .  G o l d  L i m i t e d .  A l l  r i g h t s  r e s e r v e d .
ST D r a g o n  L i c e n s e d  f r o m  I A L E C O .  T h e  S a l e s  C u r v e  L i m i t e d  . 1 0 9 0 .
Al l  r i g h t s  r e s e r v e d .  M y t h  S y s t e m  T h r e e  S o f t w a r e _  A l l  r i g h t s  r e s e r v e d .
Ti t les  u s e d  u n d e r  l i c e n s e  b y  K  IX X,KICK START THE FUNK I X X ,  U n i t s  2 / 3 ,  H o l l o r d  W a y ,
H o l f o r d ,  B i r m i n g h a m
6 6  7 A X .
Tel: 021  6 2 5  331111-

WITH THESE GREAT GAMES FROM...



The playability is what sets it apart—
teasingly addictive and enthralling,
PARARSOL STARS deserves all the
praise it gets. Place an order novd"ST ACTION 92°,16

S'el4 geopke.olly " eope4  14t1 it o 41M,
fm,or*.trive prow__
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AMIGA

GO MOD0111

Get ready for some 1ingemearin9 actioil
BUD 4, BOB blast their way onto your
computer screen.
Ilse four kinds of elements - Fire, Water, Lightning

rld Star - to overcome wave upon wave of nasties
bent on ending your quest to rid th

•  universe of the evil mastermind
Chaostikahnl Whether you play alon
or with a friend, stay alert!..
Your only hope of reaching the fin
showdown is to unlock the secret 43
PARASOL STARS-

111,ELAN SOFTWARE Li o  6  CENTRAL STREET , MANCHESTER 6 .  F  1  0 6 5 0
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