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STOOL FULL GAME
C O R Y A  FULL ADVENTURE

T H R U S T  FULL GAME
I L I L O o l o Te  FULL UTILITY

0 POKISI

The Guild•  Prism Leisure

He's back! Is ARNIE 2
the killer segue
everyone's bee
wailing for?
A I M *  p 5
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F u n  GAMEBUSTERS •  LETHAL WEAPON •  DALEK ATTACK •  SEYMOUR

Let's Make
Monster p.3

*Ultimate Shoot
•lem•up? p.48
McDonaidland

Comp* p.31

FULL

TOOLL

u ure
P U B L I S H I N G

Your guarantee
ol value 16026
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, Visa
I  \ J L L \  r a F j

We now accept Access a - r 5 J ; 4 1 7 - 4 0 fTEL: 0889

WIN! WIN! WIN!
THE FOLLOWING 'TELEPHONE GAMES HAVE NO
DRAWS AND NO TIE BREAKERS. THE HIGHEST

SCORE wirws .  EVERY WEEK

A Super Nintendo *  Nintendo
scope + Streettighter li   I

0891 88  77 18  I
k I

A Sega Megadkrhre + Sonic 2• Tha Menecar
0 I 9 1  88  77 19

I T h e  top 5 Games Sega or NintendoI 0 8 9 1  88  77 20
Wmes. London W ix
• al all other trnel r  .

. +  ihe pench ' 0 0  ,‘ '• -hr dbme mortis

Ed -rho M O  (Oak)._ .....
Fl Tornado (Dail

Frot Samurai gii•opit
Fun Sclical 4 5-7 iCalai

4.75
4.75
999
7115
5P i

Fun &NOP 4 7-t (Cans, 5 90
Ci•toc 3 99
Hero Cueet 4 Its
Lev Bettie iDisit Dray) 3.99
Paanan rgpo Gorr.. 299
Mighty Meal 1.99
Rdhn Ronny Maki Ags)
nuogy Tra World Cup IDisie, 4.99
Stoat )  l e  (15 Arcade ( l a n e , 1.0,2
Soeor OLn. 1 99
Spreadsheet Ines.. 599
Super All Stars 99
Super Star Seyrno." NEW 299
%worm.. (Database Deili
Turbo • 199
Turtle. 2 (Cass) 490
Turtles 2 iDtsk Onhi) 599

Olympiad Clisliong. ....-

• 499
Moats or Fire . 699
irttriorcarnp Casa New HMCO 4 7 5
Wresecarrp Disk Newt Prios 4.99

Pactond ..

3.139

and Mastercard
OUDDET
3D Pool 3.13 PacktnalHe

4 Gone P.M, Not (Suporicid) Pic 3.75 Mittlimix 4.
4 Gam. Peck 1402 (Gun Fighter) aro.

4 'Post Tilfalank -  ...,
...NEW43.2675 f,4,arcomPo.,I.Ica .

, -
APE
Aormet. -  • - N E I  3.75 Noghboura ..
Action Fighter .3 75 Note 14.1arld Story
Atterburrer. -3 .75 Nightioread

Mimed Besot •  •  .  . .3.71 Olympiad Clisliong. ....- 10 .wsnla
American 30 Pool . , -  3  75 Outrun Europe

Aromatic] 2 - •375 Pactond ..
Arnie -  - - 3.15 Pecmanie • •  •
Arnie 2 ,  •  - NEW 3.73 Paraliont
Bediendo -  •  • 375 Pegasus Bridge

Bart Simpson w Spoon Mutant. -NEW 3.73 Platoon
Rittman Capsd Crusader • . .  , 3 . 7 5 Pup. ' .2   . . , •

13,salkfk • -3 75 Postmen POI
black Romer - . . . .  , 1 . 7 5 Postman Poi 3 .  . „ „ ,

BetbM Bobbie 3 75 Pro T I M I S  T N ,
Suable Duty ., 3 75 Pub Game.. .  „  „

C,I in 'Pio U 9. • . . 3 . 7 6 CE1 0 Tankt voter - - .
Captain Dynamo
Captain Firs . ,
CleT1100 . . . ,  • -NEW 3.78 Quatro Combo°
Ca.tle elastic
Covernanie 3.75 Quadra Mogasters

Chose HO . _3.75 Ouatlro Recent •

•• . 4 . 7 1 1

3 75

3 75
175
3 75

- -  _ 1 7 6

199

2 90
_ N E W 3,75

3 76
3 75

_3.75

371

315

. •  ,  - 1 . 7 5

Cisco Host
C basic Arcadia 2.. 2 , 9 9  0 . . r i r o  Superhlts
Cassie Arcade' 3 - - - - - - - - - - - N E W  3.75 R  1 . 7  Baseball _ _ M E W  3.75

Combat School -  1 . 9 9  R e c k l e s s  Rufus -  . N E W  3.75
... - 3 . 7 5

Crackle**. 3  75 R i c k  Dangarou. .  . . .  . 3  75

Croatum . - „  ,  - N E W  3 75 R o b i n  Rood Legend MAW . . N E W  375
Crickm Masan.. 3 . 7 5  R o l : b e a d  I,Jmuss Pond 2) . . . -  ...... .....---...NEW a 99

N a y  Thompoons S u p o r l e s t . . . - - - , - - . . _ - - - 1 , 7 5  S o m m e *  Spirits . . .  3.75
Darla...  - 3 9 9  S e r g e a n t  5.ymour R o b o d d p . . . . . - - - - - N E W  3.75
Diuy Down Ilia Rapid. -   S e y m o u r  StuMmen .  . . . .  - N e w  3.711

Doc Crocs Excell.re Ade, - . . . . . . . . . . . - - - - -NEW 3.76 S h o o t  arn up Conalniclied K11....---„__ ........ - I  75

-  ,..,
Edo Trio Duck. . .  .  -  - 3 . 7 5  S l i g h t h /  Mingle . -  •  - -  . 3 . 7 8- ,  - 3 . 7 5
Emlyn Hugh.. Int. SodOrir . - . . . . . . . - - , - .
Encluro Racer . .  .  2 . 9 9  S o c c e r  Double .. , -  . 3 . 7 1 1
Eswill 3 . 7 5  S o c c e r  Dauber 2.  -  - 3 . 7 5

Extorrninstot

Fantasy World 01•12y- - 3 . 7 5  Spinclizzy •  .  . 2 . 9 9• 3  75
Rot 2

Football Reneger 2. - 2 9 9  S t r i d e r  •  •  . . - . 3 . 7 6
.Foot.. Menagat World Cup Edition - - - - 2 , 0 9  S t r i d e r  2 .3.75

Fun School
Fun School 2 541. - N E W  3.75 S u p r a  Car. - ,  . . . .  ....N E W  3.75

G a u l ' s  5a>C4511a . -  •  •  ,  - . 5 . 7 5  S u p e r  Seymour  3  76
Gemini Wing .... . . . . - - -  . - .  .  . . - . .  .

Oolzion Ass-  .  .  . 3 . 7 5  T a b l e  Tanner . . . . .  .  ...... - N E W  375

Graham Saunas. Soccer Almospar . - - 3 , 7 5  T a r  CM Tortola - 3 3 5
Great Escsp. -  2 . 9 9  Ta r z o n  Goo. Ap. . . . . . . . . . . . . . . ...3.75
Ounalip_ 3 . 7 5  Termina tor  2 (OwssE).. •  • •  a s e

Hem ()deal . . . . . .  ., .... . .  . .  N E W  4.75 T e s t  Driver 2.. . . .  •  . - N E W  3.75
Hudson Rawk_ .  • - . 1 . 7 8  T e a t  lisstor •  -  . 3 . 7 5
Hurrt For Red October 2 , -  •  .
Hypemport" 3 7 5  T h e  Addict. Pock .  2  99
Indiana JONI. • •  ..••,-...... 3  76 T h e  Ofeel Escape 2  99
International 30 Tennis - . . . . . . - - - - - - . . . . . . . 3 . 7 s  T n .  Hit Pack .  .  .  2  99
Intermittomi NMI. Rabbit. 3 . 7 1  T h e  Power Peck . 2 . 9 9
intomstional Tennis.- N E W  3.75 T h .  Real GOosibutlera ... . 2 . 9 9
iMemalional Truck Driving. N E W  3.75 T h e  Sports like (Reoch Buggyi Etc - - - - - - 3 . 7 5
Nana 90 3 2 5  TIvontma The Tank (ngme ,  2  19
Katy 1990 -  .. 3 2 5  Thoinder  Jews .  3  75
Jack Mold"... Glatt. . p i E w  3.75 T m a s u o i  island D i m  -  •  - ,  - 3 . 7 5

Jame . . . . .3 .78 Tr i v i a l  Purist". . 3  75
Jockey Wilsons Compiodium et Elso:ta  3 . 7 5  T u r b o  E.prit Chiding* .  „  . 3 . 7 5
Kenny 001911.sh Soccer Manager •  2 . 9 1  T u r b o  Outrun -  3 , 7 5
Kentucky Racing- . . .  , -  - 2 . 9 .  T u r b o  The Toicese . -  3 . 7 1 5
kick Soong •
Kick*. 2 _ 3 . 2 9  Tu a k s t  . • - • , . . . . ”  . . a  75

Lost MM. 2 •  -  . 3 7 5  Mondet in  ...
Lail Min.lo 1 _  • • • • • • •  . N E W  3.75 V i z   4 . 9 9
Licence to Ki l l -

I l s e  Unit . 3 . 7 5  W t Z b a l l
Matchday 2 •  .  - ,  - 3 . 7 5  Wonderboy 3 . 7 5
Mego Peck (Stoney Eict............„_.........-.....-3.75 a u r a l  Rugby . . . . .  N E W  3 75
Monaco _ 3  75 "Voi4O or Soccar . . . . . . . . . . 3.78

Riednight Rosistarm... 3 . 7 5  Z o o m m a n g .  ..
Mini M o e    2 9 9

Grand Stand
W o r l d  C11355 L e a d e r b O a r d ,  P r o  Te n n i s  Tour,
Gazzas Super Soccer. Continental Circus 1

Disk Only £4.99

The Telaten Trilogy
The Hobbit, Lord Or The Ilinqs Shadbws

or Mcador Cass £5.99

Cartoon Collection
Duzy. Sightly Magic, Little Pun. Seymour

gain to Hollywood. Strike in
Traqsy.wir a. C.J. Eephant Cass E7.99

Mete Collection
Dotal* Dragon. Shadow Warriors,

Dragon Hale Cass £4.99

Supreme Challenge
Senhne Star Glider Elitc Ace 2. Tetris I

Cass E5.50

Virtual Worlds
Cattier. Total EC41543. The Crypt.

Castle Master Case E5.50

PAultimix
Leaderboard, Leadertioatt Tournament.
World Cass Leade,board Cass £4.75

Rignall Top 10
Dan Dare, Lords Midnight. Driller Delta,

Zoids, Caldron 2. Barbarian 2. Guardian 2,
Mega Apocalypse. Spit PersonaMies

Casa E5.50

Dizzy Collection
Dizzy Fastfood. Fantasy World Dizzy, Treasure

islard Dizzy. Mac:)icland 13,zzy
Cass E7,99

Dizzy's Excellent Adventures
Dizzy Panic, Kruk Silent. Dizzy Down the -

Rapids, Spellbound Dizzy. INtiy Prince of the
Yolk Poe Cass E7.99

L  C h a r t  Attack

Cloud Kingdoms, Supercars. Ghouls &
Ghosts. TUMo Challenge Impossimole

Cass E5.99

TNT 2
Hydra, Skull & Cross Bones, Badlands. Stun

Runner. Escape Flotica Monsters
Caws ESSO

James Bond Collection
kocense To Kill. Spy Who Loved Me,

Live and Let Die
Cass E4,25

MEGA SPORTS
Over 30 sporting Events

Cass E.5.99

IMMEDIATE
DESPATCH ON
ALL ORDERS
SUBJECT TO
AVAILABILITY

C64 CARTRIDGE
R a a b  Ccera,1405
Chase FIG.
Navy Seals
Rob:loop 3 ,

, .•

ANY TWO FaR

SEGA MASTER SYSTEM

9.99
.999
.999
 999
9.99
G19

Ntered Boast
Bonanza Reck 2251]

Eornb.,
2399

Cyborg Hunter 2 1  50
Daubs. Dragon
Double Hawk.. . . „ _
D,thgen Crizsial .. 2 1 . 0 5
Forgotten Worries .  2 1 . 5 0

Gauntlet 2 2 . 5 0  22 50Gokien too
Golden Ate Warrior 2 2 . 5 0
Greet Football .. 2 2 . 6 0

inflow zones 2 1 . 5 0
Laser Oman .  .  .  22.50
Line or F•Ho ..... ............ _
Pectilous 2 4  50

Kinnincylare..... ...... . . .  . -  ................ ... .... .......22.50Sees - . ,  .  ................12.5021 50

Arnie IMMO 4  76 S h r t a t i
Bad.. to Iriefueet2 & 3 (0eal. 4  49 T u n e -
Cuterric Arcadia: Arista. Invaders, IStolChat. S o l d i m a "  riatraliiA4-10449iii 2 . 2  60

,
D.eHarO2 _  •  . 4 . 9 9  x i m o n  2. - , , ,  2 2  99

r  7 )11 .13ER FORM AND INFORMATION 1
ALL ORDERS SENT FIRST CLASS

SUBJECT TO AVAILABILITY JUST FILL IN THE COUPON AND SEND IT TO
AMMA SOFTWARE. 21 SPRINGHILL. RUGELEY. STAFFORDSHIRE WS15 iBT

ITEM

POSTAGE

Name

PRICE

Address

Postcode T e l  N o
Pos-rAGE RATES PLEASE ADD 50p P&P ON ORDERS UNDER D M

OVER £5.00 PAP FREE. CHEQUES PAYABLE TO AMMA SOFTWARE.
EEC COUNTRIES ADD E l  ,50 PEA ITEM.

NON EEC COUNTRIES ADO E2.50 PER ITEM ( s t e r l i n g  o n l y )



28  FROST ...WHOIT
DOES,HOW IT WORKS
Kit  be ail sprite on the night. in tact Wit
be all sprite every night When you start
using FROST. This brill iant menu-driven
sprite designer enables you to create
your own game characters_ The brave

hit our quick start instructions on
p3.  but for the full into On the this terrific
can

techie tool turn to p.28.

FEATURES
37 urs
MAKE A
MONSTER
The Rowlands regular
coding report has a
bonus this month -
lots of 'em, in fact,
as they refine their
games bonus
system. All the lat-

est news on Apex Productions' latest
mega-game in the making.

48  THE ULTIMATE
SHOOVEM-UP
Since the dawn of time, or at least the C64,
shoot-'em-ups have been thril l ing and
killing gamesplayers. We take an in-depth
look at all the classics and the croakers to
see what makes a good killer tick.

Zeppelin
An M25 simu-
lator -  without
the traffic! A
racing simula-
tor -  without
the fun?!

5 2  ARNIE 2
Zeppelin

\  The return of the
C64's latest action
hero. Is it a block-
buster or a blow-
out? It was a

t tough mission but
CF had to find Out.

54  FIST
FIGHTER

Zeppelin
Furious face-punching fun or

sad cynical satire? Zeppelin's pastiche
puncher hits town hard.

55 INTERNATIONAL
TRUCK RACING

56  TROLLS
How cute can a game get? Are the Euro
cuties trying to take the Mick?

58  STONE AGE
Grandslam
Does 1.000.000 BC mean Before Commodore?
We dig for archeological evidence.

60  WORLD
, CHAMP SQUASH

Zeppelin
The sport of red-faced, middle aged

— m i d d l e  managers comes to the
Is it tit or flabby?

3 2  M AY  1 9 9 3

IEWS
ODUS

ARNIE 2

• 1ST FIGHTER

, WORLD CHAMP' SQUASH4

NE AGE

1111
TAPE PAGES•

BUSTERS

R

, HIE TIPS
VIEWER'S 1
DGET GAMES

L ORDER/SUBS

back.

Miser!

POWER
111166161PACK

"Do you get wafers with it?"
"Of course you don't wafers with
Power Pack featuring three full ga
POKEs and a full sprite-design su
all the info you'll need turn to page -
"Fair enough, what flavour is it?-

a

the stunning sprite
is month's Power Pack.

th Spec a orces-type facts on one
side and a huge ARNIE plc on the other!

Apex Productions make Monsterland
even more •mayhemic'.

est blasters ever to
grace the C64 the greatest?

ure -  NOW!

lama!

Pk.



4 OPE PAGES

So how do all those dead brilliant programs
we've given you on our cover tape work,
then? That's what Clues just about to reveal

over the next four
pages.

IN9WE'R
IAICK

he year is
2381. Our v e
long bee
e. But a C l u e s
her trust t t i o r  r t .  if

'gets carried c o u l d  o n  for
All you need to know is that you fly a

ship and you've got to collect some
• Okay, hack to the plot - Ed).

On each planet there are limpet guns
which you have to disable; fuel which you

pick up for extra points; the power
which you have to collect to complete

mission; and power plants which look
like chairs with big bubbles on them.

The controls are pretty straightfor-
ward: 'A' and 'S' steer your ship and any
shift key turns on the thrust. But steering
Is complicated by a strange mysterious
force known as (drum roll) GRAVITY!
(Okay, i fs  not that strange, but you don't
find it used in many games.) if any part of
your ship, or anything it's carrying
touches the planet's surface -  KABOOM!

11 F i r i n g  at the power plants by press-ing the Return temporarily disables the

You have t e t e
venture deep
beneath the
planet's surface
to find the  pod
on level three.

limpet guns; the
more shots fired at the reactor the
longer the guns take to re-arm. BUT (and
that's a big but, you can tell by the fact
we've written it in capitals) the reactors will
only take so much. They become critical if
you hit them too many times, at which
point they start to flash and you have 10
seconds to vacate the planet. Otherwise...
BOOM! You don't have to destroy the
power plants to complete a level but it
does give you mucho bonus points.

To collect the fuel cells and pods,
hover above them, activate the tractor
beam by holding down the Space bar
and then pour on the thrust. As soon as
the automatic tow bar has fixed itself to
the object you can release the Space bar.

When you've collected a pod, fly up
into the stratosphere and you're warped
to the next planet. As you progress, fur-
ther into the galaxy you'll encounter
strange things like planets with reverse
gravity. And the one thing you'll definitely
discover is the reason why the game
Thrust is regarded as a true classic.

VITAL STATISTIX
GAME T H R U S T
ORIGINAL RELEASE DATE M A Y  1986
ORIGINAL LABEL F I R E B I R D
MUSIC BY R O B  HUBBARD
GENRE S P A C E  ADVENTURE
DIFFICULTY D E A D  A R D

q e f l ,  •  •  '

Your  iob is to steal  the pod from the
Empire's base then destroy the planet.

FULL ("IMES
THRUM'
Nick the pods and destroy the planets.
Side two, tape count 60
Keyboard controlled

-  Rotate ship anti-clockwise.
-  Rotate ship clockwise.

-  Thrust.

,vAGE BAH -  Activate tractor beam/shield.
trim-Fire.

COMA
Erm, you don't use the joystick at all. You
have to type things in on the keyboard. It's
a TEXT adventure you see -  just read what
comes up on screen and type in what you
want to do. There's a more detailed expla-
nation of some commands you could try
in the main instructions.
Side one, tape count 050

STEEL
Destroy the ship's defenses by collecting
cartridges and sticking them in the car-
tridge slots in the cartridge room -  but you
have to activate the slots first!
Side two, Tape count 000
Joystick port one

UP -  Go through door.
DOWN -  Go through door.
LEFT -  Move left.

11* RIGHT -  Move right.
•  ARE -  Fire.
111•  U P  + FIRE -  Increase energy at

refuelling point.
DOWN + FIRE -  Decrease energy

at refuelling point.

FULL UTILITY
FROST
roman, really Original -sprite rhingy is a
specially-written sprite creation program
that's a hoot to mess about with even if you
don't want to create a sprite. The
Instructions are a bit too complex to sum-
marise here so turn to page 28 for the
complete lowdown.
Side one, Tape Count 000

80  POKES
MULITHACK POKES
Head to the top of the High Score tables on
80 games thanks to our labour-saving, eas
load Muftihack POKES. Infinite life has
never been so achievable.
Side two, Tape count 90
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W e i c o m e  ye all to Parte the Firste of
an exciting tale which shall grace
the wondrous CF Power Pack for

three months hence. For 'tis a great and... oh,
blow this olde worlde nonsense. In plain
English, on this months Power Pack you'll find
the first part of Corya, a text adventure, the
next two parts coming up in issues 33 and 34.

If you've never played a text adventure
before check out the accompanying box for a
few hints on how to get around. Done that?
Good. Then here's the plot!

Upon the holy mountain of Tannel-An-
When stands the citadel of the Ancient

DO AS I SAY!
The game is keyboard controlled and you j
have to type in brief instructions to tell the
it what you want to do. Here are a few you
can try (just type 'em in then press return):
E  — Go East.
W  -  Go West.
S  -  Go South.
N  — Go towards chillier climes.
U  -  Go up.
D  — Guess.
G E T  (followed by an object) -  pick up the
named object.
S A Y  (followed by what you want to say)-
to say what you want to say.
X  -  Examine.

-  Inventory, or what you're carrying
around with you at the moment.

-  Appear in a West End musical.
The rest you'll have to discover yourself.
Look, we're not going to spoon feed you,
and it's all part of the fun, honest!

PITAr,

1 1 3 0  t O

• isk drives are dead good, aren't they? None of that dull old
aiting around for tapes to load while your screen flickers like a

'hypnotising' sequence from a camp 608 spy series. So if you've
got a disk drive put it to good use by ordering the DISK version
of Power Pack 32. Simply cut out the coupon from the inside of
the tape inlay card. Write your name and address on a piece of
paper and send it with a cheque (payable to Ablex Audio Video)
or Postal Order for £1.50 (which covers the cost of duplication,
postage and packaging) to:

CF32 Tape To Disk, Ablex Audio Video Ltd, Harcourt,
Haleslield 14, Telford, Shropshire IF7 40D.
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T h e  h o e &  w o o  o l d  a n d  o d d .  i t
C o n t a t n e d  t h e  s p o i l t  o f  8 6 4 .  o f  t h e
M a r r 2 o r - 5 a g e s .

F I R E -  a n  . . . . .  i o n  o f  o a s t (  f a r e .
M i n t  a  c o r d  f o r  m o n s  t h I n g S .
C H E 0 1 0 1 0 ,  t a t o  e n d  . . . . . .  a  r o e .

R H I E L S :  •  b a r r i e r  f o r m e d  a r o u n d  t h e
t a r g e t .
Mao w a s  • r m e l e ,  C A R T  s p e l l  A T / A M

C o r e a  s t e e d  a t o p  t h e  b u a t . . . P l o n k i n g
t h e  s m a l l  v a l l e g e  O f  L r m a h a l .  0  w o r n
P a t h  o f  s a n d  e n d  r o c k  m a d e  i f s  w a g
d O o n  t o  t h e  v a l l e y  f l o o r ,  s m e l l  c . l o a v e a
o f  h u s h .  % P a t n a  h a r d  t o  o r o w  f i t  t h e
l i f o l e S s  s o i l ,  g r a t e d  r i c h e r  s i e e  O f
t h e

now" S

Ones, a fortress impenetrable by normal
means. Within a few priests, taken from their
families when young, are taught the ways of
the Warrior-Sages. (Someone's been OD'ing
on Lord Of The Rings-  Ed).

Seldom would a priest re-enter the world
of man, but this is the tale of one such priest,
Corya the Warrior-Sage. Having left the moun-
tain, he travelled in the realm of Tan nan for
many years_ Knowledge of a Warrior-Sage
leaving the mountain spread like wild-fire
throughout Tannan. But seldom was he seen,
unless the need was great.

One chill evening in the
tiny hamlet of Brmahal the
villagers sat around a
huge fire in the Tavern,
listening as merchants
told of tales of terror. One
also told another tale: "I
have heard of a dragon
once more in the mountains,
a horrific beast that has awak-
ened from a deep sleep."

Barley, the innkeeper, shut the tavern a lit-
tle before midnight and settled down in his fav-
ourite chair. Exhausted from a hard day's work
(not the heavy drinking? -  Ed) he dozed off.

Loud screaming from the village woke
Barley with a start. He got to his feet and ran
outside the tavern. Everywhere villagers ran

aimlessly through the
liamotum

WWitN O  LEMAVI- MOS?
Cammodore Format regrets to announce that
due to the wrong type of leaves on the track the
Lemmings demo has been unavoidably
delayed. Lemmings will be arriving on this
Pow ec Pack as soon as possible. CF regrets
any inconvenience, but the Lemmings has NOT

Lpeen cancelled, just delayedM N &

NO MA
ZONE!

This might be a clue. 'Dui it mi9r; b,e a red
herring. How mean do you think we are?

burning remains of their homes, all trying
to escape from something -  but what?

Barley heard a screech and
turned. Horror gripped him as out of
the sky swept the dragon. The last
thing Barley ever saw was a ball of
white hot flame roaring towards him.

At first light the true cost was appar-
ent. Three quarters of the village was

burnt to the ground. The surviving villagers
gathered at the great hall, itself now without
a roof, but as safe a place as any. There
they prayed for help, for a miracle...

And that's where you come in. You  get
the starring role -  no, not the dragon, Coyra
-  and you've got to find a way of saving the
village. So go and discover the magic Hose
Pipe of Hoorath-Haal and douse the dragon
(or some such nonsense).

VITAL SrATISTLIE
GAME C O R Y A ,
ORIGINAL RELEASE M A R C H  1993
ORIGINAL LABEL T H E  GUILD
PROGRAMMED BYANTHONY COLLINS
GENRE T E X T  ADVENTURE
DIFFICULTY M E D I U M  TO HARD

If your tape isn't loading perhaps it's your tape heads. Try
loading a few games that you know work then adjusting the head
alignment screw on your datassette. Still no good? Okay. i t 's
probably the tape itself, then, in which case just pop it into a
padded envelope along with an SAE, seal it up and send it to:

CF32 Tape Replacement,
Ablex Audio Video Ltd,
Telford, Shropshire I F 7  400 .

Green Beret -  COMMODORE FORMAT May 1 9 9 3



H e r e ,  for your del a n d  bedazzle-
ment, we proud .  sent 80
Multihack cheat n g s  for your

favourite C64 games. They've all been fea-
tured in Gamebusters before but now you
don't have to do all that tedious typing in
(and if you're anything like me you'll make
loads of mistakes anyway).

Just have the tape version of the game
you want to POKE ready a n d  load up the

First select  the game you want  to use the
Multihack cheat  on, from a choice of 80.

s ( P O '
,, L e t  1 4 -

4'.iitt i t  t
wit

tooliattlg
•110

P I L S O H
Sy k r , aCUISPILit L  M U T

rrr _

r a l e t t i •

A t t  4 1

mum cool_ ea0gb 0C-6

Multihack program. When t
appears hit Space to get th
game selection bit. Select t
want to POKE using the joy
and the you'll be prompted t
game tape and press play.
once the game has loaded,
improved, easier-to-complete

ight, since Trent moaned about
my last masterpiece (hahl -  Ed),
won't bother telling you the plot

hind this one. You're getting the bare
inimum facts you need to play the ga -

nd that's it. If you want a plot make it up
ourself, and don't blame mel

You control a robot, guiding it
rough a spaceship that' a  complex

efence system you ha s a b l e . •
Why? Well, you'll ne

will you. (Wh
p, t h e n ? -  E
g you is w

o be an ever-
• ing army of
ots.

Deactivating the
nce system is a
plicated task. You h
nd eight cartridges that are
und the ship and slot them

rtridge slots in the cart
t you have to activate the cartridge

• You do this finding a yellow terminal

',a P l a y  the sub-gaa l =  ,
t O  O C t i V a i P e  t h e . .

G M =
c a r t r i d g e  s l o t s .

atm-

Ing yel-
low Is a n y t h i n g

active). Connect ' t e r m i n a l  by
pushing Fire and Up on your joystick -
this takes you into a sub-game in which
you have to shoot your way through a lot

of little things to get a
get a clear shot at a
• ig  thing. Blast that,

terminal will turn
fed and one of the -

ridge slots in t
ridge room will

come active.
now, if you
cartridge you

k it up, take
cartridge room
can find it, that

- a slot, d 1 t  terns yellow
cart c a r t r i d g e .

e pla ' t  sign-posted) and
In the slot. You can carry up to

ree cartridges at a time.
You only have a limited amount of

ergy which is depleted every time you
re a shot or you're hit by one of the enem

'bots. If you get a bit short on the old go
juice, there are plenty of refuelling points
around the ship in the guise of wibbly ter-
minals. To boost your energy park in front
of them, hit Fire and push your joystick up.'
Your energy level will grow but your score
will decrease accordingly, so you have to 4

e whether the - W S  worth IL

T h i s  i s  o n e  o f  t h e
cartridges. You
can carry three
at any one t ime.

This wibbly box
will charge your
run-down batter-
ies for you.

wattoilitlawita
And this type of
terminal is the
entrance to the
sub-game.

VITAL STATISTIX
GAME S T E E L
ORIGINAL RELEASE M A R C H  1989
ORIGINAL LABEL R A C K - I T
PROGRAMMED BY

IMPERIAL SOFTWARE DESIGNS
GENRE A R C A D E  ADVENTURE
DIFFICULTY E A S Y  TO MEDIUM

.. . . . . .

-aFeeet- w e l s e a l o r '
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CHECK OUT ALL MESE GAMES YOU CAN HACK
The a complete list of all the games that are covered in the program:
1885 •  AT V  Simulator •  Action Biker •  Advanced Flight Simulator •  Advanced Pinball Simulator •
Arrnourdlito •  Back To Reality •  Bal l  Crazy •  B ig  Foot •  B i g  Nose's USA Adventure •  B M X  Racers •
BMX Simulator •  B M X  Simulator 2 •  B M X  Trails •  Bubble Dizzy 0  Bump Set Spike •  Championship
Jetskt •  Chiller •  C I  in the USA •  CJ's Elephant Antics •  Countdown To Meltdown •  Curse Of Sherwood
•  Destruct°  •  Dizzy •  Dizzy - Prince Of The Yolkfoik •  Dizzy Down The Rapids •  Dizzy Panic •  Excaliba
•  Fantasy World Dizzy •  Fast  Food •  Finders Keepers •  Formula 1 Simulator •  Fruit  Machine Simulator
•  Grand Prix Simulator •  Grand Prix Simulator 2 •  Guardian Angel •  Hero Of The Golden Talisman •
Hollywood Or Bust •  Human Race •  Hunter Patrol •  Kamikaze •  Kane •  K G B  Superspy •  Kwik Soar
•  Last  V8 •  Lazar Force •  Little Puff •  Magicland Dizzy •  Miami  Chase •  MOO 29 •  Monte Carlo Casino
•  Moto-X •  M r  Angry •  Murry Mouse Super Cop •  Ninia Massacre •  O W  And Lissa 3 •  Poltergeist •
Prince Clumsy •  P ro  BMX Simulator •  Pro  Skateboard Simulator •  P u b  Trivia Simulator •  Race Against
Time •  Ral ly Cross Simulator •  R e d  Max •  Sky  High Stuntman •  Spellbound Dizzy •  Spike In
Transylvania •  Soper G-Man •  Super Hero •  Super Robin Hood •  Super  Seymour •  Super Stuntman •
Supertanx •  Terra Cognita (Original) •  Terra Cognate (Ouadro) •  Thunderbolt •  TO? •  Treasure Island
Dizzy (Dizzy Collection) •  Treasure Wand Dizzy (Original) •  Vampire



T h e r e ' s  no way we can explain everything
about Format's Really Onginal Sprite
Thingy in such a short space, so we've

put all the instructions for this excellent sprite
designer on page 28 But to give you an idea
of how powerful and how easy to use FROST
is, -Here's something we prepared earlier"
OP 1 10Ab, S T E P  1 After loading hit

t t  S P A C E  to enter FROST.
, with either the joystick
n 2) or the cursor keys,
the pointer over the top
OPTION menu Press

E or RETURN to pull down
the menu. Run the pointer
down to MULTI and press

11 • 3 1

,
FIRE/RETURN. Then move

; s e r f s  oco..a• n t e r  off the menu and•
I .  F I R E / R E T U R N .

STEP 2 Move e r  over the top of the
OPTIONS menu• e s s  FIRE/RETURN.
Move the pointer over SPRITE and press
FIRE/RETURN until you're happy with the
colour. Move the pointer down over the COL 1
option and select the colour you want by press-
ing Fire. Repeat the process for COL 2 and
BGKGND Once you're happy, move the pointer
off of the menu and press FIRE/RETURN.

STEP 3
IL Se 3 111 0 0 E  E Se  t  3  Press Fl

to switch
between
the four

MORD
W I M P

MODES
Watch the
STATUS
bar at the
top until it

reads MODE,
SET I f  the
keypress
doesn't work
move the

pointer Over the
editing window -  the grid where

the big star's located -  and try again.
STEP 4 Start to draw the
sprite you want. To select a
colour just press 1 (for the
SPRITE COLOUR), 2 (for
MULTICOLOUR 1), 3 (for
MULTICOLOUR 2) and 4

(for the BACKGROUND colour). To erase the
star press 4 to select the background colour,
then paint over the bits you don't want. When
you select the background (by pressing 4)
this will change the MODE to TOGGLE. This
will stop you switching colours, so first press
Ft to SWITCH the M E  back to SET, and
then choose your c

STEP 4

M t =

1111101•1111111 W I W I  M O W  ivSTEP 6mialak
= = = = = =
A M M O N  = = = = =

• a t i  a s
rcc 4 5 5 1 1 5 1 0 1 0 _  1011.11511=i ln  I n  Ell
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, • k i = = = . 1 . 1 1 1 1 1 1 1 1 . 1  M N .  o.

M U D  UM W M =
am 01510/111 4 1 1 1 . 1 8  OM a
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c o t  1

C O L 2
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STEP 5 Work until you're happy with the sta-
tionary sprite image. Well until it's a bit better
than this curious thing
STEP 6 Once you've finished, press N to
advance to the NEXT sequential frame of this
animated this sprite Draw the next step of

1 ]  M O E  54E•t_. 1  / T R A P  O n  3
STEP 6

S P R  I

111  C O L  I
C O L 2

, 1 1  NS E l l  M e  inn ME Via.
.1 .1 .111 .1111 .5111 UM '

MR NM OMR ,
- NE I M  M e i n  NE Mil -GE MI en n o  en onuommion M E  MN
l iR IMINEDIMINI  A I D E

= 1 1 1  MIN DOOM I -
11101 ,

AA VD no MN I n  i n  no •
utt• .11 I I I I I A E I D A I I .  •

Die Ell
OM S I  I S  —C.

= = = =  t
• r  1 1 1 1 1 . 1 9  •

the sprite image S movement in this frame.
you draw, it's helpful to swap between this
frame and the one you drew before by press-
ing P to see the PREVIOUS frame and N to
see the NEXT frame To  lengthen the anima-
tion just keep adding frames by pressing N
STEP 7 When you're happy
with all the frames in your sprite
image's animated sequence,
then move the pointer over the
SPECIAL menu and press
FIRE/RETURN. Move the
pointer down to ANIMATE and
press FIRE/RETURN,
STEP 8 A blue window will appear. Type in
the POINTER (Frame) number of the frame
your animated sprite sequence begins with.
Press RETURN and then type in the
POINTER (Frame) number your sprite
sequence ends at When you press RETURN
the sequence will animate. Good Irina?
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• .1 gm I M M I l i g i n  a i r  STAIR

• • • 106.1111111M1111,,, -
01011161010 Oil E n t a r  5  TAP 1r
•,•• i •
. • . C J U t I W l

• • • • •=  h", M a e  lliaerIK-Dr, E N D  5pr..1.11-0
mil no E O M  1 • 11 5 5 E

- I t  1 1 1 0 1 1 0 1 1 1 1  = M I M I
a n  t o  EIDDIDDE M I N H .

I M M I I I M I N I M I E D 4 11
=msamasavtamamaill Ell •
m i  I M I N / M i i =  M E
mit sta 111111111110 M u g  51,
m a t t a , = = =  E i n

• ,   e „
5

•

D I S P L A Y

l i p t c

D

STEP ' ' ' '
7b.s.Nr-fir.40

s p g  p u m -
1 4 9

5

D I S K S

A N  TA
11414
$ 9 0

A D O R
9 2 1 6

1 1 2 4 0 0

u p r  i t e g
6

OES YOUR
ROGRAM
ESERVE TO
E ON THE

WER PACK?
o, you reckon you could whip up a
ecent bit of code? Think it's good

enough to be on the Power Pack?
Well, prove it. Send your latest cre-
ation off to us. whether it's a game
or a utility (as long as it's good)
and we could give you your (first
Ed) 15 minutes of fame. Fill in this
form and send it along with your
program to: 'I've Got The Power'.
Commodore Format, 30 Monmouth
Street, Bath, Avon BA1 2BW.

SEND US YOUR SOFTWARE.
NAME OF YOUR PROGRAM:

TYPE OF PROGRAM:

YOUR NAME:

YOUR ADDRESS:

DAYTIME TELEPHONE NO.

DECLARATION
Sorry, but we can't consider your program for publication unless you sign this dec-
laration and send it to us with your program.

The enclosed program is hereby submitted for publication by Commodore Format. It is
entirely my own work and as far as I know does not infringe copyright laws. This program
has not been submitted to any other magazine or software house and I will notify you in
writing should this situation change.

SIGNED

loospoommomponswompowir---
COMMODORE SPECIAL FORCES M a y  7 9 9 3



NOW A TOTAL MOUSE/
GRAPHICS PACKAG
FOR YOUR
COMMODORE
64/128 AT
A TR Y

LE

DATEL LONDON SHOP

e#:--1•:_:: l a t h

222, TOTTENHAM COURT RD,
LONDON. Wl .  TEL:071 580646080

L11:11CLE,
•••-

•  T h i s  Commodore Mouse Is a high resolution two button mouse
featuring optical counting, tef lon guides, microswitches,  rubber coated
ball and high quality interface.
•  W h e n  combined wi th  OCP Advanced Art  Studio this graphics package is
quite simply the best system available.  T h e  features are  unmatched.. .
•  C r e a t e  an image - shr ink  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 l t d o w n / l c o n  driven menus for ease o f  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 supe. t  graphic's easily.
•  F u l l  cut  and paste facilities plu.- excellent pr inter  support.

DATEL MID I  8 4  INTEEWACE PLUS
ADVANCED M U S I C  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
for the 641128 offering a huge
range of musical composition
leatures & MIDI  compatibility,
with the Datel MIDI
Interface you have
the TOTAL MIDI
SOLUTION!

O T H E R COMMODOREACCESSORIES
1541 Midi DISK DRIVE

The 1541 M k  II  is a superb
quality Disk Drive specially
designed for the Commodore
641128.

TOTAL PACKAGE INCLUDES
6 GAMES

ONLY El 49.99
ADD ES IF NEXT DAY COURIER

IS REQUIRED

UNBEATABLE MIDI PACKAGE!!

batatogia

ONLY£34.99
TOTAL PACKAGE

INCLUDES NOUSE/
MOUSE PAATMOLDER
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 Qual i ty for your regular jobs but  also
prints out your pictures from An Stud io .  Action Replay. etc., in  generous colour!
•  L C 2 0 0  Is a full  Centronics printer so il works with oi l ier  eomptders (A in to .  ST, etc.).
•  M a d e  possible by Dater%
unique colour pr inter driver -
now you can have a hardcopy
In up to 16 colours!!
•  N i ,  more to Inn'.

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  £ 1 9 . 9 9
•  I f  yoU already have an LC 10 or LC 200 Colour Printer we can supply the Driver separately.
•  W o r k s  with Serial Version of  LC10, Parallel Port, Spr int  128. etc_

DATALUX
•  : 3  additional cartridge slots
provided.
•  W e a r  and tear on the
original connector reduced.
•  S w i t c h  provided for
selecting between game
cartridges rather than constant
unplugging.
•  R e s e t  button b u i l t  in.

ONLY £16.99
H O W  T O  C E T  Y O U R  O R D E R  P A S T !
TELEPHONE [24Hrs1 0 7 8 2  7 4 4 7 0 7  C R E D I T  CARD ORDERS
ORDERS NORMALLY DISPATCHED WITHIN 443 Him A U  CHEQUES POSTAL ORDERS MADE potEABLE

D AT 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 4

O M M O D O R EMOUSE 11
4soicYMSTENM

PACKAGE INCLUDES S TA R  LC200 COLOUR PRINTER RRP E345.00
SPRINT 128 PAINTER INTERFACE RRP E29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP E19.99
NORMALLY £394.98

COMPLETE PACKAGE NOW ONLY E259 .00

r
SPRINT 128

•  F u l l  feature Centronics
Printer Interlace.
•  C o n n e c t  your 64/128 to a
range of full size Centronics
Parallel Printers.
•  E a s y  to use - supports
Commodore Graphics Set.
•  Onboard Microprocessor
Chip means no more programs
to load.

ONLY £29.99

-T715r=t14:12Clan-Prirlit...

FREE!
MOUSE MAT AND
MOUSE HOLDER

(WORTH Cl  2.99)
WITH EACH PACKAGE

DATA
RECORDER

•  gua l i t y  Commodore
compatible Data Recorder_
•  P a u s e  control.
•  Three digit position counter.
•  Counter reset,
•  C o m e s  complete'  no more
to buy!

ONLY £29.99
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ULTIMA
1 CAITIMIDGE
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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 MOST POWERRI
PACKED UTILITY C
•  TURBO LOADER - Load 202 block program in
under 6 seconds - world's fastest disk serial loader.
On-board RAM and ROM achieves high loading
speeds. Wo r k s  with 1541/1571;Oceanic11581.
•  INFINITE LIVES GENERATOR - Automatic infinite
lives!! Ve r y  easy to use, works with many programs.
No user knowledge required.
•  PROF MACHINE CODE MONITOR - Ful l  64K
Freezer Monitor - examine ALL memory, including
stack, 10 area and registers in their frozen state.
Ideal for de-bugging or just for fun!
•  SPRITE CONTROL. Freeze the action and view the
sprites - watch the animation - customise your games -

III sprite collisions.
•  FREEZER FACILITY - Now you can make your old
slow loading programs load faster. S imp l y  freeze the
action and save to tape or disk to reload at superfast
speed - no more waiting for programs to load.
•  D ISK COPY - Easy to use disk/file copier. M u c h
faster than conventional methods. Idea l  for backing
up data disks.

GRAPHICS SUPPORT UTILITIES DISK
SLIDE S H O W-  V i e w  your favourite screens in a  slide show type

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

& "blow it up '  to full screen size
SPRITE E D I TO R .  A  complete  sprite editor helps you to create  or

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

screen message with music
ONLY £9.99

,11111711111•811\

•  TAPE TURBO - Th is  feature will add Ilurtio
Reload to the programs that you save to tape - no
user knowledge required.
•  FAST FORMAT - Format an entire disk in about
10 seconds - no more messing about.
•  PRINTER DUMP - Pr int  out your frozen screen to
printer - MPS 801, 803, Epson, Star, etc. - very
versatile.
•  CENTRONICS INTERFACE - Fo r  parallel printers.
Star, Epson, etc. P r i n t  out listings with graphic
characters etc. (Cable  required for parallel port
E12.99).
•  SCREEN EDITOR -' Now you can edit the entire
frozen screen with this text editor - change names on
high scores, etc. G rea t  fun!!
•  EXTENDED TOOLKIT - Many single stroke
commands for Load, Save, Dir, etc. P l u s  range of
extra commands, i.e. Auto Number, Old, Delete,
Merge, Append, Linesave, etc.

A L L  C H E Q U E S / P O S T A L  O R D E R S  M A D E  P A Y A B L E  T O

DATIL IL ICTRONIC•
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292

AND FEATURE 4-11114.40•111nr
CONCEIVED! FOR CBM 64/128

THE REVIEWERS SAID.. .
"I'm stunned, amazed and totally impressed. T h i s  Is easily the

best value for money cartridge. T H E  CARTRIDGE KING!"
COMMODORE DISK USER

WARNING 1 9 6 8  COPYRIGHT ACT WA R N I N G
Deter EleCtiOrlieS Ltd. nether coscicnes Or authones the vs* ce rt's products for the rep,octuchcc. or

copyrcle fissional.
The backup !chorales Of this peoducl theshgned to reproduce orgy software such et Pubsc Doman
rnatenal. the Jsers own proorares or software where remission to make bactahas has beer, Cr eacs

given
I t s  Illegal to make copies. even ICe your own use, of copyrche waterier wahout the dear

phennesserl Of the mayrght ownosr, or the 'comes dewsof

) '  ',Lc moo•

1•71-7mi
24 HOUR MAIL

ORDER HOTLINE
0782 744707

O R D E R S  N O R M A L LY
D I S PAT C H E D  W I T H I N  415 H r s ., T E C H N I C A L C U S T O M E R  SERVICE  0782 744324

r u e , -
A T  R L O L O N D O  P  2 , 1 1 F T O T T E N H A M  C O U R T  R D .  L O N D O N ,  W I .  T E L : 0 7 1  5 8 0  6 4 6 0ARvi b
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B e t  you're wondering where the

hell Batman Returns is aren't
you? We Previewed it a couple
of months ago and you haven't
seen hide nor hair of it since.

Well we were wondering how it was getting
along, too so I trudged all the way up north to
Denton Design's fair offices to find out what
had happened to it.

When I arrived the programmer, Roy
Bannon. was hard at work on the menu bar of
the game. He wasn't quite satis-
fied with the energy bar and was
fiddling with the weapon selec-
tion display. The first two levels
are virtually ready now -  apart
from the sound which will be
one of the last things to be
added the program. Roy's
doing everything but designing
the graphics, which are being
ported directly from the Amiga game's
graphics (the main sprite alone takes up 20K
of the &Ws memory).

The last time we saw the game there was
only the Batman sprite on screen. Now the
baddies are
there too. There
are acrobats,
clowns and bik-
ers for Batman
to bash the
brains out of.
Well as near to
bashing brains

/ 0 1 1 1 1 1 V  Coming  soon to a C64 near you... O u r  rounds

i )

up the games that'll be hitting your monitor

4  s c r e e n s  over the next couple of months.

as you can get without committing murder.
Y'see there's no blood in this game. If you hit
someone enough, they run away -  but they
soon pluck up the courage to come back and
attack you again.

The completion date for the game is esti-
mated to be at the end of June. If nothing goes
wrong we should have a demo on our
Power Pack for you around that time
too. So you can see for yourself
the loveliness of the main sprite's
animation. Watch this space.

t i m e s  we're' hard' and ' -
Batman found himself
sleeping rough in the

i , r  ets of  Gotham.

Finally, he
decided the
Only way to
regain his
dignity was
to take  part
in the  Gotham
City Half
Marathon. I t
didn't work  -
he got the
wrong day.

When the
Wayne fortune
dried up he
resorted to
busking out-
side the
Cathedral.

WARNI
SCANNER

M E  LONG-HAIRED
CODER FROM
LIVERPOOL
What do programmers do for tun? What
their time when they're not working? We
asked Toy Bannon. E3atman's programmer
about this and other things_

So. how did you get into programming
In the first plate?
My big brother was a computer nut H e
introduced me to programming. I actually
got the job through an ad in the local job
centre, believe it or not

Which other games have you pro-
grammed on the C64?
I wrote World Class Rugby for Auchogenic
and I've also done a few things for the
Australian market

What's your favourite game of all time?
It has to be the original Elite on the

I y  BBC micro_ Fab game.
Now for the rapid batch of totally-
useless-but-interesting-all-the-
same-sort-of quezzies. What's
your favourite food?
I like nothing better than a hot pestle
and chips all washed down with a
mug of steaming Mantunna.

A mug of what?
Nt,„ M a n t u n n a ,  it's a cheap brand of tea

\  that  you only tend to get around
Liverpool. It's brown. strong and full of
caffeine. Yurril

Who's your favourite band?
That's easy, a hot 70s troupe named

Emerson. Lake and Palmer

-  -
The fact that this man
likes EMOISOn, Lake and
Palmer might not seem
important initially, but you
never know when trivia
might come in handy.

Which film would you
give an Oscar to?
Blade Runner, defi-
nitely. It's the only ill
I know that portrays
accurate vision of the
future (er, how do you..
know? E d )

What's your
favourite book•

The Wasp FactOrk -
I think that everybody
should read it.

Finally, have you
got any messages?

Erm. er, yeah H i  Mum h e r
name's Maureen -  she'd love to see her
name in print. (There you go then, anything
to please w e l l  almost -  Ed)



waive months ago
RoboCod would
have set you back
almost E12 and
even then we

raved about it. Ws one of the
all-time classic plafformers,
taking it's place on the plat-
form of fame alongside Rainbow Island and
Nobby the Aardvark.

The hero of the game is one James
y. whoPond, esq. gentlefish and superso

goes around wearing a suit of hi-tech armour.
Not much of a disguise I'll admit, but when
you're armour-plated, who cares if you're
seen sneaking into enemy territory? No-one

A f t e r  the rush of beat-'em-ups

that have had really fiddly
joystick controls recently.
It'll be great to get my hands
on a real waggler of a sports

game for a change. WWFwas originally
released in at the end of 1991, with an E l l
pounds price tag. Now a year and a bit later
the Hit Squad have swiped the game from
their big brother company, Ocean, to bring
it to you at a bargain price of £3.99.

WWF has the added advantage of fea-
turing that multi-media star, Hulk Hogan.
(By the way, have you seen Mr Nanny? Now
that's a very sad movie, and I don't mean a
tear ierker.) You can chose to control either
Hulk, the Ultimate Warrior (with hair to die
for) or the British Bulldog.

Each of the players has a different
favourite move, controlled via the
Joystick. If you end up in a grap-
ple with your opponent, the only
way to win is to waggle your
stick faster than he can (do.

Here's the toughest bit.
Getting in to  the ring and
still retaining some dignity.

1 1 I IIII
tt177=1.7,4 1 [ [Tr 1-1-1[1- [-1R-T--
N I "  Alr j r t i r r  r  I I I  I I  I I  I

w o r r y  If you're playing the computer —
it doesn't cheat and win every time).

Almost the whole screen's taken
up with the ring, so
the players aren't so
small that you can't
tell what's happening
— you want to be able
to see the violence!
This definitely looks a
lot more fun than the
toy-size plastic WWF
rings you can get.
(And while I'm on t
subject, have you
seen those imposter
Action Mer l '  you can
get now — they look
more like Barbies
Ken, the wimps!)

That A m e r i c a  for you. They
never do anything by halves.

but the stupidest of creatures is
going to bother you. I '

Each of the enormous 10
levels has a particular toy or
sweet theme. The graphics are
bright, brash, bold and, er,
blimmin' nice. I fs  just the sort
of thing that you need to cheer
you up on a rainy Sunday after-
noon. James himself has a
range of different moves, In
fact, I think he should lay off the
tartrazine for a while — this fish never stops
moving. Even if the he's not doing anything in
particular he stands there wiggling.
• I f  there was ever a game character I

could fall in love with, this would be it (we
don't want to know about your fetishes, thank
you, Clur — Ed). I'm not going to let Roger get
his hands on this one to review'

•  . . . . . .  111 •  •  a  •  -op * I F * *
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Game
Label
Contact number
Price
Released

Game
Label
Contact number
Price
Release

On your knees boy,
if you caret be

tough be humble.

00-t a
barber shop sign,

Anyway,  fish don't
have hair,  do they?

VITAL STATISTIX
James Pond 2: RoboCodKbot

021 625 3366
Cass £3.99

End of April

Unfaltering

oaouryagh have,nv ,
but I  wish

he'd get  his
hair cut.

(140101 F O R :  I t i l i F e LT E F I h C  t i t E P C E  F t . 1
TLESICTili t h  T F T  F F C E  C f  P U V E F E I T V

U P I T E  a u o r r . 2 -  WHIRTC1-A C O N
PPVIE T
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If dangling from the  coil-
ing is your idea of fun
then you should have
been born wi th  gills.

l

Now, I 've seen I i i h , a 1  1 . 1  H  1 , .  1

t h i n g s  few odd  •
time. But neeo  f i
riding bareba k l I-

r r r r t  1 1 ;

U L I  r  a a  111



12 PREinEWS

Cluicilgoy 1 Mex. 6.95
Ouicitrry Python 9.95
Apache 7,95
Competition Pro 5000 13.95
Zip Stick 13 95
Top Star 19 95

Furl School 3 • Under 5 years 9 95 11 95
Fun School 3 - 5•7 years 995 11.95
Fun SchoOt 3 - Over 7 yews 9.96 11.95

W e  asked and you

responded -  by the
thousands! Our Spring
Clean Survey told us
exactly what you

thought CF was doing right, doing wrong
and not doing at all We've read the results
of the survey, sat down, scratched our
heads and have devised a fiendish master-
plan to give you the Commodore coverage
you deserve. The full details of our plan will
be revealed in CF33 -  in fact our fiendish
masterplan IS CF331

NEW LOOK
The first thing you'll notice about
Commodore Format 33 will be that it looks
a little different. It became clear from the
survey that you wanted a new look. So,
after nearly three years, we're completely
re-designing everything from the logo (you
know the huge Commodore Format banner
seen on the cover) to the tiniest page num-
ber. We thought we'd better tell you what

YOU MIGHT NOT0THINK IT'S
POSSIBLE, BUT THE BEST IS
JUST ABOUT TO GET BETTER!!!
we're going to look like next
month, though, so you'll
know what to look for down
at the newsagents!

And you'll also need to be
stronger to buy Commodore
Format, because we'll be
moving up to slicker, smoother and 'heav-
ier' paper. So in the interests of safety. If
you get the mag delivered, please make
sure that all your pets are clear of the letter
box on 24th May -  or they could get
squished by the chunky cat-killer of an
issue, if you catch my drift.

MORE OF WHAT
YOU ASKED FOR
The changes won't be all cosmetic -  there
will be some major modifica-
tions to the editorial content
(that means not only what we
write but what we write about)
too, but we're not going to spill
all our secrets in one got But

there is one thing that will NEVER EVER
change -  and that's Commodore Formats
commitment to the C64. This Is, and will
remain, unequivocal. Every change has
been made to make sure that you get all the
Into for your computer, in an even clearer,
crisper and crunchier way
than ever before.

Remember
folks, "Watch
the shelves.
watch the
shelves!"

, • x),5-ff,"

m j c C O M P U T E RSUPPLIES
,4,,phen n i , o g i n t  Software fince /984

We have been supplying software tor the
Amstrad CPC. Amstrad PCW,

Atari ST and Commodore Amiga
for the past Et years.

All prices include VAT and postage.
Courier is available on request.

Please allow 5 days for cheque clearance.
Educational, Local Authority and

Government orders welcome. European
orders please call or write for a quotation.

All goods subject to availability, prices
subject to change without notice. E  & OE.

ORDERING PETALS
Credit card orders can be placed

by Calling the telephone number below - or
send a chequeiPO's made out to

MJC Supplies to:

MJC COMPUTER SUPPLIES (CFT)
Unit 2 The Arches,

Ichnield Way,
Letchworth,

Herta S G 6  1UJ.
TEL: (0462) 481166 (6 Lines)

FAX: (0462) 670301

STOP PRESS & MOUSE
This a  superb Desktop Publishing program
which conlains its oven built-in Text Processor

and Graphics Package. It comes with 32
difteren1 text toms and numerous clip art
pictures. it is also supplied with the AMX
Mouse which makes the program very
easy and quick to use. Stop Press is

Only available on disk

L_  M J C  PRICE C.39-95

C64 GAMES
THIS MONTHS SPECIAL

THE ADDAMS FAMILY
CASSETTE ONLY E7.50

DISK ONLY E113•50
!price valid uwil l i s t  May 19931

Addams Family
Beavers
Coal World
Creatures 2
Crystal Kalgtbrn Dizzy
Football Manager' 3
Hook
Indiana Jonas FataAilantis
Lethal Weapon 3
Nick Faido Goll
North 8 South
Outiutt Europa
Raving Mad
Sim City
SaAce Crusade
Streetlighter 2
WWF 2

Dream Team
Super Fighter
Addicted to Fun
Lineker Collection
Dilly Collection
Soccer Stars
Air Sea Supremacy
Max Pack

Boxing Meager 2
Cyberball
Dizzy Prince of the Yolk Folk
FIS Combat Pilot
MUCISon Hawk
Indiana Jones Last Crusade

Popeye 3
Trivial Pursuit

CASS DISK
7.95 1 0  95
7.95 1 0 . 9 5
7.95 •

915 11 .95
695 -
7 95
7.95
895
7 95

10.95
895
8.95
8.95

7.95
5.95
7 95

10.95
10.95
7.95
7.95
1.95

95
i1.95
12.95

4 99
3.95
3.95
3.95
3.95
396
3.95
3.95

10.95

11 95

•

15 95
10.95
i t  9s

•

C64 COMPILATIONS

10.95
10.95

C64 BUDGET GAMES

7,95

EDUCATIONAL SOFTWARE
CASS DISK

FUN SCHQ
The Fun School series of educational

programs offer a number at challenging and
exciting programs in each package. They
help develop your childs number and word

skills whilst at the same time allowing
them to have fun using the computer.

FUN SCHOOL 2 - 8 programs pot pack
Fun School 2 • Under 6 years 3 . 9 6  •
Fun School 2 - 6-8 yearS 3 . 9 5
Fun School 2 - Over a years 3 . 9 5

FUN SCHOOL 3 - 6 programs per peck

FUN SCHOOL4  - 6 programs per pack
Fun School 4 • Under 5 years 9  95 11 . 9 5
Fun School 4 - 5.7 years 9 9 5  11 . 9 5
Fun School 4 - Over 7 years 9  95 1 1  95

FUN SCHOOL SPECIALS
In response to consumer demand a range ol
Fun School Specials have been developed to
help children with specific areas of learning.

Spelling Fair 1 0 . 9 5
Paint & Create 1 0 . 9 5

PLAYDAYS
The popular Paydays television programme
is now apradable as an educational computer

game Contains 13 different games.
Includes some superb graphics
end sound dor 3 to 8 years).

CASSETTE E10.95

SHOE PEOM
This package contains 6 excellent games.

The games are designed so that children can
play and learn on their own. They are easy to
master and the level of clotilcully is designed

to increase gradually as the child progresses
CASSETTE £5.95

ACTION REPLAY MK VI
The ultimate Wiley cartridge liar the

Commodore 64;128. some at the features
included are. Turbo Loader, Sprite Control,

Infinite Lives Generator, Professional Machine
Code Monitor, Freezer Wetly, Disk Copy, Tape

Turbo, Fast Format, Printer Dump. Screen
Editor, Exleeded Format and it also

includes a software Centronics Interlace

MJC PRICE £32.95

MINI OFFICE 2
A great introduction to business software

package features a Word Processor,
Database, Label Printer, Spreadsheet,

Graphics and Communications
CASSETTE E13.95
DISK £ 1 5 9 5

The

ADVANCED ART STUDIO
A superb art package. Contains lois of

featureS SuCh as: - Cut S Paste. Zoom in
and out, 16 Pens, 8 Sprays. 16 BeusheS.

Rotate Copy and many more.
CASSETTE or DISK E19_95

C64 DATARECORDER
An excellent quality cassette player at an

aMazIngly cheap price
MJC PRICE 5:21.95

JOYSTICKS

aZML. '  t-• TA DE HEAD ALIGNMENT KIT

This pack cornea complete elm a special AZIMUtt
Screwdriver, Azimuth Tape with lull instructs:As to

adiust your cassette der* heads alignment
MJC PRICE ONLY £8.95



Now new and imrmoved. Yep,
sticking the up and coming b •
releases on there now. But the usual
rules apply -  the nearer the centre the
nearer the game is to release.

•

Hit squad
A game about going to a really badly•

lit party and boogieing on down

it Squad
's one and only claim to fame is -
she was at college

lam
n's

in.

C I  I  M O N T H
P U l l ,  I O U

The classic
former at a bargain

price -  keep an eye
out for

fishy

•  D E AT H B R I N
Empire

•  SWORD OF HO
Demon ware

A DOW DANCER
Kizz

RO
Kikx

7

MAN RE
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ENGI

A
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Gonzo Games

MANSELL •
Gremlin

•
BURBAN

MMANDO
Alternative

URNS •
Konami

EEPWALKE
Oce

AS THE TANK
AND FRIENDS
rnative

no&

• A

SKUbb AND CROSSBONES
Hit Squad

cAut im AND THE
CHIPMUNKS

Al!

4 • . 1 4 ; • e .

o
yet. And now the origi-

Rampage is at a lower
price than ever before.

•  Budget release

h pirate first
and crossbones

Importantly,
d say about it?
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ARSEN
Theta
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Grandsla
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Doing a
t h e '
compute?
Pursuits is
in the  Top Ten

In
to

Totviat
straight

at  number five.

tots

-

••;. •  -
, .

It used a special move to go
straight in at number one four
months ago, and this month
Street Fighter 2 beats all-comers
to remain the C84 world champ.

t ° . k

•  -  e  •  o

If you do want  to go around
stealing ar tefacts  belonging to
ancient cultures you have to
take  the rough with the spear
up the behind. Just  ask Rick  D.

Here Dave a  his
lack of arti  a b i l i t y .
sprite for use in a SE
But what's it supposed
Apart front pathetic, that is.

Tw o  heads are bet ter  than
Especially if one has been p
melled against the floor a  few
times. Ta g  a partner whi le  you
take a couple of paracetamol.

the
way to the top next legate.

I t s  a game of... er.. .  loads of
halves -  about  943 league halves
per season, plus Cup halves,
and friendly halves. Football
Mewsagentont 3, not 'aril

all the

as
ket

live

1111P I  eum-

Why have
Sansion?
which has
a reason for e

t.647C 14:1F54V;- -
The  grandackly of all computer
games returns to the charts,

l A N D I N G  a l b e i t  w i th  a bit of a facelift .
T iLL W h a t  w e  can't  work  out is whythey want  our cows this t ime?

COMMODORE LOCK AND LOAD May 7 9 9 3

CPS TOP 4 0  GAMES
STREET FIGHTER 2
US Gold E  1 2.99

411 STREET FIGHTER'  K i x x  E 3 . 9 9

A  D I Z Z Y  PRINCE OF THE YOLICFOLK
CodeMasters E 3  9 9

w  GOLDEN AXE
v Tironix E 3 . 9 9

HEROQUEST
NEW GBH E 4 . 9 9

w  TERMINATOR 2
V H i t SquadE 3 . 9 9

WRESTLING SUPER STARS
01" CodeMasters E 3 . 9 9

CFP2C_OI:21

A  F15STRIKEIAGLEKim( E  3.99 ( a m  E ,
Fl 6 COMBAT PILOT

V  Action 1 6  E 3 . 9 9
FUN SCHOOL 2 OVER 8SA
Hit Squad E 3 . 9 9

11 GRAEME SOUNESS SOCCER Z e p p e l i n
12 R ICK DANGEROUS 2 K i x *
13 S)4OOTJEM-UP CONSTRUCTION KIT GUM

Zeppel in
Ocean
Zeppel in
Codeleasters
Hit Squad
Hit Squad
Prism
CodeMesters
Kies
Zeppelin
CodeMasters
GBH
Beau Jol ly
Tronix
Hit Squad
Hit Squad
CocieMasters
CodeMasters
Zeppel in  Premier
Code Masters
CodeMasters
Kiss
Trenix
Hit Squad
Zeppel in
Ocean

14 AMERICAN TAO TEAM WRESTLING
15 WWF EUROPEAN RAMPAGE TOUR
16 ARNIE 2
17 SPELLBOUND DIZZY
18 RAINBOW ISLANDS
19 TEST DRIVE 2
20 FOOTBALL MANAGER 3
21 MAGICLAND DIZZY
22 CREATURES
23 CHAMPIONSHIP 3D SNOOKER
24 CAPTAIN DYNAMO
25 MANCHESTER UNITED
26 B IG  BOX 2
27 ITALIA '90
28 JACK NICKLAUS GOLF
28 SUPER SPACE INVADERS
30 ROBIN HOOD LEGEND QUEST
31 D I Z Z Y  DOWN THE RAPIDS
32 MATCH OF THE DAY
33 D J  PUFF
34 CRYSTAL KINGDOM DIZZY
35 SUMMER CAMP
36 SUPER OFF ROAD
37 TRIVIAL PURSUIT
38 INTERNATIONAL TENNIS
39 DREAM TEAM
40 TREVOR BROOKING! WORLD CUP ii&J

( law ararstat

£3 .99
E3.99
£4 .99
£3 .99

C i 0 - 9 9
E3.99
E3.99
E3.99
E3.99

£10 .99
E3.99
E3.99
£3 .99
E3.99
E3.99

E16.99
E3.99
E3.99
E3.99
£3 .99
C3•99

E10.99
E3.99
£9 .99
£3 .99
£3.99
£3 .99
£3 .99

E l  4.99
E3.99
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We've got

maps. We've got
tips. We've got POKE&
We've got listings. Let's
face it, when it comes to
cracking C64 games
we've got the lot, and
loads more of it than any
other magazine.

TIP DIP
The best of the tips, cheats and POKEs
that you lot have sent in this month.

FRAMEBUSTERS
Threy might cost less but they're no less
hassle to get through. Some handy advice
on how to bust those budget games

SAM'S CORNER
Where to turn in your hour hour of need.
We sort out your specific problems.

STUNTMAN SEYMOUR
Lights, camera, action. The second part of
our complete Seymour solution.

LETHAL WEAPON
The secret of success part one.

DALEK M U C K
The Paris and New York levels mapped.

I 8

WILD WEST SEYMOUR
Yeehaw. Ride 'em coyboy. More Seymour
secrets blown wide open.

OMER GAMES
BUSTED THIS ISM.
1943 -  .......
Bangers and Mash 2 3
Blue Sawn    2 3
Bod Squad   2 3
Daedalus   2 3
Dragon Spirit   2 3
First Strike    . 1 5
Frankenstein    2 3
Hudson Hawk   2 6
Kick Box Vigilante  2 6
Ninfa Warrkws    2 6
Pit ghter 2 6
Pyiamarama   2 6
010 Tankbuster,    2 3
Rainbow islands   2 6
Rebounder 2 3
Sergeant Seymour Robotcop   1 5
Slayer   - 2 3
Super Space Invaders  - 2 6
Tusker  1 5 1 2 6
Titanic &inky 2 3

I t i p  ( E R1 S y s t e m  3/Kba

A N D Y  R O B E R T S '

He's here again, your friend and
mine, Richard Beckett, this time

with a  solution for this excellent re-release.
It's a bit like Indiana Jones meets Green
Peace being right on and ecologically aware,
but if it's you that keeps facing extinction
every time you play, there's no excuse now
for not surviving all the way to the Elephant's
Graveyard (unless you go by tube -  Ed).
Level One — from the start: L •  L •  collect
CLOCK •  L  •  collect KNIFE •  R •  R •  R •
R •  collect GUN •  R •  collect BOTTLE •  9,
collect ACID •  R •  enter cave •  U •  ki
to get BOOK •  L •  R •  stab alli
KNIFE •  A •  A •  ent
and MACHETT O K  and
MAP •  A •  L •  • •  •  enter small
cut down bushes' C H E T T I  •
R •  A •  A •  drop I D  s l u g '
(move out of the way) •  •  Le l a t e .
Level Two — from the s l y )  •  R
collect BRANCH •  R •  d l  E Y  •  I_ •
enter door •  L •  •  R K E Y  i d  pu
lock to open door •  e ct
POTION •  D •  L •  e •  . o l l e c t
MATCHES and SLI u r n  the orb
guard with MAT,..4igro8 ( e  them) •
collect 0  A  •  give A0110  t c h  doc-
tor (hold p n  and a
KEY •  D •  •  L •  •  D  •  R  •
R •  use KE a n d  p h  left g t o  op ,n
door •  ente• r  •  e l  corns
Level Three m  s t a r t -  •  collet
NUGGET •  o l l  N U  E T  •  A •  '-
lect NUGGET 1 :1  •  col
hit monster wi L I N G  •  colic.;
R •  collect NU •  c t  NU
•  R •  R •  R •  •  •  enter ca
A •  die once to get rid of monkey •  R •  U •
kick the left of the pit's wall to release the spi-
der •  get IDOL (when the insects have gone)
•D • R • L I • R •  collect IDOL (look Out for
the plant) • L • D • R •  collect HAMMER •
collect CHISEL •  Collect WOOD • L • D • L
•  hit left coffin to open it •  collect IDOL •  R •

put BROWN
IDOL on
top of the
table •  put
PURPLE

IDOL in the
middle •  put

YELLOW IDOL at bottom
to make a new door •  A
•  put WOOD across gap
•  R •  put GOLD on left
of scales •  R •  and
that's the game complete.

There's no way my
tusks are ending up
as piano keys.

l i p  FIRST
'-S T R I K EPower Pack 28

If you fancy rising to the status of 'Top Gun'.
heed this sound advice from Daniel Dyer. I
wonder if he's related to Thicky Dyer... erm,
probably not.
SIDEWINDERS: For use against all aircraft,
particularly the red planes (as it's almost
impossible to get them with the cannon).
MAVERICK: For use on tanks, submarines,

py travellers and missile cruisers, but isn't
ch b

Espec
ight (a
OM

ing mi

n the cannon on tanks.
argets as they are

ng you to ca r e ) .
• For u 4  i n s t  t i o n a r y  land

espe I l y  p o n s  plants
Use m a  k  against sea

t t a n 11 0  a g  t a n k s ,
: F t a n k s  and a f t  Only. Quite
a • •  a  low a v e r i c k s _  Not

drop
TANK: Not

ea aircraft.
he attention of horn-
top.
e at all, really, as it

Clou
It y

Avoid helic
out

by flying
lifts and
fly to the
re time to

Nape,
not an FA B

like in Str ike
Eagle, but it  does

look dead 'ard $o who c e r e a l

l a p  SERGEANT
p i p  SEYMOURROBOTCOP

CodeMasters
Having trouble bringing those hardened crimi-
nals to justice? Is your re-enforced armour as
tough as a sardine can? Fear not, here's a
handy cheat to make life much, much easier.
On the title screen, type in STEGTHESLUG
(without any spaces). The border will change
colour and you should now have infinite lives
to play with, as well as the handy ability to
jump to the next level by tapping F7. And
remember.., stay oul of trouble.

PREDATOR FORMAT May 1 9 9 3
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Andy Roberts whips out his megaphone and
directs Seymour to the climactic finale of
his movie careers And why not?

-----
FROM THE START:  go right •  drop down
•  kill both skiers •  right •  jump up and right
• jump up and left •  kill penguin •  left •  kill
skier •  drop down •  right •  drop down (hold
right) •  kill penguin •  right •  shoot skier •
jump up and right •  kill penguin •  jump up
and left •  up •  get diamond •  kill skier •
right •  drop down •  kill penguin •  up and
right •  kill penguin •  up and left •  up •
shoot skier •  jump right •  kill penguin and
skier •  right •  drop down (hold right) •  jump
left •  jump left •  bomb skier and penguin •
jump left •  kill penguin and skier •  jump up
and kill skier •  right •  drop down (hold
right) •  kill both penguins and the skier •
jump up and bomb penguin •  go left on
moving log •  jump up and left •  get dia-
mond •  up •  kill penguin •  drop down •  go
left on moving log •  up •  bomb skier •  up •
kill penguin •  up and left •  kill both pen-

MMODORE FORMAT M a y 1 9 9 3  -  Raw Deal

guins •  left •  kill
penguin •  jump up
and left •  drop
down and collect
diamond •  drop down •  get
the contract then prepare to meet the end-
of-level bad guy.

BOSS # 3
THE ICE MONSTER
This fella is marginaliy more difficult to kill
than the other bosses in the game, as there
are two deadly strios of water on either side
ot the screen (which doesn't give poor
Seymour much room to move). This Yeti-
esque creature bounces around in a similar
manner to Captain Beardy, but spends
most of his time on the ground use  bombs
as opposed to normal bullets to kill him as
he has a hit-count ot 130!

MOVING

IMP UP 1110 IMP 111111 EMI

ICE
MONSTER

OP I M P  En UM U M W  ••••
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FROM THE START: Go left • jump
on to ladder •  up •  kill gangster •
left •  kill gangster •  drop down •  kill
cop •  collect dollar bill •  up ladder •
jump left over gap •  kil l  cop •  left •
drop down •  get dollar bill •
right •  up ladder •  shoot
gangster opposite •  jump
left •  up •  bomb cop •  up •
jump right •  kil l  mouse •
up ladder •  kill gangster •
bomb bird •  kil l  gang-

MOVING
LOG

iliniiiiipapiPP111111111
I P  I N  UP = I M P

•
ster opposite •  jump

j l e f t  •  up the ladder •
r  -  _ _ / 1  b o m b  the bird •  up •

bomb the cop •  jump right •  get the dollar
bill •  up right •  shoot the gangster •  r ight •
go right on the moving platform •  shoot the
cop •  get the dollar bill •  left •  drop down to
the level below •  shoot gangster •  get dollar
bill •  r ight •  drop down to the level below •
left •  kill both gangsters •  up and right •  up
the ladder •  bomb the cop to the right •

jump right on to the

platform •  jump right •  up  •  ki l l  the mouse
•  get the dollar bill •  bomb the cop below •
drop down •  drop down (and hold right) •
jump left •  kill the gangster •  get the dollar
bill •  drop down •  get the contract and then
you've almost finished the game except for
one final encounter with danger: i t s  time to
meet that ultimate end-of-level bad guy...

17IE F T M a y  7993

BOSS # 4  -  CECIL

As is the way of things in computer-game land
this final end-of-levei bad bloke is the hardest
to kill, mainly because it takes a massive 150
hits to kill him. I le  moves around like the Big
Red Chief, but drops dynamite at an alarm-
ing rate. The best tactic Is to stay roughly
in the centre of the screen, Only moving

. l e f t  or right when he's about to land on
Your head. Save up as many bombs as
possible for this encounter, as it takes
an age to kil l  him using normal bullets.And that's a Wrap!

P I P S I M E P
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FROM T H E  S TA R T:  Collect the FIRE-
POWER •  jump up and shoot the bomber •
go up the ladder •  collect the ENERGY •  up
the next ladder •  shoot the terrorist and the
ninja •  go right •  shoot the ninla •  collect
EVIDENCE •  drop down •  shoot the
bazooka bloke •  collect EVIDENCE •  drop
down •  collect the ENERGY •  shoot both
terrorists •  go right •  get on the moving
platform and go right •  collect the FIRE-
POWER •  shoot the bazooka bloke •  go
right •  shoot the ninja and the terrorist •  go
right •  shoot the ninla and the terrorist •
jump up and shoot the bazooka bloke.

Get on moving platform and go right •
shoot the bazooka bloke •  shoot the ninja •
shoot the terrorist •  go right •  shoot the
ninja and the terrorist •  up the ladder •
shoot the terrorist to the right •  shoot the
terrorist and the bazooka bloke to the left •
collect EVIDENCE •  go right •  shoot the
nin/a •  go right •  shoot the ninla and the
terrorist •  go back to the left •  collect
AMMO •  drop left off the platform and push
up to grip the tight-rope,

Go left •  shoot the terrorists •  jump up
and shoot the bomber •  shoot the terrorist
•  go right •  back across the tight-trope •
drop off at the right-hand side •  go right •
get FIREPOWER •  get on moving platform
and head right •  go right to confront the
first Boss Villain.

To defeat him, stay at the far left and
shoot repeatedly, he'll occasionally throw a
knife, but this is easily to avoided. When
he's dead, run right and push up in front of
the EXIT door to complete the level

FROM T H E  S TA R T:  Get on the platform
and go right •  jump right on to the next
platform (when safe to do so) and go right •
lump right on to next platform and head

a A y m  ORE FORMAT May 1 993

Firepower

right •  shoot the purple thug •  collect
AMMO •  get on the next moving platform
and go right •  lump off and shoot the
knife-thrower •  collect ENERGY •  jump up
and shoot the knife-thrower •  up the lad-
d e r .  First shoot the knife-thrower and
then the terrorist.

Go left •  collect EVIDENCE •  go left •
shoot the terrorist •  collect FIREPOWER •
go left •  shoot the knife-thrower •  go left •
collect AMMO •  up the ladder •  shoot the

THE
SOLUTION

Energy
Secret Room
(Disk only)

,el

A  Ammo
Magnifyin! g
(Evidence)

terrorist to the left •  go left •  get ENERGY
•  shoot the terrorist •  go left •  shoot the
terrorist •  go left •  collect AMMO •  go
right •  up the ladder •  collect ENERGY •
shoot the terrorist and the ninja •  go right
•  shoot the ninja •  go right •  shoot the
ninla •  go right •  shoot the purple thug
go right •  shoot the ninja •  go back to the
left •  collect AMMO.

Shoot the terrorist •  go left •  get
ENERGY •  go left over the gap •  shoot the



glass

Five different missions a
ten separate levels make tEl s one of the •
biggest (and hardest) games to surface in a Ion e .
Fear not, citizens, Lieutenant Andy Roberts is here to save the
day. You have the right to a solution...

terrorist •  go left •  shoot the terrorist •
collect AMMO •  go right •  drop down gap
•  collect EVIDENCE •  drop down •  go
right to the ladder •  drop down •  go right
• collect FIREPOWER •  shoot the ninja •
go right •  shoot the knife-thrower •  up the
ladder •  get AMMO •  shoot the nirqa and
the terrorist •  go right •  shoot the terrorist
• go right •  shoot the terrorist •  go right •
collect FIREPOWER

Go right over the gap •  shoot the ninja

•  go right •  shoot the ninia •  go right up to
wall •  shoot the purple thug •  go back to
the left •  drop down the gap •  collect
ENERGY •  shoot the purple thug •  drop
down •  shoot the purple thug •  drop down
•  collect ENERGY •  shoot the thug to the
right •  shoot the thug and the terrorist to
the left •  go left •  shoot terrorist •  collect
ENERGY •  go right •  collect AMMO •  go
right •  shoot the terrorist •  collect
ENERGY •  go right •  shoot the thug •  go

, f  -

right •  shoot the ninia •  up the ladder
collect AMMO and push up in front of the
EXIT door to complete the level.

NEXT MONTH
Tune in next month for the sequel when
we spill the beans on level two and dish
the dirt on level three. You'd be utterly
bonkers to miss it, mate.

May 7 9 9 3
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DALEK ATTACK
- b l e r

a power-up
sonic
Ivor here.

to it by
ing up some

 steps.

PA!

STARTHERE.

STARTS A:AU

41'

/ -  r ; - 111 - 0 5 1 C - A r
,-, n . ;  '  •  'k,: •  in

Once you've got all the  hostages It's
through here to the end•oll-level baddie.

t,0

DOOR I

Just one lonely old
Dalek. Don't go in to
keep him company.

M e e t  this a few t imes.

COMMODORE FORMAT May 1 9 9 3  -  Jimmy Page
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ise you.

1,I

Tw o  sonic screwdriver  power-ups and two  robots.
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o in here then
going
h the

I you come
go.

•Y o  t h e
innocuous.

yourself facing
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Having defeated
the dastardly
dustbins in
London, the
Doctor now has
to face the
Daleks in Paris
and New York.
To help you help
him, Dave has
put together
some street
maps that are
much more
useful than any
old A t o Z .

John Paul Jones -  COMMODORE FORMAT May 1 0 9 3

DOOR 6 E p o o l t  7
ea!

ill mi lk

Olostage plus a
611 b a n d y  bomb.



VISA COMMODORE C64 REPAIRS Just £29.00 Inc
*Commodore registered.
' Over 10 years experience with

Commodore computers.
-Up to 20 qualified technician engineers

at your disposal.
*Me will undertake to repair your

Commodore 64 computer for just
£29.00 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.

1 Access

* 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. (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. Full  charge applied).

WTS Electronics Ltd, Studio Master House,
Chau' End Lane, Luton, Beds LU4 8EZ

(0582) 491949 - (4 lines)

COMMODORE SUPPLIES
C64 Printer + Interface1139_99
C64 Power Supply £ 2 3 . 7 5
64/128 Sound Expander-119.99
C16 Power Supply 1 1 4 . 9 9
64/128 Sound Studio * Y. 4 . 9 9
C2N (64) Datasette £ 2 4 . 9 9
Mouse £ 1 4 9 9
64 Slimline Case 1 9 , 9 9
Mini Office 2 (64 cass)_ .417,99

64 Parallel Converter £ 1 9 . 9 9
Vic-20 Modulator £ 1 4 . 9 9
64 Instruction manual 1 . 4 . 9 9
Commodore 64 Chips P . O . A .
64 Reset Cartridge £ 9 . 9 9
801/803/1-C10 Ribbons  1.,5,99
Mini Office 2 (64 disk)
C64 Disk Drive £ 1 2 9 . 9 9

° Disk! Cass COMMODORE 64 REPAIR

Only f.24•95 including parts and labour i f  repairable. Send  machine
only with fault  description. Insurance  included. C h c b t R a ' s  toOmniciale Supplies,

VISA 2 3  Curzon Street, Derby D E 1  2ES
Tel: 0 3 3 2   291219

SOFTWARE
A t

c r e d i p l e
P r i c e s -EU!

Nemests S k a t e  War
Nightbreed S p y  Who Loved m,

Paratax S t u n  Runne
Puffy's Saga T e e n a g e  Mutant Turtles.

PLIZZnIC V i n d i c a t o r
Robot Monsters T h e  Vindicator

Sa lanc ie r  X y b o r

A n y  F i v e  f o r  1E41.99 ( w h i l s t  smocks ' a n t

Robecop 3
Told only 180.n94,911.11879P11391riCee:lalibil leo n l y 6 8 . 9 9

Battle Command
Navy Seals o n l y  6 8 . 9 9

Shadow a/  the Beast o n l y  6 8 . 9 9
Chase HO 2 o n l y  1 8 . 9 9

B u y  A n y  T W O  a n d  C h a o s .  o m i t  F r e e l l ! ! !

NAME
ADDRESS
POSTCODE .
ITEM

1 ITEM
ITEM
ITEM

IALL PRICES INC VAT
TOTAL lE

T E L E P H O N E
CREDIT CARD NO:

(CF2 )

1
1

CARD EXPIRY DATE:
SIGNATURE:
TEL: 0908 379550 M A K E  CHE6UES
PAYABLE TO DIRECT SOFTWARE LTD,

,UNIT 3 CROSS KEYS SHOPPING MALL, ST NEOTS, CAMBRIDGESHIRE PE iS 2AU

ADVERTISERS INDEX
Amma Software   . I F C
Bull Electronics  2 9
Datel Electronics   8 ,  9
Direct    2 2
I.C.P.U.G 2 2
Kingsway Computers 2 9
M.J.C. Supplies 1 2
Oasis 2 9
Omnidale  2 2
Silica I B C
Software City 4 7
Thalamus O B C
Trading Post 2 2
W.T.S 2 2
Wizard Games 2 9

FREE PD SOFT11 IRE

C64 - Amiga - PC
Call (081) 346 0050

or
Write to P.O. Box 1309 London N3 2UT

Independent Commodore Products Users Group

Commodore 64 Power Supplies , Z I 9 • 9 9
Commodore 64 Compatible Data Recorders E 1 9 . 9 9
Commodore Tape Head Alignment kit   £ 8 . 9 9
Data Cassette Head Demagnetizer 1 . 9 . 9 9
Commodore 64 Light Guns and games / . 2 9 . 9 9
Commodore Light Pen and software £ 2 9 . 9 9
Commodore 64 Instruction Manuals E 5 . 9 9
Commodore 64C Modulators £ 1 9 . 9 9
Commodore R.F. Leads E 3 . 9 9
Commodore Replacement Data Recorder Plug & Lead £ 5 . 9 9
Commodore Printer/Disk Drive Lead 1 . 5 . 9 9

Prices include VAT, postage and packing.

All orders sent by return: Cheque/Visa/Access
T r a d i n g  P o s t ,  Victoria Road,

Shifnal, Shropshire 1T11 8AF
Tel/Fax (0952) 462135VISA



We're not pricist. Just  because a game's
cheap doesn't mean w e  don't think it's worthy
of being busted. Right-on Roger maintains
CF's strong stance on expense equality.

Pa l  GANGERF1 & MASH CHEAT BY WAZ 5
FOR X .272  TO 302:READ Y:C=C+Y:POKE 6
X,Y:NEXT 7
I F  c‹- ,3861 THEN PRINT 'DATA 8

PROP." 9

BANGERS r
AND MASH
Alternative
Nope, this isn't a list-
ing for as many
sausages as you can
eat, or even an
unlimited supply of
creamed potatoes
(shame — Dave).
Instead, type it in
and RUN it for,
would you believe,
infinite lives. Smashing!
0
1

2

3 M i c E  157,128:SYS 272
4 D A T A  0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 1 2 1 , 1 4 1
5 D A T A  1 6 9 , 0 8 8 , 1 4 1 , 2 2 0 , 0 0 3 , 0 7 6
6 D A T A  2 3 8 , 0 3 2 , 2 0 8 , 2 0 6 , 0 3 2 , 2 0 8
7 D A T A  1 4 1 , 2 0 6 , 0 4 5 , 1 4 1 , 0 2 3 , 0 6 2

,218,003
,167,002
,169,173
,096

DRAGON
SPIRIT
KIXX
Quite a decent little
shoot-'em-up this one,
even though some of
the graphics later on in
the game obscure the
action. So if you want to
tip the balance back in
your favour this is the
infinite lives POKE
you've been waiting for.
Free the spirit.

RF21 DRAGON SPIRIT CHEAT BY WAZ
I F O R  X=528 TO 562:READ Y:CC-FY:POKE

X,Y:NEXT
IF  C<>3204 THEN PRINT D ATA
ERROR ":END
POKE 157,128:SYS 528

1 D ATA  1 6 9 , 0 2 9 , 1 4 1 , 0 4 0 , 0 0 3 , 1 6 9 , 0 0 2 , 1 4 1
DATA 0 4 1 , 0 0 3 , 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 11 , 1 4 1
DATA 2 0 6 , 0 0 1 , 1 6 9 , 0 3 4 , 1 4 1 , 2 0 7 , 0 0 1 , 0 9 6

7 D A T A  0 2 3 , 0 0 1 , 0 2 6 , 1 6 9 , 1 6 5 , 1 4 1 , 0 3 6 , 0 5 3
8 D A T A  076 ,235 ,002

1 9 4 3
US Gold/Kixx
Getting some flak in the cunningly-titled
sequel to 1942 (but nothing to do with
1941)? For infinite lives and time on this
rather shoddy arcade conversion (you're
not a fan of the game, then, Andy? — Ed),
type in the following listing (which works on
the original full-price version too).
0 R E / 4  1943 CHEAT BY W1.2
1 F O R  X=528 TO 570:READ Y:C=C-1-Y:POKE

X,Y:NEXT
2 I F  C4147 THEN PRIM '  "DATA ERROR":ENT.
3 P O K E  157,128:SYS 531
4 D A T A  0 8 7 , 0 6 5 , 0 9 0 , 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 2 7

DATA 1 4 1 , 2 0 8 , 0 0 8 , 1 6 9 , 0 5 8 , 1 4 1 , 2 0 9 , 0 0 8
DATA 0 7 6 , 0 1 6 , 0 0 8 , 1 6 9 , 0 4 8 , 1 4 1 , 0 6 5 , 0 3 1
DATA 1 6 9 , 0 0 2 , 1 4 1 , 0 6 6 , 0 3 1 , 0 7 6 , 0 0 0 , 0 3 1
DATA 1 6 9 , 0 9 6 , 1 4 1 , 1 0 4 , 1 6 9 , 1 4 1 , 1 4 1 , 1 6 9
DATA 0 7 6 , 0 0 0 , 1 2 8

THE MULTIHACK
DATALINES RETURN!
Yes, it's a further installment in the long-run-
ning Multihack saga. These datalines will only
work with the main MuWhack listing, featured
in CF23, CF26, CF28, and M O .  So there.
(Pssst! Can I interest you in back issue? Turn
to page 48 for details — Dave)

Q10 TANKBUSTER (Infinite lives)
20 DATA 1 6 9 , 1 6 5 , 1 4 1 , 2 3 5 , 1 3 7 , 0 9 6 , - 1

FRANKENSTEIN (Infinite lives & time)
20 DATA 1 6 9 , 1 6 5 , 1 4 1 , 2 4 2 , 1 3 5 , 1 4 1 , 2 5 2 , :
21 DATA 1 4 1 , 1 2 9 , 1 3 2 , 0 9 6 , - 1

TITANIC BLINK,/ (Infinite lives)
20 DATA 1 6 9 , 1 7 3 , 1 4 1 , 1 2 9 , 0 1 2 , 0 9 6 , - 1

BLUE BARON (Infinite lives, fuel, & hits)
20 DATA 1 6 9 , 1 7 3 , 1 4 1 , 2 4 3 , 0 2 6 , 1 4 1 , 0 2 7 , 0 3 6
21 DATA 1 6 9 , 0 0 0 , 1 4 1 , 1 4 1 , 0 4 2 , 0 9 6 , - 1

KICK BOX VIGILANTE (infinite energy)
20 DATA 1 6 9 , 0 0 0 , 1 4 1 , 0 9 3 , 1 5 0 , 0 9 6 ,  -1

BOO SQUAD (infinite lives & time)
20 DATA 1 6 9 , 1 7 3 , 1 4 1 , 1 6 9 , 11 2 , 1 . .  .1150,080
21 DATA 0 9 6 , - 1

COMMODORE

OWER
REBOUNDER
What a revelation this is. Not only can
you select infinite lives, there's also
'stop falling' option to stop your
prescious ball disappearing down the
gaps. Bliss.
0 R E M  MUMMER  CHEAT BY M PUGH
1 F O R  X.516 TO 551:READ Y:C.C+Y:POKE

X,Y:NEXT
2 I F  C<>3761 THEN m a w  "DATA

ERROR":END
3 INPUT"INFINITE LIVES YIN";AS:IF

AS."Y" THEN POKE 541,141
4 IbMVT"STOP FALLING Y/N",:RS:IF 86."Y"

THEN POKE 546,141
5 P O K E  157,128:SYS 516
10 DATA 032,086,245,169,019,141,207,003
11 DATA 206,208,003,  096,072,077, 080,169
12 DATA 002,141,140,009,076,230,003,169
13 DATA 000,173,087,131,169,096,173,078
34 DATA 160,076,027,008

DAEDALUS
Fancy Infinite lives to mess around
with on this excellent SEUCK romp?
No? Well you're going to get them any-
way, and be thankful for it. Just type in
this listing, SAVE it, then RUN it, and
eat up all your greens. There are poor
C64-less kids in the ghettos of Milton
Keynes who would be grateful for a
listing like this.
0 R E M  DAEDALUS CHEAT BY M PUGH
1 F O R  X=516 TO 549:READ r:C=C+Y:POKE

X,Y:NEXT
2 I F  C<>3429 THEN PRINT "DATA

ERN:lir:END
3 P O K E  157,128:S7S 516
4 D ATA  032,086,245,169,019,141,207,003
5 DATA 206,208,003,096,072,077J 080.169
6 D ATA  002,141,014,010,076,230,003,169
7 D ATA  173,141,134,059,141,150,062,076
8 D ATA  027,008

SLAYER
Argh! This game is just TOO difficult.
In fact, I wouldn't blame you if you
resorted to typing in this listing for Infi-
nite lives and/or invincibility.
0 REM SLAYER CHEAT SY M PUGH
1 FOR Xp517 TO 574:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>5959 THEN PRINT "DATA ERROR" :END
3 INPUT "INFINITE LIVES YiN";AS:IF
AS="Y" THEN POKE 568,141
4 1247.71"INVINCIBILIWY/N";86: IFBS="Y"
THEN POKE 571,1415 POKE 157,128:SYS 517
10 DATA 169,018,141,040,003,169,002,141
11 DATA 041,003,032,086,245,169,032,141
12 DATA 178,002,169'002,141,179,002,096
13 DATA 072,077,080,169,032,141,222,003
14 DATA 169,051,141,223,003,169,002,141
15 DATA 224,003,032,069,003,096,238,032
16 DATA 208,169,189,174,121,037,174,163
17 DATA 035,096

ORMAT May 1 9 9 3  -  pumping i •



As one movie escapade ends*, another begins,
and this time Seymour is up against the
detestable El Bandit°. Andy Roberts gets off his
horse and brings you the first part of this mighty
solution... Giddemup, Rawhide!

PAVE WESTERNS
Clint's l ink:re/en has made westerns
trendy again, but the members of the CF
crew have always been suckers for cow-
boys and iniuns-type entertainment.
•  Trent's lave is the classic Red River.
•  Clur prefers the epic Once upon A Time
In The West -  great music,
•  011ie loves The Wild Bunch, "'BeCEIUSe
it's one of the most violentl"
•  Lisa likes anything with John Wayne in,
but especially The Shoals,.
•  Blazing Saddles is more DaVe's cup of
tea, or should that be plate of beans?

alt4010 oN11:1 r i ; ; I : 1 0 1 W semocipti maciOILSCIPIi
" 4 . 1 1 / 9 1 1 . 1 . 1 1 1 1 1 .

W O O  WPM.
11:10110:411
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tank. • 3 : 1  CPIC4c41:10E
MEV A W E  M O MCROK41111111C

411 MONK' C.NZI M O W °

FROM THE START:  Jump LEFT/RIGHT to
leave the start screen •  talk to Rich •  get the
threatening note and read it •  drop note •
RIGHT •  enter Codies H O  •  get remote con-
trol •  talk to Clare •  RIGHT •  RIGHT •  drop
remote control •  examine plane •  get batter-
ies •  examine safe •  get scrap of paper •  get
microphone •  LEFT •  LEFT •  LEFT to leave

HO •  LEFT •  LEFT •  drop scrap of
paper •  enter bus (stand in

front of radiator) •  drop
microphone on a seat •
talk to Pete •  put batteries
in the

camera •
leave bus
by top-left
window. (By

COMMODORE FORMAT M a y  1 9 9 3  -  The Prisoner

The way. this next bit takes a little prac-
tice): jump RIGHT on to tree •  jump
RIGHT off-screen on to next tree •
jump RIGHT on to cloud •  jump RIGHT
off screen on to roof •  RIGHT •  jump
RIGHT on to shed roof •  get clapper-

board •  drop down •  enter shed •  get
plunger •  leave shed •  LEFT •  drop clapper-
board •  enter Codies' HO •  RIGHT •  go up
in lilt •  LEFT •  enter darkroom •  hit switch •
drop plunger in sink •  get film to load camera
(you may have to jiggle your inventory. ooer)
•  get spotlight •  get ignition key •  leave dark-
room •  go RIGHT •  go down in lift •  LEFT •
LEFT to leave HO •  LEFT •  LEFT •  enter
bus •  give camera to Pete •  drop spotlight
on a seat •  stand on driver's seat and use
ignition key •  leave bus •  get scrap of paper
•  give paper to GAME GENIE •  get stunning

PA

begonia •  RIGHT •
RIGHT •  enter HO •  give begonia to Clare •
RIGHT •  LEFT •  talk to Clare •  get script •
LEFT to leave the Codies' HQ •  get clapper-
board •  LEFT •  LEFT •  enter bus •  finally

drop the script
and the clapper
board on the
seats to com-
plete the level

Ti



FROM T H E  S TA R T:  Jump LEFT/RIGHT
to leave the start screen •  LEFT •  LEFT •
LEFT •  get broom •  RIGHT •  RIGHT •  enter
store •  talk to DAN (stand in front of door) •
use broom on pile of rubbish •  get rail ticket
•  talk to Dan •  get rail card •  get dollar •
LEFT to leave store •  LEFT •  LEFT •  enter
office •  drop ticket •  drop rail card •  use dol-
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1

lar in photo booth •  wait for the flash •
LEFT to leave the office •  enter office
again and talk to SAM - he'll tell you that
the photo booth is temperamental •  go
LEFT to leave the office •  RIGHT •

RIGHT •  enter store •  get broom •  use
broom on pile of rubbish •  talk to Dan •  get
dollar •  LEFT to leave store •  LEFT •  LEFT
•  enter office •  use dollar in photo booth •
wait for the flash •  LEFT to leave office •
enter office again and talk to Sam to get
passport photograph (don't pick it up yet) •
leave office •  RIGHT •  RIGHT •  enter store

•  get on top ledge and go
LEFT — you should now be on
the roof •  Jump LEFT on to
next roof •  LEFT •  LEFT •
jump LEFT on to office roof •
jump on to pole and get the
silver key •  RIGHT •  jump on
to top-left platform •  jump UP
RIGHT into screen above •
RIGHT •  jump on to store
roof •  RIGHT •  jump RIGHT
on to tree •  jump LEFT onto
cloud •  LEFT •  jump LEFT
on to next cloud •  jump LEFT

on to clock tower •  LEFT
•  use silver key on
clock twice (it will
snap off) •  LEFT
• drop down and
enter office •
get ticket •  get
rail card
•  get
pass-
port
photograph
•  leave office •  LEFT
•  talk to guard •  jump on to back of train and
press fire to complete the level, Phew!

Can Seymour catch El Bandits, and bring 111him to justice? Will he ever get to
Catan000ga? Well it's up to you, but if you

us nOXI month you'll find out how to
make the task so much simpler.

2 , — , : r w r o 2 , 1 : 1 1 1 1 2 a .  o r , , • 1 , 2 1  i e r tN ,
cw,2.46•413 M . N .  40 M o . 1 1 0 , 1 5 1 2 1 .  a a t •  • c •  a ,  tn. •
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7 , 4 7 ,
• • • • •
x,

a. . . . . , 0 1 3 C . C .

I F " . . 0 • 0 2 0 .  C P , R E M I N P E N  1 1 . 4 1 4 1 . 1 1 7 1 1 2 1 2 0 ,  .N.P.IMME1
•••••2112•412114001.2 4 i 2 , 1 2 ,  *AO 0 4 . 0  • a  a q e . a a . . . v l w  c m . . .  I . .  1 0 , 4 1 2 - 1 0 • 1 0 • 1 2 2 ; E M P P 2 2  • • •  i n c 4 , 0  E K . 1 0 . 3 c . 2 1 2
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-  • Strange
Michae/

Heseitins does Inot put in an
aPpearanen. I

PITIFIGHTER
Domark/Hit Squad
Pitfighting, that noble art form in which
hardened athletes battle against coal
mines of staggering strength (are you
feeling alright, Andy? -  Ed). Ahem, any-
way, Matthew Edmondson, G Taylor,
Peter Webster, Lee Bennett, R Powers.
Adam Kirby and Matthew Edmondson all
wrote in desperate for a Pitfighter cheat
of some sort. So it you're in the same
boat without a paddle, type in the follow-
ing listing and RUN it for infinite credits.
0 REM PITFIOHTER CHEAT BY MAT
1 FOR K.528 TO 591;READ Y:C=C+T:POKE
X,Y:NEKT
2 I F  C<>7509 THEM PRINT " t a r s
KRMaR":EMD
3 POKE 157,128:87S 528
10 DATA 032,044,247,056,169,036,141,158
11 m r s .  003,169.002,141,159,003.076,108
12 DATA 245,087,065,090,169,006,141,167
13 DATA 197,169,053.141,168.197,076,058
14 DATA 197,162,000,189,065,002,157,116
15 DATA 008,232,224,015,208.245,076.013
16 o h m  008,169,181,141,148,064,169,182
17 DATA 141,150,064,169,085,141,151,064

SUPER SPACE
INVADERS
Domark/Hit Squad
Here's another easy-to-
use cheat mode, this
time requested by
R Powers and Linda
Godwin. Simply type
PRIVATEPILOT (without a space)
on the main title screen for infinite lives.
Try typing it a few times, as this cheat
can be a little temperamental.
Alternatively, Action Replay owners
might like to try these POKEs for infinite
lives and shields;

POKE 1 8 5 8 1 , 1 7 3
POKE 1 8 5 8 4 , 1 7 3
POKE 2 0 2 5 3 , 1 8 9
POKE 2 0 2 2 3 , 1 8 9

COMMODORE FORMAT May 7 9 9 3

NINJA WARRIORS
Virginrrronix
This isn't the easiest Ninia game around. as
Nicholas Deeney. Allen Tamabadlbo, Neil
Woodhouse, Gary Ramsha and Andrew Johns
have discovered. Fret no more, for here is a
fret-relieving listing POKE for infinite lives.
0 R a i  K R A  IN-staloRs (NEAT By viAZ
1 FOR X=336 TO 365:READ 1:C=C14:POKF
X,Y:NEXT
2 I F  C<>3193 WEN pER.DIr "DATA kl4ROR":E4D
3 POKE 157,128SYS 336
4 DATA 032,086,245,169,032,141,116,009
5 DATA 169,101,141,117,009,169,001,141
6 DATA 118,009,076,032,008,141,032,208
7 TATA 169,240,141,119,126.096

RAINBOW
ISLANDS (Disk)
Ocean
If you own the disk version of
this cutesy classic, like Chris
Sharpe, then the listing in
CF29 wouldn't have been
much use to you. Instead,
you might like to try this: type
LOAD'CODE' , 8, I  fo l lowed by
return. Once that has loaded
(and the cursor re-appears),
enter any of these POKEs
followed by sys2061 to start the game.
POKE 2 8 4 3 5 , 1 8 9 -  Infinite lives
POKE 1 6 8 6 8 , 1 7 3
POKE 1 8 5 1 7 , 1 7 3
POKE 1 8 5 2 2 , 1 7 3  -  Inf inite cred i ts

TUSKER
System 3/Kixx
Luke Kingdon, P Griffiths, Bruce Parkinson,
Paws and Rob, J Scanlett, Allen Tamabadlbo,
Mark Johnston, J Quinn, Joss Stehbens and
Alex Dijkstra are just a few of the people stuck
on this ecologically sound arcade adventure.
as if the solution in Tip Dip (page 15) isn't
enough, here's a listing for infinite lives as well.
0 R I M  TuSpER o-LIAT BY H  Puckt
1 F O R  X=520 110 622:1?.EAD Y:C=Cil:POKE

X,Y:NECT
2 F O R  X.288 7 J  321:READ Y:C=C+Y:POKE

X,Y:NEXT
3 I F  C<>17071 TEEN PRINT "LATA 041(1R":BUD
4 P O K E  157,128:SYS 520
10 DATA 032,044,247,160,017,140,064,003
11 DATA 136,140,062,003,032,108,245,169
12 DATA 032,141,233,016,169,061,141,234
13 DATA 016,169,002,141,235,016,162,157
:4 DATA 189,158,016,157,158,002,202,208

Agony uncle Andy sorts
out all your problems (as
long as they don't involve
spots or leaky sumps).

15 DATA
16 DATA
17 DATA
18 DATA
19 DATA
20 DATA
21 DATA
22 DATA
23 DATA
24 DATA
25 DATA
26 DATA
27 ° N I A

24i ,169,166,141,
141,021,003,208,
072,169,032,141,
141,241,003,169,
104,096,169,093,
002,141,215,248,
077,080.169,032,
001,141.093,253,
001,162,173,173,
240,017,173,200,
005,142,158,252,
136,240,003,142,
252

020,003,169,002
254,141,013,220
240,003,169,082
002,141,242,003
141,214,248,169
096,098,002,072
141,092,253,169
108,022,000,034
200,136,201,049
136,201,206,240
208,008,142,200
011,144,108,254

HUDSON HAWK
Ocean/Hit Squad
Tracey and Timothy Holmes. Suleman Ahmed

and Wayne Ledsham are all having
alchemy problems. So, on the title screen.
before it flips to the high score table, push
the joystick UP. DOWN. LEFT, RIGHT
and then RIGHT. LEFT, DOWN and UP.
The screen will flash to indicate that the
cheat is active -  infinite burglars!

PYJAMARAMA
Mikro Gen
There's nothing like stomping around the
house in your 'jimmy-jams' (well it takes
all sorts, I  suppose -  Ed), but you might
lose the odd life or two. If, like Jason

Robinson, you'd like a little assistance with
this classic here's an infinite lives listing that
cuts the mustard.
0 RFM PYJAMANAMA C11AT BY WAZ
1 DOR X=384 TO 407:READ Y:CO-14:POKE
X,Y:NEXT
2 I F  C<>2423 TIEN PRINT 'DATA ER1W;END3
SYS 384
4 DATA 032,104,225,169,144,141,170,008
5 DATA 169,001,141,171,008,076,013,008
6 DATA 169,100,141,027,068,076,253,009

I x
LTIMATE JOY
Get hold of a post card or sealed

-

own envelope.
Jot down the game(s) you're stuck on

including the publisher).
3  Specily the type of cheat you'd prefer.
4  Include your name & address.
5 Stick a stamp on the front and post it
to: Samaritan's Corner, COMMOdOte
R O M A  30 Monmouth Street. Bath, ;WW1
BA1 2BW. e toilet -  Ed).



Shoot-'em-ups don't come
much tr ickier  than this
tr icky blighter, as loads of

you discovered when w e  stuck it  on Power  Pack 31.  Andy Roberts
clambers into his laser-armed spaceship and rockets into the void...

uite an easy opponent to deal with, if you know the 'safe'
areas. Stay in the centre of the screen at first, moving to
the top-left when you can avoid the bullets. Destroy the

n at the top -  the one firing the green, swooping bullets -  then
ova carefully down to the bottom-left and destroy the other green
Ilet-firing gun (both take about 16 hits). Move back up the screen
d destroy the top laser; this also takes 16 hits. Stay at the far left,
ving into positron to shoot at the laser between its shots. Repeat

is process for the lower laser. Finally, move to the middle far left
the screen and shoot the red gun 10 times. Once that's

destroyed keep firing to obliterate the brain-esque centre.

Did you know that  the first ever  end-of-level guardian was in
featured Phoenix? And there are more fascinating shoot-'em-up •
facts In our special  feature start ing on page 48.

017Uilitin 3 Oh no -  It the Land Of The
Giants level. Watch out for
that  photographically-
•n larged garden frog.

A s  you'd expect, this 'frog from hell' is
a tough blighter to deal with... (well,
frogs from hell always are. aren't

they? -  Ed). Keeping a cool head is essential
Stay at the left of the screen and destroy the
electrified dome with 10 well-placed hits. Now
move down into the gap at the bottom of the
screen and shoot the small green orb-type-
thing (this takes 11 shots).

The gun at the top of the screen is the
next target for termination, but be warned; it is
very, very difficult to destroy. Stay at the far left, and move DOWN whenever it fires a bullet
(move up and you'll probably gel a missile in the face). it takes 11 hits to destroy, but i ts
safer to attack it in blitzkrieg bursts of two or three, so dig in and be patient. Finally, move
down and shoot the frog head-on 14 times to finish the level and the game.

f r a l
I n a  '

Level Two's  guardian tr ies to look tough, but can take  a mon-
ster with furry pompom buttons down its front that  seriously?

T h e  action's really honing up now. Although there are fewer .
things to shoot, there are more bullets flying about, so keep
your wits about you at all times. Stay just above the dragon'S

head and shoot the gun turret 10 times to destroy it. You may havr30o
move left to dodge the bullets. Now move down and stay at the far :
left of the screen -  this will give you much more room to manoeuvr4.
Shoot the top-most... er.,. thingy on the dragon's neck, then move
down slightly and finish off the lower one (they both takel2 hits to
destroy). Once that's done, stay at the left of the screen and fire
directly into the dragon's mouth 20 times to obliterate it.

GENERAL TIPS
•  Shoot the red gun turrets as soon as
they appear -  they can spell disaster.
•  The -snakes things' follow set patterns,
so find the centre of their movement
circle and stay there.
•  The large triangular ships On level one
are indestructible, so the only thing you
can do is keep out of their way.
•  Level two features some failing stalac-
tites. To get past them stay at the left of
the screen and wait for them to drop.

A PIECE OF THE ACTION
Got an Action Replay? Want infinite lives?
Then try this: PORE 6924,189

CONAN THE BARBARIAN FORMAT M a y  1 9 9 3
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The complete instructions for the greatest
sprite editor the world has ever  known (honest
guy). Jason Finch (who co-wrote i t  c lever  chap)
is your guide on this tour round its functions.

Curent co-ordi-
nates of arrow

'1 MP MB
I O N S  OE

E r U

1.1.04 ma ming to•

- IS MB

aux AN IMINNIIIIIIPPI
- - - - - aNA
1. WV 11111111-1/111111 $r-

11111 NB I I I W
1 go I I I

• a l  1111.11111
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Olowing
marker
arrow

Plotting
mode
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Current colour
being used

Multicolour (in
multicolour

mode).

C u r r e n t  s p r i t e
Image  s h o w n  in  a l l
forms of expansion

Wraparound
mode

Status bar/menu

Current
d e v i c e

I I TA P E

P N I R
1213
g  8 0

A D D R
8 1 9 2

0 2 0

Where info is
stored in
memory

Sprite image number
(Pointer) in decimal

and hex

S o  what is a sprite designer? Well.

it's a tool that allows you to draw
animated sprites and then save
them Out for use in your own
games. FROST has been

designed so that it's easy to use and yet still the
most powerful sprite designer available today.
Effectively it's an art package that lets you work
within the programming constraints placed on
sprites — without you noticing! All you have to
do is draw and save. Then the DATA is ready
and able to be pulled into your own programs.

And if at the moment you don't know how
to use sprites in your own programs DON'T
PANIC! Over the next two months. FROSTs
other programmer. Bones, will be taking time
out to explain all about sprites, what they are,
how they work and how to use them. So play
about with FROSTThis month (For some
extra help check out page 7 for a dead simple
tutorial) and you'll be amazed how easy it is
to draw and create your own animated graph-
ics- Then next month you'll have a full library
of sprites to use with our spiffy tutorial.

But for starters we'll give you a run-down
on all the options on offer in FROSTs menus:

MENU: PROJECT
O P T I O N S :  K e y p r e s s  short  cut

Load ( L )
Save ( S )
Make DATA (D)
Device
Version
Quit ( 0 )

Load: Enter a name and a number. This
loads saved sprite images with the first one
at the requested pointer number (zero
loads without bothering with technical stuff
like re-location).
Save: Enter name and start/end sprites
Make DATA: Creates 64 data values for
each sprite image, and is used when you
want to incorporate your sprite into another
program (more on this next month). Warning:
This process may overwrite sprite images if
the Basic program created (or added to) is
very long.
Device: Select TAPE/DISK device a/DISK
device 9 for loading and saving.
Version: Some info on FROST.
Quit: Return to Brazil (Erm, I think you
mean Basic - Jason).
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IMPORTANT BITS
•  POINTER VALUES (PNTR): Used to
identify a sprite image. It describes both
the sprites position in memory and
position within an animation sequence
(Frame number). The values can be
from 128 to 255 inclusive.
•  KEYPRESSES only work when the
arrow is over the 'Edit Box'.
•  TO SELECT A MENU move pointer
over it using the joystick or cursors on
the keyboard and then select it by
pressing either FIRE or RETURN.
•  TO SELECT A MENU OPTION:
move the arrow down the list until i ts
over the desired option and then high-
light your choice by pressing either
FIRE or RETURN.
•  TO CANCEL A MENU: point at any-
where not on the menu itself and then
press FIRE or RETURN.
•  LOW PITCHED BEEPS mean, 'No way'.
•  Some options are available in multi-
colour mode only.
•  The four display area sprites can be
linked together to form a block.
•  When you plot a dot by pressing FIRE
or RETURN, what happens depends on
the plot MODE (Hit PI to change the
mode). if you are in:

SET t h i s  positions a square
CLEAR t h i s  clears the square
TOGGLE i f  the square is set, then
this clears it and vice versa
CYCLE c y c l e s  through

Background colour to Sprite colour to
Multicolour 1 to Multicolour 2*.
•  LINE does to a whole line what is
specified by the plot mode (ie It will
either set/clear/toggle or cycle the
colours in the whole line).

MENU:
OPTIONS:

Wrap
Grid
Set
Clear
Toggle
Cycle
HIRES
Multi
Convert
Sprite
Col 1
Col 2

OPTIONS
Keypress
(W)
(G)
(F1)
(F1)
(F1)
(PI)
(F3)
(F3)
(0)
Shift 1
Shift 2
Shift 3

Options. By day a
sprite design menu,
by night a low-fat
chocky drink!

BkGrnd S h i f t  4
Wrap: Toggles wrap on/off
Grid: Toggles grid on./oft.
Set/Clear/Toggle/Cycle: This selects the
plotting mode. 'Cycle' is only available in
multicolour mode.
HIRES/Multi: Selects High resolution or
multi-colour mode,
Convert:  Converts sprite image from/to
HIRES and switches mode. In multicolour
mode, the part of the image in the currently
selected colour is used.
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1541 II Disk Drive & Software ..... E134.99
C64 Compatible Printer £ 1 4 9 . 9 5
C641128 Cassette Lind E21 75
C64 Power Unit M I S
Tape Alignment Kit (64). E9.50

, C64 Mouse and Mat E19.91
C64 Reset Cartridge E7.99
User Manual (64 on 1541 II) .......
Dust Cover (64 oR 64c) .C5.99

Software (Disk 09 Tape) E24.99
C6411531 Cassette Adaptor E14,99
Mini Office II (Disk 09 Tape) El 7,95

INTRODUCTORY OFFER J U S T  £14.99
Commodore 64 microdrive system, superb value add
on storage device specially made for the C64. Gives
you access to your programs and data THIRTY TIMES
faster than cassette and THREE TIMES faster than
disc! BARGAIN OFFER PRICE JUST E14.99 including
one cartridge. Extra cartridges are available at E3.99
each. Fully Computer controlled functions including
format, load, verify, directory etc. Supplied complete
with lead, software, instruction manual and one data
cartridge. The Microdrive plugs into the cassette port
of your C64, another cassette port is provided on the
back o f  the microdrive so you can still use your
cassette or daisy chain more than one Microdrive.
Telephone orders 01-273-203500 AccessNisa. Cheque
and postal orders to BULL ELECTRICAL 250 Portland
Road Hove Sussex BN3 SQT. Please add £3 post and
packing to your order. Established 40 years.

5 0  G A M E S
PD Gar-nes.  I n c l u d e s  a r c a d e
g a m e s ,  sports sims, a d v e n t u r e s ,
p inbal l  e t c ,  e t c .
Cur ren t ly  a v a i l a b l e  for  disk users only.

E12.99

P o s t  F r e y \ - -

A c o m p i l a t i o n  o f  50  o f  t h e  bes t

P D  C ATA L O G U E
A c a t a l o g u e  is a v a i l a b l e  giving detai ls  of  1000s  of PD
programs for your C 6 4 / 1 2 8 ,  f rom serious appl ica t ions  to
d e m o s  &  g a m e s .  C u r r e n t l y  a v a i l a b l e  for  disk users only.
To o b t a i n  o u r s ,  send  a n  SAE or 2 First Class S tam•s .

M a k e  c h e q u e s  p a y a b l e  to; K I N G S W A Y  C O M P U T E R S

7 2  G L E N C O E  R D ,  S H E F F I E L D  5 2  2 S R
TEL: ( 0 7 4 2 )  7 5 0 6 2 . 3

SPARES &  REPAIRS

C64 Serial Lead .............
C1644 Joystick Adaptor
Commodore Chips P . O . A .
Centronics Interlace plus Support

Colour Monitor Lead (3 x Phono)...E7.99
All prices include A T  and P P  •  Orders by
cheque or PO only •  Send all SAE for full once list •

REPAIRS:
C64 E 2 5  inc
Cot C16 E 3 0  Inc
1541 DO E 4 0  inc
C128 E 4 5  inc
Send machine only *Rh payment four description
and your daytime telephone number possible •
Return Insurance included •  Normally 40 hour
turnaround •  Three rnonth warranty •

OASIS (Dept 2A)
14 Ridgeway Rd
Salisbury
Wiltshire -
SP1 3BU
Tel: (0722) 335061 OASIS
COMPUTER SERVICES

NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE Y012 7EY I F  YOU'RE IN THE SCARBOROUGH AREA,
COME IN AND SEE US. OPEN 9.00AM - 5.30PM 6  DAYS A WEEK. TEL: 0723 376586
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Sprite/Col 1/Col 2/BkGrnd: Changes corre-
sponding colour. Co l  1, and 'Col 2' are only
available in multicolour mode.

MENU: EDIT

6 0
W O O .0 8 0 1

co,ok,

Ar,
1111,11 • •

• • •  •
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Edit. This lets you
try Trenton's job.
Easy isn't it?
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OPTIONS:
Mirror
Scroll
Invert
Line
Wipe
Rotate
Delete
Insert
Flip1S
Flipl 2
Flip2S

Keypress short cut
(XV)
(Shift UDLR)
(I)
(VH)
(CIO
(R)
(Del)
(Ins)
( a )
(*)
(UP ARROW)

Mirror: Press fire and push up/down or
left/right to mirror sprite image. Release fire
and repeat it desired.
Scroll: Shifts (Scrolls) sprite image in direc-
tion indicated. You control it in the same way
as Mirror. Bits of the image disappear off
edges of box if wrap set oft_
Invert: Inverts the image — try it and see!
Line: Controlled in the same way as Scroll. It
plots lines in the direction indicated. This only
works only it the CTRL was used to get the
menus up.
Wipe: Clears the sprite image completely.
Rotate: Rotates the image 90 degrees anti-
clockwise. It does it 'intelligently' if in
multicolour mode (le, it tries to keep the defi-
nition as near to the original as possible).
Delete: If Wrap is on, this rolls the current
line of image to the left. If it's off, works like
'Delete' on the keyboard but keeps marker in
same place. Not available as a menu option.
Insert: It Wrap is on, this rolls current line of
the image to the right. It it is off it works like
'Insert' on the keyboard. Not available as a
menu option.
Flip 1S112/2S: Changes all occurrences of first
colour to second colour and vice versa. Works
only in multicolour mode. S S p r i t e  colour, 1/2

Multicolours 1 and 2 respectively.

MENU:
OPTIONS:
short cut

Next
Previous
Find
Copy
Merge
Trade
Undo
Retrieve

SPRITE
Keypress

(N+)
(13-)
(F)
(C)
(M)
(r)
(U)
(BACK
ARROW)

Next: Moves to next sprite image in memory.
After 255 it goes back to number 128.
Previous: Moves to previous sprite image in
memory. Alter 128 it goes to number 255.

CTRL
0
1
2
3
SHIFT+1
SHIFT+2
SHIFT+3
SHIFT+4
SHIFT+5
Fl
F3
FS
F7
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Find: Moves to the sprite image number that
you type. Press RUN/STOP to cancel or don't
enter a number.
Copy: Gets sprite image with the number you
type and copies its definition to the current
sprite image.
Merge: Merges sprite image of the number
you type with the current sprite image. In mul-
ticolour mode the current image is given
priority.
Trade: Switches the images of the sprite with
the number given with the current image.
Undo: This can 'Undo' the last major change.
Cannot undo after you plot a dot or do some-
thing really major like a 'Load'. Not available
as a menu option.
Retrieve: Returns the current sprite image to
the condition it looked like before you messed
with it all, VERY USEFUL!

MENU: SPECIAL

121

Specials. By day
FROST menu, by night
an ees eke combo!

WWW,16.1 .

OPTIONS: K e y p r e s s  short cut
Same ( F 7 )
Consec ( F 7 )
Initial ( F 5 )
SelectA
SelectB
SelectC
SelectD
Animate

Same: Makes all the sprites in the display
area the same.
Consec: Makes sprites in display area from
consecutive sprite images in memory.
Initial: Puts display area sprites back to their
original form.
SelectA-D: Brings up another menu that lets
you manipulate the display area sprites_
Animate: Only available when you're in
Same mode — this cycles through images to
see how they animate.

KEYBOARD COMMANDS
Cursor keys m o v e  box or arrow pointer
RETURN t h i s  manipulates the

square/select option
toggle editing/menus
select plot mode Clear
select sprite colour*
select multicolour 1*
select multicolour 2*
change sprite colour
change multicolour 1'
change multicolour 2'
change background colour
change 'Edit Box* border colour
select plotting mode
select HiRESimulticolour
initialise display area sprites
select display area sprite format
move to next sprite image
move to previous sprite image

a a

F

LIU
copy sprite image to here
create BASIC data statements
move to specified sprite image
toggle 'Grid' on/off
plot horizontal line
invert sprite image
load sprite images
merge sprite image with this one
the same as +, display next
sprite image

0  c o n v e r t  the sprite image
to/from HiRES
same as —, display previous
sprite image

0  Q u i t  FROST
rotate image 90 degrees
anticlockwise
save sprite images
trade this sprite image
with another
undo last major change
plot vertical line
toggle 'Wrap' on/off
mirror image left to right
mirror image top to bottom
shift image down
shift image left
shift image right
shift image up
wipe sprite image
insert space/roll line right
delete square/roll line left
flip occurrences of sprite
colours and multicolour 1*
flip occurrences of multicolour
1 arid 2*
flip occurrences of sprite
colour and multicolour 2"

LEFT ARROW Returns the current sprite
image to the condition it
looked like before you
messed with it all.

V

X

SHIFT+D
SHIFT+L
SHIFT+R
SHIFT+U
CLR/HOME
INST
DEL

UP ARROW

( On l y  works in multicolour mode)

BUG HUNT
When you first use FROST you may find
that a Syntax error is generated when you
exit. This should only happen after you
have created DATA and is due to the fact
that the Basic interpreter still thinks it's
running the original program that started
up FROST when, in fact, you have
replaced it with a load of DATA state-
ments. Don't let it alarm you!! If you are at
all worried about this lust make sure you
quit out of FROST and then lump back into
it with the SYS 50000 command before you
create DATA. In that way the computer
doesn't return to hallway through a Basic
line that doesn't exist anymore.

NEXT MONTH
Make sure you check our brilliant two-part
sprites feature for all the Information you
could want on how to use the sprites
you've designed in FROST. It'll be packed
to the frame buffers with all the info you'll
need, and all in that clearly-explained
Commodore Format kind of way. Make
sure you don't miss out.
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are publishing it,

, moment of glory.
, should! So we
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• little compo'ette.
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n we've prepa
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Joe's Burgers fr ,
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Greasy
,Big Macs, as
er them cor-

rectly then you can have a shot at
the tie-breaker. All you have to do

: then  is write the whole lot down on a
POSTCARD or sealed-down enve-
lope and send it in to us.

The original McDonald brothers
names were...?
A  Mac and Dick McDonald
B  Huey, Dewey and Louee Duck
C  Ronald and Reginald Kray

2  McDonald's top-of-the-range
burger Is called...?

A  Big Mac"B Whopper.'"
C  Branston Pick le"

3  Virgin started life as company that sold...?
A  records
B  Branston Pickle'm
C  the finest ballooning s

c-Amt s

_ kn b y ;
• w many kid:lona
ts were there in the

World? (Clue: it's over seven and
below 100,000)

THE ADDRESS
AND STUFF
Write down all your answers on a

11  -postcard and send it to us at,
' 'They're CHIPS not fries Campo',

Commodore Format, 29 Monmouth
Street, Bath, Avon BA1 2BL by
31st May 1993. Eight peep who
get all the questions right and get
nearest to the correct figure of
McRestaurants will win a copy.
the game (so remember to st
you'd prefer tape or disk) and
Virgin Games T-Shirt. Then t
16 next closest guesses will earn
their proud proffers a swanky.,
chart-topping Virgin budget
release as a reward for their

efforts A n d  you can't say fairer than that
unless of course you can.

The Bunker Show - COMMODORE FORMAT May 7 9 9 3

r a  Somehow I don't think snails
en" a r e  going to be turning up on

a McDonald's menu.

COMPETITION

MCDONALDLAND:
THE REVIEW
What the Press (namely us) had to
say about Virgin's latest biggiel

•  "...There's a massive range of
game-style dips..."

•  "...It has an extra-large helping of
worlds and maps..."
•  "...The gameplay shake gets thicker
and tastier world by world..."
•  "...The McDonaldland gaming burger
is a satisfying experience..."
• “ . . . L e D • R • R • D • D • D e R •
Li •  L  •  D  •  collect coin..."*

OH NO! THE RULES!
Look we have to say this bit. So alto-
gether now e m p l o y e e s  of Future
Publishing, Virgin Games and anybody
who did ANY work on the film Howard's
End are not allowed to enter. The Editor's
decision is final w h i c h  is a bit unfortu-
nate, but there we have it -  and no
correspondence will be entered into.
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GamesMaster is tough. GamesMaster can
handle itself in a fight. So if you're looking
for trouble, you've got it. The latest edition
is packed with previews, reviews, tips and
news. And more humour than you'll find in
all the other mags put together.

There are astonishingly well-written
reviews of Lemmings 2, Starwing, Super
Tiny Toons, Sunset Riders, Terminator 2
and gallons more.

You can also enter loads of exciting
competitions with massive prizes, and
even the odd challenge.

So don't buy soap, cheese, cotton buds,
CDs or linen. Buy GamesMaster. It's one
of lifels necessities.

MEGA DRIVE
a,S.n•ne

SUPER NEs
Tin, Toon
Addams Foi . . t , 2.

t  •  0 , 7 . 9 1 . 1 "

OH, AND
Dlne Din. I,, '6,,

EMPONG, W A L K
INGA.Faill bnr• Almomin ems*
STAtEpouwe.r imitat ing:7a P i t o t a l l

C T M E E T M O I H Ti E
C H A M P

E M I - M o w
,••••if

.f f lodbuft ,

P . S .  25

WILDE: TOP POPSTERS
SILIN -..,C1-tEEN? TAKE THE
GAMESMASTER CHALLENGE?
N . %  moo l e  m  e m  dia

, • • • • • • • • • • • • •

.•••••••••,,...•

GamesMaster, you see, is a way of
life. It  won't just give you the
lowdown on the entire video games
scene, including arcades, it'll also
give you challenges involving top

indy-rock, techno-rave bands such
as Sunscreem.

And since GamesMaster is by
far the biggest video games mag
in Europe, who do you think will
be giving you the best exclu-
sives, the most shocking news
and the wittiest captions? Us.
And we're also rock hard.
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ARNIE came out of nowhere. One m• n o b o d y  -
had heard of it, the next there was a demo slapped
on the front of Commodore Format 21 and a glow-
ing 83 per cent review in the meg! Within days
(well, dead quickly anyway) the game stormed to
the top of the charts and stayed there for aeons

(four months. actually).
What was its secret? As a game

ARNIE wasn't perfect, but it had that
'special something* that made it a

classic. This is what the now
legendary James Leach said

about ARNIE in the original review:
"Once you get the hang (of con-

trolling the hero), you just can't leave
the game alone... I
really like ARNIE.

Graphically it's nothing
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. Every time you
get a bit further, you want to have
another go. Great stuff and worth a decent
score, methinks." And a decent score was
verily foisted upon the game.

The only real downer, apart from the
slightly small graphics, was that ARNIE only
featured one mission and that wasn't mas-
sively long. With ARNIE 2 Zeppelin have built in
twice the gamelite of the first outing by sticking on
a second mission. And with bigger, brighter and
bolder graphics supporting the super-soldier's

- slaughter session, the battle for survival should areal blast this time round!

THE SAS
The SAS did so well in WWII that they
were disbanded! Ali the government types
felt horribly guilty, though, and re-started

the regiment in 1947. Then,
when the
Whitehall war-
riors needed a
special jungle
unit they
invented 22
SAS (the name
of the regiment
and not the
number of
troops) who
went off to fight
in Malaya. Since
then the bala-

clava brigade
have gone from
strength to

strength -  just ask the cleaners at the
Iranian Embassy, if you don't
believe us.

t '

"

S e t a  S

1.•

ing with Long

Erwin Field Marshal 'Desert Fcom
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that's what I
II a magazine!

UN CLUB!
RNIE uses a whole batch of dif-

nt hardware, the likes of...

T E Y R  A U G
plastic machine gun! It looks dead
rd and can resist minor things like
ng run over by jeeps. As the inte-

' I sight leans to one side, and the
efection port is on the other (so
red hot shell casings don't fly in
your eyes) these have to bought
specifically for right- or left- handers.
Calibre: 223 Rem.
Barrel: 20 inches
Weight: 8.5 lbs
Length: 31 inches

Sights: 1.5x scope only.
Scope and its mount form a
carrying handle (oh, very

handy when you're
bogged down
with luggage at

the airport -  Dave).

C O LT  A R • 1 5 A 2
G O V E R N M E N T
MODEL R IFLE

The M-16, the US Government
Issue. After a troubled start -
there were maintenance prob-
lems -  it soon became the
standard combat rifle of

the US army. Shame about the 5-
shot magazine though. ( What a
tragedy! -  Dave.)
Calibre: 223 Rem, 5-shot magazine.
Barrel: 20 inches
Weight: 7•5Ibs
Length: 39 inches
Sights: Post front, aperture rear adjustable
for windage and elevation.

AKS47/S AUTO RIFLE
The weapon of the Eastern Bloc, this soon
became the standard for freedom
fighters/terrorists the world over.
Rugged, reliable and
easy to clean it
proved ideal for all

manner of shoot-
ing situations (especially ones where you
needed a clean gun -  Dave).
Calibre: 7.62x39, 30-magazine as stands • ,
optional 5-, 20- and 40-shot box magazine as
well as a 75-round drum magazine on offer.
Barrel: 16.375 inches
Weight: 8.2 lbs
Length: 34.375 inches

Sights: Protected post front, leaf
rear graduated to 800 meters.

t i l Z e  Carb ine
ne shooter. Develo

o i
e Israeli military -

who know their onions .
when it comes to guns .

(what? -  Ed). This a s e r k apiece of hardware.
(sh)  range and rapid rate of fire -

an effective urban weapon.
Calibre: 9mm Para, 41 AE, 45 ACP.
Barrel: 16.1 Inches
Weight: 8.4 lbs
Length: 24.4 inches
Sights: Post-type front, L-style flip-type

rear adjustable for 100m and 200m.
Both are click adjust-

able for
winda

(Well -
,vythIng .

IWear -  Dave.)

whose desert
t equi

Sterli
Air Service (
War. White vi

a certain Mr
hint
has c
gth".

very able and adap
us more damage than b u t

any other British t o  tell!
unit o

Which we think is a compliment, i t ' s  kind of hard

UZI think he is - COMMODORE FORMAT May 1993
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a Malt-
s g a m e s .

t, it seems- v e r y o
me eve

did ti n - c o u n t r y ' .
r Operation Wolf and
Operation Thunderbolt: an ex-

green beret goes ape in the jungle
and then on a plane.

Green Beret._ 'erm was about a Green Beret?
( Airborne Ranger ...'erM, about an Airborne Ranger?

( B l u e  Thunder top chopper pilot from the 'Nam.
r Dizzy; discharged after 'Mai Lai'.

Commando: might just be about a commando.
r Special Forces: average stalk-and-slash spy stuff.
r Hostages: Infogrames' embassy empty'er.

Guerrilla War double plus-ungood fighting fare.
Street Fighter 2: Guile's an ex-trooper and model for very

silly haircuts (surely not US Army general issue).
r  Human Killing Machine: He must have been a Special Forces
guy (unless he really is a machine 'cos they're not allowed in).

r L ine  of Fire: more stand-up-shooting-super-soldiers.
Navy Seals: awful film, brilliant game. (And, no. Dave, it has no

ing to do with seals being trained to blow up mines -  Ed.)
r Platoon: the mob in this Oliver Stone 'Nam film may not have

been Special but they were definitely dead 'ardi
Predator ex-Spe b e a t e n  and eaten

by an alie l i n e  of duty.

't• aCtua
ogramati
•cious •

asty
ernent

d e v o l u
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rfr)11 YOUNG?
lel Forces were formed in

1952. In 1953 the 77th Special Forces
Group (Airborne) nipped over to
Germany and set up their Special
Warfare Centre in Germany. At first
Commanders expressed a preference
for tanks over these 'sneaks' as elite
troops were a relatively new concept.

In June 1957, the 1st SFG began to
train the South Vietnamese Army (ARVN) in
Okinawa. From May 1960 onwards, the group's
Involvement in the conflict that was to make them
famous took a major new turn, with sixth month
tours in-country being introduced for members of
the 7th SFG.

In October 1964 the 5th SFG Green Berets took
over Special Forces operations. This group started
out as a force of a mere 951 troops, but this soon
Mushroomed to a massive 1,828 in under a year.

The group's primary mission was to oversee the
Civilian Irregular Defense Groups (COG) of the
Montagnard tribesmen. This project had begun as an
experiment in 1961 with the people of Buon Enao,
and by the mid-60s it had grown into one of the
USA's few 'successes' in the Vietnam War. At the end
of 1965 the size of this aboriginal force had swollen to
nearly 31,000 troops. In 1963 the SFG also started a
more aggressive series of operations, known as the
BS or Border Surveillance.

The SFG weren't just picked for their ability to
kill large numbers of folk quickly and easily -
although they could if they wanted to and I'm not
going to try and stop them if they start anything -
they were also at the sharp end of the USA's flawed

'hearts and minds' campaign. These were the
folk who would go out into the bush and

provide on-the-spot medical care,
such as vaccina-
tions, for

Vietnamese villagers.
Special Forces
often get f lak.

• •

GREEN BERETS
Recently, it seems, there has been

a whole flood of Vietnam Vets (and we're talk-
ing veterans of a military confrontation rather than animal

doctors) appearing on both TV and film. it seems you can
hardly wander into a private eye's office nowadays without stum-

bling across a vet. And more than likely he'll have been part of Special
Forces group with a dodgy past and big secret. For instance there's:
•  Tom Selleck as Magnum in Magnum Pl.
•  Sylvester Stallone as John Rambo in First Wood 1, 2 and 3.
•  Don Johnson as Sonny Crockett in Miami Vice.
•  Clint Eastwood as Grant Mitchell in Fire fox (not Eastenders?
•  Everybody in Jacob's Ladder.
•  John Wayne as top brass in the Green Berets.
•  Lewis Collins as who cares in Who Dares Wins.
•  Robert De Niro in Jack Knife. Deer Hunter and 1,500 more movies,
•  The nutter ghost in House
•  Robert Ginty in The Exterminator.
•  Arnold Schwarzenegger in Predator and Commando.
•  Scott Bakula as someone or other every other week in Ouantum Leap.
•  But the most famous. and most feared, has to be Jim Robinson of Neighbours.



More
monsters!
More
music! More
colour! More animation! More
levels! The game that promises to
be THE C64 release is growing
faster than Dave's waistline.
The Boyz creating Mayhem In
Monsterland fill you in on the

latest developments.

ere is the
Mayhem news for February.
Bong! More monster routines
mean that the nestles in the
game gain the ability to inflict

pain on poor Mayhem (boo!) and Mayhem
gains the ability to inflict pain on them
(hooray!). Bong! On the graphics side a
brand new level called Rockland surfaces out
of out of the pool of inspiration. Bong! Steve
produces some dead funky interactive music.
Bong! Details to follow.

FROSTY FEBRUARY
EK 1

JOHN We've had an abundance of white
!,akes this month, and we're not talking about
Steve's dandruff. Yee, it's been snowing'
The last time we had snow was two years
ago, and it inspired us to write the snow tor-
ture screens in Creatures 2.. but  this year it
lust froze our bits off.

Those of you who read last month's diary
(thanks mum) will know that I started work on
the monster routines. These included the
splitting routines (enabling us to have more
than eight sprites on screen), movement rou-
tines and animation routines. Most of this

COMMODORE FORMAT M - 6 0  7 9 9 3

week was spent get-
ting these routines to
work properly. Once they
were, I added another major rou-
tine that allows me to dictate each monster's
colour. Obviously every sprite can have a dif-
ferent colour but now it can also have colour
patterns. If we want an explosion to fade as it
dies out, we can change its colour in time
with its animation.

As with our background graphics we
wanted more than the C64's 16 colours for
sprites. However, we can't use the same
method of colour mixing that we're using for
the level graphics (see CF28) because we
haven't got enough sprite colours S o  I added
a different colour mixing routine for the
sprites. This rapidly flashes between two
colours (of equal brightness) to create new
shades. Believe it or not, Mayhem In
Monster/and looks even more colourful_

STEVE Late last month I came up with the
idea of putting some dark forest sections
into Spottyland. Now I think that some sort
of brighter background would be better, just
to drive home the message that you've done
the business (converting the level from sad
to happy). Therefore, l'irn starting to put
some diamond caverns in the level,
which have holes on top that act like
roof lights. The sky above the roof lights
is cyan while the insides of the caverns
are black, so there is a beam of light that
shades from to the cyan to the black where
the light enters the hole Although I
removed the big bushes from this level
there are still some trees and vegetation

John is seen here practising his sumo
wrestling technklues. Steve's hobby,
meanwhile, is escapology. Can he get
out ot that straight jacket  in t ime to
write the rest of the music?
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let to keep the place looking
interesting. These trees
have incorporated the

idea that I mentioned last
month of having smiley
faces in the levels, which
does actually add that
extra bit of atmosphere -
all at no extra cost.

WEEK 2
J O H N  The next bit of

monster code to be written
is the direction routine. This

detects the positions of all on-
screen monsters and compares

them to Mayhem's position.
Basically, if a monster invades your

space either you die or it does. I've written
the core of the routine (called UTHEM) and it
simply flashes a sprite's colour if it touches
you. Next. UTHEM has to decide whether
you kill the monster or not; this depends on
where Mayhem is arid what he's doing. If he's
above the monster and falling down (what
other way can you fall?) then the nasty will
die Otherwise, Mayhem will die. (Well, he
doesn't die at the moment, he just changes
colour, which is a lot less painful.)

Leaving UTHEM for a day or two, I
decided to write some miscellaneous routines
for Mayhem. The first one fades Mayhem

from white to normal colours and
will be used when he picks up

a bonus. The second one is
the invincibility shield routine

which makes Mayhem
pulse and leave a trail
of little stars behind him
as he charges (until his

1 shield runs out). The
third one uses the

smoke animations
that appears-

-; b e h i n d  Mayhem
when he skids,
making them
appear at his

L .

;

a g o  M R •  •  •

annered John and Steve Rowlands,
to the world at large as the Mighty

and, or, the other half of Apex, have
rked on a mission to create the greatest

game the world has ever known -
m In lifonsterland. And if anyone can

these boyz can -  they were the team
ought you Creatures 1 and 2. In last

Month's thrilling installment the boyz started
to introduce some baddies into the game and
started work on a new level S
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feet when he starts charging (giving the effect c h a r g e  icon. At the beginning of the
of dust getting kicked up from his feet, like in g a m e  Mayhem can only walk, so he has
Road Runner cartoons). t o  find the monster that leaves behind the

'Charge' icon When he picks it up he'll
STEVE Today I thought it was time to start b e  able to run at extremely high speed,
the graphics for a sad version of a level and, k i l l i n g  virtually everything in his path The
as Pipeland has the most complete Happy o n l y  monsters he won't be able to kill in
section of all the levels. I chose to convert c h a r g e  mode are indestructible ones -
that level to sad first. Before I start the sad i n s t e a d  of killing them he'll bounce off
character set I will have to load up the latest t h e m .  So The rest of this week saw the
version of the happy character set. This is c r e a t i o n  of the bonus appear routines,
because of the method I'll be using to do the i n v i n c i - b o u n c e  routines, etc. The feel of the
sad version: h a v e  all the happy level g a r n e p l a y  is definitely beginning to take shape
graphics loaded up in the block/character edi-

So having spent most of this month writing
tor. change all the bright multi-colours to S T E V E  It seems ages ago I last did some i n - g a m e  routines I felt like doing a bit of pre-
greys, and then just work my way through the m u s i c  for the game, but now I'll go through s e n t a t i o n .  I've started a screen appearancecharacter set changing the character routine which -  wait for it -  makes the
definitions to make them look sad (le,
put cracks in platforms and make smi- T h e  b o n u s e s  w i l l  g i v e  sc reen  appear (wow!). Once you press fire

from Get Ready. the screen blanks andley faces grouchy).
The blocks in the level have to be The s u c h  t h i n g s  M a y h e m  charges on. skidding to a halt in

the middle. Monsterland then appears
the same in sad mode as in happy, mainly a s  s h i e l d s  a n d  b e h i n d  him, zooming out in an ever-increasing
because of the memory it would take to store b o x ,  Once I'd written this, I had lo modify it to
two different sets of 145 4x4 blocks. The s c o r e  m u l t i p l i e r s  c o p e  with different starting heights.
graphics would look better if we did use the O b v i o u s l y  Mayhem won't start each level
two block sets but the results I've got so far t h e  latest versions I have on disk to see a t  the same height so neither does the appear-
warrant the decision not to add the 2320 w h e r e  I was up to. I'm now going to try to find a n c e  routine. As Monsterland is six blocks T i •
bytes (2,25K) for the extra set. a n  old bit of funky music -  and I know the h i g h  (see last month's diary) Mayhem can start

perfect tune for the job (it used to be the a t  five different heights (if he started at the top •
Creatures 2 title music don't you know), o f  the highest block he'd be off the screen). So

J O H N  I expanded UTHEM this week. writing B y  the end of the day I have created two now the appearance code copes with five dirt-the monster death code which explodes a
different tunes from that old bit of music. The l e r e n t  start positions, always appearing from

monster into a cloud of stars when Mayhem a c t u a l  tunes sound similar but are in different b e h i n d  our cute, baby dinosaur, c
kills it. We thought that a range of different m o o d s ,  the first being the normal jolly 'jump-
explosions would be better than just one l o g  around the level' tune, the second being a
throughout the game, so each level can now f a s t e r  'go forth and maim' type of tune. The
have up to four types of explosion After certain n o t e s  are in a lower key, as well as being
types of monster have exploded a bonus will be f a s t e r  than the other tune, to give a more
left behind (each bonus will have a different t e n s e  atmosphere
colour animation), These won't
simply give Mayhem bonus
points (which is boring)
but will give him a
whole range of good-
ies, such as extra
stars, shields, score
multipliers, etc.

The most impor-
tant bonus is the

WEEK 3

Steve is in the
process of m
ing the happy 1
graphics look
sad (le, the  w a y  '-
they'l l  look
when you start
each level).

11
Pipeland Is trans-
formed from its
colourful self

(above) to this grim. a llooking version.
1

gollematwir ,
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: O H N  The first thing I didthis week was to tweak my
monster explosion rou-
tine. As well as having
different types of explo-
sion, with different colour

patterns, they can now be
expanded to twice the size

1 •••••• .=b•

smitoy
Mayhem has
managed
to con-
vert this
section of
th e l .

as well. We'll use them for the large
dinosaurs that will roam around Monsteriand
-  watch out for these mean mothers.

STEVE On day one of this week I did a third 2
tune for the interactive level music. This one - c
-  to compliment both the normal and pacey
tunes -  is a slow echoey affair, again with the
same sort of melody but a different mood.a

2I was having a play with Mayhem in s t
Monster/and using the level editor, jumping
around* the platforms and slopes. The level
was the first one I designed and was influenced •
by the Cubist school of art (see issue 27). To
refresh your memory it has long green plat-
forms with tnangular edges and brown •
triangular rocks underneath. I was looking care- s,
fully at these and thought they would look good S
upside down, like mountains or something. So
after standing on my head for 10 minutes I had 1
a new level idea (and a headache).

This new level would have really big
mountains (those platforms, upside down, but
much bigger -  the height of the screen, in
fact). I could place small platforms (about 4x4
characters) around the screen for the dexterity
sections, but also put in the long slopes and Z
platform sections for speedy pads in '-the level. This new level now has
a working name of Rockland... x
errn, because of the rocky bits

4

1

Fancy finding fascinating facts h e r
fun-filled features, frantic freaks?

Wondering what workls will wield when we
work warily? More mad monsters might
mingle morbidly! Screen scrolling should
slide smoothly. Perfect parallax presides
precariously? Erm... we think you know
What we're trying to say. (No-. Ed-)



So, how many programs d'you reckon you could
get for £7? Three? Four? Peanuts! There are 16,
count 'em, 16, PD* pmgs on this compilation,
including both games and serious stuff. But is it a
bargain bag of goodies or a hotch potch
of cheap'n'nasties? Dave finds out
SUPER KONIA Loads of PD games are
home-brewed versions of arcade classics. This
is a PD Donkey Kong. and a pretty ropy version
it is too Pedestrian graphics and naff animation.
P o w e r  rat ing:  *

XERONS:  Galaxians gets the PD treatment
here. I never really liked Galaxians anyway,
and this is a pretty humdrum, keyboard-con-
trolled only version of the aged shoot-'em-up.
P o w e r  Rat ing:  * *

F R E A K - O U T:  In other words, Break-Out.
Disintegrate a wall by bouncing a ball off the
bricks. It doesn't add any new twists though
the bat does have a touch of inertia. It's fairly
smooth and has that 'just one more try' factor.
P o w e r  Rat ing:  * * *

CHAOS:  A totally new game and all the better
for it. It's a nifty shoot-'em-up in which the aliens
attack from side-to-side while swooping up and
down. Excellent graphics and very addictive.
Power  Rat ing:  * * *  *

P I T F I r r i : W i t I F F
pal I t -  wed i j a _ y i n

0

We total ChacisL •  or of the imst • ,
•

games onitte- -  •
compilation. A

t-NOW

•

I N VA D E R S :  A sideways-scrolling shoot-
'em-up with aliens attacking in waves. Dire
collision detection. It's rubbish.
Power  Rat ing:  *

CENTRIPOD:  This is just awful. It's is so
annoying you give up after about 10 seconds.
It's hard to describe what's it's about and it's
so dire I can't honestly be bothered.
P o w e r  Rat ing:  Z i lch

TWISTER:  You don't see many version of
Tetris on the C64, and though this one has its
faults -  it chugs a bit and the graphics are

dull -  the basic
concept of slotting
falling shapes into
gaps to form lines
is as intriguing and
engrossing as ever.
P o w e r  Rat ing:  * *

TO R S I O N  WARRIORS:  A vertically-
scrolling shoot-'em-up with bullets flying all
over the place. Pretty tough and a bit samey.
P o w e r  Rat ing:  *

Term C i t y  also
has a dead good
intro sequence.

.11.1.WWWVOW U
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I know Ws Tetris.
Alrf- You know it's Tends.
rrtv- It thinks it's Twister.I .

M I Amom
:111

T E R M I N A L C I T Y:  This is brill'. Guide your
man around a series of raised ramps, blasting
away at some nasty flying thingies in a quest to
find 15 floppy disks and slot them into the cor-
rect terminals. Great graphics, nifty enemies
and loads of fun. Shame it isn't just a tad bigger_
P o w e r  Rat ing:  * * * *
S N A C K M A N :  Back to the copies, and this
one is of the carbon variety. As a Pacman
clone it's almost perfect -  it certainly looks
and feels right. And since Pacman is such a
brilliant concept anyway, this game is great.
P o w e r  Rat ing:  * * * * *

THE SERIOUS STUFF
U LT R A F O N T:  A font creation utility which
is fairly easy to use but a bit limited. The lack
of instructions means you have to experiment
but most of the options soon become evident.
P o w e r  Rat ing:  * *

SPRITE  M A C H I N E  Not a patch on our very
own sprite creation utility. FROST. You can
achieve the same results, but getting there is
just so much more difficult. Unfriendly.
P o w e r  Rat ing:  * *

Red Sonia

V O I C E T R A C K E R :  A sequencer for your
C64. It's very comprehensive, offering loads
of functions, but it's certainly not for the
novice. It's a but daunting and you really need
to be able to print out the instructions.
P o w e r  R a t i n g : *  * * *

REAL WRITER:  You know those messages
you see in demos and game intros which

appear one letter at a time? This utility helps
you create that effect_ There is a fairly lim-

ited choice of fonts and music and the
end results are pretty bog standard.
P o w e r  Rat ing:  * *

U LT I M AT E  D E M O / I N T R O
C R E AT O R  2:  Surely the reason peo-

ple write demos is to show off their
coding talents, so what's the point of a pro-

gram that does it for you? DC+2 gives you a
template demo on which you can change all
the elements. Interesting to play around with,
but pretty pointless.
P o w e r  Rat ing:  * * *
TA P E  D I G I T I S E R  V E R S I O N  3.0: Make
your own samples! Bung an audio tape in
your datassette, play it and your Ce4 will digi-
tise it. Okay, the results aren't great (or
usable in other programs) but it's still great
fun to have a go at.
P o w e r  Rat ing:  * * *

•PD? WASSAT THEN?
PD stands for Public Domain, which isn't a
place, but a concei3t. If a program is PD then
that means that them's no copyright on it,
SOWS legal to copy it More importantly, it's
FREE Well, sort of. if someone writes a PO
program then they don't get paid for it, and
it you come across a PO program - say,
your mate's got one and you copy it - then,
sure, you've got it for tree. But normally PD
is available trom PD libraries, and it you get
your PO from them, they usually want some
reimbursement for distributing the stuff -
though it's usually a pretty paltry sum.

ODUS - P A C K
•  Cassette/Disk: £6,99
•  Available from: ODUS, 71 Helmsley,
Wilierby Road, Hull HU5 5E0 It 0482 500597.
So is it worth buying? Sure is. Okay, there's
some rubbish in here, but the amount of
decent stuff - such as Snackman, Terminal
City and Chaos - means it's E7 well spent.

736i•
-  COMMODORE FORMAT May 1 9 9 3



yOUR LETTERS
HORROR B E Y O N D  BELIEF!

Your
name
is David
your favourite colour is orange
and you've got an empty Kit-Kat wrapper
in your left trouser pocket. No?! Well, The
Mighty Brain always was a better letter
reader than a mind reader anyway. To let him
in on your innermost thought processes, send
him a letter to TMB, Commodore Format, 30
Monmouth Street, Bath, Avon BA1 28W.

MAD AS A BALLOON!
Dear TMB (terrible mutonic bummer) .

You're nothing like a normal
brain! You're little more than

a ball of tissue paper!
Roger Frames is much bet-
ter than you! And don't you

.ve me any of that 'lip'
tissue ball or I'll carry

on sending you these
letters! So start
answering, NOW!
1) Have you got
any cheats for the
cassette version
of RoboCop?

Lisa prepares for a
military-style raid -  on

Bath High Street

COMMODORE FORMAT May 1 9 9 3  -  air mobile

2) Tell Lisa to kick you down to size or else!
3) Is Street Fighter 2 any better than the
original Street Fighter?
4) I have just started with the C64. Who has
been here for the shortest time?
Now give Roger Frames all your best games!
Paul Blair, Paisley,

1) Yes, thank you very much.
2) Lisa kick me down to size or else? Or else
what, exactly? Although I'm not quite sure. I
think p l u m p  for the o r  else' option.

3) Yes. There Is an easy way to tell. You look
at the score we gave Street Fighter 2 (CF29,
80 per cent) and then compare it to the score
we gave Street Fighter (CP30, 36 per cent).
After subtracting the smallest score from the
largest score we have a difference of 44.
Hence SF2 is 44 per cent better that SF-I.
4) WHAT?!?
No. why should I? TMB

CROSS WORDS!
DearIMB,
I thought I'd send you something that I've
never seen in any Issue of C F -  a totally
C64-dedicated crosswords
A Dann, Winscombe, Avon.

ACROSS
1 Superb board game set in space (5,7)
7 Connects the C64 to a telephone line (5)
9  Command used to find out the contents
of memory location 'X' (4)
1 0  Command used to start a program
after resetting to enter POKES (3)
1 1 Owner of Liamasoft, initially! (2)
1 2  Tin-Pot Copper! (7)

•

1 4  Short for number (2)
1 5  Hardware used to play games (8)
1 8  and 6  Down The number one mag in
the universe!!! (9,6)
1 9  Permanent memory
2 0  CFI;  lave two-player racer! (Initials, 4)
2 1  Colour of car in 2 0  Across (3)

DOWN
1 Brat who beat the Space Mutants (7)
2  Opposite to subtract (3)
3  Temporary memory (3)
4  What you do when you want to keep a
program on tape or dish (4)
5  Storage media (4)
6  See 1 8  across
8  The C64 has 64K of this! (6)
9  Short for picture (3)
1 3  You would use an AR Cartridge or
reset switch to enter these (4)
1 5  and 1 7 C o d e n a m e  RoboCod! (5,4)
1 6  Produces sound on the C64 (3)
1 8  Brains of the computer (3)

•  Answers on page 66.

Ooo-eee-000l Spooky coincidence t ime.  In
the same issue w e  review Trol ls  someone
asks us when it's going to  be released!
(That's a rubbish spook coincidence -  Ed.)

PISTOL-PACKING MAMA!
Dear Mighty Brain,
Answer my questions or my Mum will shoot!
1) Why can't you upgrade the C64 if you
can't? (This is reprinted from his letter verba-
tim, by the way T M B )
2) Is the Street Fighter 2 Championship



SHORT SHARP SHO
Why isn't Agent Kittyhawk included on
the Powerplay page?
Gary Halliday, Liverpool

Talking of Kittyhawk, has anyone actu-
ally seen her around recently?

1-low come games about football clubs like
Manchester United Europe Liverpool,
Arsenal and Leeds are being released but
as yet no-one has done a game about
Tottenham Hotspur, who are the best teamin the land?
Mark Inman, Pontefract

No one has done a game based on Spurs
because the softies have targeted the
stars (eg, Gazza, Lineker and Gary Mabuft)
rather than the club. As to your second
question, Bristol Rovers of course!

Please, please, please, please tell me
where can I get a pinball game for my C64?
I would be very grateful.
Jane Syme, Quinton.

There are a few commercial games, but
they may be a little hard to come by: 3D
Pinball (Mastertronic tr. 081 960 2255),
Time Scanner (Hit Squad to 061 832 6633)
and Pinbal l  Construct ion Set (Ariolasoft).
All these are a little old, so your best bet
will be the Public Domain, I know
Kingsway Computer Services have some
dead playable pinball sims. Send an A5
SAE to KCS, 72 Glencoe Road, Sheffield,
S2 2SR for full details.

Edition going to be released on any format?
3) Is Zoo! going to be released on the C64?
4) Can you get any other languages on the
C64 except BASIC?
5) In CP29 in the Street Fighter 2 review,
what machine are the big sprites from?
6) When is Trolls being released on the C642
7) Are you going to review Street Fighter 1?
Gavin Davis and Craig Walker, Mansfield.

1) First let's sort out that term 'upgrade'. I
take it you mean any major hardware
improvement that will increase the power or
performance of your computer. In these
terms, yes it is possible to 'upgrade' your
C64. There are accelerator boards to
improve your machine's performance, high
density 3.5-inch disk
drives and even hard
drives. Most of these,
though, aren't avail-
able in the UK.
However, we are try-
ing to get hold of a
number of these wid-
gets for a feature in
the future.
2) With all the hype this
game has generated.
it's hardly surprising that
this 'Rolls Royce version'
has been linked to a
number of hopeful for-
mats. At the moment,
though. there's no news,
just lots of rumours!

CK TREATMENT!!!41t
Referring to the competition in CF29 about
turning films into computer games- how
about a nice family game of Death Race
2000? That should keep all 'parents' happy.Brer, Reading.

Neat idea, but a little confrontational! The
current crop of do-gooders wouldn't like it
at all. They want kids to go back to safe
pastimes like playing at war with replica
firearms, Hmmift. By the way there was a i l k
game called Death Race from Atlantis ' r
many moons ago, but I am reliably
informed that it was not based on the film.

Have you ever thought of being famous in a
McDonald's restaurant (served as food)?
Wan Loon Yau, Leicestershire.

Curiously enough, no! And I'm sure M a r s
wouldn't want me getting involved in the
food chain either,

On the Mega Drive is there a cheat for
Sonic I  and 2?
Marl Wadharn. St Austell.

Yes, of course. WHY?

Could you tell me if you're married? If so
what's your wife called?
Neil Graham, Scarborough.

You lot just have to keep bringing up this
subject, don't you?! Just what is the fas-
cination? Look, I'd really rather not

There are no firm
plans, but Alter Developments -  the folks
who are putting Lemmings together for the
C64 -  would like to have a shot at it. And
from what we've seen of Lemmings so far
(and you'll be able to see soon when we fea-
ture the demo on our Power Pack) they
appear to be up to the challenge.
4) Yes, hordes. Most 'popular' -  I use this
term loosely -  computer languages have
been adapted for the C64.
5) They were pre-production graphics from
the Amiga version of the game.
6) Right about now, in fact!
7) Been there, done that. M O ,  page 51, 36
per cent. Where were you?

Sam to leap into the
body of Doctor Ruth?
You'd bet ter  believe it.

TMB

ROGER AND OUT?
Dear TMB

1) Does anybody like Frames? If so who?
2) What is the address for GamesMaster?
3) Please print this letter because I really
do like your page a lot.
4) I recently got a Sega Game Gear. What
do you think of them?
5) Why do programs like Bad influence
and GamesMaster ignore the C64?

6) Do you like the SF programme
Quantum Leap?

Alex Smith, Essex'.
PS By the way,

it's me from
CF21. You

know, I

yOUR LETTERS
READER'S CHART!
Yikes! Time for the tired old Radio DJ
impression to introduce Thomas
McDonagh of Ballybane and his amazing
reader's chart! No! I can't do it...
1 D J  PUFF (CodeMasters) CP22, 88%.
2 T H E  SIMPSONS: BART VERSUS THE

SPACE MUTANTS (Ocean/Hit Squad)
CPI6, 90% /CF31, 92%.

3 LOTUS ESPRIT TURBO CHALLENGE
(Gremlin) CFB, 90%.

4  GRAEME SOUNESS SOCCER
MANAGER (Zeppelin) CF24, 71%.

5  TERMINATOR 2 (Ocean) CPO, 78%.
6  INTERNATIONAL KARATE (System 3)

Not reviewed.
7  O U T  RUN (LIS Gold/Kboc) CF3, 75%.
8  TURTLES 2: THE COIN-OP

(Mirrorsoft) CPI4, 89%.
9 BATMAN THE MOVIE (Ocean)

CPI 4, 86%.
1 0  GOLDEN AXE (Virgin) CF20, 89%.

This month we've not got a soundtracks
charts but a -  rather specialist -  music
chart instead. This time it's been picked
by a certain Ms Jenny Arlott, of Surrey.
"Rave on!" as they used to say a few
years back but I understand is deeply
unfashionable now!
1 RADIO BABYLON

Meat Beat Manifesto
2 NEVER STOP Front 242
3  D I G  IT Skinny Puppy
4  C O M E  DOWN HERE Chris Connelly
5  FORE VERGREEN Fini Tribe
6  MINDPHASER Front Line Assembly
7 TH IS  IS WHAT THE DEVIL DOES

Thrill Kill Cult
8  WAHRE ARBEIT,

WAHRE LOHN
Die Krupps

9  MAGGOTS
Maschine
Manitou

10  CONTROL. I'M
HERE Nitzer Ebb

Can you come up with a
weirder or more
obscure list? If so.
drop me a line -
they make 'curi-
ous' reading.

Jingle, jangle,
jewel lry,
jewellry,  jan-
gle. Owzabout
that then?
(Rubbish,
actually! -Ed.)

asked you for the passwords on Repton 3
I'd just like to say thanks.

1) Well Mr and Mrs Frames don't mind him -
too much! James Leach claimed to be his
friend, but left the mag within days of saying
this. And Steve Jarrett, the guy who recruited
the penny pincher, can still be traumatised
by the very mention of the •F' word!
2) Well there are two. The TV show can be
contacted at GamesMaster, PO Box 91,

COMMODORE JUNGLE SALE May 1 9 9 3



yOUR LETTERS
London E14 9GT. The magazine can be con-
tacted by writing to GamesMaster (or, for a
real jape. call it JamesMaster), 30 Monmouth
Street, Bath, Avon BA1 2BW.
3) Fine. Flattery will get you everywhere.
4) They're fine for mobile gaming.
Personally I prefer to read when I'm on the
bus (and when exactly did you last do that?
-  Ed). They do, however, double up neatly
as a portable TV (for some extra dosh E d ) .
5) Lack of taste, mainly.
6) Rather! Although I'm not that big a fan of
Tina's ear-rings!

TMB

EVERYTHING
BUT THE GIRL
Dear IMB,
Answer my questions or die!
1) I was looking through my CF7 POKEs
booklet and saw a poke for Mario, so is it
possible to get it for the Commodore?
2) Can you tell me where to get Chuck Rock?
3) Is it true what they say about Trolls graph-
ics -  because I don't believe you?
4) My friend says that Sim City is good. What
do you think about it?
5) Do you have a girlfriend -  possibly Clur?
Jodie, Knockin.

1) Yes, there was a conversion of this VERY
early Mario adventure. It was by Ocean and
released in the summer of 1987. In general
terms what I call Mario is the generic style of
game that particular quality and legendary
playability t h e  total package! So far, we've
seen nothing like SMB 4 or 3, not even the
far more primitive SMB 2, on the C64!
2) Talk to Core Design Tr 0332 297797. They
should be able to help.
3) Don't worry about what we say. See for
yourself by looking at the full review on

FOR SALE
•  C64 games for sale. Old and new, from
30p to E8. Send SAE for a full list and
information to 4 Tunstall Grover,
Hartleypool. Cleveland TS26 8N11.

•  For Sale -  Back Issues of CFat half
price including P&P. Contact Andrew

0539 728280

WANTED
C64 Star Trek and Thunderbirds tapes (if
they're available). Any other Gerry
Anderson C64 tapes, Also Dr Who C64
tapes. Please help. 1r 0375 679555
(Evenings only)

USER GROUPS
Long-established user group. Discounts,
contacts, second hand sales service,
newsletters. etc. For free pack send SAE
CCC (CF), Box 121, Gerrards Cross,
Bucks, SL9 9,IP. Tr 0753 884473
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page 56. It should answer all your ques-
tions a s  long as they're questions
about Trolls, that is!
4) I'd say it's Chaotic Neutral. As a
game, though, the mix of planning and
swift action make it a minor classic. It
has its odd moments, but it is fun.
5) The horror, the horror! No. Please,
even in jest this is far too terrifying to
contemplate. (What was that Brain? -
Clur). Nothing. Ma'am!

AGENT KITTYOFF
TMB

Dear Mighty Brain,
• Do you think your simple brain cells could

answer some questions for me?
1) What is itr3 x 59872 (because my C64
refuses to tell me)?
2) What's the meaning of life?
3) Will Clur ever star in a strip poker game
like Sam Fox? I reckon I'd would pay a million
pounds for such a game!
4) Have CodeMasters got any plans to
release a Slicks 2?
Everyone deserves a t  least one shot at
fame, so please print my letter!
Newt Av Atts
PS Do you think that even Bono from U2
would lead a better lifestyle with a C64?

1) Sorry, what was the value of 'r '?
2) That would be telling.
3) I think not! Despite her fail-
ings Clur is an upstanding
person, and would willingly
smash her Commodore
repeatedly against anyone
who tried to code such a
game. Clur's flattered -  but
she's really not that kind of girl!
4) Not as yet. But they'd be foolish
to miss out on the follow-up opportunity.

But surely if everybody was 'famous'
then we'd all be the same and then no one
else could be famous and...

TMB
PS Anyone who hasn't got a C64 hasn't got
a lifestyle in my opinion!

BAT-MASK RETURNS
Dear Mr Alderion,
(Ooops, I  seem to have accidentally opened
011ie's fan mad, shame on me -  TMB) In
CF30 you wore a Bat-Mask. Is there any
chance of telling me where you got it and
how much for? If not, could I buy it off of you?
Anthony Hutchinson, Darlington.

Well. I can't reveal how much the mask
costs as it was a present for 011ie from a
friend -  so it would be rude to talk figures. It
was, however, purchased from a costume
shop in Weston-Super-Mare (Masquerade
Tr 0934 419953). They should either be able
to get you one, or give you the name of a
supplier up your way.

MARIO FOUND!
Dear Bat Computer (I mean TMB).
Do you want to be put in a microwave and
fried to a crisp? (Oh help here comes the

SAS

Prallasios  Allashog look. I lk.  a gam*
and educates your children
out them even rea l iSh i t0  '

T M I

RSPCA) No? Then you'd better get on
with answering these questions.
1) Are we a format?
2) Would it be possible to put any Horace
games on the Power Pack?
3) Nintendo (spit) refuse to licence any C64
conversions but a game called Mario Is
Missing surfaces on the PC! What gives?
4) Is there any chance of seeing RoboCod,
Rodland, Wrestlemania. The Simpsons,
Space Gun and Shadow Dancer on budget?
Luke Croll, Sheerness.

Look. Why the sudden spate of microwave
madness? Both this month and last, folk have
threatened to microwave me! What gives?
1) Yes, any computer system can be consid-
ered a 'format'. It generally refers to a specific
operating system, so a format can consist of

a number of different machines e q .  CM,
C128, C1280 and C64GS. So the C64 is
a format and 'erm, so are we...
2) Well, there are very few games for
the C64 involving horses, really.
You see it's the problems they pose

the animators. You know Muybridge
opened a real can of worms with his

studies of motion...
3) Don't panic. Don't get too excited. Mario

Is Missing is an educational game, so you're
not missing out on much.
4) There certainly is, on Kixx. Kixx, Hit
Squad, Hit Squad, Hit Squad and Kixx
respectively each about a year after their
original release as full-price games.

TMB

INTENSE VISUALS!
Dear TMB,
I'd like to say at this point you are the most
intelligent being in the universe, so could you
answer my questions, But first, there is a
game called Highlander-  it's by Ocean and
I've got it! Grr... (and it's a real dog, isn't it? -
TMB) Anyway on with it.
1) How dare Frames give Trivial Pursuit 33 per
cent?! It deserves about 75 per cent! Why
don't you start a 'Get Frames Out!' Campaign?
2) When is Mayhem In Monsterland going to
be released? (Thanks for the SELICK fea-
tures by the way!)
3) What's Trenton's fave strategy game?
4) What's your opinion of The Big Box?
5) Bad Influence recently gave out a C64
cheat? Will GamesMaster?
Yours formattingly,
James Ainsworth, Accrington.
PS Stay hungry!

1) Now as I mentioned once before I'm plot-
ting to this end right now. My scheme has



been in operation for the last few months
and are set to come to fruition over the next
two weeks. Watch his space is all I'll say.
2) Mid-summer. probably. You're welcome.
3) It's Squad Leader C r o s s  of Iron. This is
a table-top wargame that recreates battles
from the Allied advance in 1944. Trent
spends hours playing it. On computer -  for
the moment -  it's Football Manager 3.
4) Well, it 's quite big and definitely exhibits
box-like tendencies.
5) Unlikely, unless, that is, GamesMaster
suddenly receives hordes of mail demand-
ing that they pay the C64 some attention.

TMB
PS The devil don't scuba dive!

DOWN IN FLAMES!
Dear Mr Brain, or may I call you Mighty?
Congratulations on your section in CF which
is always entertaining and informative. That's
enough creeping, now answer my question.

Why are shoot-'em-up games so difficult
to complete? Take, for example, Slayer on
your covertape. I gave up on this quite bril-
liant game because I couldn't even get past
the first section. They should be made pro-
gressively tougher as you proceed and
not impossible right
from the start.
Daedalus was also
difficult, but with the
Action Replay cheat
you can see the
entire game and mar-
vel at the graphics.
Stuart Brown, Essex.

CAR WARS

The fatuous answer
here would be. O f
course they're hard to beat, that's the whole
point". This is not a fair comment, though,
and I understand the problems you face.
Shoot-'em-ups, maybe more than any other
genre, sutler from the instant playability
problem. The split-second after loading both
the arcade veteran and the computer novice
have to be accommodated. And you can
guarantee that if one person finds it too
tough. another will find i t  too easy. For a
more detailed exploration of this topic,
though, turn to page 48 for the CF Guide to
the Ultimate Gun Fight.

TMB

Dear Mighty Brat,
Sorry, I mean, Brain. I'm worse than you, if
you know what I mean. (Er... no T M B . )
1) Why haven't you reviewed Lotus Turbo
Challenge 2 yet? It's been under one month
away for ages and other games have passed
it, been reviewed and then gone on sale.
2) CP29. what can I say but hopeless!
3) CF29 -  brilliant!
4) You said you would like either a Triumph
Herald of a Ferrari Dino. Why not splash out
on a Lotus Esprit 300, an Elan or a Jaguar
XJ220. They're a lot better.
Answer these questions as I have a bet for a
fiver with my brother that you will print this.
Edmund Clarke, Benham.

1) Because it's not finished yet. We can't
play the game until the programmers have
written it. So far it 's been imminent for quite
a few months (hence its position on the
Scanner) but never ready for release.
2) Fool!
3) Genius!
4) I actually said that I'd like a Triumph Herald,
Ferrari Dino or the 237 in London. I picked
these vehicles simply because I like them, not
because they're the fastest! The Herald was a
fun -  le. totally overpowered -  British convert-
ible with classic 50s styling. The Dino just has
to be the most beautiful car ever to leave a
production line and the 237? Well, it takes
back to my days when I used to commute to
St Mary's Studios in Twickenham. I remember
once, Bogart had just finished The African
Queen and... (CUT! E d )

Such blackmail is outrageous. But since
you asked! (And do I get my cut of the fiver?)

TMB

HOW TRIVIAL?
Dear IMB,
Eureka. I have it! Living proof that Roger
Frames is not real! Have a look at the Trivial

Pursuit review on
page 49 of CF30.
See the screen-
shot? (In fact, i t
was also used for
the Charts on
page 31 of the
same issue -
economically
minded Prod
Ed.) Look

closely. The name
of the player is Our! As there is only one
piece on the board either Roger Frames is a
screaming transvestite (excuse me!) or he
does not exist! Don't even try to say that it is
a screenshot from the past as you have

Yes, it's another plug for our new small ads
section. As I mentioned last month, from
now on you'll be able buy, sell and barter
thangs via the pages of CF, the biggest-
selling Commodore mag in the Galaxy.

To place an ad all you have to do is fill
out the form below and send it to:
'Uncle Dave's Buy-a-Rama,' Commodore
Format, 30 Monmouth Street, Bath,
Avon BA1 2BW.

And all it costs is E5 (pay- r
ments by cheque made payable
to Commodore Format) per ad,
to make sure that your ad will be
seen by tens of thousands of
people, so it's a bit of a barg'
even by Roger's standards.
There are a few ground rules, for
your protection:
1) Commodore Format will not
support piracy. Any ad which
appears to promote such prac-
tices will not be carried.
2) We will need your address in
case of queries, but will only print
your phone number -  unless you
haven't got one, that is.

NAME

ADDRESS

TELEPHONE

never previously reviewed the game.
Whoopie (and other such odd sounds).
Paul Cardna Formby.

As you may have noticed, CF no longer
uses photographs of games. We use an
image-grabbing system that l inks our C64s
to the Macintoshes that we create the mag
on. This system is expensive. Roger is
clumsy. The potential costs involved are
horrifying. Since he caused a near disaster
some four month's ago Roger is not allowed
to use the 'grabbe(.  Clur -  and she's dan-
gerous enough -  does Roger's grabs for
him now, hence the name slip.

THE END

ORDER FORM

TMB

Bye then! Don't worry. I can clear up, you
Just run along and enjoy the rest of the
issue. Make sure you drop by again next
month. We could have a cuppa, or a chat.
Oh I see -  you can't make it. Why not
drop me a line then?

Anything you've got to say? Any
point you want to make? Any view you to
want to express? Then send a letter to
The Mighty Brain, Commodore Format,
30 Monmouth Street, Bath, Avon BA1
2BW and, who knows, you might con-
tribute the greatest letters section the
magazine world has ever seen! TMB
scans every letter sent in every month,
so he will see your words of wisdom.
Please don't send SAE's as TMB can't
reply personally.

Oh yeah, before I go, I'd
just like to ask you all what
you call those little triangu-
lar bits that you collect in
Trivial Pursuit? Wedges,
pieces of pie, segments,
cheeses? Let me know!

ADVERTISE IN COMMODORE FORMAT!
3) We will do our very best to place your ad
in the next possible issue. Printing dead-
lines, however, may occasionally force the
ad to be carried over to the following
month. Sorry about that.
4) Commodore Format reserves the right
NOT to run an ad if it appears to contra-
vene the spirit of the section,
Ads to appear in the May issue of CF(34)
must reach our offices by 5th May.

Classification: Tick box; J  For safe J  Wanted IJ  Services ' J  User groups J  Other
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SIX OF
THE BEST
Dear Inside Info,
1) In CF28, there was
a letter titled 'ROM
REFIT'. I liked the

\  i d e a  of changing the
Basic commands so I

typed in the POKEs provided and
waited for a while. But when the prompt re-
appeared. I realised that nothing had changed.
Please could you tell me what I should do. I
realise that I need a machine code monitor,
but what are they and where can I get one?
2) How can I display a clock (machine code

•  How can I list just one line of a Basic pro-
gram instead of the whole program?
Mark Lee-Ray, Nottingham.

Just enter LIsT followed by the line num-
ber. So to list line 10 of a program you
would give the command LIST 10.

•  Please help me find a Commodore 64
IEEE interface expansion card.
A Davies. Kidderminster.

Meedmore Distribution Ltd (IT 051 521
2202) will be able to help you out. Their
stock code for the IEEE card is A0141 and,
including VAT, the cost is E84.00. They will
accept telephone orders although they are
mainly a supplier for shops.

•  Which of Datel's two addresses should I
write to if I want to purchase goods? Also, if

COMMODORE FORMAT May 1 9 9 3  -  stay hungry

Right, t ime  to
get  serious.
This is the bit

where Jason
Finch answers
your techy
queries and the

rest of us here a t  CF don't
snigger childishly every t ime
he says RAM or POKE -
really! So i f  you're having
hardware hassle or  a coding

crisis send your techy
questions to Inside Info,

Monmouth Street,  Bath,  Avon B A I  2 B W  (and
me from Piddle On The Marsh -  honest).

or Basic) which has colons between each two
numbers (ie, 12:25:30)? I know how to dis-
play and set the system's clock but all
attempts to get this sort of effect have failed.
3) How can I have a disk directory in a pro-
gram without clearing the present memory?
4) Is there a POKE which disables the SHIFT
and CLR/HOME keys in a Basic program?
5) Is there a C H M  code for RUN/STOP?
6) If not how  can I use it (like, for example,
the way it's used in Super Huey II, where
RUN/STOP starts the engines)?
Andrew Adamson, Belfast.

1) A machine code monitor enables you to
look at what your computer is processing

and what's in its memory. You

I bought a 1541 disk drive from them,
would it be under guarantee and, if so,
how long would it last?
David Costello, Ireland.

Either address is fine, but I always use the
Govan Road, Fenton Industrial Estate,
Stoke-on-Trent (Ir 0782 744707) one. The
drive comes with a one-year guarantee.

•  I am programming sprites in Basic. How
do you make them move fast?
Peter McMillan, East Grinstead.

Unfortunately in Basic you're very limited
En terms of speed. If you want sprites that
'fling about the screen at a fair old rate
you'll need to learn machine language,
which is the language that most games are
programmed in. By the way, what do you
think our Power Pack program, FROSj?

can then make alterations to that code
directly on-screen, either in the form of
machine language instructions or just
numbers. Machine code editors are
Included on most programming cartridges.
such as the Action Replay.

Try the following program which uses
the technique to change the SYNTAX
ERROR message and the READY prompt.
10 FOR X-4C9t.  T O  49151 ; POKE

X, FED< (X) :NEXT X
20 FOR X--,0 'TO 5  : READ Y : POKE

415254-X,Y:NEXT X
30 FOR X . 0  TO 5:READ Y:POKE

418484-X,Y:NUCT X
POKE 1 , 5 4

50 D ATA 083,0E14,085,080,073,196:  REM
ASCII CODES FOR *STUPID'

60 D ATA 0 0 5 ,  067, 070, 051, 050,154 : REM
ASCII CODES FOR "  (WM') B L U E  ) "

2) To find out why the line I'm about to give
you works, take a quick glimpse into the
past, in particular to CF29's Inside Info.
Display the clock with:
PRINi P T ' S  ( Tr : ,  •  DS CTIS, 3,2 ) "
"R IGHT!:
3) This little routine is quite funky, and
should do the trick:

D 1 1 D R Y  J . F I N C H
DEE FMA(X)=ASC(AS+CHR$(0)):DEF
ENT3(X).-A5SONA40)<>X):OPEN 2 , B 4 O , • $ '

30 POKE 1 9 9 , 1 : C F 11 2 , A S : I F  FN8(34)
THEN 30

40 P R I N T AS.::GET#2,AS:1P E N B ( N  THEN 40
50 G E T # 2 , A S , A $ , A 5 : I F  ST<>0 THEN 7 0
60 A7FNA(0):GET42,A$:AA-4-256*FNA(0):

PRINT:PR/MT A;  :GE112,AS:coTO 40
70 C u : YF',F 2 END
4) Afraid not. If you're trying to stop people
clearing the screen during an INPUT or
something, try printing a quotation mark
first. The following crafty trick places the
codes for a quotation mark and then a
delete into the keyboard buffer before doing



the INPUT. This makes everything come out
as control codes. Unfortunately if the per-
son using the programs knows a thing or
two about controls codes it 's easy to get
around this (but I'm not going to tell you
how here). Try;
10 POfE 631,34 :KCE 632,20: koKE
19S,:: INPUT"TRY (1,EARING THE SCREEW:A$
5) Again, the answer's no, I'm afraid.
6) You can make the 64 detect if the
RUN/STOP key has been pressed, though, in
the same way that you can make it distin-
guish between the left and right SHIFT keys
being pressed. Watch the Information Bank
in the coming months! (What is this -  a
cliffhanger serial? -  Ed.) (Yes! -  Jason.)

SPLIT
PERSONALITY
Dear Inside Info,
I have a few questions to
ask the best section in
Commodore Format.
1) Is there a POKE or

short program to make
the C64 think that it's two 32K

machines because I've heard that

there is a POKE that
does this for the Amstrad CPC61 28?

2) Will there be a machine code tutorial in a
future issue of CF? I want to learn how to
program in machine code as I have already
pushed Basic to its limits.
3) Could you tell me how to save bits of
memory to tape from the Action Replay
MkVI's machine code monitor?
4) How do you make a C64 emulate a
Spectrum 48K? Does it have the

E g a l t a L 1 1 1 . 5
same memory aS the 48K and il so what hap-
pens to the other 16K? Can you access it?
5) Can you recommend any books on
machine code?
Chris Alcock, Warrington.
PS: Please (10 times) answer these ques-
tions or I will take my Commodore 64 to bits
and smash all the microchips with a hammer
and burn the rest

1) What a curious idea. Why would you want
to do this? The only thing I could suggest to
make your C64 think it was two separate
machines would be to slam an axe down on
It, somewhere around the middle of the key-
board. Alternatively, use the method
described in your Post Script to make it
think it 's lots of machines, although this is
not a reliable method one I would certainly
not recommend under any circumstances.
2) Well, I reckon it would be a good idea,
though the final decision is up to that great
and glorious editor who men have come to
know as... er... thingy.
3) E n t e r  SFILENA.ME" ,1 ,C0OO.DOOOat the
dot prompt to save

-

SHOW OFF SARACEN
Dear Inside Info.
Gould you please tell me how to display
Saracen Paint pictures in my own programs.
Kimble Young. Australia_

Yes. but first some technical info. Saracen
paint files load from S'7800-$9FE9 in  hex-
adecimal which gives you about 261( for
Basic programs. The picture itself is stored
at $7C00-$9e3E with the screen map and
colour infOrMatIOn at S71300-$7BE7 and
$9C00-$91rE7 respectively. The background
colour is stored at s7eFe.

Take it from me this arrangement is
pretty stupid because it crosses two memory
'banks' and so the picture can't be displayed
without teleporting the whole thing through
memory to somewhere else. In Basic, that
would take forever. Below i have inclUdS
Basic loader tor a machine code routine
will display a picture that has already been
loaded with Vo l t i r f  ileneime" ,  1. Following
that is a Basic program that does the same
thing as the machine code routine for you to
compare speeds. If you haven't got a stop-
watch, l'il tell you that the machine code
version (5ys 49152) takes a sixth of a sec-
ond to do, whereas the Basic version
(lines 160-280) takes a leisurely three
minutes. The Basic version also shows
you how to load a picture from within
a program and how'to revert the
Screen back to normal. Lines 140 and
150 put the appropriate prefix on
the filename.

s a t  SJARACEV
1 01,1.R 4-

•

IF C<A7016 THEN PRINT "DAT?.
ERROR":END
INT 'SYS 49152 DiSPIAIS LOAEED PIC"

10 DATA 169,148,141,000,
221,169,063,141

. DATA 002,221,189,056,
141,024,208,169

208,141,022,208,189,
1)59,141.017

.,169,000,133,168,133,170,169
,133,169,169,224,133,171,160

DATA A0,177,168,145,170,200,208,249
DATA 230,169,230,171,165.169,201,156
DATA 208,239,162,000,189,000,120,157
DATA 000.204,189,000,158,157,000,216
DATA 189,000,121,157,000,205,189,000
DATA 157,157,000,217,189,000,122,157
ox1W000,206,189,000,156,157,000,218
DATA 189,232,122,157,232,206,189,232

'3 DATA 158,157,232,218,232,208,205,173
1 DATA 240,121,41,033,208,095

And now for the pure Belgic VerSiOn:
PEN SARACEN BASIC BY 3  ,FINCH

Ax..2 THEN
• 9 D K E  51,255:POKE 52.123:POKE

-5,255:POEE, 56,123:CLR
- -.:INPUT"NAME OF PICTURE TO ICAEetA$

.EFTStASt"
0 PS=CHR$i202)+CHRS1,215)

+CHRS(215)4CHR$(2031
+CHB:$(32)44

160 LOAD ES.-1,

PECILIUkt4 RESTAPTS 1aoa4 w h o  IS
DONE AND THEN JUNES TO LIVE 180

18OPOKE 56576,148:POKE 56578,63:BEM
SWITCH TO BANK 3

190PCKE 53272,56t POKE 53270,216:BEN
SW-1104 TO NEW SCRELN AND mouricoLaJR

200K1tE 53265,59:FEM Swrriat To BIWA' KirE
2-10 FOR X-,.() TO 7999
220POKE.57344.4.X,PEEK(31714+X):RFN COPY

BITNAP PC $E000 •
230NOCT X
240FOR X.0 TO 999
250POKE 522244-X,PEEK(30720.X):RENccey

Sr-SEEN TO SCCOO
20POFS: 55296tX,PEE10.39936+X):BE4 COPY

cauDoR TO $D800
270NEXT X
280P0KE'53281,PEEB(31728)
290E0E14 wAIT FOR Arrf KEypREss
30opccE 198,0twrisT 1984:PONE 198,0

310 REM RE-STORE ALL POINTERS 10 NORM320POEE 56576,151
33010KE 53272,21:POEE 53270,200
340POrE 53265,27:PRINT LI-IRS(1471

COLOUR CLASH
Dear inside Info.
Sometimes when I'm using Saracen Paint.
the colours I've used change to the current
painting colour without me touching them. Is

1. t h i s  a bug in the program?
SaOat Khan, Accrington.

No, It's to do with the fact that the C64 will
only normally allow you to display four differ-

ent colours in each 8x8 pixel character
square when you're in mul-

ticolour mode.. the
background colour and

three others. So if you try to
add a fourth colour, one of the

other colours will change so
that there are only three differ-

ent colours in that square. There
are 40 of these squares across the

screen and 25 down. With a bit of
care and patience you can ensure

that colours don't clash.
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the memory from $o000 t o  0000  (you have
to use hexadecimal) to tape.
4) You write a clever piece of machine code
to do it. There was a Speccy emulator
around quite a few years ago but it never
really took off. It's a matter of changing the
Basic interpreter, the character set, and a
number of other things, so that the com-
puter is fooled into thinking that it is an
inferior machine. As to the other 16K; the
code that controls the emulation occupies a
dirty great chunk of it.
5) A number of books about machine code
have been published over the years, though
unfortunately most of them are currently

out of print. One that I own

l i t t r i ‘ A . 1 ; 1 1 a i . --_-_,-- Commodore
which isn't too bad is

J\J_3141,
I

:11 9  ! )A -1
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64 Assembly Language by Bruce Smith (ISBN
0 906812 96 8). However, you'l l  probably end
up having to buy one second-hand.
Otherwise, your local library may have a
book or two on the subject. Or how about
putting a 'Wanted' advert in Uncle Dave's
Buy-A-Rama, CFs  brand new and rather
spiffy classified ads service? Check out
page 43 for details.

THE LEAGUE
DRAW
Dear Inside Info,
1) When writing a
program, how do you
make the computer
randomly pick a

name from a whole list
of names? I have tried things like
AS (1 ) " I ,  v e r p o o l  • and so on, but I don't

know how to order the computer to
choose one. What do I have to do?

2) Also, could you tell me how I could
get the C64's internal

•

...INFORMATION BANK...

...INFORMATION BANK...
t,(10;.:\ ...INFORMATION BANK...

...INFORMATION BANK...
" "  S a y i n g  one thing but meaning

another - it can be dead confusing, or
even downright rude, but our . . I . . i s  an expert g e tat -
ling a 64 to do it (for security reascms, of course).
REM ARKABLE
Have you ever wondered how you can
make strange things happen when some-
one tries to list your programs -  such as
having the screen blank out or having
everything go into lower case? You could
make all your program comments go white
and have everything else in the normal
lightI t  does require a bit of concen-
tration but once you get the hang of the
method it's quite simple. The command
YOU need to master is REM.

Next month I'll show you some of the
really impressive things REM can do (eh,
leaving us on tenterhooks again -  Ed). But
as a teaser, here's how you can make the
whole, or part, of a line disappear, or make
a line say something completely different
to Its actual function:

1) Type 10 P0KE53280, 0:.REM exactly as
shown without any additional spaces -  do
not press the RETURN key yet.
2) Type in two quotation marks (hold down
SHIFT and tap the number 2 key).
3) Now press the key marked INST/DEL to
delete the last quotation mark you made.
4) Hold the SHIFT key down and tap
INSTIDEL 16 times. Not a lot should
appear to happen, but it's vital you do IL
Just trust me, I know what I'm doing, okay!
5) Now release the SHIFT key and tap
NST/DEL another 16 times. This time you

should see 16 reversed T's appearing.

6) Type the word PRINT and hit the
RETURN key to enter the line.
7) LIST the program.

If you have done everything right, you
should see 10 PRINT. However, run the
program. The border colour should
change to black, despite the only line
being 10 PRINT. Eerie, Isn't it?

Before I describe the more complicated
things that you can do with REM, which
will be next month, you need to under-
stand why that works, so have a scan of
what happens at each stage:
1) Here you're entering the line you need
for the function you want carried Out, then
adding a REM statement at the end.
2) This line allows you to enter a quotation
mark and still be able to delete.
3) What this does is leave one quotation
mark which makes the computer goes into
what is called 'quote mode' when the
proggy is listed.

4) This inserts 16 spaces into the listing.
5) Next you fill the 16 spaces with 16 control
codes for deleting. Up to this point, when
you list the program it will list everything as
required, but the delete codes will then
delete it all again, back to the line number.
6) This gives the computer something to
display on screen -  it's Just part of the
REM statement and won't be carried out.
7) And now you discover whether you can
follow a few simple instructions or not.
(Cheeky wolsit! -  Ed.)

•

clock to start at zero and then get it to stop
at a specific t ime of my choice?
Andrew James, Wakefield.

1) To generate a random number between 1
and some maximum (mkx), give the com-
mand: t r. ikr r  (aND( 1 ) *mAx) +1. Then to pick
an entry at random you would just use
PRINT A $ ( N )  o r  s im i la r.
2) Reset the clock to zero with
TI$,-000000" -  it will start automatically
from there. You can't actually stop the inter-
nal c lock but you can make your program
do something after a certain amount of time
has elapsed. For example, if you run the fol-
lowing program it does nothing for an hour
and thirty minutes and then the word 'END'
pops up on screen. (it 's a bit like watching
that Twin Peaks film, then -  Ed).
lo  7 1 - $ = 0 0 0 0 0 0 " ;  REM RESKI• ak)1,f•
20 I F  T IS< '013000 "  M E N  20
30 P R I N r " F K r "

GARFIELD
RULES!
Dear Inside Info,
1) Is there a way of
duplicating disks
without having to use
Iwo disk drives?

2) I want to be able to get a
list of the programs on a disk by typing in
uan,D '  , a n d  then be able to select
and run one of those programs simply by
highlighting it. How do I do this?
Anthony McElroy, Cumbemauld
PS: This is the first letter that I've written to
you so please, please, please print it.

Okay, I'll print your letter, but only because I
love with the Garfield paper it came on.
1) The majority of disk back-up utilities have
an option for single-drive copying. It means
that you have to swap disks an awful lot;
one full side of a disk needs a minimum of
three separate readings usually.
2) There certainly is. Try the following pro-
gram, which you can adapt to work with my
highlight bar program in CF25. The DATA
should contain the list of file names, which
should correspond to the games on the
disk. Save it as the first program on the disk
to load it the way you want.
1)L;1-th,1•1 k:At4E M K . )  MEI); BY J  FINCH
110 PRINT CI IPS 11 4 ) ;  'WHICH GAME DO YOU

t•bwr 1 0  P L AYA  1
120READ N:FOR X=1 TO  N:READ AS(X)
130PRINT C1RS(17 ) ;CHWX4-64 ) ; " .  " ; A S ( X )
140 NEXT X
150 (..,Er MS: IF  HS--e THF3,1 150
160 K=ASC (KS ) -64 i f t r  K<1 OR K A I  THEN 150
170 PRINT cHRS( 1 0 )  ;C914S (17) ;CTRS (17) ;
180 PRIMP ' L O A *  jtHRS 04/  ;AS ;

cHRS (34)
190PRINT CHR4117);CHR$(17);CHRS(17):b

CHRS (17) ;
200 PRINr •  aule ;CHRS (19) ;
210 PoKE 631 ,13  ; POKE 6 3 2 , 1 3  : POKE

198,2 :NEU
220 DATA 5 :  P I M  NUMBER OF GAMES
230 DATA •AS•rFAOIDS*, • SKI RUN' ,
240 DATA 'WRIGGLY ICRM" , "ROCKET MAN'
Be here next month for more
trounced techie troubs•



C64 SELLERS
64 FULL PRICE C a s s  Disk
Addams fent, 7 9 9  10 9C
Akm 3 • .  ' . . E . 1 1 7  99 N / A
Ccol Croc Tom-. •  799 N / A
Cool %Wo(ld • 7  99..10.99
Crealtres 2... 8  99 TO 99
Crystal Ktv9dom Dizzy 7  99 •. NIA
Nick Atteck.............NEW 799 10 99
Emir •..• ... . . . . .  . . . .  899 10 99
first Samurai 8 . 9 9  .1999
Tootioal Manager 3 1 . 9 9  AO 99
Hook  7 . 9 ?  W A
irderia Jones
AbarMS (Anon) R A I ?  _WA
Lerrial Weapon • 7  99.. 10.99
Match Of The Day ••.  .•7•99 • ••.N/A
Lad Ealdo's CharraIwIrrehip
Golf 1 0 9 9  M A
Poptie 1 3  • • E l  9? N / A
Postivel Pal 1 & 2 1 0 • 9 9

Sleep-Aker • N E W  9 99...1599
Space Crusade •  7  99_100
Street Fighter 2 8  99. 19 99
Trolls • N E W  7 99 ....WA
Ugh  7  99 •.• NiA
viLVT 9 auctoeart

8 9 9 .1199

C1/4 64 CAIMIIDGE
Pade Command
&east ...............1499
Chase 14 Q 2 . . . . . . . . . . . . . . . .14.99
\aiv Seals 1 4 . 9 9
;i:400coo 3 • 1 4 . 9 9
lokt .. . . . . . . . . . .1499

BUDGET
c• Player Soccer Squad • . . •  .3.99

4 Mose :kort (Soccer Boss eat). •2
Amara/a-Jae (Avraktia519ele) 3.99

American 3D Pool . . . . . . . . . . 3 . 9 9

,Arnie .• •  3  99
NEW 3.99

.399
3.99
399

Eiil9ysSpotingDts . . . . . . . 3.99
C I n  The it

3 99
• 3  99

Barsers Arid Mash
Battlechess (Disk)
[lift

:hucke Ess 1 or 2

cottssus Chess 4 (D151) .............4.99

otray Cneket . . 3  99
reatures • 3 , 9 9
ncket Caplan • . .  3.99

Daily DoLiale Hose Racing 9 9
DaPy DOLIoke Horse Raors (Disk),4 99
Gala
Drier-tams 130w Boeing ..........3.99
Dizzy Pence 01 The Yolk Folk • •• 3.99
Coe Crocks Excellert Adv. 3  99
Double Dare •  3.99
Emlyn Hushes Internatcnal

1 6 Combat Pilot (Disk). •  7  99
reermo Sam , ...........3 9 9
Fist Fighter . •  NEW 3 99

QueSt 3  99
G6z26'S Sigoer Socce. 3  09
CAIdators N E W  399
Golden Aye 9 9

OFTWARE CITY
S P . O .  Box 888, Wolverhampton WV1 ITP Tel: 0902 25304 Fax: 0902 712751

Call us on: 24 Hour Credit Card Hotline 0902 25304 visA et  E  I l l r i

•:-yareme Souness Soccer
manager , . . / 9

&ahem Goo Ch Cacket,.. . 2 9 9
Ginship 3 . 9 9
Hero Quest 4 . 9 9
Hideous •  3  99
Hudson Hank , 3 . 9 9
Ice Hockey. 9  99

icries Wet Crusade • _ 1 9 9
internattorial Karate + .......3 9 9
International Table Terris NEW 397
interremonal Truck Racins„NEW 3 99
Italia 1990 . 3 . 9 9

lanntis Soccer Manager •• •. .3 .99
Jarerry'S Superleague Soccer. •• 3 99
Last Pariolikerigkok Knights ........4.99
Last Nnia o r  3 3 9 9

3.99

Man Liet• 3 . 9 9
Me,teprose Soccer •  . . . . . 3 . 9 9
Mini Office . 9 9 9
Myth . 3 . 9 9
Nary Moves ...3 . 9 9
New Zealand Story 3 . 9 9
Pegasus Bridge (War Game)  3 . 9 9
Pictiorary 399
Pipernana
Mightier

Poprie 1 or 2
PoPere 3 3  99
90317133n 001 1 or 2. 9 . 9 9
Postman Pat 3 3  99
Power OM .......................3 9 9

Odetiro Achenture (Dizzy ele) • 3 99
Quetto Cartoon (Lithe PtiI etc ) •399
QOM Con CItos Ilea Food etd) •-3•99

Rairadow Islaros
RAI 2  Baseball .  _ 3 . 9 9
Reckless Rufus
lack Den9erous 1 or 9 •..._ 3  99
ROten Hood - Legend el Quest 399
ladoccod • N E V i r  3 99
RobocOP .............................3 9 9
Sarn Toe ................................299
Sgt Seymour - 110bOt Cop._ ..• ••399
2•1adow Danoer •. . . N E W  3.99
Shadow Wantors. . .
Shinobi . . . . . . . .  .........
Shoe People. .... ........ ........ ........• 599
Shoot ten Up Consisuction Kit 499

Silent Serace .• •• • •  •  3 . 9 9
SIKIs 3 • 9 9
Srreish rv ........................3.99
Sooty and Sweep. 2 . 9 9
Spice Gun N E W  3 99

399
49.

Spellbound Dizzy
Spitfire 404-larier Attack

.2.99

Steve Davis Snocaer
StreetagMe-
Sender 2
Shoe Ca . Re,e:
Stuntman Stigma.. •
Surmler Carnp
Soot., Can.
&Per move° GP
Suva Of Road Racer
Surer Seyrroa •
Supet Space Irmaders
Switchblade
SWIV
Tag Wan-tins
Tearaway Thorne,
Tentinator 2. •
Test Dnve 2..
Thomas The Tara Engin.'

2 g-
39,
3 g,
3 99
3 99
399
399
399
3 99
.3 99

3.99

Trapdoor 1 S. 2
Treasure island DIM
Irkaal Ptraet
'Turco 'know
krrican 1 or 2
Ularnate Golf
Wild West Seymokr 3  99
World Champ Boeing Manager 390
Viceld Ossmoionship Squash 3 9 7
tatzeld Ooss Leaderboard.
Leaderboad end Toirnarnent .499
World Crichet 399
World CLp GlOrY 399
Wortd Rugby ........................3.99

..3.99
_319
3.99
399
.993
 .297
.3.CC
399
.3.99
2.99

BACK CATALOGUE
Arierord 1 or . . . . .  ......... - 2 9 9
Goatee SdeCil
Daimen 3  90
W i m p  ResistanceNsttioreed .3.99
Outrun ELecpaG-Lcc •  •.•.•..4•99

Renegade
Target Renegade ................2.99
Trararcerrers •  . . . . . . .  ..... 9 9
Tulles 2 (The Com-019).........4 9?
Wnter Camo 4  CC
Winter Supersccrts 92 ,  399
Aroelci (Iasi Rugby . . . . . . . . . 4.99

EDUCATIONAL
Better 1  2-163 __WA. 14.99
Better Spelling (9-14)......NIA • .14.99
Biology (12-16). ...... ...N/A _14 99
Chemistry 09-163.. ..... ...N/A .1499
Flas School 2
( )  6 or 6-8 or 81-)... 3  99 •.• ..WA

(.J.5 5 - /  or 7+).... 9 9 9 .  1999
Geography (19-17)_ • • N/A. 1499
Geosaphy Quiz (10-0...N/A 14.99
Ptrysics (12-16)...........N/A..14 99
Pare •ri• Create N E W  8.09.•..
Plaexpas N E W  800 _WA
SceIWN , •  •  iLW 8 99 N A

F T W 4 A R E  C1111/
711t FLLiOSMNC TELEPHONE (AMES flAIL NO DRAWS ONO NO

TIE BREAKERS • IHENICIAST SCOSIt VsTIS...E91110 WEEK,1A Soper Nintendo + NintendoScope + Streetlighter II,Et efey7/7 a1A Sega Megadnve + S o n i c e *+ The Menace! (1,77 13
The Top 5 Games
Sega or Nintendo 0011077 I f 1

CABLECOM pRoosKTIONS 35 N e i  Mews I  Gorton W1X 7RO
Calls cost 3eVe1in thelp rate. 411h.'inei at al other 0r9eS.

E you are not nmpon AA* ICe the bsk check lint with the parson who s_> /lull Islet avatiabk kmth SAE huh) the o h . ,  address.

COMPILATIONS
SPORTS 5

if.Ar. 3-0 Pcet, ) r lkWi%or's Dot, Int be Accirct
csetastic SeecerS  ietemseonsi 5-A-5cle Cam 1.99

TIRE DREAM TEAM
The Sanpszcs, 'ata r Terneetcs V Cass 10.99

SUPER FIGHTER
falai FIgPs. 'awr. & hff5hter Casa 1999

SUPER SPORTS CHALLENGE
S k i  5 1 4 . . R I W E  4 1 , 1  f - t  S s e r . s . , s ,  &

Drasscs-, &Wisner Cass 999

SUPER ALL STARS
io The U 5A r c t s r  Dsn.roS Th430700;099

Cassel,

KIDS PACK
Pos7reeriS .  keit, L P • 3 P e y e  2. Co.rI Ducrule 9.

WernIsleS 5,43trled Cass 9.94

KIDS PACK
Etionsr Sam. Huelev P o v r e r ,  Pe 2 €9,9em

Petseys A Corr L3a,aa, I CatS 9.99

LOOPZ COLLECTION
L00137, Errm EILArt - 4 1 z  A Heiter Skaze, C m  399

MEGA SPORTS
asrev. Gam 1 & 9. 'WNW Games Games 5.rrn-er &

Wrtel ELIN, Cates 530

QUATTRO MEGASTARS
c i t  uenmrt A-mcs BrAts-r.. Sty r-1,11S.c,serron S eJek r f

Cat 366

D a l i n  EECITUDET ADVD(TURES
043130000i The &wick teeik 56ds, RAW (17ri

Sperscound &Dozy Piave 0, The t1b Fos Cass 7.99

socaa 6
Tres (hans3o-s, Etropeal champions wand SaeLet
La49t9. Esc. Soss 9a.ri3j Ciler-nhor, & Trnor

Cass 3.09

4 mOST BIG HITS
Sicaltate Yito, emu flirt% L itrarna C m  399

4 MOST SUPER SPORTS
Krnruch. Isscris J 5 9 . 9 i  C n . 7 k e t  01 &

r Cass 3.99

4 MOST WORLD SPORTS
End Iron 9, twewt. uti, foam swiv.tow

cms 160

MOST BALLS, BOOTS AND BRAINS
$0c-o, Chs11013e.. The Doutte. t5,74. A . b n a i , $ )

luleS FOOttel C m  Orly 3.99

Name

Address

Postcode
Previous customer YiN
Name of game

CREDIT CARD NO.

L MOST TOPPERS
L>nkl,C0119.410n Cam 3.99

MOST THRILLERS
r u y  s o l e  C a , .  3.99

CLASSIC ARCADIA
taLrcht, & ANMIN C m  2 99

CLASSIC ARCADIA 1/2
F'tst$ Missik

Cass 4.99

CLASSK ARCADIA 3
 l c o l i t i tmea O M  MK r0I3Sh & tee' 1  9-14419

THE HITS 2
Creakees Skrynef (amp, Srem i ieesetier & Pe'are0scr

Cass 1199  Disk 13.99

HINIA COILECTICS4
51,x7pw %%me Double Olson A Dragon Pik*. Cass 4.99

CARTOON COLLECTION
Orr,. Slishav rites..,. Lithe h ! , . .rnota r3Del

5pike  In Tra rGeNt r ld  -  E l e p t - A r f  C m  7 . 9 9

All/SEA SUPREMACY
Service. (Ana, Co•rmaid., , p .  947 noncierten &

F15 Strike Eergle okra 1 1.99 Oak i4.0t

JULIAN RIGNALL'S ALL TIME TOP TEN
,an iherdian 2. Della. Zu0S. LC.% M.1,5i.t . ,  4.ir•
Persceest,es Mega Aroraypse. Der Coe. EsSer

& 6 2 - 1 . 11 0 ,  2  C a s s  5 . 5 9

L B W  COLLECTION
Swer Wis. GI  1,4cashats, 5upersea 1/4,c ce,

& itst, '999 Cass 7.99

CHART ATTACK
L o t .  EspoL S o p e r c e r s  L ° L i d  9119.1.10,11, & N J  GP.V.A.5 &

retry-smack. Cam 5-50

SUPREME CHALIEIDIE
Elea teens 51er3i .3e/ 5,-r!rsel &Ace 2 C M  SAC

DIZZY COLLECTION
rd,lEcod. Fantasy *bra T T r a l t d ,  ,43s3

& MssackreiD,ZZY C M  7.99

CIA4 64 DATACOMOS6
299" 7 0 5 1 A 0 A  9•71711141X

ZYDEC C11464 POWER SUPPLY:
24.99 0S7sIA4. .4 WINN J7

ORDER FORM AND INFORMATION
All ordurs sent FIRST CLASS sublect to avaliablirry Just Fill in dm

coupon and Send il to:- Software City P.O Box 888. Wolverhampton WV i 1TP.
- O R D E R FORM(BlockCapitals)

T e l N o
Reference No

Computer

Postage

EXPIRY DATE

Value

TOTAL

POSTAGE RATES • Please add 75p for post and packaging on all orders under Cl 0.00.
EEC courdnes add El per item Non EEC Countries add C4 DO per dem

Paying By Cheque Cheques payable to Software City c F 3 2

EuROPEAN
SIGNATURE D A T E  O R D E R SACCEPTED

Reg °Thee' S c r 1 . 3 r h  Lid '0,d Floe, ° t e e n  Hampton Walk. Clown Spa re  WoWernampter, WV 1 ITO- J



a  SPEW'
Blasters are often regarded as
the ultimate computer games,
so why are the majority of
them so awful? Trenton Webb,
a man not averse to the odd
bit of ultra-violence, was sent
to findo u t  exactly what makes
a killer shoot-'em-up.

K i l l i n g  things for fun and profit!

It's what shoot-'em-ups are all
about. They've been around
ever since home computers
kicked off, so you would have

thought that by now the softies had got the for-
mula right Unfortunately, this isn't the case -
while there have been some landmark shoot-
'em-ups, there have been some real dogs too.
and we still see as many
average blasters now as we
did back in the early 80s.

Why? Well we didn't
know, so we looked back at
some blasts from the past t
see what made the great
games... er... great

SHIP SHAPE
You see that cigar-shaped
silver thing? That's you that
is! Shoot-'em-ups need
cool ships. It's absolutely
essential, If you're sup-
posed to be the last hope
for mankind then you want to look good
Heroes need heroic craft, it's in the contract.

As the one constant sprite in the game,
the player's ship (or boat, or car, or chopper

or person, or what-
ever) needs

smells... f t
smolis
victory!

WHAT DID YOU DO IN
THE GREAT WAR...?
So what came first the A-Type or
the 10? When was Delta
released? Why is there a big list
of shoot-fern-ups at the bottom
of this feature? In answer to all
these questions (and more) look
no further than our exhaustive
list of (almost) every shoot-'em-
up ever on the CSC And we've also given
every single one a Power Rating; Five Stars
games are the ones you should have no
excuse for not owning while there are no
excuses at all for owning One Star.

a clear, crisp out-
line so that you can
easily see where you
are when the bullets start
to fly -  you don't want to
waste valuable seconds try-
ing to locate yourself on-screen. The collision
detection needs to be perfect -  or even slightly
biased in your favour -  if you're to survive
those tight twists and turns so loved by level

designers. But first and
foremost your
craft has to look
good_ If your ship
shape sucks

• t h e n  your shoot-
'em-up is shot,

ENEMY
MINE
Second only in
importance to your
transport are the
folk you're going to
be blowing away -
the 'ems' you're

shooting up O v e r  the years virtually every
flavour, shape, size and colour of monster
has appeared, gamely flitting along just beg-
ging to be blasted. There are a few golden
rules when it comes to these nestles:

Each different breed of monster must
be easily identifiable.
2  Monsters' actions must be predictable.
though perhaps not immediately.
3  The monsters need to be dangerous

These may seem like pretty obvious points,
but so many shoot-'em-ups just don't live up
to even these basic principles. As someone
who's risking their silicon neck, you have the

Nemtyps I I:SS) A u g u s t  1984
nevenge of the Mutant Camels (Llamesolt)

October 1984
Sheep in Space (Ilarnasoft) D e c e m b e r  1984

Skyttne Attack (Century)
30  Scramble (live Wire)
AirWolf (Elite)
D r o w n .  (US GO(C11
Shoot-'Em-Up tAlitgata)
Z(Ftino)

December 1984
April 1985
May 1985
July 19155
October 1985
December 1985

COMMODORE FORMAT May 1 9 9 3  -  number one with a bullet

right to
be able
to iden-

tify any
possible

threats quickly
and accurately so that you can react (in other
words, start blasting) as soon as they appear.

There should also be a good mix of bad-
dies, each with their own particular form of
attack. R-Type gets the balance just right,
you've got things that float and shoot, walkers,
gun turrets, attack waves and stuff that sneaks
up from behind. On the other hand the nestles
in A-Type are all supposed to belong to the
same race, the Bydo, and so they exhibit com-
mon traits. It's much more exciting facing an
enemy that feels like a race which deserves
extinction rather than a motleyhotch potch of
aliens. Brilliant design and a bitch to beat.

ON THE LEVEL
Levels are now such an accepted
the logic behind them is
often overlooked. In
simple terms they
provide variety.
The way they
look sets the
tone for each
stage in a
game
and the
way

Uricaum INetwson)
Moon Shuttle (American)
Green Beret (imagine)
Trap (Albgata)
werhawe (Firebird)
Parallax (Ocean)
Wks Alpha ilJamasoftt
Sameon (Thalamus)
1942 (Elite)
1943 (American Action)
Legfillorce (FIL)
Nemesis (kerliSMI)
Aver  fited (Firebird)
Slap Fight (Imagine)
Zynaps (Hewson)
Revenge of the Mutant Camels

March 1986
Jury 1986
August 1986
September 1986
September 1988
October 1986
October 1986
November 1986
January 1967
February 1987
February 1987
May 1987
June 1987
August 1987
September 1987
11 IMAD
October 1987
October 1987
February 1988

concept that

There's nothing more irritating than get-
ting wasted repeatedly on the same part
of the same level. This is where a well-
judged difficulty curve is vital. On a
'playable' game both the arcade ace and
the bumbling beginner should be able to k
get well into it at the first few attempts_
Then, as they learn more about the game-
play they should start to progress
through the levels. Obviously, the begin-
rier will take longer and not get as far as
the expert but both should still be able tobattle their way ahead -  •

• • " '  '1••••••••• t .



What
kind of
•  daft
name for a
shoolt.'em-
up is Saint
Dragon? Who
in their  right
mind would
have a
man-
eating
beast
for a
saint?

they're drawn dic-
tates the way it will play.

Will it be a tight flight or an
open gunfight/ It's fundamentally important
that each level otters something new.

Also, the physical design of a level can
form part of the gameplay. In
Subterreana the edges of
the tunnels are fatal, forcing
pilots to fly through ever-
tighter gaps SW/I/doesn't
offer deadly edges. but
ground-level blockages can
snag the jeep.

SHEEP IN

LETHAL
WEAPONS
What s the prime requisite of
a shoot-'em-up? That you
shoot of course. And to
shoot you need a gun.
Which brings us neatly
around to the touchy subject of arms dealing.
Computer gaming tradition states that
although you're flying the 'experimental proto-
type' fitted with the 'latest weaponry' you
always start off with a pea-shooter. This quite
simply will not do!

What we really want to see is an impres-
sive hail of white-hot laser death that cuts a
swathe through hordes of attacking Zogs

heieem__A

If you read the plot of a shoot.
'em-up and it seems to make
sense -  then don't buy it!

from the planet Spidron. So the better you
play. the better-looking and more powerful

your shooters should become.

WE'VE GOT
ME POWER
Power-ups, or weapon upgrades. are
essential I n  some games they you
have to pick 'em up to survive
(Katakis. R-Type) while in others they
simply make life easier and provide
the graphic pay-off that helps to keep
you blasting away (Silkworm, Delta)

The down-side of the 'must-have"
school is that you have to play a perfect game

to win, while the bonus weapons system can
make the firetight a bit-one sided. To balance
these factors power-ups need to be well-dis-
tributed and placed for a purpose. either as a
reward for topping some major beast* or to top
you up just before you meet one.

WHO'S ME BOSS?
The big boys are vital to a good blast Their
sole purpose in life is to slow your progress
pose major probs and kill you. That's it.
There's no messing, they just want you out
the way. The harder they come the harder

they fall, as Jimmy Cliff used to

S P A C E  s a y ,  and you know, he wasright! The ground rules for these
babies are that

They're reasonably killable -
once you know how!
2  They flash when you hit them
somewhere reasonably painful
3  That they have to killed one
bit at a time.
4  When they do
croak they
blow up in a
big way!

Smash TV
took all this
into account

and scored rather well in
reviews as a result.

SOUND AS
A POUND
All too often shoot:ern-ups
ignore the sonics side of the
game. A few plinks and a

Now That's
What I Cali
Gameplay Vol 151

a sys em o o n u s e s .
That was it. In biblical fashion

Invaders begat Galaxians begat Defender
begat Nemesis begat well, begat what we
know today as the shoot-'em-up.
,prkcr I i  / i i  P T  I  &  2;  The first

silicon killer. Part One introduced the
world to the concept of electric genocide.
Part Two bought us the first hidden
bonus. All very static, all very slow, but
the machine's still worth a blast -  if you
can find an original!
GALAXIANS: (aka virtually anything
beginning with 'Gall: This was Space
Invaders' with action, with lights, with
colour and with strange little blokes who
fell off of the end of the line and swooped
down to attack you.
PHOENIXiThis  baby shocked the world
-  and a fair smattering of arcade heads -
when it featured the first ever end-of-level
guardian. It could also claim the first
Power Up with its shield. But as shields
aren't very hard well ignore it
XE1(101.1: : "For the first time -  without
the aid of a safety net -  we will have inde-
pendently-scrolling levels. Notice the way
the world slides beneath the ship, gasp at
the smooth animation..." Get the picture?
DEFENDEF Made  by the best of the

best, Eugene Jarvis. This was a real
Killer development. Smart action.

smart bombs, the rescue scenario
and the speed of the thing! Not

that he felt the need to stop
there; he also wrote Robotron

%.-,3111111.111111and Stargate!
N-7.51,111WILE : A horizontal

This set the tone for the left-to-
t tradition still followed by
-'em-ups today. It also introduced

the concept of deadly scenery.
: Played Smash Mr?

Then you've played this! Well, almost.
Another Jarvis production, it used a stun-
ning mix of two-joystick control and the
overhead view. Fast, simple and vicious.
NEMESIS: This is THE game. the ONE
that started it all. It established the
blueprint for ALL shoot-outs that came
afterwards. It had progressively difficult
levels, a backdrop that scrolled, a differ-
ent graphic theme for each level and
!collectable power-up weapons. It was the
'dog's, well, erm. bits.
R•TYPE: Although this has a heavy
Nemesis flavour, it did introduce some
new ideas. Firstly there was the rather
neat pod, an out-rider that you could con-
trol, and then there was the entire level as
one baddie kind of thang. All very scary.

RUNNING MAN FORMAT May 1 9 9 3

Py)nct aria?* (Firebird)
/ken W1171013 (Ede}

Orcild Dreams 1 Bug Byte)
K) (Firebird)
Sale Arms IGO!)
214110i (Zeppelin)
Bedlam i Gal)
Cybernord tHewson)
Sobterranea (Rack-11)
Ponergeist itCodeMasteral
Setantanler (Imagine)
Kataros (Rainbow Arts)
Scorprus(Seveiterti)
Annaryte tThaltimUS)
Cyttemord 2 0-tevreent
Slayer (Rack-It)
Menace (PSyclaPse)
Ri•Type (Electric Dreams)
DNA warrior (Arvortics)
Forgotten Worlds (US Gold)

* * *February 1988
February 1988
March 1988
March 1988
March 1988
March !sea
May1988
May 1988
June 1988
August 1988
September 1988
October 1988
October 1988
NOvembet 1988
Nowernber 1988
December 1988 * * * * *
m a t c h  1 9 8 9  * *

March 1989 * * *
A n  1989 * * * *
M a y  1 9 8 9

* * *

Las! Duel (US Gold(
Silkworm

may 1989
May 1989

•
Action Fighter (left) and JO (right), two very
different games -  10's good, for ono thing!

HA TE ( Gremlin
Gomm Wing (Mas(erecrect
Mr HOO Firebird)
Action ir setter (Firetterbi)

August 1989
September 1969
October 1989
December 1989

t t t h I I 1 i ,  r •

LANDM •

In the beginning there was Pong. and
people looked and saw that it was good -
but it wasn't what you'd describe as
thrilling. The people wanted more action,
and so for their sins they got Space
Invaders. They didn't exactly get much
more action but they did get things to
shoot, weird little noises and (eventually)



a  SPECIAL
static SsssshhhKKK are all you get (sounds
like Atka Seltzer -  Dave). Yet properly used
an audible warning or a decent explosive roar
offers far better return for a minimal level of
work on the coder's behalf. Even music can
help if it varies and changes with the game.
play, or even just goes spookily silent when
you hit the end-of-level meanie.

IT TAKES TWO
What could be more fun than laying waste to
an alien world single-handed? Doing it in
stereo! Simultaneous two-player stuff is the
biz when it comes to slaughter-tests. Not only
can you aid and support your pal by setting
up vicious crossfire (eg, Silkworm, Forgotten
Worlds) but also nick any bonuses that they
liberate (he does as well -  Clan.

WAVE VARIETY AND
THE RANDOM FACTOR
No, they're not one of Dave's fave modern
beat combo's but a vital part of a game's testa-
bility. Did you ever play Galaxians? Boring,
wasn't it? All the little devils ever did was peel
off from the end of each wave and bomb you
at the bottom of the screen. Great for 10 min-
utes but once you learned which way the next
faller was coming from it
offered no new sur-
prises. This is the trap
that many shoot-outs
fell foul of in the early
days. The same-style
wave of same-style
aliens would slip in time
and time again so you
knew where to hide and
how kill them. The road
to success, it seems,
was a decent memory.
If you knew the route
then you could almost
make it through without
firing a shot. R-Type
and Dragon Breed
were guilty of this.

It doesn't have to
be this way, Smash TV
proved that, Based on a Williams' arcade
(that, in turn, was based on the Williams'
arcade Robotron 2084) the enemies exhibit
classic gameplay overtones. Here, rather
than having a wave pattern, all the enemies

• (Domed()
.halamus)

Hewson)
if

t
:14-.1r711

January 1990
January 1990
March 1990
April 1990

X-Out meets Slayer. Each h a s ,  different
emphasis but the SMITIO blasting fun!
X-Out (Rainbow Arts)
Scramble Sprits (Grandslam)
Blood Money (Psygmosis)
KGB SuperSpy (CEKleMasters) July 1990
sorwe seem (Amhilis(on)

With a game l ike Rabotran 2084 for
inspiration, Smash TV  just couldn't fail!

August 1990

* *

May 1990 * * *
June 1990 * * i f
July 1990
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have a logic or
hunting pattern and
your actions can
attract them or cause
a change in their
behaviour. If you spy
an original Defender
machine, have a
blast, every game is
different because
every time you play
you'll do something
different -  no matter
how small -  which
affects the behaviour
of the enemies,

This variety, the
surprise factor, helps
keep the gameplay
fresh, If every game is
different, then it pulls
you back for another game and then blows
you away in a totally unexpected fashion.

WHAT'S THE PLOT?

THE SEVEN DEADLY
SHOCM/EM-UP SF
Things that shoot-'em-ups definitely
SHOULDN'T have._

• 1 A n  insanely tough first level.
2  BOSSeS that don't flash when you

shoot them where it hurts.
3  T h e  same graphics and threat on

every level -  yawn.
4  Inf in i te  continues.
5  A  convincing plot.
6  EneMieS that appear from nowhere.
7 E n e m i e s  that look the same but do

different things.
Dead ends-

9  Unreachable po
1 0  Ten things in a II

We've all played shoot-'em-ups which offer
ship-loads of bangs and bullets but somehow
remain breathtakingly boring. These can be
perfectly well programmed -  sol id software

that's only missing a
little personality.

Shoot-outs need
crazy plots, schemes so
silly that you know you're
in for a rip-snorting, no-
holds barred blast, that's
more interested in the
fire-power than narrative
accuracy -  Mutant
Camels anyone? If you
ever read the side of a
shoot-out box and the
story makes sense, put
it back and buy some-
thing silly; it'll probably
be more fun!

Back when the music
singles chart actually
mattered, the recording
industry buffs would

describe the catchy bit of a tune as 'the
hook', In the games world this is called the
Unique Selling Point (USP), the bit that
makes it different. Shoot-outs desperately
need a USP! There have been so many

Reoolution (CF Power Pact1)
Midnight Resistance (Ocean)
Wogs Of Fuey (Domed()
Delta (Thalamus)

ie RoboAed (Acitvision)
agon Breed (Actrwsion)
re (Ocean)
Souadron (US Gold)

ST Dragon (Storm)
(Stcwrn)

Hell Hole (CHL)
Extreme (Dtgotal IniegratiOn)
MERCS (US Gold)
Rubicon (2Ist Century)
Smash TV (Ocean)

October 1990
November 1990
November 1990
December 1990
December 1990
February 1991
February 1991
February 1991
March 1991
March 1991
May 1991
July 1991
August 1991
October 1991
December 1991

$oper Space invaders (Domed() January 1992
CatatypselGenias) A p n i  1992
010 Tankbuster (Zappetim M a y  1992
Blue Baron (Zeppelin) O c t o b e r  1992
Gladiators (Alternative) M a r c h  1993

blasters over the years
that any new shoot-'em-up
must offer a new twist.

In R-Type they used
the pod; in SW/I /  and
Silkworm it was the
ieeptchopper link-up, in
X-Out you got to choose
your own weapons: the
list is endless (or at least
reasonably lengthy).

RESTART
POINTS
It's a sad fact of life that
in shoot-'em-ups you
get killed. Some games
let you restart where
you were killed and oth-

ers wh ip  you back a few screens to a restart
point. Those that let you carry on, MUST make
you invulnerable for a few seconds

Restart points can be a blessing or a
curse. They're good news they take you back
to a point before a useful power-up but bad if
you have to keep playing the same stage time
after time. Good re-start points should provide
a safety net against slip-ups and be common
enough to give you a sense of progress.

MAKING A SPECTACLE
The shoot-'em-up, more than any other game
form, relies on spectacle. High-speed action
and huge explosions are what push the Wow-
0-Meter' into the red. After this come
big-sprites (okay, tech buffs, large groups of
sprites that combine to form a single animated
graphic) which are usually the end-of-level bad
guys. Then, there's the weaponry and the
backdrops, both of which should be as spec-
tacular as possible. The more they make your
jaw drop, the better the shoot-'em-up.

IN COLLISION
To bring all these disparate elements together
would be a tough task (although SWIV comes
close). But the essentials any shoot-'em-up
should have are: a hyper-cool ship that looks
good and flies well: themed aliens who do
what you expect but not when you expect it;
levels that not only vary the look of the game
but the gameplay as well: hordes of weapons
that can be powered up, improved and
swapped; huge end-of-level bosses that are
stunning to watch and tough to kill; a wow-fac-
tor that'll have you dragging your mum in to
watch; smart sounds that add atmosphere and
warn of dangers; two-player action; and
enough random elements to keep you on your
toes in a predictable kind of way.

Bung in a few minor things like good re-
start points and a decent difficulty curve and
you'll have yourself a winner. It's that easy! Uh,

does anyone know how to pro-
grain in machine code?

Only wimps
take  the chopper
when, in Sioltilf, you
can take  the
much more
danger-
ous
Jeep!

OP •
i• •

•

•



You might not want
to get on the wrong
side of Clur, but
she's invaluable in
a hostile land. Clur
was the only one
of us to bring a
gun (or two!). And
boy could she use
them m o s t  of the
mosquitoes were
limping when we
left for home.

There is one thing
even our intrepid
mission leader  is a
slave to t h e
telephone, the bane
and joy of his life.
His ear  might as

wel l  be superglued
to the hand piece. But
It meant  he could keep
track of his stocks and

shares.

Always on the look-
out for talent for his
five-a-side team,
011ie took along his
trusty football in
case he discovered
a promising left.
back among the
local pot-bellied pyg-
mies. "That's how
Gazza was discovered,
wasn't it?"

Inspired by ARNIE 2, the CF crew clambered into
their combat gear and headed for the infamous
Wiltshire Jungle equipped with nothing but the
khaki shirts on their backs, the Swiss army
knives in their pockets, and a few essential
items that they coultket bear to leave behind.WE

Roger didn't want  to go.
He was  unsure about the
prospect of going into the

wilds with two girlies. But
as we  forced him along he

made the best of a bad
job and took a few anti-

' g i r l y  artefacts -  rubber
, s n a k e s ,  plastic spiders,

etc -  forgetting that
fi there were going to be

loads of the real things
around to worry about.

ANDY ROBERTS
Ooops. We seem to have had a slight
problem with the collision detect ion here.
Andy wandered a bit  too
near a bush and PHUT! No
more Andy! We had to
leave him there, I 'm
afraid, because
we didn't take
the Action
Replay car.
tridge with us.
You'll have to
take our word
for it -  he's in this
bush somewhere

WE
OLDER

Davo's not into vio-
lence, but he did
threaten Clur with a
french stick when
she went for one
of his bananas.
When Dave got
back there were
still some marks
round his left eye. He
claimed it was the
camouflage make-up.
Clur just smirked.

USA KELLETT
Lisa had a major disaster

before we even got there,
breaking a nail getting

into the mini bus. Her
credit cards were

small and useful
(but only because
she could use
Trenton's phone
to order those
essential luxuries)
and they didn't
spoil the line of
her combat jacket.

"The Predator had the
right idea," reckons

VA I L  "A temperature-
regulating suit,

built-in lasers
and a cosy ship
to go back to for

a nap." But he
ended up as medium-rare
alien steak. " Well, I 'm
not planning on picking

on anything with big-
ger guns than mine."

COM

pOWERPLAY 51
SopokBitsyn'Bobs

0

works
sense
Wedn
you'v

ew •  i s n ' t  compli-
just for the record, here's how it
se you've suddenly lost your

are in detention on the last
before a new copy of CF and
everything else in the old one).
tell you exactly what we

reckon are the

1 1 7  g o o d  and

bad points of
each game.

Easier than
falling off a very
slippy log.

CF RATINGS
Also dead simple are these
box-type thingies. They're
at the end of every review
and show you at-a-glance
what the most important
positive and negative fac-
tors about the game are.

Next to It is a percentage rating
mark. 90 per cent or more means that
the game is officially a Corker,
and we don't give that prize
away to any old trash.

It also means that if you
don't rush out down to your local
software store and hand over your dosh
Immediately, all your friends will talk about
you in the most uncomplimentary terms
behind your back. Such Is life.

GAME ICONS
Weird things these. We Inherited them from
editors past and we liked them so they
stayed. Well, to tell the truth, we couldn't
think of anything better. Any ideas?

FACE -  Number of players. One
1 face -  one player; two faces -
, multi-player. See, easy peasy.

•

41 K E Y B O A R D / J O Y S T I C K

1.11111%,- Control mechanisms.
4414111, mportant to know if youdon't have a joystick

OCTOPUS -  Eight-legged
uidgy things with suckers

ale a dreaded multiload.

l i k 1 4 G O A L I E ' S  SHIRT -  What

do goalies do? Yep, a shirt
means there's a save option.

'BLOCKS -  Not the blocks that
'baby's always stick in their

he but an indication of a
.•  re table ahoy.

INTAINS -  She'll be
ing round the difficulty

levels when she comes.

PAW S  -  Pause mode. This
just has to be the most
awful pun in the universe.

MOOORE JUNGLE STRIKE May 1 9 9 3



pOWERTE51

w h e n  we last

saw that Special
Forces' one-man regi-
ment known as ARNIE,
he was being airlifted

out of jungle-based military complex having
successfully complete his mission to blow away
everything in sight. Things obviously haven't
been going quite so swimmingly in the mean-
time. ARNIE 2 opens with our hero escaping
from a military prison camp based deep within
a jungle. And pretty soon he's blasting away at
everything in sight. Here we go again.

Like most Hollywood blockbuster sequels
ARNIE 2 is pretty much a case of more of the
same but with more of everything; more bul-
lets, more bombs, more enemies, more
missions (well, one), more action, more blis-
ters on your thumb from yanking your
joystick around like a
madman

COMMODORE FORMAT May 1 9 9 3  -  over the wire!

The jungle setting. The non-stop blood-fast
action. The military hardware. The hero with the
oddly-familiar name. It can be only one game -
ARNIE! Wrong - it's ARNIE 21 Dave spots
the differences.

for hours on end.
But 'bigger' doesn
always mean 'bet.
ter (says the
man with the
ever-expanding
stomach — Eck
Take a look at
Ghosibusters 2
and Rambo 3... er,
actually, don't — just
take my word for it.
Then again, you get the
occasional Terminator 2 or
The Empire Strikes Back. So,
ARNIE 2: turkey or box office smash?

Right, so there are two missions this time,
and the first is to get the hell out of a prison
camp you've somehow wound up in. You've
knocked out a guard (no doubt using the old
tried and trusted, -Excuse me old chap, but
did you realise your shoelace was undone?"
routine) and swiped his pistol. It's not the most
powerful of weapons, but, hey, you're a hero,
so it'll do until you gun down someone who's
got some heavier armament you can nick.

So off you trot, trying to avoid the guards
and shooting at anything tha1 mnve a n d  a

I think we've tound
the pygmies.

on camp,
a matter _

dent self-preservation th
a mission you need to be

assigned. And the second.
ell you can read it your
lust over there to the left

bit). It doesn't exactly give
you an objective, does it? ft

t seems to say, "Er... wa
ound a bit and see what

't detract from the
t your appetite. here

Woo Two looks like...

That's all the help we're
giving you. Your on your
own from hero on in.

good few
things that
don't as
well). The
route out
of the

camp is a
circuitous one, and

you there are dangers around
every barracks: helicopters.

armoured cars, men in look-
out towers lobbing
grenades, hordes of
Beverly Hills 90210 fans
who've mistaken you for
Jason Priestly (they've
been locked up for their

own good) and mine fields,
Once you've escaped

from the camp it's on to the
second mission. Somewhere in

the jungle enemy forces have built
a 'mass destruction weapon' which

you have to locate and destroy. Between
you and your objective are the usual hordes
of enemy soldiers, plus some rather B-movie-
style spear throwing pygmies. My advice?
Blast the lot of 'em to kingdom come.

Mission Two is much bigger and much
more hazardous. It's almost like the main
course after Mission One's hors d'oeuvres.
With paratroopers swooping in when you
least expect them and soldiers in armoured
boats taking pot shots in your direction you
can never let your guard down for an
moment. It's on this mission that ARNIE 2
rert!v hikes c'f arcl nrovns to be .9 definite,



Oh not I t
the man
Inflatable
ring. Pu

• P u t
Mama.  hist a  man.
a gun against his head,
pulled my tr igger,  and now
I've got a better  gun.

N o u n e  expect  the
Spanish paratroopers. ,

4 0 0
w e a

By

progression over the first games and not just
a rehash with a few minor cosmetic changes.

Refinements to this sequel include being
able to choose which weapons you want to
use and when you want to use them. In the
original game. if you picked up a new weapon
you automatically switched to firing with that
one until it had run out of ammo at
which point it was discarded. In ARNIE
2, however, you can swipe up to tour
extra weapons off the enemy and carry
them around (and it doesn't even slow
you down). When you want to use one
them you select it using the space bar.
This means you can save your heavier
weaponry for when the need arises (le,
a dirty great tank appears in your path).

In fact, it's quite possible to com-
plete the first mission without using any
of the heavier weapons, because
ARNIE 2 is more of an avoid-'em•up
than a shoot-'em-up. If you want to
complete both missions it's better to
avoid danger where you can and blast
only when you have to. The only draw-
back with this plan is that it's not
obvious which soldiers are going to leave
weapons behind when you blast them, so, at
least for your first few goes on A R N E  2, you're
going to indulge in some exploratory massacre.

The mechanics of the thing are
prone to the jitters in places;
sprites vanish like they've
just picked up an invisibil-
ity bonus, helicopter fire
lashes across the
screen a few seconds
after the helicopter
has flown by, that
sort of thing. But
none of this hinders
the gameplay — it's
just a tad irritating.
And the collision
detection

ARNIE starts the mission by knocking out a  guard and nicking his pistol. But to  survive
the dangers that  l ie ahead he's going to need a more powerful  armoury. And it just so
happens that  some of the soldiers ARNIE kills drop their  weapons.  And what  else can an

escaping hero do except  pick them up
and make  use of them? He  won't  start
blasting away  wi th  them automatical ly  -
instead you have to choose which one

I  by pressing the Space bar.
's pistol has unlimited ammo
hers haven't  so if they run out,
gets killed, then he goes back

moral of  this
heavy

to.
: r  guns

ret
we

• CHU

a t  far yet  -  Ed).

_ h e s e  yellow blokol lAl leht

$ .  alp., •

;;;theoirk mhullke nt led: ain't_ t a t i t t o r  - -
mas but It  a  -
tont karma on •

i t i , i r i s l a n tIA.

Pu. 'Pie "11-
,00ft/ors?
Purple tank,.?
Does Prince

run this plat0 wont? • • •

- •••.••••;•_"••

t_t
Guard's pistol.

/Al r if le.

iJ

Cott Commando.

-

UZI l ight
machine gun.

Special secret
weapon - w h a t  is
It? Ah, now that
would be tell ing.

hasn't improved — make sure that you give
EVERYTHING a wide berth.

So is ARNIE 2 better than it's predeces-
sor? Yes.., just. I ts not devastatingly
different, but has enough of its own personal-

ity to make it worth buying even if
you've got the original, and has

that same, 'just one more go'
addictiveness. It's not quite

up to Corker standards, but
it's as near to it as the
Bills were to winning
when Scott Norwood
missed that
field goal.

D A V I

.4atINIIIE 2
ZEPPELIN Tr  0 9 1  3 8 3  7 7 5 5  •
CASSETTE •  E 3 . 9 9  •  OUT N O W

411111°':111 ' 1 )
UPPERS

Tw o  huge levels.

The action never  lets
up for moment.

Straightforward but
engrossing ganutplay.

There's a surprise
around every corner.
* - a e i n m

There are a few miner
graphical glitches.

The collision detect ion
is a  bit ropey.

DOWNEP t'
COMMODORE FORMAT M - 1 6  1 9 9 3



N I M B I  I IF Ir.

Have you ever  seen those Japanese mart ial
arts movies where the actors fly al l  over the
Piacfil?dilCUIOUS, aran ' t  the

4 1 1 4 1 M i M 1 1 1 . 7

MUMPS 0 . 1 1 1 1 i

Nice insults, shame
about the punctuation.

Proudly
Lee Chung

displayed his
groin balanc-
ing prowess.

S o m e  do it standing

up, some do it pirouetting and
some even do it on their heads.
But you have to admit that if you're
going to hit someone, the natural

way to do it is to clench your fist and Nat 'ern.
The odd thing about Fist Fighter, then, is

that there's only one character who can do
any serious damage with his fists. The other
four fighters rely on odd tactics to beat their
opponents to pulp. There's Gino, who simply
draws a knife on his foes (that hardly seems
very sporting -  Ed) and a chap with special

psychic powers that could knock out a
bad-tempered bull at full 20 paces.

Each fighter has 11 moves that he (wot
no shes?) can perform in battle -  10 attack-
ing and one defensive -  all of which are
joystick controlled. They also each have
another, extra special, attribute: their biting
wit. After every bout, they shout abuse at
each other, supposedly to psyche them up for
the next battle. But some of the spiel they
spout is seriously amusing.

Some people might note a few similarities
between Fist Fighter and a certain smash hit

NAME: Lee-Chung
AGEt21
OCCUPATION: Karate instructor
NATIONALITY:  Nepalese
HEIGHT:  5t1 loin
WEIGHT: 60kg

PECIAL MOVE: Whirlwind Kick

AME: Gino
GE: 19

CUPATION:  Pizza dude
TIONALITY: Sicilian

EIGHT:  6ft 3in
WEIGHT: 63kg

ECIAL MOVE:  Knife throw

AME: Ohs
GE: 32

CUPATION:  Unemployed
T O N A L I T Y.  American
IGNT: Oft tin

EIGHT: 76kg
ECIAL MOVE: Super punch

E: JaY-Cee
AGE: 25

C U PAT I o N :  Tour guide
ATIONALITY:  British

'GMT: 6ft Oin
WEIGHT: 69kg

Ski• SPECIAL MOVE: t t i e  roll
,••••••• .—

AME: Merrick
AGE: 28
OCCUPATION: Nursery attendant
NATIONALITY:  Brazilian
HEIGHT:  6ft 7in
WEIGHT:  120kg

ECSAL MOVE:  psychic blast

COMMODORE TWINS M a y  1 9 9 3

Knees are
g o o d , k n e e s

are good.

Push, two,  three,  four, stretch,
two,  three four- ,  look wil l  you
try to keep in t ime to the music
and only jump when I do!

? • 1 1 0 1 1 1 1 6 1 1 • ••  1

game that's been number one in the charts
recently. I certainly did. Fist Fighter, at just
under four quid, wins the price war if you just
feel the need for any old beat-'ern-up to bash
around_ But on most other points it takes a
pasting. The sprite graphics are comparable
to those in 'the other game', but you've really
got to concentrate to see what's happening
against the fuzzy backgrounds. Most of the
back drops are brown and so are most of the
fighters -  Otis is virtually invisible in Egypt,

The control system is a pretty hit or miss
affair. A lot of the time it's tough to get the
player to do what you want; on the other
hand, on when the controls are being respon-
sive, the action tends to become sluggish_

There are five difficulty levels but only
three locations and not as many combatants
as other beat-'em-up's around. But on the
whole, as a cheaper version of you know what,
it's a bit of a barg. So if you can't wait
a year for that game to come out
on budget, this'll fill the gap.

CLUR

FIST FIGHTER
ZEPPEUN •ZT 0 9 1  3 8 5  7 7 5 5

CASSETTE •  £ 3 . 9 9  •  OUT N O W

UPPERS

The slanging matches
are a  good laugh.

Loads of possible
moves to  try out.

Poorly designed
backgrounds.

Sluggish controls

Only five fighters.

DOWNERS

Budget price clone of a
famous beat - 'em-up.



Otlattiri
ty- S a n d s

'0'47
T 61

Rood BrItA., •
4-

0 0 1 -
r

Ir•-tmeneweprocr
Oldettrt-omp•...

LSE :

M

-.utY

,

.W010 Tr,. I d35

,Ww-ybur body cativer at the
thOught of trashing trucks? ,  /  t h a t r  about. The trucks
you dream of artics1 Are feu a r e  made up of a square and a rectangle
wheels just not enough rubber- i n  thel-approptietetellout while the -
In bum? if yes is the answer td• t r a c k s  are bitiey-grey strips surroundet;-,

y of the above questions then (.. _you should b l e g r e e n  bits. The tracks are dead
./e.lake off your anorak and do something more t w i s t y  and cutting a Corner more than • '
"  interesting instead? -  Ed) Mternational Tnick j u s t  a tad will result in your lap not being

Racing just might be the garrie for you c l o c k e d  up when r u ,  pass the start line.
say 'might', because only the most r f t  Y o u  need to complete five laps to make it

:ruCk fanatic -  the truckle equivalent to the '-- t o  the next round. where you'll race three more
kind of Trekkie who'd buy Mr Spockflayoured t r u c k s  -  which leek deceptively similar to the
ce lollies then keep them in the freezer as l a s t  three -  around a slightly bendier track.
memorabilia -  would lied thiS game fun. W h e t h e r  you come first or last you'll get

R is an overhead truck racing g a r n e ' V  through to the next round. The only way you'll
a only difference between it and an ov1K-- g o S g e t  knocked out of the league is if you manageir31, _  _

turnead car racing gatne is the speed and s i 2 i l t 4 L l i a  destroy your vehicle by piling into the barn-
the sprites and the responsiveness of the„ e

._.- controls. fTA is so slow you could save up
e f enough of your pocket money and buy a real

I T '  t ruck in the time it takes to complete a lap.,
• a n d  the steering is so soggy that even a

Vileda Super M o e "  would fUrtAWilly Mears .
Graphically there's nott1Hrl(kto go, "Cor,

look at the wheel a r0e ,p - t i ,  ., • . -

•

And this is the US of A. You con tell . • •
easily by, er, the, et— no you

can't tell  a t  all really

era or getting shunted by your opponents.
Alongside the damage meter there's a hue

gauge; it this gets to zero then you don't actu-
ally come to a grinding halt but you slow to
such a crawl you'll be lapped twice before you
can get to the pits. Parking Ph the pits refuels

ri a n d  repairs your truck, but this takes time and
the super speedy computer-controlled trucks
will probably tht you yet again.

At the end of every track you are given
• options taibuy extra goodies such as better,

r b t a k e s ,  better acceleration or E.1 bigger fuel •-
•e:. tank_ Every race you compete-in gives you a

little more cash but the big money is
reserved for the winners. So until you win.

euliou can't buy better stuff and until you buy
better sluff, you can't win. You're trapped in
a viciOus circle from which you can never
escape -  until you get bored, that Is, and
whip the game out of your datasette
_and use the tape to decorate the

It_ Inside of your dustbin.

I  i

Pull In to the pits for a a c
overhaul and a refuelling -o m p l e t e nd get leop441

-ati•

The Magel lan
Straight Bit b e a t
the Spanish to here.

Beecher's Brook e a s e
off on the horse power
for this ono.

• A 3.'4

Kovi, a t ' s  that  itOelli doing over there?

•• •

He g o i n g  completely the Vd W a Y  •

• i...7.1jii • •. 1,

CIUR

I I  tOn..1.11%u

INTERNATIONAL
TRUCK RACING

ZEPPELIN 1:? 0 9 1  3 8 5  7 7 5 5
CASSETTE •  E 3 . 9 9  •  OUT N O W

Become a competi t ive
trucker,  travel  the world

and ruthlessly
squash hedgehogs.

UPPEVr
tt's a great  game for
truck spotters

You can upgrade your
truck after  every race.

It's slovil you'd be bet-
ter  off with a pet snail.

The computer  trucks
gang up on you.

About as  excit ing as
being on the M25 in
the rush hour.cw

• dri, O L T  FORMAT May 1 9 4 5
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Trolls used to be terrifying monsters 1111111101011
that l ived under bridges and ate babies. N o w
Flair are trying to convince us that  Trolls are
actual ly cute and cuddly folk with
big hair. Well, i t  convinced
Trenton, or at  least  it  did until
the gameplay started bite!

p l a s t i c  Trolls are making a come-

back -  in a big way. They first
invaded these shores way back
in the 70s. and once again
they're sweeping the country,

this time armed with even more more power-
fully sickening 'cute' appeal than ever before.
Each week new models of the dratted things
are unleashed -- surgeons, skateboarders
and even, would you believe. street fighters!?
So why am I being so negative'? Because

COMMANDO FORMAT May 1 9 9 3

these supposedly
'soft' folk are the
stars of a game
that has me totally
beaten, that's why!

Why do people think
That Trolls are cute, anyway?
It beats me. Folklore says that they're all
warty, come from the less interesting parts of
Scandanavia, run illegal toll-road rackets and
habitually deny goats their constitutional

rights. So I suppose it's hardly surprising that
the game with their name is pretty evil.

Trolls is a find-'em-up set in a platform-
maze. Hidden within a twisted system of
walkways and walls are; a) baby trolls who

need rescuing and b) the exit, which res-
cues you. Your mission is to visit each

level of each world, bag a few babies
and then high-tail it away. it may not
be much as plots go, but what do
you want from your plastic toys -
grand opera? (Uh, yes! -  TMB)

Right from the start, from the first
step on Level One, World One, it's

painfully clear that beating this game is
going to be a struggle. The baddies

hide in places where it's all but impossible
to 'butt' them (in classic console style you kill

your enemies by landing on them with your
bum) but they're always surrounded by enough
bonus balloons to make the risk worthwhile.

Leaping around the various worlds takes
some getting used to. For starters your Troll

01' Blue
Hair is
back. Your
troll is suit-
ably tackily
dressed.

A ki l ler
Christmas
pod -  he's a
bouncy
killer so
take care!

Watch your
braking
distance,
these
floors a re
Slippery!

These boys
are your
t icket  outta
here, mate!
Rescue all
of the baby
Trolls for
maximum
points, or
lust a few
of them if
you want  to
escape
quickly!

1

How sickly
sweet?
Chocolate,
ices and

1..

lemonade.
This level's
Instant
tooth-rot!

These
balloons

,  contain
r bonuses.  I

don't know
why, I  don't
know how, I
just know
they do, ok?

A kil ler
rabbit, big
floppy ears

• and all!
Jump on his
head and
'butt' him
to death!

This way!
If you want
out of World
One, Level
Two,  go

THIS way! 4

4

!



can leap very tall things in single bounds. As
skills go, this should be useful, helping you to
reach that lofty perch where Mr Bonus invari-
ably resides, but this is rarely the case. As
your Troll bounces, you see, he can pass
through higher platforms, which is fine and
dandy if there are no monsters stood on
them, but totally life-threatening if there are.

More strange (and I mean that in the
nicest possible way) is he way that your Troll
can be twisted and turned in mid-air. Sure,
controllable jumps are nothing new in the
world of C64 gaming, but the limits that Trolls
takes it to are extreme. With a huge jump
height and a high hang time you can work
your blue-haired boy
into almost any nook or
cranny — you have to.
because this attribute has
been mercilessly exploited
by the game's designers.

You can take all the time
in the world to reach the
end of each level, but
Trolls makes it difficult to
be careful. The pace of
the jumps and the speed
of the monsters make
nimble joystick work
essential, while the claus-
trophobic nature of each
level means that you're
barely Out of one frying pan
before you run into another fire.

Trolls at its best is fast and frantic, The
blue-one 'flings around the screen like good
'um the monsters appear at just the wrong
moment and the bonuses are tantalisingly out

erbert  had
lentiful
acr id  blocks.

1 .5

of reach.
Getting to
the exit flag
once you've
worked out the
route never seems that
tough; the tricky bit is not
being side-tracked by tempting
bonuses, trying to save an extra baby or
attempting to get to the end that little bit
faster. These things will lead you astray; it's
their job and they do it darned well!

Trolls isn't always fair. In fact, at times it
seems like an outright cheat. Monsters blip in

and out of existence.

I t .  b e s t  they always getottt eheeth_id frantic asinodn tdhoeubt st_
box screen hides many dangers

from view. This is infuriating in
the short term and downright

maddening in the medium
term, but the game's always
strong enough to eventually
drag you back.

It's often claimed that
the quality of a game can be
judged by the quality of it's

graphics. Normally, I'd
respond, "huge steaming piles

of male cow droppings!" (or
something similar) to such complete

nonsense but for once, in the case of
Trolls, it 's true! The graphics are good and
so's the game. The whole thing is vomitfy-
ingly cute: 'Candyland', 'Fableland' and the
'Cherry Soda Sea' — need I say more? Yet

For some obscure  reason,  bes t  k n o w n  to  the  m a d  s w i n e  w h o  c a m e  up w i t h  the  idea  of
plastic Tro l ls  w i t h  Day-Glo hai r  In the  f i rst  p l a c e ,  ba l loons provide bonus cherr ies!

The Cream Soda Sea is a strange and deadly
place. Here  lurk kil ler fishes and weirdy
penguins who look uncannily l ike the Count
from Sesame Street.  Ha,  ha ha!

Certain Troll  baddlisti
cannot be kil led. And P a i r . '

how are you supposed to
find this out? By trying to

them and ',Ng
dying M a n i
howl

Untold

- 03.807%

Fableland I'll make  my stand and dio
for Fables!" So that 's where Elvis got tot
(And 1 thought he was one of  the players In
World Championship Squash -  Clurl.

,1•W,

Flair have filled each of these worlds with
wildly whacked-ouecharacters that are fun to
watch but tough to beat.

If a new range of baddies for each world
wasn't enough, both Fableland and the
Cherry Soda Sea also add little gameplay
tweaks of their own. Fableland hangs fatally
in mid-air and swimming in the Cherry Soda
Sea totally changes your jump dynamics.
These changes keep Trolls' gameplay varied.

Trolls is good. It's fast, the characters are
enjoyable and the game itself is solid enough
to keep you waggling for hours. It's not the
biggest game in history, and fast-fingered
trigger-fiends will swiftly finish it. But even
when you've saved enough babies to
become a real Troll (it's that plot again!) there
will still be bonuses you know you missed,
kid-trolls that haven't been rescued and lev-
els that can be finished quicker. And when
you've done all that you'll still want
to another go — because you
think you're hard enough!

TRENTON

Welcome to the Cream Soda Sea. Did you
know that If you hold a sea shell to your ear,
you can here the soda rotting your tooth?

TROLLS
FLAIR z r  0 6 6 1  8 6 0 2 6 0  •  CASS

1110.99 •  DISK 1 1 5 . 9 9  •  OUT N O W

UPPEF'•1;
Brilliantly daft sprites

Wonderfully
controllable jumps.

Well tough-out levels
with loads of nasty bits.

It's got a frantic pace
piles on the pressure.
Each world has a

NO extra nit•S or energy..1
Not that big, just tough.

different feel.
moluIPPOOMMINNIMERW,

!Ws tie; N
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I f  you thought all
troglodytes got up
to in their  caves
was a bit  of home
decoration, you'd
be wrong. In fact,
they were inventing
the world's first home
security system. Dave puts on his leopard
skin and does some prehistoric potholing.

trictly speaking Stone Age
shouldn't really be called Stone
Age. Basically, there weren't any
dinosaurs around in the Stone
Age, but there is one in Stone

Age. I suppose Silurian Age hasn't quite got
the right ring to it and Jurassic Age might
have seen Grandslam receiving a letter from
the lawyers of one Mr S Spielberg esq. So
Stone Age it is and Stone Age it'll stay. (By
the way did I mention I'm being sponsored to
say 'Stone Age' as many times as possible?)

Anyway, this dino has crawled into a cave
looking for some tasty morsels, Only he's
chosen probably the worst cave in the history
of history. The occupiers obviously weren't
keen on ending up as humanburgers and
have turned their home into a catacomb the
likes of which wouldn't be seen again until
Theseus unravelled that oversized jumper his
nan had knitted him for Zeus-day and ven-
tured forth to skewer the Minotaur.

Stone Age (that's another 20p) is a mas-
sive 100-level puzzle game. On each level you
have to guide the dino from his starting block

COMBAT READY FORMAT May 1 9 9 3

to an exit. This is no simple matter, because
those pesky cave dwellers have left all sorts of
puzzles to solve. Basically, there are only a
few rocks the dino can stand on, and and he
can't leap across the gaps inbetween. Instead
he has to make use of moving blocks.

Some of these move in four directions
(up, down, left and right), some just two and

others just one.
Some other

rocks crumble to
dust when the dino

steps off them and there are
some Star Trek-style transporter blocks too
(these stone age peeps were pretty
advanced for their time).

And that's about it. Sounds simple
doesn't it? It isn't. Well, not after the first cou-
ple of levels. anyway. Like all the best puzzle
games the mechanics of the thing are pretty
straightforward, but loads of the levels are
trickier than than trying to explain the plot of a
David Lynch film. Often the most innocuous-
looking screens are the worst, and Stone Age
presents you with some devilishly ingenious
puzzles to sort out.

Each level in Stone Age (hang on, these
mentions are getting a bit gratuitous -  Ed)
has a time limit, and a few are extremely
tight. On the other hand if you get a good few
minutes for a level you know it's going to be a
headache to work Out

You get tour lives, except they're not
called lives. For a change it's your candles
have to keep hold of. Fail to complete a level
and a puff of wind plunges you into darkness.
Lose all five ot your candles you'll be doomed
to wandering around in the pitch blackness
until you die, rot, lie about for a few hundred
thousand years, get dug up and be put on
display in the Natural History Museum

Apart from the impressive intro screens
the graphics are a bit primitive but perfectly
functional and clear. Stone... (olt -  Ed) er,

11 5 1 0 1 6 . 1 0 •
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E  01 D ino  up on to the four-way1 1 , . The one be tween  will  crunible.

THE COMPLETE SOLUTION

41":

Move the left-only block -  it'll automati-
cally move until It hits something.

!to Yle% ' a  %  "i;"•

ack  outside and follow the, fol low
the, fol low the, yel low brick arrow.



Hy'
m wan-

around in
accuracy

has neve w h e n
It comes ito-
cracking him, - o r  S r !

'
matter. ? V O L(Playbyte)-  Yeah, R e  there were really
helicopters around in the Stone Age. Leo Da Vinci just happened to
discover some cave paintings and nicked the idea, I suppose?

(Core Design) -  Somehow Chuck developed a dead
impressive beer-gut some few thousand centuries before brewing

Bluth/Spielherg 1989 )-  well,
basically, dinosaurs didn't talk, did they? (How do you know?- Ed.)

(Hannah Barbera) -  This had the lot, didn't it? Cars,
factories, men and dinosaurs hang' s ,  even
space rockets. Is this really what k i d s ?

2 1 - A S p araralk•ind
along his r y

th r a t h e r  large mi s t
reo stack system, was it?

(Amicus, 1974) -  Er, what?
• ( D o n

SO, WHO CARES
I M A B O U T  HISTO A LRIC

r  ACCURACY?

the whole thing is joystick controlled. You -
select the blocks you want to move by posi-
tioning a box cursor over them and then
pressing Fire.
Its generally a
sound system
but, unless
you're careful
you can move
your Dino by
mistake which
isn't normally
fatal, but can be
if he's standing
next to one of
those blocks
that crumble to
dust at the time.

There's a
password sys-
tem so that you don't have to play any levels
you've already solved each time you load the
Stone Age (I'm warning you! -  Ed). You're

LEVEL 2 THAT IS

Move the four-way block up, across, 1 0 1
down- .  oh, just fol low the arrow above.

One Million Yaws BC

awarded points for completing levels, but this
is a pretty superfluous feature. The main
challenge is working the levels out -  once

you've done that I
can't imagine any-
one wanting to
replay them time
and time again to
try and improve
their score.

It has to be
admitted, Stone
Age (for crying out
loud -  Ed) is not
the most original
game ever -  it's
very similar to The
Power and also

Level 25 is one of those deceptive ones that look easy d o f f s  its titfer in
but soon have you trapped up the creek without a block. the direction of

Bombuzul. But then, there are loads of shoot-
'em-ups that are all basically the same
concept with interchangeable graphics.

Stone Age (okay, I  suppose this is the
summing up paragraph -  I'll let you get away
with that one -  Ed) is an engrossing game
packed with some intriguing puzzles. but it's
probably not something you'll want to play for
hours on end: it's more the sort of thing that
you load up when you've got the odd spare
half hour or so to fill up. Basically, if you like
puzzle games then you'll get your money's
worth out of Stone Age. (By the way, Dave.
This charity you're collecting for. i t  wouldn't
happen to involve finding a refuge for
homeless food in your stomach,
would it? -  Ed.) Er, might he.

DAVE

This game would be a lot easier  it your Dino
could jump. Perhaps he should go on a  diet.

STONE AGE
GRANDSIAM Tr  0 8 1  6 8 0  7 0 4 4

PRICE TEA •  RELEASED SUMMER ' 9 3

'111/1t/bi HL.1 ' c
UPPERS

100, count 'em, 100
Ingenious levels.

'The controls are  dead
easy to master.

Some of the levels are
brilliantly tr icky.

111•11•1•111111111111•111111011111111111111101

Not exact ly  bursting
with originality.

The graphics are
pretty basic.

DOWNERS
COMMODORE FORMAT M M  1 9 9 3



t's strange how the only people you
ever see playing squash are either fat
businessmen who are trying to impress
their clients or bronzed muscle-men
who look as if they've spent all night in

the gym. You never see the inbetweenieS•
the still-got-a-pot-belly-but-not- quite-out-of-
breath people, There have to be squash
players who exist in a transitional stage
between wobbly fat and rippling muscles
But where
are they?
Its one of
life's great
mysteries.

The charac-
ters in World
Championship
Squash are a real
hatch potch, it has
to be admitted. I
don't know about you
but I never heard of Elvis
doing anything more ener-
getic than a bit of hip
gyrating. But here the King
is, in the flesh, playing
squash against the likes of
Barry and Lionel (not Blair! Please don't let it
be Lionel —  Ed). There's someone
called Jason in there too, looking very blond
and maybe a little Australian?

You can play squash against all these
players and more if you choose to play a
tournament. Or you could just take pot luck
and play a single game against any One of

VOSAS6 TOWIWINAWINT

Is it just me,  or are  this
chaff t h i s  lot al l  a  bit  familiar?

lk s m n  T

• 1 I
n you serve o o t  h

be Inside box A. The ball must hit the
ack wall first, between the lines D and

To be a valid serve the ball must land in
your opponent's box C without the ball
touching any wail above line E.

The ball has to bounce off the
back wall and can only bounce on the
floor once before it gets there. It can
bounce of any of the side walls but if it
hits a wall above E or hits the tin, F, thenball is out.

the eight opponents. A game can last for one,
three or five minutes — you decide.

You watch the action from where the
viewing gallery would be on a real squash
court (unlike in Jahangir Khan's Squash
where the viewpoint is from the bottom right).
Unfortunately, this makes it virtually impossi-

ble to judge where the
ball is vertically — it

looks like it's travel-
ling around the

court in two
dimensions only, and the

shadow it casts is no help. Even worse, if
your opponent is standing in the way, then
that obscures the ball completely.

There are five ways to hit the ball. Press
Fire for a standard hit; Fire and Up makes
your player do a high smash; Fire and Down
makes him reach for the dir t  You can also
put spin on the ball by tugging your joystick
Left and Right while pressing Fire.

As in many Zeppelin games there are
loads of options. With WCS there is a particu-
larly useless one: Attend Competition.
Choose this and if you play a tournament you
get to sit through all the other games you
don't even play in I t ' s  so soporific it should
be certified as a strong sedative and only be
available through your GP.

But watching a game is only slightly less
dull than playing one. Sure, it follows the
rules of game, but the fun in real squash
comes from watching your opponent limp

It  a lmost  looks l ike an
early exper iment  In

modern dance.

Only the player serving can
gain points. If the player serving loses a
rally the other player gets the next serve.
The first player to nine wins, as long as
he has at least a two point lead.

If you get bored of
Squash cut out the diagram, st ick square
A into slot D. F into E, bend C around to
meet B and you'll have your very own
version of Tracy Island,

CAMOUFLAGE FORMAT May 1 9 9 3

n a carefully placed ball
ma e a d l o n g  into the wall. With
WCS yo t  got precise enough ball
control to do things like that, or anything else
remotely creative. About the best you can
hope to do is return the ball legally.

Two-player mode can be fun if you've got a
sense of humour and a mate who's worse than
you are. At  least it introduces an element of
unpredictability, But if you really have
to have a squash sim this isn't the
one to get. Unless, of course, you
have trouble sleeping O M R

ivis is the one in whi te .
Is he trying to tel l  us
something, perhaps?

WOP
CHAMPIONSHIP SQUASH

ZEPPELIN t r  091  3 8 5  7 7 5 5
CASSETTE •  E3-99  •  OUT NOW

- l a  4 L S - 1 ;
UP!

DC

The game st icks pret ty
much to the rules of
real squash.

The background gives
you the turquoise
equivalent of snow
blindness after a while.

The viewpoint makes
it difficult to  work  out
where the ball Is.

All in all It 's pretty
darned dull shift



W h e n  Out Run was first

released on to home
computer it was a pretty
feeble conversion of the
classic arcade driving

game. But it sold healthily, mainly because of
the name. M i c h  was lucky, in a way, because
if it hadn't, we might never have got to see this
excellent sequel. Y'see, thankfully, when they

came to code Out
Run Europa, all

the program-
mers kept
from the origi-
nal game
were the
name and the
driving theme.
Everything
else was

The darned cop caught m e
before I could get  out of the
spin. Blasted trees.

altered to produce a much better, slicker,
speedier and more enjoyable experience.

In Europa you get to control not only the
odd fallen-off-the-back-of-a-lorry Porsche, but
nicked motor bikes and red hot jet skis too as
you're chased all the way across Europe by
the cops. The twist in this tale is that you're
not what the cops think you are you're a
good guy in disguise. While on a mission for
the government some important papers were
stolen from you. The briefcase the docu-
ments were in has been spotted in Germany.
in the company of two dodgy-looking chaps.

So you're trying to make your way across
the continent, without disclosing your real
name (you're undercover, you see), as fast
as you can. If you knock any pedestrians
down on the way, you can always claim diplo-
matic immunity, I suppose. And far any fans

of Death Race 2000 Out there, no you don't
get extra points for a granny.

You start off the game racing along
the white cliffs of Dover on a bike.
When the roads are empty it's a piece
of cake to put your foot down and
burn rubber, but when cops, bumpy

roads and fuel limitations

What luck!
Wayne Manor
and the Jokers

(that's dad's
rock'n'roll band)
have been hired
as the house
group on the

SS Poseidon -
which means w e  r
get to travel  the
world for FREE!

There was
one big problem -
Debit. Captain

PAcKirk said he couldn't come aboard! But this was  Debit 's chance to
break the world lamppost record. I t  takes  more than a few rules to  beat a
Frames, though (yes, you need a long wooden pole -  Ed). Slowly I hatched
a plan. I  needed something that  Customs would never dare to examine. . .
some thing complicated.  Heavy-hearted,  I  knew it was  my dog or my Ctoll

•
•  •  •

--It •  •• A

arrive to compli-
cate mailers,
the game begins
to get really
interesting -
dead tricky but
worth the effort.
Further levels
take you across

the Channel, into France and beyond, the
gameplay becoming increasingly tough as
you get closer to the thieves' hideout.

So what you have here is a combination of
three types of racing game. marvellous graph-
ics and superb gameplay rolled in to
one. It's a pain of a multi-load, but
when something's this good, why
mess around with it too much?

GB 11111=1111111111 440260 M E M .

I'm trying to  'go on'. But it's a l i tt le diff icult
with no wheels  on the ground.

OUT RUN EUROPA
E3_99 •  Kixx •  021 625 3388
If playing the original Out Run was like
driving an old welly through a swamp of
custard then having a fling with Out Run

!

Europa is comparable to taking an X-
Wing into hyper-drive.

FRAME RATE
(;) 4, mc, 7111,
J241

v e a a a
- Ouch, m e  knees! These cor•.,,,

*o rs  don't half  make  you
Ou'd stolen a  car Instead.

..... ,

1
• O
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OUDOT GAMES

ed Devils, eat your hearts out.
Here comes Frames, super
spesh' dare-devil pilot, ready
to take on the lot of you. Well,
I would if I could remember

which keys do what. AcroJet calls itself,
and I quote, 'The Advanced Flight
Simulator'. There's nothing to kill, just some
complicated aerobatics to perform.

This flight sim's based on the BD-5J
AcroJet, one of the most manoeuvrable jet
planes ever. You'd have to train for years just

to be in with a chance of filling the fuel tank.
But with the help of the 64 and a quick
reading of the vast instruction sheet you

can pilot one in the safety of your own home
-  well, a computer simulated one anyway.

As with most keyboard-controlled sims,
the playability would be improved with an

The sacrifice was  worth it. We slipped the
customs dragnet with ease. They even believed

my half-baked tale of a faulty SID chip when Debit sneezed! Now for
stage two! I had to swap Debit's disguise. I looked around for something else that would never be
searched for fear of damage -  Dads  the guitar case! Dad was taken aback when I offered to carry
his 'axe' aboard. I  had to, though, as he would have felt the weight difference. I mean,  his guitar
floated for a few minutes when I threw it overboard but Debit wouldn't -  my arms were killing me!

CRT -  This
display can be
toggled
between dis-
playing engim
status and
weather  con-
ditions by
hitting

Alt imeter
This indicate
your plane's
current heigh
above sea
level in thou-
sands of feet.

Vert ical  Ve loc i t i l l td ica tor  -
This display shows the rate
altitude change in thousands
of feet  per minute. I f  it starts
going down fast -  PANIC! •

11421:414•1100.4".'";...

coluossiz
tri 1 :16- in•

redo,  x1312.1oe

F L I E L T  C P C .
t i t  •

Artificial Horizon -  Shows
plane's position relat ive to the
zontal horizon. In other words it h
you work  out which way up you are.

r Speed -  Guess what?
This tells you hew fast your
flying. A bit  obvious, isn't it?
Shouldn't i t  be cal led some-
thing l ike  the accel ionteter
or the it.1LCAS.X.L.G dial?

Radar -  The radar  displays
current position and any other
detectable  things such as the land-
ing strip or dirty great  pylons.

Flaps -
D o a k
sounds a
bit rude.
This tells
you the
angle of
your wing
flaps in
degrees
tusually
20 for
t a k e  off).

Compass -
This handy
device tel ls
you which
way  you're
headed.
Below i t  is
a display
of your
precise
heading.

overlay for your 64. But a bit of effort -  or a
photographic memory -  will have you soaring
through the skies.

You decide whether you want to attempt
a single manoeuvre, take part in a pentathlon
or decathlon, or you could just go freestyle.
The pentathlons and decathlons consist of
flying five or ten different manoeuvres con-
secutively and you have to try and achieve
these feats more stylishly than your oppo-
nents (who you never see, by the way). A
single manoeuvre can be anything from
breaking ribbons tied between two pylons or
looping the loop through a gate.

The manoeuvres gradually increase in
difficulty and various scores are given for dif-
ferent levels of completion. If you manage to
take off, fly around for a bit, then crash you'll
get about 10 points. For successfully com-
pleting a move with style and flair, you'll get
in the region of 80 points.

The graphics jump a bit sometimes and
the sound effects are dire. But the plane does
do what you want it to do, when you want it to
do it and the controls are extensive and easy
to use once you've learnt which button does
what. So as a flight sim it cuts the mustard
(whatever that means),

But I still can't recommend it whole heart-
edly. A replay section would be good, so you
could see what your display looks like from
the ground. As it is the only satisfaction you
get is making it to the top in the
score charts. AcroJet does what
it sets out to do, but then again,
so does an ironing board,

A C M E "
Kixx •  021 625 3388 •  E3.99
Up there, beyond the clouds, beyond
the stars man wil l  one day f ind h is  des-
tiny. But if, In the meantime, the wait is
getting a bit tedious you could do
worse than loop-the- loop on you 64
with AcroJet to till in the time.

FRAME   RATE
0  m7 5 %

APOCOLYPSE FORMAT NOW! 1 9 9 3



razes like The Simpsons
never seem to last very
long. Do you remember
yearning for that Chopper
bike, wanting it so badly that

you were willing to sell your Granny for
the chance of a ride on one. And now
you've dumped your trusty Chopper for
that mountain bike — fickle aren't you? I
mean, how much Bart merchandise do
you see in the shops now? About as
much as you see Bros merchandise
that's how much. (/ dunno I reckon
There'll be a l3art resurgence when et
finally gets shown on terrestrial TV
here in the UK E d ) .

So is this game a quickie cash-
in that's in danger of being spurned
as untrendy old hat or something
that has it got the playability to make
worth getting in its own right.

Bart stars in the game of the telly
looking as true to the cartoons as he

a game

series,
ever

211111101 1111040141 INS AMU Plot

If you can't  spray 'ern, cover  'ern tap.

Id (lurve that haircut).
plot involves space

mutants (as you might
have guessed) who have

aken the form of, er, anything they
fancy, u c h  as plant pots, signs and letter
boxes. Bart has to turn all the purple
allenised things into normal red Simpsonised

Like in the film They  Live (which Is real  corker of a movie -  Oille) when you put the specs
on you can see the alienised things and people for what they really are.

Anyone can do that on
a skateboard,  let's see

him do a bone-up.

The Purser didn't bat an eye as the
1955 Fender Debitcaster '  was

wofted under his nose. Then, I  almost
ran to  our cabin to set Debit  free as
soon as possible; the poor mite was
starting to  splutter after three hours
in various packing cases.

When he'd got his breath back I
joined Mum and Dad up on the poop
deck to  w a v e  goodbye to Blighty.
They laughed when they saw Debit,
anticipating the kind of ant ics I must
have gone through to get him on
board. Then Dad spotted something
in the water.  "It 's a 1 9 5 5  Fender
Stratocaster  just l ike mine!" Dad
yelled. "Someone's going to be really
sad" -  if only he knew!

things. He does this by any means he
can. More often then not all he's got to
spray the items with red paint to nor-
malise (/ thought you said Simpsonise
them last time — that doesn't sound
very normal to me — Ed) them, but red-
ding some purple things will takes a
different approach.

A few people have been taken over
by the invaders too. Exorcise the aliens
from their bodies and they're so reet
chuffed reward you with a coin (ah, is
human Ide so cheap?). Collect enough
dosh and you can purchase essential de-

purplising items from the shop. Your skateboard
comes free, though which is is dead handy, 'cos
in some of the sections our mellow yellow hero
has to speed along the streets of Springfield on
his trusty wheels avoiding aliens and dogs.

Each of the five levels is a humungous
beast, so in terms of sheer size, at least, you
get value for money. And though The
Simpsons are past their sell-by date (in your
opinion — Ed), the game plays wonderfully.
It's a mix of puzzles, tricky timing and skillful
joystick handling. The graphics could be
more detailed at times and it's sometimes dif-
ficult to know what you can and
can't jump onto. But on the
whole it's a great, fun jaunt.

THE SIMMONS -
R AW  VERSUS THE
WAKE M E M =
E3.99 •  The Hit Squad •  061 832 6633
More fun than fiddling with your
Uncle's swivelable satellite dish, trying
to point it east to pick up obscure
German weather programs.

FRAME RATE g m
ent8s, •
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Thalamus.
Gory ghasl-
ness in this
superb plat-

; form puzzler.
Possibly the
greatest 64 game ever,
Description R R P
Creatures 2 Cass E10.99

Cre2res 2 Disk

JAmES
POND 2:
ROBOCOD

CFPrice Order No
CFCR2C
CFCR2D

Millennium
Sub-aqua superspy James —
Pond blasts on to the C64 in a o f  •
shiny suit of hi-tech armour.
Platform action par excellence.

Description R A P  C F  PriceOrder No.
RoboCod Cass El  1.99 E9.99 C F R O B C
RoboCod Disk E13.99 E13.99 O F R O B D

Aniitegrated Word processor, a
database, a spreadsheet, a label
printer, a graphic utility and a
• comms program all in o

package! Mini
can turn your

C64 into a versatile
business machine.

CF price Order No.
Cass C M 2 0 1
Disk C M 2 0 2

A FEW PRECIOUS COPIES OF 1 9 1 0  31
s n a  AVAILABLE, BUT RUNNING •  F A S T .  SO IF

WANT TO PLUG THAT GAP IN YOUR COLLECTION
ORDER NOW USING THAT HANDY FORM BELOW.

Europress
Make learning fun with this educa-
tional range, designed in line with
the National Curriculum.
PLEASE STATE AGE RANGE REQUIRED
(UNDER 5. 5-7 OR OVER 7) WHEN ORDERING.

S i r *  SPECIAL OFFER (Cassette only) * * *
Pun School 3 AND 4 E12,00 C F 1 9 6

Europress • Cassette Only
The title says it all. Painting and.
indeed, creating activities for
five- to eight-year olds. it's lab!"
says Clur who Corkerised

4. Description Paint & Create
RRP C12.99
CF Price El 0.99
Order No. OF192

visA

CFPrice Order No
E9.99 C F 1 9 4
E9 99 C F 1 9 5
Ell 99 C F 1 ( 1 9

Europress • Cassette Only
All the fun of the lair! But there's
a serious side, too, because all
the activities help kids to learn
about words and letters,

Description Spelling Fair
RRP £12.99
CF Price E10.99
Order No. CF190

FORMAT
BINDER
Keep elf your issues safety
together in this high-quality
binder with the C r  logo
emblazoned On the front and
the spine in day-go Orange.
Each binder holds 12 issues
Description P r i c e  O r d e r  No
One binder E 5 . 9 9  C M 1 0 3
Two binders E11•00 CM104

MAKE A
NOTE Or THE
MIODUCT
AND ORDER
NUMBER AND
MIA IN THIS
OODIR POEM -
Olt RING OUR
H a r m s  NUMBER
ON 0458 74011

!!,

COMMODORE FORMAT MAIL ORDER
No stomp required II postod Iry the UK. Channel Woods co the Isle 04 Nan

Name

Address

Phone number

Description

Method of payment (please circle) Access • Visa • Cheque • PO

Credit Card No

Expiry date

Please make all

SIGNATURE _

EEC customers registered for VAT,
please quote your registration number
SENO THIS FORM TO: Comrno0or* Form:, F ulure Publehrg Ltd Freepost, Someloo, Someme TM I MR

•  For overseas orders call the Hotline number tor
prices on 0458 74(111,

Price

•

i Order No

Please send me CF back
i s s u e s :  1PLEASE CIRCLE)
19 20 £2.20 mach
21 22 23 24 26 26 29 30 31 £2.50 moth
25 27 1 3 . 2 5  ••ch
Plus E l  P & P  per  order  l e 2  R.O.W.)



f ree gifts you su r i b e  to C R

TIIINA011
MUTANT HERO
TURTLES . . .MI
COIN-OP
Imageworks (Cassette)
10 level of top-notch beat-'em-up mayhem
with the heroes in two shells (four half
shells).We gave it a mighty 89 per cent
when we reviewed it! FIRP £10.99

PUPS A
CHOICE OF
EITHER...

01111ATURES 2
Thalamus (Cassette)

It's nasty, it's bloody, it's
sick and your mother
would like it if you were

Pugsley Addams. Tons
of platform action that

demands brain-
power as

well as
razor-sharp

reflexes.
RAP
E10.99

ALL NEW
SUBSCRIBERS
GET A COPY

OF THIS...

CHEETAH S T Y L E ,BUG
JOYSTICK
Wonderfully weird and weirdly won-
derful, the Bug is a revolutionary
joystick that's taken the computer
world by storm! (And Clur likes it a
lot, as well -  Ed). Those in the know
whittle on about ergonomics and It'll
change the way you play your
games forever. Get your computer
bugged NOW!! RRP £14.99!

AND GET
2 81:11110

FREE GIFTS!
All new subscribers to the muitiverse's greatest

CoMMOdore magazine will get a copy of Tteltke-
The Coln-Op plus a choice of one of Me other spiffo

gifts on this page. And check Out the other benefits:•  12 iSSdeS delivered to your door!
•  A program-packed cassette every month!
•  increases in cover price won't affect you!
•  All tor the same priceyou wouid pay atthe newsagent - just

C29. 95!
JAMES
POND 2:
ROBOCOD
Millennium (Cassette)
He's, mean, he's metal
and he might just be the
fish to save Christmas
as we know it. The
evil Doctor Maybe is
threatening Santa's
toy construction
plant, and the
suave sub-aqua
spy is equipped
with new robotic 1 6 1
powers to deal with
the situation. A huge,
action-packed plat-
formerama with more
action than a local
Bristol derby.
RAP E11.99

vf tealEl i .EMEMP,
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\ \ ,Save all the hassle of going to the shops every month to get your copy lust to be told, "Sorry, sold out". a
and get it delivered at no extra charge! Complete and return the coupon below or call our credit card Ito o n  0 4 5 8  7 4 0 11

PLEASE ENTER MY SUBSCRIPTION for 12 issues of COMMODORE FORMAT mot AS APPROMATE TOTAL PAYMENT E

12 ISSUES E l  UK £29.95 El EUROPE £43.95 E  REST OF THE WORLD £55.95
To  oromme you receive y a w  meeenme and tope quickly end welonineed. all ove rawe  embectiptkons aro w e t  Air ideii

MY CHOICE OF GIFT IS APPLIES To 12 ,SSUES El BUG JOYSTICK LI  CREATURES 2
If you aro already a subscriber please quote y e w  autecription reference numbor hero -  you will find thie on y e w  address leis

Method of payment (please circle) Access • Visa • Cheque • PO C r e d i t  Card No
Please tick here if you do not wish to receive direct mail from other companies

NAME

ADORESPOST CODE

SEND THIS COUPON (TOGETHER WITH YOUR CHEQUE IF APPLICABLE) IN AN ENVELOPE TO:
COMMODORE FORMAT, FREEPOST, SOMERTON, SOMERSET TAU 713R
The coupon is valid until 31st April 1993

S I G N A T U R E

CF/MAGio593

JAMES POND 2: ROBOCOD

Expiry date

Please make all cheques payable
to Future Publishing Limited
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This magazine comes from Future Publishing, a company
founded just eight years ago. but which now sells more com-
puter magazines than any other pubeisher m Britain. We offer:
Better *civic* Our titles are packed with lips. suggestions
and explanatory Matures, written by the best in the business.
Stronger reviews_ We have a cast-iron policy oil editorial
independence, and our reviews gyve clear buying recommen-
dations
Clearer design. You need solid inionration fast So our
designers highlight key elements by using charts, diagrams,
summery boxes, annotated photogracft, etc.
Grazier relevance. At Future, editors operate uncle' two
golden ru 41S
• Understand your readers needs.
• Sabsfy them.
More reader interaction. We draw strongly on readers' con•
tributions. resulting in the liveliest letters pages and the best
reader tips. Buying one 04 our magazines is like pining a
nationwide user group.
Betler value for money. More pages, better d u a l *  maga-
zines you can trust.
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A1P
BETTER REVIEWS -  MORE GAMES, MORE A1T11UDE!

•  BITTER TAPES -  COUNT THE PROGRAMS NOT THE TAPES!

O M E R  DESIGN -  MORE PICTURES, MORE STYLE!
tie BETTER PAPER -  BETTER COLOUR, BETTER QUALITY!
g  BETTER MOUE TIPS -  THE VERY BEST REGULARS AND FEATURES!
M9 MORE OF WHAT YOU ASKED FOR AND STILL ONLY 12 .501

M E N
DE7 r3i.1

eittet tell  you about the all  ROW
Commodore Format  -  YET! The secret  wil l
in be  out on May 25, when the June issue
(CF33) hits the shelves. Then the wraps
will be off the spanky new style (1993
model) Commodore F o r m a t  This is sure to

Please Mister (or Missus) newsagent person, kindly
reserve my copy of the all new Commodore Format
each month, starting with the June issue, on sale from
Tuesday the 25th May 1993. Excellent!

MY NAME

MY ADDRESS

be a 'once in a l i fet ime media experience' ,
so make sure you're ready! In fact,  the
new issues are l ikely to be in such great
demand that  there are  only three ways  to
make  sure of your copy.

Subscribe -  but if you do, there's no
need for you to read this bit as you'll be
gett ing CF delivered anyway.

2 Queue outside Mrs
Miggins' family newsagents
from 4;00am on the morning
of 25th  M AY 1993  or,

3 Fill out this dead handy
form (loft) and hand it  to your
Newsle.  They'll  stash a copy
away  for you safe and sound
behind the counter.

IAAG
ANSWERS TO THE CROSSWORD p.40 A C R O 5 I  I  SPACE CRUSADE, 7  MODEM, 9  PEED. l •  111,D. 11 JM,  12  0100000P,  14 NO,
IS JOYSTICK, l e  COMMODORE, I t  ROM, 20 LETC, 21 RED. DOWN; 1 SIMPSON, 2 ADD, 3 RAIL 4 SAYE, 5 DISK, 6 FORMAT, 6
MEMORY, If PPC, 13 POKE, I S  JAMES, 16510 ,  17 POND, I S  CPU.



FREE!

r-
FREE m  Cit

AMIGA 600 AMIGA 600
STANDALONE LEMMINGS PACK

FREE.'
flti,rat"- •
PAL,

1 YEAR ON SITEMT HOME WARRANTY
ON k.L CON/iGuRATONS

We are teased to otter Me Amiga 5Th2 wrM
Zeal Pack at a spacial low Slicsa pridt Or only
E149(E50 Qit umal RRP1
PACK INCLUDES:
•  BUILT-IN 1 D R I V E  E 2 E r 9  99
• thb AMIGA 600
•  BUILT-IN TV MODULATOR
PLUS,' FREE FROM SILICA:
• ZCOL PACK 15491 IRE Loth 0 2 7  92

TOTAL PACK VALVE, E427_91
LESS PACK SA vrNa E 78 91

SILICA PRICE: E249.00

NCSMAL
sRP

1:299
tur. RAM£249

INC VAT R e l  AMC 062F

1.2sk RAM • ...LOCK £275 A l e  RAM 05.0

ZOOL tithe software pock of the year.
It iribILIBIOA Zool, Tranestrtte• Pinball Dreams S t r i k e r  • Value E12112.

Sillesa AWE and Mida Stindslones include. Frei ZOOL pack
For all other %Owed backs (Cartoon, Lemmings WWW, Epic Comicl,
Silica include a Erse ZOOL pack is well is EPA l ink  and Phition PeNt,

ZOOL  E 2 5 . 9 9
P afibm ht• .1 the year .97% Mr% Coirg • Not 92
TRANSWRITE E 4 9 . 9 5
w0mr.•00/iwi and sow ch•sw•
PINBALL DREAMS E 2 5 , 9 9
Pinned 'm iaow - 94% ALI - Sege 92
STRIKER E 2 5 . 9 9
soca+ simiiwoon • or+ CU Amp • kine WZOOL PACK; 027.92
GFA BASIC 4,5  E 5 0 . 0 0

awic Progtammrg Language
PHOTON PAINT II   E 8 9 . 9 5
A•••et.i c,tipmcs Paintro Pilotage

TOTAL
 VALUE: E267.87

HAIL ORDER HOTLINE

081-309 1111
OF PR COTS PL:

fSOFTWARE PACK - FROM SILICA

1 YEAR ON SITE. AT HOME WARRANTY
ON ALL CONFIGURATIONS

PACK INCLUDES;
•  lam AMIGA 800 C 2 9 9  99
•  BUILT-IN Imo DRIVE
•  BUILT-IN TV MODULATOR
•  DELUXE PAMT ill £ 7 9 . 9 9
•  LEMMINGS E 2 5 . 9 9
FREE MOW SILICA .Saa Too LAI 7 . 8 ?

TOTAL PACK VALUE E573-194
LESS PACK SA VING E404 84

SILICA PRICE E209 00

NORMAL
RRP

0 4 9

RAME269
INC VAT R e f  A M C  1686

2,, RAP) • CLOCK E299 r i dd  RAM 0670

SILICA
SYSTEMS

',SILICA -  THE AMIGA SPECIALISTS
•  COMMODORE APPROVED UPGRADES: i-,ard DrvoR PM) ,Jpgrades neln WANG co-ate *warty.
•  FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland.
•  TECHNICAL SUPPORT HELPLINE; learn of lechnical experis at your service
•  PRICE MATCH; We N3cMalty match competitors on a  'Same product -  Same ro te '  oasis
•  ESTABLISHED 14 YEARS: Proven track record in prolessional computer sales
•  £12 MILLION TURNOVER (with 60 staff): Solid, rekable and pm/liable
•  BUSINESS • EDUCATION a GOVERNMENT' Volume discounts available 081-303 0888.
•  SHOWROOMS: Demonstration and tratning facilities at our London & SidCup blanches
•  THE FULL STOCK RANGE: All of your requirements trorn cog suppler
•  FREE CATALOGUES: Will be mailed to you with otters software and peripbefal *Naas
•  PAY M E N T-  M a p r  credit cards cash, cheque or month /  %Rho 'APR 2913% - written quotes Cr' request.
Saltine you M o m  Ahem to boy .four raw Arrhyti =ROLM. we suggest you thine utey canakely Mow! WHERE you
buy ii. Consider what w i l l  be Ike a less months alter tuying your Amiga, when r .  may (armee adtabonal
dergniantis cr lothreane, or h•to ard aterme with your new porehaBe. And. sell the company .0Cm buy horn contad
you d e t a M  ol new produces, At Shoo Systems. we ensure Thal you all hanit nothing lo worry about We nswe
Nan 4•4•01•91-01 k r  almost 14 wars, wo are Amigo speciaiisin and we a Commodore aoprowarl dealer Writ' our
tnrroalled experience and expemse. w e  can now d a r n  l o  mewl our  customers requirements with an
trderstantang which a  second to none. Bui du l l  !Lill take our word Icr 11. Carraate and telurn COLIDOb now
ICY our Weal FREE IlleratUre and boson to esparehne 1Na 'Slice %ahem SI•10.•'.

TOTAL
 UE: Aro. c h 2 6 7 8 7VAL

MTV" CDTV
rztv= F O R  A500 or A500 PLUS

With FREE! Sim City CO from Silica worth E29.99
•  Statics put itaga ic run COP/ software •  - rart0e, hme 1534:Lie7col
•  Plays Marla audio CD drscs •  Compatible watt, CD i•G witl CO*
•  Stcrage capacity c o l  0630 11000y 090 8 0 1 0 1  10M11819
•  Mortal RAM experepn owe •  Comoabble attN 1$3966a alannard
•  Hard Drive cpoon •  Comes *Oh CORD collemat

(tory riwir, 4 - . 9 9  5 0 0 , 4  h v e t h u  bat ahlw Whijit Ears m e m  a t  ,Weihei,kincaoon and am-ads 1Yt9 Aviv, 0.*tm• rot, 5 tx
.em Fe  011550 romeloy V weecieISs ,fidt a  CMPRAM eeeeee M. e k e  Ae C0711
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E149
RAI CUD 057o

AMIGA 600
WILD, WEIRD & WICKED

,REE!
41-11•L

• 6•4

A11/17S___FROM THE
SPECIALISTS

AMIGA 500 PLUS
STANDALONE

1 YEAR RETURN TO DEALER
PACK INCLUDES
•  1. AMIGA 5001t1,ug
•  BUILT iN 1 .  DRIVE
•  A520 TV touctui-ATOtt
PLUS! FREE FROM SILICA:
•  ZOOL PACK (Soo Top Mini

NORMAL
FIRP

11299
1 Mb RAM C L O C KE199

INC VAT R e f :  AMC 0500
2ND RAM + CLOCK E 2 2 9  A d d  RAM 0592

1 YEAR ON S TE , AT HOME WARRANTY
ON C O N F I G U R AT I O N S

PACK INCLUDES:
•  Ivo AMIGA 800. _  E 2 9 9  g9
•  &ALIN It• Oftert 3 rir 11COULATCR -
•  DELUXE PAINT III E 7 9
•  MICRDPROSE GRAND PRIX E 3 4 . 9 9
•  SILLY PUTTY E 2 5  R9
•  PUSH OVER £ 2 5 9 9
FREE mom SILICA iM•11co Lot:. £ 2 1 7 . 8 ?

TOTAL PACK VALUE, E734.82
LESS PACK SAVING E435

SILICA PRICE: E299.00

NORMAL
; LW

1:399
RAAAP,P.P

2,••• ;IAN • CLOCK 0 2 9  And PAM 057C

PACK VALUE,
PACK SA ViNG
SILICA PRICE-

WARRANTY

£299.99

E127 92
9427.91
[228 91
E119.00

121t RAM CLOCK E259 A l c  RAM C692

AMIGA 600HD AMIGA 1200'4
EPIC + HARD DRIVE C O M I C  RELIEF

0.41, -E131i•• • • -  -AM164.12
SAVE .E100!

44' 3 1 k '  p
oilt. tr. 6  INCLUDES 20. •HARD DRIVE

•., . t
4t...7  3 o . ,  HO

11.114 -  •  I t  OPT ION,. • A D O  B O

f-TEAR ON SITE ;AT HOME WARRANTY
ON A, I S L  FIAT CiNS

PACK INCLUDES:
•  to• AMIGA 903 s .  twwww• M i s s .  E329 99
•  BIALT,18 las DRIVE ITV MOOLLATOR -
•  ackw HMSO OSA E 1 4 9  00
•  EPIC • s A u t v e L e E  ( 2 9 9 9
•  ROME -Ana %Atm LINENTLINE E 2 5
• MYTI ,ETF- ruEsmmbrm
•  TRIVIAL PURSLer - nor...wool E 2 9  SI
FREE FROM SILICA :See Too Lehi E 2 6 7  97

FPE T O T A L  PACK VALUE. E552•82
£ 3 0 LESS PACK SAWNG 1491

CITIO•053 SILICA PRICE; £390.00

NORMAL
RRP£499
2010

H/DRIVE

2..•- RAM •  CLOCKE399
INC VAT R e l  AL IC  0009

2, ;41, 3 0 4  HO £449 M•IC ong

ALL PRICES INCLUDE VAT -  DELIVERY I S  FREE O F  CHARGE IN  THE U K  MAINLAND

MoldirsMiss•Mst S u r n a M e

Company Name (if applicable)

Address; ,

AMIGA 500 PLUS
CARTOON CLASSICS

1 YEAR RETURN TO DEALER WARRANTY

1219
PACK INCLUDES:
•  1 iat M A G A SOZIKoh
•  BULT. IN WA. OP1VE
•  A320 7V istOrkAAIGR
•  THE EiMPSONS....
•  CAPTAN R A N E E
• LEMMINGS . .
•  G R A A F  PAINT •
AVE MOM SILICA 1504 'Ion AA?

-
E2A
EEO 99
CM 99
Ertl 99

E267
TOTAL PACK VALUE. E724.12
LESS PACK SAvING 1495 er2

SILICA PRICE C M O S

NORMAL
RP 1,

E299
Mb RAM + CLOCK'£229

INC VAT R e t  AMC 0592

1 YEAR ON SITE/AT HOME WARRANTY
ON ALL CONE GUAM' 'DNS

•  88020EC FretraMar
• 14 1 9.9.- S p e e d
•  32-114 ArciMeciunt
• 2w- Chm RAM
• Mogi COS y3 0
•  A t  CPO Si t  jar

F r i n . roo  Grapnel
• ' 6  7 Millon COMM
• 256 EEO ChibuIS En

Screen

• t a 32 at CINAAv
baiNion Sim

• pCMCII Smart 1.arr
Slut tom 5129 • 4,
PC Cwels

•  95 Key keyboard tioM
Notnenc Mtioad

• 24' 85et Ingtmal Hard
Drive Optional Eetne

• 1 Year On-ste
• Bu r t .  TV ittiguittc, Main tenance
• Pea NON INCA is. TM AYALA  1 2 0 7  87

SILICA
PRICE

2wi RAME399
INC VAT S e t  AMC 1212

Witt 85,, Hard Drive E599 AMC 12E5
AL_

MAIL ORDER; 1 • + 1  The Mews, hatheriel Rd. Sidcup, Kent, 0A14 401K
Ohm Loes Owe Mce-Sel 9  00074 W V.  N o  Len Ntbh1 Ocarrib

LONDON SHOP: 5 2  Totlenham Court Road, London, W1P OSA
cowing is:tits L l e r .  Sat 9  XiarrrE I t , -  N o  k V *  M i r i  Opw•hg

LONDON SHOP: S e l l r i d g e s  IRasiowt meal, Oxford Street London, W1A 1A8
Oveing wAiii, % k p h - FA 1. .1•0•4 morn $41 close 630ohl L a t e  N r  ' , , , , , ,  •  I P '

SIOCUP SHOP: 1 4  the Mews, HaMerley Rd, Side*. Kent, DA14 4EI1K
01Wheq 1-kwit• W o n - S a t  9  00••n63,0e. L a i t i  Nithi F i t i • L .  79911

ESSEX SHOP; K e d d l e s  ,:tio Riwi. High Street. Southend-on-Sea_ Essex. SSI ILA
Omura Horn R o o m  10.00•71,530•• 1559 3mm-300pr. L e l .  e•OR 1 , • , • • • 1  • 7lom

Tel:0014M 1111
Fts N i  COI 3Ce 09311

Tel: 071-500 4010
La• Pie -371-347 •

Tel: 071-629 1234
Bowiao- 3914
Tel: 011•31112 Melt
Fax Ni : 4 9  oc,'
Tot 0702 4E8030
Nit PIE 3707 1e253

F p  Sil ica Systems, CMFOR.C583•134 1 - 4  r i l e  Mews H a m e r *  RI ,  Sidcup, Kent, DA14 4 0 7 )
PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE

Poslcockc

Tel (Home)- •  T a l  (Mforid•

I N h • c h  Computer(s). i f  any, do  you own/-  -  -  -  -  1 0 4 I a d o
EsGE • Aithusisert p i . . r  and seAK C...111 may change • Meow rear.  the GO•ace 115 ire I M O  irrInewelow



•

O U T  N O W  O N  "  major UK magazines giveNOB BY 92% plus reviews."

C 6 4  1 9 . 9 9— Disk E14.99
4ZZAP -  96%'

COMMODORE FORMAT -  92%'

*
'EL,IROPE*

- J o a o
NOBBY is an ever hungry Aardvark, in search of 'Antopia' -  a land where an ant can be free *

1
and an Aardvark can have the time of his life!!!

•  8  levels of addictive arcade action •  A  monster inhabited maze full of bonus points *  *2;1•  Special underwater levels •  A  skin of the teeth ride through subterranean depths
•  Aerial antics as NOBBY goes ballooning •  Platform action on Earth, Atintis & the Red Planet of Mars

C) 1993 Thalamus Europe, Unit 29, Riverside Business Centre, Victoria Street, High Wycombe, Bucks, HP11 21.1 Tel: (0494) 474713 Fax: (0494) 440220


