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Lemmings is finally here.
Has it been worth the wait?
Is it corker or cack? Read

the definitive review inside.
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¥ This commodore Mouse is a high resolution two button mouse featuring 1

optical counting, teflon guides, microswitches, rubber coated ball and high

quality interface.
B When combined with OCP Advanced Art Studio this graphics package is guite '

simply the best system available. The features are unmatched...
B Create an image - shrink if, expand it, move it, rotate it. copy it, colour it etc., alc, l
B Spray patterns or shades, make elastic lines - stretch and manipulate shapes. MOUSE MAT
B Zoom in to add detail in fine mode B Pulidown/lcon driven menus for ease ol use
B Mouse operation, plus joystick and keyboard control AND
B 16 pens, 8 sprays, 16 brushes - so flexible anyone can creale superb graphics easily t u{iﬁrﬁtﬂﬂ
B Ful ilities s B0

Full cut and pasie facilities plus excellent printer support “'ITI'I EACH PACKAGE

IOTAL PACKAGE INCLUDES MOUSE' MOUSE MAT'HOLDER AND OCP ADVANCED ART STUDSD - .

LC ILOT PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

8 The Star LC200 Colour Printer nofl only peets o Mear Lefier Cuality for your regular jobs but
aisg prints. oull yOus peCiures. o Adt Shete. Acton Replay. eic . m generous colour!

L LC200 == 3yl Contrones prrtier 50 f works sl offwr compulers (Amiga, ST, etc)

B Made possitie by Datel's [pacxacs secs unes STAR LC200 COLOUR PRINTER RAP £345.00

U COS0LS DNes Cirsvss CENTROMICS PRINTER LEAD RAP £12.99
Nl yOu C3N hideee 3 harocopy DATEL CDLWR PRNTER DRIVER SOFTWARE RRFP £18.99
n up 10 16 colowrs™ OFRBALLY (377 98

™ %0 buy COMPLETE PACKASE NOW ONLY EZ59.00

B 1l you already have an LC10 or LC200 Colow Printes we can supply the Driver separately.

RIMTERDRIVER 2 BlE SEPARAT 19,09

B Works with Serial Version of LC10, Parallel Pon Sprni 128 eic
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System may be the best
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"ONLY E29.99

ocrR CALL AT OURLONDON SHOP 22z, TOTTENHAM COURT RD, LONDON, W1i. TEL:071 580 6460
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®) FREE
THE ACTION REPLAY MK Vi

WILL LOAD A 200 BLOCK
PROGRAM IN UNDER &6 SEC

THE MOST POWERFUL,
PACKED UTILITY CARTRIE;

® 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. Works with 1541/1571/Oceanic/1581.

@ INFINITE LIVES GENERATOR - Automatic infinite
lives!! Very easy to use, works with many programs.
No user knowledge required.

® PROF MACHINE CODE MONITOR - Full 64K
Freezer Monitor - examine ALL memory, including
stack, I/O area and registers in their frozen state.

Ideal for de-bgging or just for fun!

® SPRITE CONTROL - Freeze the action and view the
sprites - watch the animation - customise your games -
Jdll sprite collisions.

@ FREEZER FACILITY - Now you can make your old
slow loading programs load faster. Simply freeze the
action and save to tape or disk to reload at superfast
speed - no more waiting for programs to load.

@ DISK COPY - Easy to use disk'file copier. Much
faster than conventional methods. Ideal for backing
up data disks.

& |

display

& "blow it up” to full screen size

edit sprites

screen message with music

ONLY £9.99

HOW TO GET YOUR ORDER FAST!

ALL CHEQUES/POSTAL DRDERS MADE PAYABLE TO.....

GRAPHICS SUPPORT UTILITIES DISK

SLIDE SHOW - View your favourite screens in a slide show type
BLOW UP - Unigue utility allows you to take any part of a picture
SPRITE EDITOR - A complete sprite editor helps you to create or

MESSAGE MAKER - Any screen captured with Action Replay or
created with a graphics package can be turned into a scrolling

@ TAPE TURBO - This feature will add Turbo
Reload to the programs that you save o tape - no
user knowledge required.

® FAST FORMAT - Format an entire disk in about
10 seconds - no more messing about.

® PRINTER DUMP - Print out your frozen screen to
printer - MPS 801, 803, Epson, Star, efc. - very
versatile.

® CENTRONICS INTERFAGE - For parallel printers,
Star, Epson, etc. Print out listings with graphic
characters etc. (Cable required for parallel port
£12.99).

® SCHEEN EDITOR » Now you can edit the entire
frozen screen with this text editor - change names on
high scores, etc. Great fun!!

® EXTENDED TOOLKIT - Many single stroke
commands for Load, Save, Dir, etc. Plus range of
exira commands, i.e. Auto Number, Old, Delete,
Merge, Appand, Linesave, etc.

sopyiighl matadal

malena

@van

THE REVIEWERS SAID...

“I'm stunned, amazed and totally impressed. This is easily the
best value for money cartridge. THE CARTRIDGE KING!
COMMODORE DISK USER

N i Hlagal o make COpes, van K7 youT 0w uEa, of cogpright m
pErMission of the copyright oemar, of T Soences theneol

24 HOUR MAIL

ﬂEL

WARNING 1988 COPYRIGHT ACT WARNING

Dl Ebscirancs Lbd . rsither conciones or authorses e use of il's products doe the repeoduciion of

This backup Reciites of this produc are designed to reproduce only sobhwang such as Publc Domain
T users own programs o softwars where permsson o make bacsups has besn clearly

ateria, withoul the dear

ORDER HOTLINE
0782 744707

DORDERS NORMALLY
DISPATCHED WITHIM 48 Hrs.

DATEL ELECTRONICS

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292
TECHNICAL/'CUSTOMER SERVICE 0782 744324
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Christmas last year dua mainky 10

the fact that she had a virus

{which tumed her hair green) =
She was really ill and har mum

dragged her around Marks and
Spencers (piciang up all those

last munute presents) and she

excuse (Lemmings in this
case) to dress up i a daft wig
and we'll go for it. Still we
were all feeling a bit festive
and kooking like a loony is a
surefine way of dealing with

it. My abiding memaory of

e AMErcan mags 100

Commodore Formal i printed in the UK by
William Gibbons and Sons.
All material © Future Publishing 1983

[ - last Christmas is working was curied over on the fioor.
ABc 41.626 °F°° behind the bar in my ‘ Her mum kept saying ¢
r favourite pub (The Loft) “One more present Lisa,
il Membes of the Audit Buraau of Catulat It was incredibly busy and loads of jolly one more present,” while Lisa

altractive young ladkes came up and gave me a Chrimble cooled her face on the tiles.
kiss. By the end of the night | had lipstick all over my facs Things improved shightly when

Hugich would |ike 1o thank: Gred for the bunes, |

O s s 0 A 10 ovviat, o ot ki and my girfriend al the time gave me a good siap. the family bought a new tree
his hliday, Bl not quite. However the best bit was when everyone left and all the and it was six foot tall and
Clur would ..mlh:.u::; Mt b ..u:;.r [vempy ik bar staff sat down for a jolly well eamed drinkie (purely when Lisa discovered she'd 3
when - am e Ty far - = o 3
Lisa wouid llke b thank:All those shy retinng iokes that tancy her medicinal of course) and a gossip. By compansaon, lost half a stone and gl
bl dan't hiave the bolle 1o &sk Per oul. You know who you arel Christmas day was jolly dull, just the usual over-ealing, v adminng glances and wolf whistles from every
Simon would e 40 ank: Michelle Moerin for baaring up after baind specials and a complete lack of snow. blokie in the neighbourhoad

ko ked down By & C8
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33 GAMEBUSTERS !ore tips than an asparagus
addict could handbe, The gamebuster ride of a lifetime stans
here. All aboard!

34 THE SIMPSONS

The fifth and final part of our solution

to this corker of a game - T

36 NEBULUS =

The towering heights of level 8, - .“__ o
37 LISTOMANIA Py

Loads and loads of kstings to

while away the winter evenings
38 SUBURBAN
COMMANDDO Back down io
earth for our extra-lerresinal hero
40 CASTLE MASTER
Part two of the guide to this fab adweniure

41 STREET FIGHTER 2 Two more characters
stripped down fo the basics.

42 NOBBY Ani eating fun with our favounie asrdvark
448 NIGHTSHIFT Plenty of tips for night iving
45 POWERPACKED Last month's powemack
games given the Andy Roberts treatment..

" Hexr

The worst thing thal could
happen at Christmas happens
every year to me. People come
1o visit my family, give evernyone
else presants, then say to me:
“You'll have to wait a week for
ke o yours because we've got you a
joint Xmas and birthday prezoe”
When | grow up and have kids I'm going to make dam sure
they don't get bom arcund Christmas time. | should have
two birthdays like the queen.

OLLIE

Oilie had a bit of a disastrous
Christmas day because his mum
and dad went o his gran's
without telling him. It got bether
though when he had a
wegelarian lunch with his

CHh
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(i a cla Dave's the chap 1o
588, Ir you're ||:-:|hn-:| fo be ripped off then try a car boot sale,
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'l.l'-a'm every single Cod product in
Of ane Num

52 MAIL ORDER

Have a root around in Commodone Formals
basament at your leisure

54 UNDER THE
XMAS TREE

We spill the beans on what we're he
m of our beds on Chris
what you should be asking Santz
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you what you're buying. Erm... Excuse me?

pakates like you

: aMasters stores, that's
ging to handle.

bargain
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. to find at

m and tel
ar this year.

brother and his mates in the upstairs flat. Ole reckons that
it was every bit as good as a full blown roast, Then he
rounded off the experience by getting up early on boxing
day and doing a quarter marathon. For the record he
came 2315t out of 500 people.
Everyone else stayed in bed as T
a fribute to those plucky rUnners. '
nt' 1

SIMON FORESTER

Unfiortunately Simon's
Christmas was ruined by a
slightly "niggly’ girlfriend who
ruaned the ambience a bit.
The best bits were the
times when he escapad
from his girliriend by
running off down the

street. (Tell me Simon, are you shll seeing
this qurl? — Hutch) (Mevcifully no, thank you Hutch, Nee
found someone far better — Me! - Simon).
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art two of this
fantabulous
game is set in

the enamy basa itsali
There are 16
computer
terminals
scattered around
the three levels of
the base (it's from these that you obtain the
captain’s code and relevant information about the
hyper-drive of a particular colour of ship)

MNuclear energy cells are also scattered arcund
and these must be taken to the marked lifts. To
activate the lift, access the terminal control with ‘up
on the joystick when you're standing in front of it

When you've got all the relevant information
and loaded a ship, go down to the hangars, jump
in, punch in the captain's code and take off

If all this sounds straight forward, just hold on a
minute — you don't think it's going to be that easy
do you? While completing your tasks you also have
to cope with some pretty angry residents who don’t
want you making off with their ships. There are
three ways to take out the bad guys — you can
shoot, kick or thump ‘em. Pull down on the joystick
to pull out your gun then hit fire to blast your laser
Up and fire does an impressive flying kick, but I'm
sure you can work out most of the moves for
yourself (just hold fire and waggle like heil)

Freddy, though rudely turning his back on his
adoring audience, accesses a compuler terminal.

Very good Freddy - now try that when you're
tacsng i the right direction, and you've got it.

I'm just a computer terminal, short and snout,
where the hell did Freddy learn that pout?

QUICKSTART INFO

t urra

i DOWN/A
+«LEFT/O
=+ RIGHT/P

Jump.
Duck.
Run left.

- ...
- ... .-

Run right.

1 - When
Fraddy's without a jot of fire-
power he can still get through
with a hefty kick or two.

2 ks

If Freddy’'s lucky enough to find
oneé of the powar cells it"ll

appear right here partner.

3 - Log
onto a computer by pulling up
on the joystick and the on
screen message is shown here.
Remember to write down the
captain's codes when you find

® COMMODORE FORMAT 39 December 1993

them, as you'll need them later.

i - Giet 10,000 and
Freddy will get a new lease of
life (or rather another old one).
B - They go
quickly, so be careful as when
they run out, you'll die.

i FIRE/Space Fire gun/kick/hit.
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£ LIUOW JSB| U0 N0 pass|w nok Jo ‘auo
ped ajedwos o) yBnous paey } usiam nod §| 4




eea, them were

the days —

bEil"lg woken
up in the middle of
the night, running
downstairs and out indc
the cold air for fear of your
house collapsin
your aars (| use
train track, you see

g 2rHd

Anyway, now's your
chance io relive it all over
again in a slightly more
glamorous way — try your
luck against the Red
Baron and his flying
circus of World War

1 flying aces.
You too can
take control
of a fully
armed
fighter
plana to

blast your » -'_

enemies out of the skies (and off the

aground as well for that matter). There's
planes, balloons, cannons and !
churches to take out your frustration, so

get to the air and kill, kill, kill! Failing that, you
could fly through the skies spreading warmth, light,
and comfort to the scared victims of a bloody war
below, but that's boring, so get killing.

The game starts with your plane on the runway
ready for take off, if you pull the joystick down
(before you reach the end of the runway) you'll find
yourself heading for the skies. Once you're up, you

ERERLN=-REBLY HIaoH

ERENIN: ER T

Er... Excuse me... | hate to be al bore, but isn't
that one of the good guys we're shooting at?

|
I )

can control your
flight by pulling
down to climb
{pulling back), up to
descend (nose diving) and left
and right to steer the plane (banking).
Pressing fire will not only set off your
machine guns but will also instruct the plane
you're escorting to drop its bombs (| don't know —
maybe they're really
stupid or

something)

Y our
enemies are red
and your escortees
are black, so don't
make the mistake | did when

| first
loaded it up
— | fired at
the nasty
little black
thing in front
of me to get it
out of my way
{which didn’t exactly make me popular
with The Cause). Mind you, if you don't
fancy all this mission stuff you can just
lzad it up and take off for a good shooting
Session — you won't score all that well but you'll
have a jolly good time. Set the skill level (on the
intro screen) to easy if you're just after a mindless
bit of psychotic blasting, otherwise you'll gat shot
out of the skies before you can sing the first verse
of Those Wonderful Men In Their Fiying Machines.
One handy tip for all those first time flyers
always remember which way the ground is, and
avoid it at all costs.

QUICKSTART INFO

t ura
| pown/a

T

Fly higher.
Fly lower.
= LEFTIO Bank left.

=+ RIGHT/P Bank right.

L] FIRE/Space Fire guns and drop bombs.

M Display map.

SCHLELE - 000000

1 - When your ammunition runs
out you might as well be dead.

2 = Phut, phut, phut, bang, crash. Are you
gatting the general idea yet?
3 - Your damage meter, avery

time you get hit a bit of propeller disappears.
When the propeller vanishes completely, so do
you [in a puff of fiery smoke).

4 - Follow the arrow for your
main target.

d X POWERPACK 7

SOCRE - DM HIGH PR R

Help! My map's blown onto the windscreen, and |
can't see where the heck I'm going! Mayday..

Ml BRI BT

Oh, it's ane of them there escorted planes. Oh
what the hell, I'd better blow it away anyhow.

ATEMEINI . ENEMERENONLY HilaH CRERE T EEY
In elassic bad planning, the final picture is one

of you taking off at the beginning of the game.

m. ihmlmlrﬂ-lllﬂnnﬂl- m

PUBLISHER ..........DURRELL SOFTWARE
PROGRAMMER..........-...NICK WILSON
GAME TYPE..........ARCADE FLIGHT SIM
DIFFICULTY ..ovscarsssnsssss: MEDIUM RARE

HIGH 000850
- = Your present escort’s

damage meter. Which is usually high if you keap
blowing them up.

[ = Threa won't last you very
long so try and protect them as much as you can
from things like the ground.

7 = Keep a few for the main
target, but feel free to take out the odd church
on the way..

B - Beal your mates on the high score

COMMODORE FORMAT 39 December 1993 »
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Of#f to the spooky castle, creepy graveyard, or &
encounter with a vampire shopkeeper from hell?

So this Volcan bhlokey doesn't want a whole
island after all - he's just a beach bum surl dude

re you sitting
comfortably? Then I'll begin.
Oince upon
a time, bafore
yGUr I'alher's I- -'“J —_ '| —.\-——h...—.
father was ' 11 -

—
nothing mora |
than a sparkle |
in his dad's
beerglass, there was a
young boy named Algemon The

Hopelass. His home was a tiny ﬁ

island in the middle of the Sea of Storms the rest of the world, until one day a stone tablet
B”UW" as Rotena. Algernon didn’t have a very full describing the whole affair was found by our hero
life, he spent most of his time gardening in his Oswald, son of Galahad the Druid king. The stone
small allotment. One fine day he was digging up tablet told of a way to restore the island to its
potatoes for his mother to roast with the Sunday original inhabitants, the small, green, barking tree
lunch when he found three small g objects. frogs. The three magical objects must be brought
Being the dweeb he was Algernon decided that the together again and taken over

DL g Yoo e to the island in order to get rid
of the terrible tyrant Volcan
once and for all. Bring the
three objects together and the
island would turn back into the
pleasant place that it was all
those years ago (rays of
heavenly light transforming
bogs into beautiful flowing
waterfalls, etc). Yup, you

the objects was to rub
them togather in his
tasteless soil stained
gardening mittens.
In an almaost
predictable manner
guessed it = hera's where you
come in:
Guide Oswald through his home town and
beyond to find the lost objects, then onto the
Rotena to do away with the evil Volcan (either by
chanting ancient incanations, or a swift kick in a

there was a sudden
blinding flash that
scaltered the objects
and caused Algernon
to drop dead — he had
awoke the Curse of
Volcan. Volcan was an axceadingly ugly and evil
wizard around in the early days of the world and,
beaing true to all the classic conventions of evi
wizards, ha admired the stunning beauty of the
small island Rotena and wanted it all for himsalf
{wizards are like that). So he built himself an even
smaller island off the coast from which he could
cast long range spells in order to drive the natives
away from thair homeland. Finally, he had
succeaded in driving most of the cccupants away
{the rest he either drove to a state of suicidal
madness or tumed into small green tree frogs)
Owar the years the true story of the people of
Rotena was lost amongst the myths and legends of

A cabin! Give me & home, whare the buffalo
roam, and I'll show you a house full of poo.

WANNA SEE MORE?

® COMMODORE FORMAT 39 December 1993

Gah! And | would have gotten away with it, too,
if it waren't for you meddling kids! Bogus!
Very Painful Place). The game uses
all the standard adventure vocabulary
such as: get note, examine table,
read book, go west with boat elc, so
you shouldn't have too much trouble
with the language. Remember not
to give up at the first obstacle, a
bit of lateral thinking will get you
there in the end.

If you, like the author of this
game, have written what you
consider to be a darmed fine
adventure games, why not send it
along to us? It's really simple — all you have to do is
ook on page nine (it's opposite, dummy) for the
box called 'Send it in', and go from there. If you

nead a little inspiration, you could always take a
ook at this month's Ultimate Text Adventure
feature, where we go over quite a few ideas.

{ you get stuck on this game, however, thare
four options open to you:

1 Refrain from ringing in for a solution — we don't
have one, you see, so there's no point in asking us

T

Wait for a few months until we print the odd hint
for it, or even a complete solution.

3 Try drawing a map — it'll help you see clearly
exactly what you have explored, and exactly what

It's word and not fire power that count in this
game so here's a few o get you started:

Examine Check out an object.

Go in a compass direction.
Pick up.

Look at your surroundings.

Inventory: what your're
carrying.

Up a ladder or something.

Display map.

DIFFICULTY ...eereenenr EASY TO MEDIUM




4 ¥ POWERPACK 9

as that was to violent for words). Cops and
Aobbers is one of those games that you play puraly
for points (and what do points makea?), the mora
diamonds you collect and the more cops you Kill
{What is this — lce T the computer game? — Hutch)
the more points you get. Simple as that, really.

You start off in the streets of a lawless mid
western town. There are cops evernywheara, even up
in the skies whizzing around in a halicopter. Try to
avoid the ‘copler as you make your way to one of

jamonds are forever, or 50 the people who
D are trying to flog the overpriced gems say.

Lisa loves ‘em — they're definitely her best
friend, but nicking them from department stores can
get you into an awful kot of trouble, especially when
the cops are roaming the building on the look out
for shoplifters. So what does the respectable
shoplifter do when a security guard comas his
way? Put the nicked stuff back on the shalf and nun

tha buildings in the centre of town. There are three
different buildings to raid for jewels - the store, the
ming and the jail

It while you're on your shoplifting spree one of
your men gats caught, he'll get locked up in jail. But
you can bust him out if you need him. Break into
the jail then wander to the cells, shoot a few guards
(As you do! - Hutch), nick the key, shoot a few
more guards and release the prisoner. This
will effectively give you an extra life to

like the wind to the front door? Nope, he shoots ‘'em :
dead (I can 'Ee. an paint the town red with (and I'm not
attack of censorship talking about paint),

coming on — Hutch).
It's almost as violemt
as Tarantino's fab
film True Romance
(almost but not quite

SCUORE HI SCORE

.J

up T Move up.
DOWN
LEFT

RIGHT

ELiiiliARRLER

§ Move down.

Hold on a minute..
poltergeist in The

Since when did you see a

= Move left, Big Italian Job?

=+ Move right.

FIRE @ Fire weapon/turmn safe

N

Fast or slow. If you've written any games at all that you'd like
to see immortalized on the CF covertape for all
eternity to peruse and marvel at, it's all really
guite simple.

All you have to do is cut out and fill in the
form below, and send it to us (along with your
game, of course) to the usual address.

Remember — anything you've got, as we
take a look at every single one that comes our
way, and yours might be the one we pick!

Crime i
oversized

no joking matte seing in p sasai

umerals an get you up to 20 years

PUBLISHER
PROGRAMMER -...coccs0:00:::MIKE DAVIS
GAME TYPE.ccorsssrsnnsrssssrsnnnsasss-ROMP
DIFFICULTY ...........QUITE EASY REALLY

sesee KINGSWAY PD

OEND UDS YOUR _J_).n"L

& s & fedaral

And illegally blowing glass figures N.EITIE 0' yﬂur pmgrﬂm-

offence in quite a few states of

{ Americ

CEroe e b L

(RN AR PR PR RA RV R R NR R RRER B AR RN AR

Type Of Program:

. -
IJI.Iml.llIIJI.JI.IIIJI.IIIJL]IIJI.;I.HI.JIJIL:I' T TR,

Your Name

O T e T T R Ly R R R AP Py v

Your Address:

LLLIEY

LLIRIY LILETY

AL

Little Jimmy is serving a life sentence for picking

his nose on the first Thursday of the month

The enclosed program is hereby submitted for publicat

Commodore Format. It Is entirely my own work and as f&
does not infringe copyright laws. This program has not
submitted to any other magazine of software house and |

WANNASEE
MORE?:

yOME:

I
|
|
|
|
I
|
|
|
I
I
|
I
I
I
I
: Daytime Telephone No;
i
I
I
I
I
I
I
I
I
: Signed
|
I
I
|
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From the makers of Creatures and
Creatures 2 comes probably the
greatest platform game ever
created for the C64; Mayhem
in Monsterland is an intriguing
blend of fast, frenetic platform
action, with five wickedly cute
levels to explore. Featuring the
cutest dinosaur ever to emerge from the
Jurassic period, you'll soon forget all about
Italian plumbers and spikey blue hedgehogs.

E

£8.99
CASS

£9.99
DISK

* First video game to receive 100% %

* Super-fast full screen scrolling *
* Fully interactive soundtrack & SFX *

* Amazingly detailed graphics *

* New non-standard colours *

c64
SCREEN
SHOTS

* Not available in ANY shops %

PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)
.J CASSETTE £8.99 I DISK £9.99 PRICES INCLUDE P&P

Send to: Apex Computer Productions Ltd., PO BOX 100, South Ockendon,
Essex, RM15 5HD. Please enclose a cheque/postal order made payable to
APEX COMPUTER PRODUCTIONS LTD. Allow up to 28 days for delivery.
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timate text adventure.
Jjoin him shortly after
he's giscovered the
(a lgl f 0S5 |rr{
| i It |II[:I. tC)
{ -.'.'I'Illllll-! e I|'rt'r.rll!l.|[r

far more ."J'llll'JLw' Eerrt

The doors of the Future Publishing lift swished shut leaving the faint smell of
aubergines lingering on Hutch's clothing. The floor numbers slowly counted up until
they reached floor five. The doors opened again and Hutch left the lift, stepping
neatly over the comatose software house representative who'd made the mistake
of complaining to Simon about one of his reviews.

Thé shelling was surprisingly light for a Monday and so Hutch didn't bother with
the flak jacket, though he did plonk a hard hat on his head. Ais he passed by the
iims_;'hml fiction offices he heard a faint groaning coming from underneath a desk.
He peered over the top and saw Dave Golder lying on the floor with a nasty bruise
on [!'HF nead, while next to his cranium lay a goif ball. As Huich surveyed the scene
of devastation another golf ball came flying from the direction of the Mega offices,
bouniced off his hard hat and came to rest in the coffee machine.

Ilelpz-uiing that he'd leave Dave to his own devices, Hutch turned the laser triggered
alurﬁ"t___uff_. opened the CF office door and kicked it open. A large hallibut fell onto
the floor with a satisfying thud and Lisa's face appeared around the corner. She
cursed her aim, picked up the fish and dropped it back into the Mighty Brain's tank.

You sit down at your lovely imitation pine desk. On the desk is some unproofed
copy, a large red pen, some Jaffa cakes, seven toilet rolls, a packet of Annadin
Extra, Danessa Paradis and a cormorant called Trevor. There are exits to the west
and east.

«w What do you want to do?

. Eat Jaffa Cakes
..dolly tasty too, bit stale though. What now?
Laugh hysterically and throw a toliet roll at Lisa
«.bood shot, The roll bounces off Lisa's head. She looks a bit bemused. What now?
Resign and retire to Australia to raise a fine beer gut
|

.. Nice iry, but this is Future Publishing. There is no escape. What next?

@ CONURODCGRE FORMAY 30




Are you getting a little bored with your action
games? Does all that platform jumping, alien
wasling, cule bashing fun get a little shallow after a
while? Well, | would advise you to settle down with
a good book, but a lot of people find that the lack of
interaction makes them a poor second to computar
games. So why not get a fiitle closer to your goals
by playing a text adventure game?

Maybe it's just me, but did |

sense a little reaction there e

along the lines of B,

u.m *‘h}' I:,"
dontyou = :
just go away A
and die?". i

Well 7 |

don'tbe

like that — they can be
fun, you know. For a
start, though they're
not as pacey as
arcade games (testing your
reflexes and hand/eyve co-
ordination), they're

several million times more
involving, with detailed
descriptions of every
where, thing, and body you
comea across, and intellectually taxing ke, S225;

to a degree that an action game could never
achieve (they rely on brain power, testing logic
problem solving, imagination, lateral thinking, and
all manner of other mental skills).

As well as being a lot more ‘wholesome’ (1 did
promise myself I'd never use words or ideas in as
patronising a way as that, but what the hey) to play,
they have much more to them = but | can't sit here
wibbling on about how wonderful text adventures
are all day, because |'ve got to go off and find one.

SECRETLY PLOTTING

I'm not going to spend too much time on this one ~
plots are largely irrelevant. All the player really
needs to know is what he's trying to do, and why.
There isn't much need for a novella to accompany
a game - the occasional tile has had one, but
these have been largely superfluous, and haven't
needed to be read in order to understand the actual
adventure.

So something light, frothy, and above all short
always seems to cut it with me.
@ Don't bore ma with epic struggles that happened
two centuries prior to the events depicted in the
game itself.

there is one? Hitch) is that when you buy an
adventure, size is nice — a thick novel is always
better than a cheap little paperback, and the same
applies for the computer game versions. You see, a
text adventure is all about exploration — not
completion. Each adventure is a collection of
singular puzzies that combing, in the long run, in
the completicn
o of said game.
gt ! If a text
5 adventure is
worth its
y « salt,
. though, just solving a small
4 section of the puzzles
' should provide enough
i ~= = ' entertainment - the final
L \\ conclusion just marks
| \d the end of an epic
/ story, which should
| have provided enough little conclusions
and satisfying puzzles during its course to
give the user enough
- satisfaction throughout
! . playing, not just at the
i 4 end.
@ Anice huge playing
.~ area to stomp around

e would be nice.

WORK IT OUT
So what about these puzzles, then? Well, they

usually fall into three types — single objects, action,
and complex.

These are probably the most standard form of
puzzle you'll find in a text adventure, examples of
which would be locked doors which you could only
pass through if you were holding the right type of
key, magic barriers that require the player to be
holding runestones to cross, or even a sentry that
blocks your way if you're nol carrying a pass.

Don't ever think that single object puzzies are
just restricted to access, though. For instance,
there are many games thal require you 10 be
wearing (just a shghtly more complex form of
holding, when it comes down 10 it) a pair of gloves
in order 1o pick up an un-handieable object, or you
may nead to be holding a bucket in order to camy
water, or whatever. The point is that one action is
closed off 1o you unless you're carmying or wearing
a particular object. Now you may think that this is a
pretty simple kind of puzzle, but if you think about it,

.""-.'.__'

with a little
imagination, you can
disguise the idea to look
like many other little
problems, all needing to be solved.

ACTION PUZZLES

These puzzles really aren't so hot — they
seem to rely on the fact that you're playing a
text adventure game as opposed to
actually being there. For example,
Seabase Delta (a game renowned for
some of the more “How the hell was |
supposed to guess that?” puzzles of our
time) contained a nice litthe
underground (or rather underground
undersea) train system, which you
could guite happily get in, look around,
and attempt to aperate, by way of a button which
was clearly marked as the one 1o use. The dialogue
ran a little like this:

Prass button

YOU CAN'T

Why? Because you're not sitfing down. So:

Sit down

OKAY

Prass button

YOU CAN'T

Still perplexed? Well, assuming you managed
to guess the highly improbable sitting-down thing,
you'd probably assuma tha train wasn't working,
and go off in search of somathing else, or better
still, somathing to fix it with. Both courses of action
would ba uttarly wrong, because the correct course
of action (well, the correct course of action it you
want to see the rest of the game) would be:

Sit down

OKAY

Fastan seat beit

OKAY

Press button

Had you (improbable though it may be) been in
that situation, you'd have automatically sat down,
and most probably put a seat belt on without even
thinking twicae, but instead, you have to go through
the whole stupid thing step by step. And what kind
of use is that? |s suffering this kind of abysmally
stupidly naff game design really any fun
whatsoever? Mo. Just thinking about it makes me
want to go out and hit small furry rodents over the
head with a mallett (Don't try this at home kids -
Hurteh), Action puzzles are Mo Fun, and if you ever

“Y-II smmﬁ! lr.r[r‘-"';:;l rior LR f T ] anstructions .,
viis 5
Just in case you're wondering, this Y can-t.

Play adventure games
wl_lqle gduamura lark does ha'u'? an ,'1[: 11 me what to do N aerd Batter set
origin, in the form of the Very First il used to dying... a lot.
One. It ran on a mainframe, under !

: Tell mé what To do.
the name of The Very Big G_aua -‘::. SAFE 2 3 : 1 :

o W Lk oo e & i onNng b = B ooF
Adventure. Thay weran't lying. It metal, On it are five buttons r-eiut-rr.n-'-lr- ed
was big — | mean really big. Some one Tto five
mightsﬂyitwasalﬂﬂﬂtmbig'bu[ :‘F'n},hl-::d” T TTs1113 imEtTruc Tions
personally | don't think so. | like to Tr sa¥e explodes and kill Jou

. 'owu have take 2 T
use the phrase ‘comfortably sized’ : g ks
{Shut up and get on with it = Huich). EWD UOF &R
The pﬂintuf all this { You mean Fl You want to try again?

come across a game that's chocker with
them, chuck it away immediately, before
your blood pressure gets so high that your
spleen explodes,

Mow these are what games of the gods are
made of - real puzzles involving real
actions with real logic, and real
consequences. For instance, let's take a
theoretical game that we spent a while
dwelling on over at Amstrad Action (CF's
sister mag, and my homeland). The game
itsalf was based around the trivial task of

>
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doing laundry, and featured (surprise
surprise) a washing machine. The washing

You see, in order 1o work the thing,
you have to put money (it was in a
launderatte, you saa), washing powder,
and your clothas into it. And that, as they
say, was that. Had the game been another
f action puzzle job, you'd have had to open
the door, put the laundry in, close the door,

then finally turn the infernal thing on.
Instead, Bubbles (the working title for the

moments take
place in well lit
laboratories.

o ; Some of
maching itself was rather a complex litte spookiest
thing (Tell me about it - Hutch). adventure

IM A HELL LIT LABORATORY Rows of
i DmMPuTers e i a%y & T O . T & O L& il 5
cp&nthﬂpnwdertray,pmthaplmudﬂrm. e B i S e
close the draw, put the money in the slot, You drep safely Ffrom The Shafl

adventures is humour. Mow I'm not trying
to say that all adventures should be funny,
just as serious novels are incredibly
worthwhile, but humour should not be
avoided if you're the kind of person who
would use it — some of the best adventuras
of all time have been more than a little
comical (I'm thinking specifically of Leather
Goddesses Of Phobas), a game which
found its way onto most formats.

Quite a while ago now, a man called
Douglas Adams (author of the famous
Hitch Hiker's Guide To The Galaxy series,
for those of you who avoid all forms of

theoratical game) took it for granted that

literature like the plague) put his best
selling novel (HHGTTG) onto computer in

you'd open the door before trying to put
the clothes in, etc.

@ Don't irritate me with worthless, illogical,
and irritatingly abstract puzzles which do

things to do is start building a map. This is
i a very simple box affair, as text
I adventures are nearly always laid out on a
grid-like way. Nearly always.
| Imagine the following; you start on

on tThe

first time round, one of the most important th

JHDODTHABMNTIA &

i tten by David Edgar,
Commocdor-e B4 wversicon by AntThony Collins

i . A lasTX.,. The holidays arvaved and ax

||t||E-mﬂ|'gthﬂncgrﬂus&rnrlﬂh’“ruu_ wWas Time To gt away. You had heard of a
spaceline whaich takes You on a Tous
around the solar system and decided That
this was for wou.
Spaceship went out of control and begar
hurtling Towards The planet Luchkilw,

loa adven for the Thée AUTOMABTIC Eemergency crash absorb:ng
Whenyc:u dl.lpﬂl'l ture SysStem was working and vou landed safely

Planet. Everyone els
damaged .

- daed and

shipP was

the form of a text adventure, a game
which captured the imaginations of many
adventure writers, really showing them just
what they could do with a computer, a
sense of humour, and a little time. Also,
the fact that the man himself was both a
comic and a literary genius helped him
quite a bit, but that's another story (it
doesn't fit my argument).

| guess what I'm trying o say is that 'm a
big fan of humour = if used properly, it can
transform the dullest game into a laugh
riot, and wholly useless objects can be
justified if their description or purpose is in

location one, go east to location two,
north to lecation three, and west to, if
you've got a really unfriendly game on
your hands, location one again. This is not right.
The actual excuse for this is that the exits from a
room are not always exactly in the direction that's
portrayed. This is all very wall whan we're talking
about keeping something lifelike and realistic, but
when all comes down to all, it's just a pig to use,
and the hassie you'll have trying to keep track of
exactly where you are far outweighs any sense of
realism gained from laying out a game in this way.

it really does help if it's mappable as well, as you
really can’t expect anyone to keep track of exactly
where all the rooms are geographically if
something isn't quite simply laid out. I'm not saying
the maps should be simply designed - it could be
laid out like the Hampton Court maze, just so long
as every direction is exactly that direction, and the
| whole thing lles comfortably on a grid structure.

@ |f it doesn't have a logical map, it's worthless.

LOOK AROUND YOU

So we've got a map, and we've got lots of lovely
locations. When you enter one of these locations,
you'll be given a description of the room. That's
right — there are a lot of different ways to describe
a room, as well,
Let’s start with a sample room description.
You are standing in a meadow, with an un-
passabie cliff blocking your exit fo the north. You
can see a gun.
Okay, that's fine for a surnpﬁe description, but
aren't we losing the point of text adventures just a
i Iittle? Surely you'd prefer:
{ The bright sunshine makes the meadow you'd
| standing in look positively serene, as the gentle

® COMMODORE FORMS

You see, for a 64 location game to be playable,

breeze npples the lush green grass right the way fo
- December 1993

Space-based adventures oller plenty of opportunity for spaceship
piloting, extra-terrestrial encounters and the odd barbecus.

the fowering northem rock face. Looking around,

you can see a shape gleaming darkly on the

ground ahead. As the grass sways gently in the

breeze, the shape reveals itself to be a hand gun.
Mow that's more like it — when was the last time

you read a novel that contained something as

brutally abbreviated as “Simon

went into the restaurant, shot

Clare, and went home again™?

It just doesn't work as well as a i

long, drawn out description of

the lead pumping into

Clare's twitching corpse

(Er... Excuse me — Clur). '
To shorten this down LT C

1o just three words '

(Which you could ~ ~ >

have done about ¥ i

haif an hour ago -

Hutch), verbose is .

® Nice, lengthy o .

descriptions,

please.

TRY NOT o
1

L4

10 g o

LAUGH | :
. i ey
The next big X 1 |
fealure either
included or
studiously
omitted by a
lot of text

the least bit comical (people don't get as
annoyed by red herrings if they make them
laugh).

® We definitely need humour,

For all those of you who aren't yet familiar with text
adventures or the language that goes with them,
the parser is the part of the program you directly
deal with — it's the bit that accepts your commands,
and tries 1o interpret them into something it can
make sense of. Recently, that term has grown (it
was ongnally a programming term) to encompass
the theoretical chunk of the program that actually
accepts commands and acts on them. So
what?

Well, the standard of parser varies
greatly from game to game, with some
adventures allowing you to place objecis
inside other objects (put key in box), give

multiple entries (take pen and paper or

¢ take gun and kill Clare (will you just
= stop that? Clur)), or even use more
[ complex sentence forms (take pen and
break it). Of course, a lot of these types of

command structures are largely

unnacessary, but they really do help to make
an adventure a little less like an exceptionally
simple logic system.

The next criteria for a good
parser is for it to have a large
vocabulary. For instance, referring
back to Seabase Delta, and, in fact,
that very same tube train, when you
wanted to get out of the train again.
you had to undo your seat belt
(which, as we've already seen, is far
from desirable). However, the parser

wouldn't co-operate if yvou tried to

A



use words like ‘undo’ or ‘remowve’, and so
you had to sit there, stuck, uniil you came
up with the word ‘uniasten’. This just leaves
you thinking “What good was that?
because you knew full well what you wanted

someone else's interpretation to spoil that
image for you. If, howewver, you don't
automatically fill in the gaps of a
description and need help to visualize
your locations (a TV person), graphics are
all well and good (neither type of person is

The funny thing is
that text
adventures are
usually far more
atmospheric than

to do, and the only thing that was preventing the graphic

you was incredibly bad programming. variety. better, they're just different).

@ A comprehensive parser is a must, ® This one's entirely up to you.

.“.?“ o s Bl S s i THE ULTIMATE
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has put a little thought into the game, and
given the player the odd helpful extra. Here
are a few that you might find useful;

Undeo — No-one's really quite sure whether
a command that lets you undo wreng moves is
really cheating or not. Personally, | rather think

it &, but having one at hand means you don't
have to restart your game and follow your
footsteps exactly, going through the whole thing
again just to get back to whare you were is a pain,
50 a little cheating can be nice.

Verb — This is a command that you don't come
across all that often any more. The basic idea is
that if you want to know for definite exactly what a
parser will understand, it's nice 1o be able 1o call up
a complete list of commands. The reason,
incidentally, that this has stopped is because

ExaTE

In final conclusion, then, my all time world-
beater of a text adventure must have a
short and succinct plot outlining and major
relevent paints, whilst leaving out all the
irrelevant cack. The world itself has to be a nice big
(but logically structured place) with lots to see and
do (all of which should be nicely described), with
each puzzle having a logically solvable solution. As
well as being detailed and lengthy, all texts in the
game should be jolly and, if at all possible, tunny.
On the programming side, life should be made
aasy — not only with some useful extra commands,
bt with an intelligent parser, stuffed full of useful
commands, and brimming over with
commands that | may never usa, but
are there if | ever decide to (to make
me feel like I'm freely

having to have a copy of the manual to play a A ;i

game is quite an effective weapon against i roaming as opposed lo
software piracy. '.t following some pre-defined
Filing — If you're gaing to go on an epic VA = route).

" i L/

|oumey across the land of whatever, it's i

nice to be able to save your position at f‘; POSSIBLE

the end of the day and come back to a

game later on. "Nulf said.

Quit — it really is strange, but there are

quite a few games that don’t have the

option to restart. This leaves you running
round desperately trying to get killed (which is
quite hard once you start trying) just so you can
start again.

@ Make my life a little easier with some

extras, thank you very much,

HAYLP!

There are many games that will freely give advice
when you ask for it, and many that just tell you o
sod off. Neither is all that much fun, to be honest. |
propose a happy medium of the two extremes — no
game would ever be worth playing if you knew that
right from the start you had the complete solution at
your fingertips, but at the same time you wanl 1o
know that if you ever get into really serious trouble
help is at hand. This is why cryptic or limited clues
work best, where the game doesn’t give you an
antire solution (o any puzzle when you ask for it,
but instead offers little hints as to what you might
like to try doing.

@ Don't tempt me with a full solution - everyone
likes a challenge.

A TEXT ADVENTURE

Armageddon — Those computer conlrolled
characters really can gelt you down al imes
Careful - Well, why the hell not? _

Kipper — To be used lo dispose ol enemies
wilh a kind ol wel slapping noisa.

Milton Keynes — For when you wanl 1o
lransport evil characters to an elemity of
insufferable hed

Solve — Introducing the one-command adventure!
Spontaneously Combust - In axtreme cases
whean you're desperately in need of escape.
Terraform - Do you find those troublesome
hills keep blocking your progress?

"

WORLDS:

HOW ABOUT
THESE ADVENTURE
PLOTS?

Home and away - Sophie meets a
handsome surfer on the beach and
has a snog, but gets spotted by
Pippa. You've speak to Bobby who
offers to help you if you collect five
objects for her. The clock's counting
down and you've got 24 hours to find all the
objects and get Bobby to speak to Pippa.
Chancellor - Your party has swept into power
for the third time running and you've been
appointed Chancellor. Unfortunately, all
those disastrous economic policies of the
past have caught up with you and the
country's on the verge of bankruptcy.
There's no way of reversing the decline, but
can you get yourself a load of company
directorships and a peerage before time runs
out and the people riot?
Teen sensation - You're a good looking 19
year boy with a desire for fame, money and a
guest spot on Celebrity Squares. Can you
form a five piece pop band and make it to
number one on Christmas day before

Do you want pictures in your game? Well, it all boils Uzi — For those times thal a magic hat doesn't puberty hits and you lose your allure?
down lo one type of question — do you like radio quite cut it. Deadline: You're the Editor of a brilliant best
plays? If, like me, your imagination is free enough Improvise — For when you need ideas for selling C64 magazine. Can you hit deadline

lo conjure up reasonable mental pictures of what a boxouts in CF features

room looks like (a radio person), you won't want

despite having to write boxouts for your staff
writers?
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Don’t just sit there doing nothing, read this, it
could just change your life forever.

GALLUP GALLOPS
TOWARDS A NEW AGE

Gallup have announced a major overhaul of their
games charling service, starting in the new year.
Gallup (just in case you didn't know) are the folks
who tot up all the numbers to bring you the games
chart that we use in CF every month. As from
January 1994, they'll be monitoring the sales
figures of 2521 retail outlets, compared with the
mara 842 that they get figures from at the moment.
The new stores include large chains such as
Argos, Ritz video, Comet and Tandy, although
many more are currently considering joining the
survey base. But more importantly for the 8 bit
market, is the fact that they've tied up a deal to use

ovear the country. So make sure that you watch out
for the all format software charts - we'll be back.

FUTURE ZONE’S THE
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all purchase data from the various EDOS outlets all

SUBURBAN COMMANDO
COMPO WINNERS

Back in issue 36 we ran a compo in conjunchion
with Alternative software. We've now drawn the
winners and their names and tie breaking
anagrams are listed below. (For those with a st
memory we asked you for anagrams of the words
Suburban Commando). The best five win a copy
the game and the video:

lan Fogarty, Bebington - Comb and burn a Sumc

Ken Hughes, Bristol - A sad moon bun crumi
Robert Harvey, Harlow, Essex - Our mod Nan's
a CB bum.

Thomas A Truszkowski, New Jersey, USA - Burr

a common bus ad.

PICTURE THIS
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Bath, Avon. BA1 28w . &

D Broughton, Scunthorpe - Rub Madonna's Bum Co.
And the five runners up win a copy of the game:.
Mark Harrison, Colme - Road scum bomb a nun.
J Palmer, Bath - Ban bum muck on roads.
Philip Salter, Worthing - Adam burns moon cub.
Peter McDermott, Salford - Mad Cuban Rubs Moon.
James Mallinder, Leeds - No dumb bus can roam.
By the way, the tie breaker we liked bast was
Mam burns bacon do u, but unfortunately, the
creative genius who came up with this wonderful
pun forgot to include a name and address. Pity that,
they could have won themselves a great prize. So,
Jon't forget, next time you enter a compo to
give us your name and address or there's :
ahsolutely no way you can win, H'okay? @@

Your at-a-glance guide to upcoming releases. The nearer a game is to the middie, the
nearer it is to release. Keep an eye out for those chipmunks.

THOMAS THE b o

TANK EN

& s

GAME PACK 1

Hoyond Bafuef

CHI

ALVIN AND THE
PMU

|

GINE

MIGEL MANSELL

Crrmilin

JMMY'S GRAND PRIX

o e

COOL WOALD

Hif Squad

WEIRD DREAMS
Kikx
MKS

g

MEGA TWINS

Us Golg




e K s Bradians Ao :.5..&-
o -us:,._:s.T \....-, -';:-;,:5‘
Bkl T r )

ST T S DR

. _"'j‘rﬂf" §

CHEQUESPQ MADE PAYABLE

TO AMM A SOFTWARE.
21 Springhilil,

Staffo ire
WS15 18BT.
EEC COUNTRIES ADD £1.00 POR

SPARES & RF PAIRS

| p C64 Power Pack...........£19.75
1541,-'{3123 Repalr 0.00 |f C2N Datasette .............£29.99
64 Slimline Case............£7.98 Parallel Converter .'E.'.l‘-! 99
Send mahine only wih payment,fult doacripon ﬁi M%"}EE T FEY & e . :
ini i PR 1l T. 75 C64 Manual .
e Morasiet Berttar s Ml 28 hawe Sound E:q:»andrr ..£9.99 ||l Sound Studio ..
turnaround B 3 month warranty an repair B f.hlp‘l +“POA. 1541 11 Drive ..

e Wi b et Reset Cartridge...............£6.99 [|| 100 X51/3" Disks ..........£35.00
OASIS (Dept 2A)

14 Ridgeway Rd | For a speedy repair send computer and covering letter.
Salisbury 3 month warranty included. To order any of the above send
Wiltshire , a cheque/P.O. or phone credit card number.

| C54 Replacement Keyboard.......... SP1 3BU
| 2x 801/3,120D, LC10, 1230 Ribbons......£0.95 RPNy PPttt ol : Omnidale Supplies (Dept. C.F.)

| 0 | WWes" 23 Curzon Street, Derby DE1 2ES ' |
Py m Prsss send s Sut lr i peioiin - COMPUTER SERVICES W Tel: 0332291219 L&

€64 PUBLIC DOMAIN C64 PUBLIC DOMAIN
sorvare  (WIIKC P I ™ sorware

For disks packed to capacity with only the best P.D. Games, Utilities & Demos.

BEST SELLERS DISK PRICES

DISK 001 A great assembler, loads of excellent games, and even a demo £2.00 for 1 disk

DISK 012 A tool disk with just about every useful tool £1.50 for 2, 3 or 4 disks
DISK 013 A paint & slideshow program & a demo called Legoland - Cool £1.40 for 5, 6 or 7 disks
DISK 014 The Funky Toolz Collection v21. Great toolz! £1.30 for 8 or 9 disks
DISK 026 'Demo Demon'. A program that lets you make vour own demos £1.20 for 10 or more
DISK 029 - A disk full of games including Ikorus (CF37) or just send a large

DISK 035 The Mega-unit utilities disk SAE for a full

DISK 037 The Pearl Music Collection, plus other music & utilities catalogue

MKPD, HOUSE 63, HENDREFOLLAU, STUDENT VILLAGE, SWANSEA SA2 7P1




Take one computer, one flange gromitt and lots
of goodwill and start creating your own

here are loads of reasons why you
should start up your own 64 fanzine and
very few why you shouldn't. It's one of
the best ways to start off your caraer in
computer journalism, for instance. You
wouldn't believe how many people at Future (CF's
parent company), started off like that. Now they're
playing computer games for a living and have
thousands of people waiting on their every word.
Mot bad eh?

Starting up a fanzine could even make you
your first million. Not everyone knows that Viz
started oul as a tiny back room production and now
thousands of people every maonth fork out for this
crude comic, tuming all those involved in it into
millionaires.

One of the reasons why Viz was so successiul
and why we're the top selling C64 mag was that
we both employ great writers. No matter how pretty
you make your magazine look, people are not
gaing to buy it if the articles read as if they were
written by a dyslexic baboon with a migraine
headache. If your

DO check everything you

write over and over again.

DO spend time on your cover, that's
all what your readers will see first.

to sell a magazine.
than one column of text on the page.

the fanzine. Just because you've got

umpteen built into your DTP program,

you don't need to use them all.

Betore the computer, there was the guill. Of
course cul and pasting was a lot more difficult.

DO offer subscriptions, some of your readers
may forget to order your fanzine once in a while.
DO name all the contributors, writers can get really
upset when theyre not credited for their work,
DO try to get interviews with people big in the 64

/ scene, there's nothing like a spot of people power

DO be a little innovative in your design, use more

DO stick to one or two main fonts throughout

grammar's worse than a three day
old chicken's then why not get someone else o do

all the hard slog of writing the thing for you (afier al

delegation is what it's all about, hey Hutch?)
{Delegation, woe-woe, delegation’s what you need
- Hutch)

Once you've found yoursaelf
someone who can string more
than two words together
coherently then you’ll
have to start
thinking about
your subject
matter. We get
loads of letters
whining that we
don’t put enough
listings or pokes in
the mag. or there's not
enough adventure game
coverage or that they'd like a whole
magq dedicated to platform games. Obviously we

can't cater to all your specific tastes; we'd have
to print 40,000 different copies of the
magazine. But as an editor of a fanzine
you won't have as many peopile 1o
please. S50 you can dedicate your
scrnbbhings 1o exactly the
audience you want to reach -
people who like exactly the
same stuff as you
Mext you'll have to
make the guantitative decson
exactly how big should your
fanzine ba? One A4 sheet of
paper filled with a wodge of text
would still be a fanzine and so would

after

What better place to write that great novel than a rambling castle

Okay we’ll admit it we’re not perfect,
but you could be. Clur talks you
through the ups and downs of
producing your very
own fanzine.

CHECK FOR
COPYRIGHT IN YOUR
COPY, RIGHT?

Be very careful about what you print, i you tell ies you could
be taken to court. Be especially careful about any graphics
you use, don't go near anything associated with Siar Trek
they'll sue your pants off. In fact stay way clear of
anything that you feel might bedong 1o someone
else, it's definitely better 1o be safe than
SOmer than Simon.

100 pages of top quality printing. May |
recommend that you start off with around t6-10
sades of Ad. If you want more pages later you can
always up the issue size. Printing loads for your
first issue would cost you a lot of money which you
may not recoup - you wouldn't want to go bankrupt
before you start now, would you?

You've got all the
articles wntten
and now you can
chuck them
through the

photocopier and

post ‘em out, yeah?

Nope, I'm afraid there's a
lot more to it than that. One of

the most important things 1o do 15 to

check every line of text for spelling or grammatica
mesiakes. as well as stuff that may just be factually
wrong or lbellous. This is called proofing or
subbsng and if you're doing it right, it should take
yOou @ven onger 1o 00 than it did to write the piece
methe first place

You can go about creating the finished thing mn

two differant ways. There's the old fashioned way
of cuthing out and sticking down bits of paper and
pectures and then photostating everything, Or you
can use the technology available to you and get
nio desk top publishing (DTP to those in the
know). There are a number of DTP packages
available for your 64, there's even some in the
Public Domain. The one I've baen playing with is
called Stop Press from AMX which comes free with
their three buttoned mouse

DTP programs enable you to
mess around with the way text looks
as well as to import graphics to the
document to cheer up your page -
maost of them will enable you to use
tex! created on another program
such as a word processor or to type
words straight onto the page

If you look through CF you'l
o notice that the text is split into
. columns and those columns are
themselves split up by those funny

E

=

:“ heading lype things. crossheads
This is because it makes the words

easier on the aye than if we lat text

hidden away in the Scottish highlands yet close to all amenities.
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rumn
straight across a page as if you'd

write a letter or an essay. We also use boxes to
saparate out sections of text. This is again to make
it @asier on the eye and because a box stands out
on the page and so will hopefully draw the readers
attention in on that particular page

The trick is to make the text look inviting, take
interesting chunks and repeat them in a large font
across the middle of the page and spend time on
your story’s headline, that's what will draw the
readers in. If it looks baring you'll tum people off
immeadiately, make it look exciting and you'll having
them thumbing the pages at greal speed

STOP DEAD

As you probably know, printer paper costs a lot of
maoneay, it's much more efficient to only print one
copy of your fanzine an your printer and then
photocopy the rest.-Shop around for the best price
when you're looking for a photostating service, their
charges can '-"r'ir‘:,' II“IIrT'F_‘.rI.‘;if_-"|',-'

But even before you trundle down to the
printers you'll need o have a vague idea of how
many copies you should make. One way to decide
is to only copy issues of your fanzine when you gat
an order, but this can be difficult if you live in the
middie of nowhere, far away from the nearest
Pronto Print. If you do have to do bulk copying. take
it easy at first, only do about twenty or thirty in a go
it might take a while for news of your fanzine to
spread further in the world..

Talking of spreading the news, there are loads
of ways to let fellow owners in on the fact that
you're running a fanzing. One of the best is to
advertise not only locally but nationally
too. Why not place a advert in Lincle
Dave’s Buy-A-Rama (CF's free reader
ad section), that'll reach owver 40,000
people in one fell swoop? Stick notices
up at your school or club and get your
pails to help spread the news

The main problem involved in
running a fanzine is the prohibitive cost
of doing it all. A good way to cut costs is
to ask for a stamped self addressed
envelopea from people who want the
mag, as postage costs will be a major
proporion of the overall cost to you.

Mast fanzines charge a nominal fee

If you're unhappy with
your background
graphics, then simply
create your own.

they'll know when

they're being ripped
off. They know as well
as you how much it
costs to photocopy 5
sheets of Ad4. Very
few people will shell

| out extra so you

| can ling your

| pockets. Of

\ course you could
charge that little

bit more to subside some sort of

promation. Many 64 owners might be persuaded to

buy it if they stand the chance of winning a prize (a

piece of software or a T-shirt perhaps?).

HAPPY THE MAN

One way of cutting your costs is to print adverts. If
you charge a reasonable enough price PD
companies and the smaller software people might
place adverts with you. It's an outside chance
though and | wouldn't count on it - their advertising
budgets are usually pretty small, if not non-existant.
Printing costs and other limitations may star
you thinking about diskzines. A disk based
magazine basically contains all the stuff that you'd
put in a magazine with maybe a tew extras like
some PD games or utilities. Diskzines could save
you a lot of money, espacially if you distribute them
via modem. But you do run the risk of
alienating a large group of C64 users,
namely those who only have access
o a datasette. Please note that a
cassette based magazine
really wouldn’t work very
well. The great thing about
any magazine is that you
can flick through to find
bits that interest you, your
readers would soon get
fed up ol having o go
through the articles in
Curcher
| know that it sounds like
an awiul lot of hard work 1o
produce a fanzine, but if a job's

Stoclrarlet has gone wild
prospect of scomiring shs
of the highly spocessfol
Simp=rp B Smith. Shares
valoed =t 3bp are
hands at Z58.5p. T

Fur of the

ArEICNSNES)

after everything. “!!1" does not make

an unfunny joke spontaneously hilarious.
Oscar Wilde once said that an exclamation
mark was like laughing at your own joke.
DON'T use a fancy type face. If your readers can't
make out the listings they won't buy your mag again.
DON'T fill spare space with a jokes section, they are
never ever funny. (Unless we do it of course - Ed).
DON'T write the articke you think that your readers
‘would like to read, write the article you'd like 1o read
{Can we falk about this one Clur? - Hutch).
DON'T expect people to fork out for bad
workmanship, love, hug and be proud of your

DON'T forget to send a copy to us here at
CF, we'd be happy to creatively

to cover printing costs. Do remember
though that your public aren’t stupid and

All those newspaper adverts you see get created on DTP
packages just like those you'll find on the CG4.

worth doing, it's worth doing right, as I'm sure
you've been told on numerous occasions

If you get good at this fanzine thin then you
might like to try producing a local newsletter. There
are loads of clubs, societies and groups who could
do with this kind of service. One of our readers
produces the local pansh newsletter on a C64 and
it's gone down a treat with the vicar and his
parishioners, the chap even gets paid for his
eftorts. He's not a millionaire yet, but give him a few
years. If nothing else you may be able to submit
some of your scribblings for your English GCSE

course work. Go for it, you never know, it

just might be your lucky break.

DONT put exclamation marks

mag, just like the CF crew do.

criticise your work.

Even joyless tasks like geography homework can
be fun if you involve your C64 a bit.
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Wooow! Talk about getting your advert noticed...
But seriously... this advert is really about ODUS, the PD
collection specialist. They have decided to sell their
brilliant software collection (ECLIPSE) at a special

MICRODRIVE -

~ * kK *dkkk SUPER-LOW price on TAPE or DISC
INTRODUCTORY OFFER JUST £14.99 i o el
Commodore 64 microdrive system, superb value add on storage The normal price is £12. But if you order now,

programs and data. 30 times faster than cassette, 3 times faster To find out more about the brilliant ECLIPSE collection,
than disc! Extra cartridges @ £3.00 each. Functions include format, please carry on reading this special notice.

load, venify, directory etc. Supplied complete with lead, sofltware, WHY IS IT SO BRILLIANT?
There are many things about ECLIPSE that make it a

instruction manual and one data cartridge,
BRILLIANT collection. First of all, the collection is 5O

COMMODORE 64 COMPUTER BIG, it takes up BOTH SIDES OF TWO TAPES or TWO
de ek DISCS. Another thing that makes it so BRILLIANT is the
BARGAIN AT ONLY £42.99 **ix handy INSTRUCTION MANUAL that you get with the

collection that gives you loading tips and instructions on
how to get started with everything in the collection. There
are many kinds of software in the collection, and we feel

quite sure there is something to be enjoyed by everyone,

WHAT'S IN THE COLLECTION?

This is what you get in the ECLIPSE collection...

Commodore 64 home computer excellent low cost computer for all
your business, household and leisure computerised activities. Full 64K
memory, lots of colours (16), sound, musical and other effects are
possible. You can even learn to program in BASIC with this neat little

|
device specially made for the C64. Gives you access to your the collection is all yours for only £9.
|

1

i

number!! Package includes C64 and PSU

|

|

C64 DATA RECORDER 20 GAMES

BARGAIN JUST **** §]4,99 *ri B i R

(only it ordered with above computer) _ G . A SCREEN COLUMN DOUBLER
Telephone orders 0273 203500 BULL ELECTRICAL A GRAPHICS EDITOR
AccessVisaSwitch/Cheque/PO 250 Portland Road A CHARACTER COLLECTION
Please send £3.00 P&P Hove, East Sussex 5 NP SSMTON

i PGS J T 2 SPRITE EDITORS
Established 40 years, BN3 501 A SOLIND DIGITIORR
A FONT EDITOR
AND A LETTER WRITER
MNow you know why it's 5O BIG and 50 BRILLIANTI

OK! HOW MUCH DOES IT COST?

Here is the SUPER-LOW price...

TAPE or DISC: - £9

PuBLiIC DOMAIN SOFTWARE

We have 1000's of programs on disk for | JlEG Y AMES

your CE64/128, from serious applications g

to demos & games. -
FREE CATALOGUE  XMAS

To abtain yours, send an SAE or 2 First Class Stamps. GIFT

That price includes everything, it even includes
FIRST-CLASS delivery anywhere to your home.
The price may only stay at £9 for a limited amount
of time so please order as soon as possible.

ECLIPSE would be a f:-‘:‘E T CHRISTMAS PRESENT
You MUST buy your ECLIPSE from ODUS because it is
NOT available in the shops

HOW TO BUY ECLIPSE...
You can pay for your ECLIPSE by sending a CHEQUE or
POSTAL ORDER for £9 made payable to ODUS.

If you decide to buy ECLIPSE, all you have to da is write
your NAME and ADDRESS clearly on a piece of paper
and pleass don't forget to write TAPE or DISC.
When you have done that, all you need to do is put your
MAME and ADDRESS, and your
CHEQUE or POSTAL ORDER into an envelope

and send it to ODUS at this address...

71 HELMSLEY, WILLERBY ROAD, HULL HUS 5ED

| | & COMMODORE C64 REPAIRS Just £24.00 inc A

* Commodore registered. “ 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).

computer for just £24.00 including parts, labour, l * If you require 24 hour courier to your door, please add £5,

1 | o
These compilations of the best PD games |! 1 ',IDEA‘ rhady
include arcade games, sports sims, == * sl
adventures, pinball etc, etc. 100 GAMES
Available on disk only £19.99 .

KINGSWAY COMPUTERS @

72 GLENCOE RD, SHEFFIELD S2 2SR
TEL: (0742) 750623

e et el

* Over 10 years experience with Commodore computers.
I * Up to 20 qualified technician enginears at your disposal.
* We will undartake to rapair your Commodore 64

V.A.T. and post and packing. else your computer will be sent back by contract parcel post.
* Some computers can be repaired within 24 hours. + Collection Service available

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

| * All repairs covered-by a 90 day warranty. Mg::’ulEé—__erf(terg:fes Ii__t'-? t' Dﬁtug;?jgﬁfat‘;e;gguse,

* Free Commaodore C64 Sound Studio with every C64 repair I i = {USBE} 491949 - {4 |iﬂES]

* Commodore C+4 repairs £25. With every +4 repair you will
fr ririd [WTS resarve the right io reluse machines thal in ouwr
receive a free cartridge. opinion are beyond reasonable repalr. Full change applied)




portion of
the central
nervous

system, he’s very, very brainy and he’s got a bad
attitude. The Mighty Brain can answer all your

questions...
LONE REVIEW

Diear TMB,

| couldn’t help noticing the lack of reviews in CF37
There was only one, Alien 3. Don't tell me there's not
enough room because you found space for nine
pages of Mayhem in Monsteriand, Although MIM is a
great game, don't you think that's a little unfair on all
of us hardcore réview lovers with a few quid and a
large wallat in which to store itm.

Danigl Delwich, Gloucestershire.

Brain,

Congrats on a fine mag - the tapes wera the bast
yet, and | can't wait for MIM. Okay here are some
quetions and demands:

1 Firslly, the subscribers letter. Tell Simon to keep
his musical opinions to himself.

2 Don't put Lemmings down so much. In issue 37
you ranted on about the programmers. This game
will halp the ‘64, so you should support it.

3 Quite a while ago now, | specifically remember
someone writing to you saying “...I'm new to the
Commie scene and wondered if you could give me a
few tips..." Does this mean we have a Russian spy
in our midst?

4 Arsenal FC, Mega Twins and a few others have
bean on the outer rings of the Early Warning
scanner for months and months. Are they going to
come out this decade?

5 Someone asked for a game editor on the
PowerPack - why not contact Activision and try and
get GameMaker? I've got a tape version of it - it's

The CF crew love writing reviews just as much as
you love reading them Daniel, but we can only
review the games that are out there. When the
team sat down to create CF37 we realised that
we'd reviewed all the games that were on release
with the single exception of Alien 3. Hutch tells me
that as much as he’d love to cram loads and loads
of reviews into the
magazine, there just isn't
the software out there to
rate. Hopefully things will

really smart for non-coders
6 Even if this letter is
rubbish, you should print it
as |'ve got funny name and
you can take the mick
when you put a title at the
top of it.

Rory Stamp, Bamgarth,
Cumbria.

1 He has got rather odd
taste in music hasn't he.
For all you readers that
don't subscribe (And if
you don't jolly well do
s0 now, furn to page 28
for details - Huteh),
Simon’s got his own
eolumn in our Sub

Zone newsletter in which he lets rip about the
kind of music he doesn't like. Simon's terribly
into loud guitar music, but he hates commercial
rock bands like Guns and Roses and fron

pick up around Christmas, but it's likely to trail off
again in the new year.

HAVE YOUR CONSOLES OUT
Dear TMB

| would be extremely pleased if you would answar a
few gquestions. Please.

1 Why are Sega and Nintendo so expensive? | admit |
wolldn't mind owning a SNES, who wouldn't?
(500,000 Sega owners probably). But having to shell
out £40-£70 for a game is extortionale.

2 My tapa deck is a wreck. Its highest bitcount with
Masterioad is 372, yet it loads anything within 20 feet,
Shall | wait until it digs itself a grave, waves a litthe
white flag and yells "Help, I've had enough” or replace
it now 20 as not to miss out on any Mayheming?

3 Why is Grod the Pixie so good?

4 Can the power transformer ever over-heat and do
any damage to the G647

§ Is Mayhem faster than Sonic on the Master System?
Me and a friend laid them out side by side on my desk
and came to the conclusion that MIM was
faster, better presented, better graphically

Maiden. At a guess I'd say that Rory
| likes Guns and Roses.
2 We'll support big games like
Lemmings of course, but they've got
to get here first haven't they. The
original 16-bit version of the game
came out in 1990. Why did it take so
long to make it onto the C647
3 It certainly does and | reckon that
he's in cahoots with Colin the
Publisher. Colin's got the Hammer
and Sickle on his wall.
4 Mo. Not this decade or the next for
Arsenal because
Thalamus have
decided not to
release it. We've no
word on what's happening with
Mega Twins yet, US Gold are still undecided.
5 Hutch says he'll look into it.
6 It is rather peculiar, but | guess you should be
glad that your surname's not Gorey or Tory or
something equally odd.
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LETTERS

HELLO TRENTY

Dear TMB,
| think you are absolutely fantastic and | always read

your section of the magazine first. Flease answer my
guestions: 5

1 | have noticed on my travels that there is in a
certain other magazine, a readers letters section
hosted by ‘someone’ who name is an anagram ot
your. Disgraceful.

2 Plus this magazine tried to say that you were an
over-rated pile of cerebral turd

3 Are you scared of Clur.

4 How large or small are you? :

5 How can you read letters if you are only a brain
and have no eyes?

6 Please please please get rid of Roger Frames. See
you round the cerebral corex.

P.S. It's not fair that people threaten you.

P.P.5. Say hello to Trenty far me.

Nice to know that somebody’s got their priorities
straight.

1 It can’t be a very good magazine, because | nor
anyone | know (like the whole universe) has ever

heard tell of it. Are you sure you didn't have a
really bad nightmare or something? :

2 Spunds a lot like they're scared or something.
What did you say the name of this ‘magazine’
was again?

3 Not on your nelly. She comes across as all
frightening but she's not really.

and doesn't force you to mortgage your house,

& Will MIM ever appear in the shops?

7 Shock horror! | though Creatures was a CB4 only
aftair and was pleased that someons was staying
loyal to the 8-bit. But then, as | walked into my tave
gaming shop, two things knocked me though a plate
glass window and hit me repeatedly with a rather
large cricket bat:

a) They had stopped stocking all but the rather
cacky Pitfighter and Captain ‘My batteries hawve run
aut’ Dynama, and

b} Creatures has been released on the Amiga for
£24.99! What really choked me was when | asked
friend about it and he said it scored 26%. |s this true?
s the same fate in store for Creatures 2 and MIM? |
ruddy well hope not.

J Standen and his CG4, Lelcestar.

1 It is jolly extortinate and it will continue to be so
long as the two main console manufacturers
(Mega and Sintendao) insist on charging an
e N e M A A

R VTl
T :bﬁanﬁgi&v

“And now it"'s Eastenders, in which Sharon buys a
new nightie and models it for a shocked Grant.”

F

=

4 My physical %‘ \
dimensions within the e
time/space continuum flux W
all the time. Basically | can
be as big or small as |
want. This is jolly
handy when
you're trying
to get to the
front of the
gueue in
McDonalds or
when the bus is full
to the gills.

5 It's all to do with psychic
scans. Think beyond the
rastraints of your
biological senses,
oh earthling.

& Why? What's
he ever done to

you? Actually

Frames is doing a perfectly good job getting rid

of himself at the moment.

p.S. It doesn't bother me, they can't hurt me. If

they do threaten me then it's probably because

they're scared.

p.P.S. Well | was going to get Trenty to relay a

message of peace, love and unity from his shiny

new magazine but the jammy s0 and so was in

scorched Las Vegas at the time on some

software house jaunt. Git.

absolute mint for their games. But | say, so what,

we've got the C64 where games are a hell of a lot
cheaper and a dam sight more playable. If there
are mugs out there willing to pay £70 for a
glorified demo then let them.

2 It might be an idea to buy yourself a new one
because Commodore have stopped
manutacturing them now, so they're going to
get increasingly difficult to get hold of.

3 Why is WWF2 so bad?

4 | very much doubt it. Clur's not switched
her Power supply off for the last year and
it's still going strong. We're not
recommending you leave yours on for as
long, but they are rugged bits of kit.

5 We'll have to set up a test and find out.
Certainly my money's on Mayhem. Of
course the raally nice payback is that, as
fast and well presented as Mayhem is, it's
still only a tenner. Now that's serious value
for money.

& Mo, At least, not unless the Apex boys
sell the licence to a company who want to
produce a 16-bit version.

7 Creatures got 63% in CF's sister magazine,
Amiga Format. The reviewer said that it was “an
adequate conversion of a cracking C64 title.” So
there you go. The thing is that the Apex boys
didn’t create the Amiga version and they've
indicated that if they sell Mayhem on to a third
party then they won't do that either. All of which
means that we're likely to read “an adequate
enough conversion of a stunning C64 title” In a
forthcoming issue of Amiga Format.
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STREET BLIGHTER

Dear TMB,

1 Firstly (not hoping to crawl) Hutch is a good Editor
for you lot.

2 At the present moment I'm trying to find Strest
Fighter 2, but all of the shops | go to don't have it.
Where can | get it?

3 This might sound stupid but how do you get
past the second room in Knightmare by
Ricochet

Thomas Cunningham, Ayrshire.

1 He's alright. All that dance music he
plays is doing my lobes in a bit though.
Give me something cerebral anyday.

2 You could try either Wizard Games on 0723
376586 or the new EDOS system in John Menzies
(phone 0782 566566 for your nearest

stockist).
3 Perseverance. |'ve passed on your query
to Andy Roberts in the Gamebusters tent.

SCANNER BANNER
Dear TMB,
have a slight question for you. In CF32 on the
Scanner it said Darkman was about two months
away, yet in CF33 it had a review of Darkman in it.
Wihy s this? ]
1 Wihen Lemmings is released, will Lemmings 2 start
10 D mae.
¢, why, why in Modam Classics, in the oddbits of
gurse, were you in a glass jar? Clur | really
apprecate the hard work you did in compiling those
ts of games in Modem Classics
3 Can Huteh add more colour to letlers section?

What can | say, the scanner was playing up again.
We had the repair man in last week and he
spent two days jiggling with
it. We received a bill
for E7200 the next
week, but the
scanner's still not
running too well. I've
told Huteh to hold back
on payment of the bill
until he gets his
builder’s bottom in here
and sorts it out.
1 Pretty doubtful. Look
how long it took for the
¥ original flavour of
| Lemmings to arrive. It
. made it onto the Speccy
before the C64. That's bad.
2 | was having a bath if you must know. Clur says
thanks.
3 Hold on and I'll ask him:
“Hutch can we add more colour to the letters
section?”
*No,”
hﬂhln

EXCUSE ME?

Dear Madam,
| am writing this letter to you. | want to know fine out
the addresses to write to write to the firm for the




Commodore 64/128 computar Musicmaker user's
guide for tha keyboard for Commodore 64/128
computer and also the addresses to write off as well
madam. Please let me know this week if you can and
also me a telephone to the firm to put on the
addrasses is price of paper on this letter. Has this fiom
as close down or not. Please let me know as can this
MusicMaker is for musicians a beginners music

Have you had Dora kiss the frog to get Prince
Charming? Try going to the grand hall to get the
Duster and work things out from there. If you're
still lost call the CodeMaster on =0891 555096.
This is one of those premium phone lines so do
ask a parent before you make the call. If you want
to hold on, | believe that Andy Roberts is going to
do a complete solution for the game (in his

Fl LETTERS 23

2 Not completely fabulous, but more than
adeqguate.

3 Yes it does have one built in.

4 Either advertise in Buy-A-Rama or get in touch
with Datel on =0782 744707,

TERMINATOR X

Dear TMB,

keyboard Commodore 64/128. Special one.
Mr BJ Wilson, Warrington

Hmmmm. Yes. You'd like the address for
Commodore then? That's easy it's:
Commodore House

The Switchback

Gardener Road

Maidenhead

SLE TXA.

The phone number's =0628 770088, As far as |
know the MusicMaker is for beginners, oh special

one. Right, moving swiftly on.

BIT OF AN ODDBALL

Dear Mighty Breadbaskeat,

Gamebusters section) fairly soon anyway.

Dear TMB,

Before | start my interrogation | would like to say that |
think GF is the best compuler mag oul. Now some

questions:
1 Could you tell me ¥ there it is possible to get a

desktop publishing package for the G647 | have a disk

drive and I'm not afraid to useit,
2 Is it good?

separate gna?

4 Could youtell me where | can get a good but
inexpensive printer for my C647 How much?
Gaving King, Scofland

Please answer these questions or | will stick a nuclear

warhead right up your place where it really hurts
1 Do you have any 'news on that funkadelic Red Dwarf

game yet, old chap?

2 I've haard rumours that thera's some Hitch hikers

Guide to the Galaxy games floating about,
how can | get one? Is it just a rubbish game
of the book type thingy?

3 When the smegging hell will Alien 3be
out on the C647

P.S. This is the most amazing megazine
ever, keep up the good work.

Derren Heath, Hospital for the Interlactually
Chalenged near Fishguard.

Where's that then? Bournmouth?
Torquay? The allotment? | really don't
know what you're talking about.

1 No.

2 Try advertising in Uncle Dave's Buy-A-
Rama.

3 Like now, dude.

P.S. Thank you. Do say hello to all the
doctors, nurses and orderlies for me.

DIZZY DREAMS

Dear Mighty Brain,
Recently | bought Magicland Dizzy. | have
managed to complete a lot of it. Here's what
| have done.
1. Collected the power pill.
2. Collected the 12 diamonds.
3. Collected the witch's cal.
4. Given the cat to the witch and she has told
me what lo collect.
This is all | have been able to do. Where ara
the other diamonds? Whare do | go to collect
the fire to light the cauldron, the leaf from the
bush and something poisonous?

| would be very happy if you could help
me with this problem, as my game is now
getting rather dull because | don’t know what
to do. Thank you.
Laura Reader, Horsingion.
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Thankyou.

1 Yes, the program which comes with the AMX
Mouse is a good one. If you can't find it in the
shops, then stick an ad in Buy-A-Rama.

JIM THE PIN

Dear Mighty Brain,

Answer these questions or I'l make my CB4 suffer by
endlessly playing Dick Tracy, Cisco Heat and Crossfire.
1 What happened to Beavers and Parasol Stars?

2 How about Speedball, Punisher, Spiderman or
Revenge of the Mutant Camels on the old PowerPack?
3 Are Clur and Frames having an affair?

4 Baa Baal

5 Will Jeff Minter ever make a sequel to Sheep in
Space?

6 Print this or feel the heat of the microwave.

Andrew Nolan, Higham.

P.5. | am writing this letter on behalf of Mr Jason
Vorhees (undead star of Friday the 13th) and when he
asks questions he dam well wants answers. In fact he's
coming for tea tonight. Honest. He's my mate... gibber
gibber goldfish bom. Gib. Plum pie. | must go, strange
men are coming towards me with a white jacket. They
can't take me away. | am a merman from the valley of
Zuba. All praise to Jason D.

You can make your C64 suffer all you want, it's not
going to make any difference to me when your trusty
computer has enough and walks out on you.

1 They went the way of many prospective C64
games, namely development hell. In short they never
got finished and will never be released.

2 I've asked Hutch if he'll consider it.

3 Well seeing as Frames is in France and Clur's
here in Bath, | doubt it a lot. Besides, she keeps
an ex-Zzap (whatever that might be)

writer locked in her cellar, bringing him

out when the carpet needs hoovering or

the Dhalias need pruning. She tells me

that he tends to her every need.

4 Black bird?

| hope you answer my questions and then send an
executer to kill my friend Craig Kendall.

1 | think Soccer Rival is the best football manager
game. What is your opinion?

2 You say Alien 3is out on the C64. If it is could we
have a demo on the PowerPack?

3 Could you give me any hints for Sleepwalker?

4 | support Man Utd for an English team. Who do you
support?

5 Will 3 Ninja Kids come out for the C847

Jonathan Griff, Greenock.

3 Does it have a built in ant package or do you need a

Why would | do that if he's your friend? Strange
chap.

1 1 think that you are antitled to your opinion.

2 MNo. Virgin don't want to do one and we can't
force them.

3 Yes, always wear Pajamas and if you sea
someone out slespwalking, don't wake them up
because you can give them a big shock. Hutch
tells me that his brother

>

5 Doubt. He's a little wrapped up in projects for Atari
and their Jaguar console to do any C64 stuff.

& Microwaves have no effect on me at all, because to
get the way | am now | was irradiated by an
imploding sun. Nothing that you feeble earthlings
can come up with can hurt me. With the possible
exception of Danii Minogue.

P.S. Jason Vorhees is a

big wuss. Everyone
knows that the
boy Kreuger
could take him

Candyman
could do for
Vorhees. Oh
and Andrew -
seek
professional
help.
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got up while sleepwalking one night and widdled
all over the wall by his parent’s bedroom. Glad |
haven't got a bladder.

4 | support Commuodore Utd and Amnesty
International.

5 No.

CHEATIN’ TROUBLE

Dear TMB,

| don't understand how you write down your "Dirty
Rotten Cheats”. For instance, | was reading your
Commodore Format 33 last week (Something tells
me that you've overlooked this letier for a while Brain!
= Huteh) and | found that | didn’t understand how you
had written down a cheat on page 41 like ‘Poke
13421,173". Please could you tell me in a different
manner how to try this or many other cheats as |
would like to try out your cheats in the future. Thank
Yo,

Lowuisa Charlotte Phillips, Hull,

We've had quite a few letters from people who are
confused about how to use cheats. To this end,
next month Hutch has promised to do a help
feature on the topic. He says he'll get Andy
Roberts to explain exactly how to cheat, so if
you're new to the C64, check it out.

Dear CF,
| have a question for you. Last Christmas | bought a
C64 & Disk Drive Package Deal which included a
copy of Geos Dask Top. After playing around with this
for a few months, it rapidly became obvious that
nothing of substantial quality could be achieved
without Geo Write and/or Geo Paint

| have visited some of the local computer stores
and enguired about these, but it seems that | am
more likely to get evan odds on Lord Lucan winning
the Grand National on Surgar. Can you help? Where
can | get them and how much will they be?
P.A Morgan, Rotherham.

Unfortunately | don't know of anywhere that
stocks this stuff now. As always, though, you can

F

TRAITORS

Dear TMB,

1 Commodora Format is brill as always.

9 Please call this letter Traitors.

3 | have just found out that Dave now works for

Amstrad Action and James works for GamesMaster.

P.S. Did
you know

stick an advert in Buy-A-Rama and hopefully a
caring reader will come to your rescue.

Dear TMB,

1 Is it possible to get Zoofon C64 Cassette?

2 Anytime | try using pokes they never seam o work
What am | doing wrong?

3 Do you need a mouse to play Hunt for Red
Ociober?

4 Have you got any tips on how to play the Addams
Family?

Fiona Clay-Poole, Scolland.

1 Unfortunately not. It's not likely to be either.

2 Next month we're going to be doing a help
feature for bewildered cheaters.

3 No.

4 There was a cheat for this game in the April
issue (#31). If you haven't got it turn to page 53 o
order your back issue.

GREAT GREEK

Hi TMB,

| am a greek CBME4 owner and | would like some
information from you.

1 | would like to know how | can get PD software from
you

2 It I send you some PD games and Demos could
you spread them.

3 Would thera be any discount.

John Fellides, Vironas - Greece.

Greetings. How are things in Greece at the
moment, probably hot, sunny and laid back,
unlike wintery Britain.

1 Try writing to Binary Zone PD, 34 Portland
Road, Droitwich, Worcestershire, WR2 7QW.

2 If they're any good then we'd put them on the
covertape. You can't spread them much more
than that.

® COMMODORE FORMAT 38 November 1993

that Sonic's

got a girl friend called Amy Rose? A pink hedgehog.

Yuck!
Rowan Veale, Somewhere.

1 Thank you very much. {Cheers dude - Hutech)
(Ta very much - Clur) (Right on - Simon) (Thanks
matey - Ollie) (Muchos gracias - Lisa).

2 Mo problem. -
3 Bit behind the times actually Rowan because
James now edits another

Future Publishing
magazine called SuperPlay
which deals with
Super
HNintendos
and the
associated
gubbins.
You're
right about
Dave
though.
Love ‘em.

3 For what? Some electrical hair curlers? A
blender? Cash? Nope, sorry you've lost me.

Dear Mean Selfish Brain

This is my sixth time writing to you. If you don't
answer this one I'll get someone to ed-nap Hutch.
1 Is Knightmare by Mindscape coming out on the
CB4?

2 In CF36 you never signed the.and of your letters,
4‘.["::,":'

3 When are we getting the demo of Mayhem in
Monsterland?

4 Can | have a photograph of you all?

5 Where can | get Nebuius.

6 Will there be anoter Saracen Paint page, as | have
a picture for it.

Pauwl Boland, Waterford - lreland.

Go ahead, he hasn't made the coffee in weeks
and so he won't be missed.

1 It's out already Paul.

2 Lack of space mainly.

3 You've had two. How many more do you want?
4 Sure, turn to pages four and five.

5 It was on PowerPack 38.

& There will indeed. Send in all your artwork as
quickly as possible. You can find all the details
about the Arty Party on the news pages
(p16) so get your treasured works out
and send them in.

That's your lot then nose-pickers. If you'd like to
send me some mail, get your letters off to me,
The Mighty Brain, Commodore Format, 30
Monmouth Street, Bath, Avon, BA1 2BW. Please
don't include an SAE with your letter as | cannot
reply personally to any letters. | thank you all.




PART 1: STYLE
WHO'S WHO

John and Steve Rowlands have
been designing and crealing video
games for the past five years, and
their portfolio includes Scorpius,
Cyberdyna Warrior, Refrograde,
Creatures, Creatures 2, and Mayhem in
Monsteriand (whatever that is). John is a wiz

with bits, bytes, and multiplexed spritas, while Steve is
the pixel painting perfectionist. The unofficial third
member of the team is Andy Roberts, a long-senving
CF contributor who also worked on Mayhem. At least,
that's what he told us to say. Over the naxt few
months, the three of them
will be revealing the
intricate secrats behind
the design of a
blockbusting video game.

LET'S BEGIN

The style of game you
choose to create is all-
important, as it dictates
the control mode, the
scrolling/screen update
system, in fact nearly all
of the game
characteristics. For
example, a puzzle game is usually set on a single,
static screen, whereas a platform game (Like
Mayhem ? - Ed) would benefit more from scrolling
scenery. So initially, choosing a game style is the first
task. For example:

@ Shoot ‘em up

@ Beat ‘em up

@ Platform game

® Puzzle game

@ Strategy game

@ Arcade adveniure
However, things aren't as
clean-cut as that. Take
Nebulus, for example: it is
quite clearly a platform
game, but it's also a
puzzle game. And thera -
are things to shoot at. Oh,
and strategy bits too.

When picking a name for the seguel to your bast-
salling gamea, simply try sticking a two after H.

Just what kind of twisted, tortured mind comes up
with an oddball game like this then kida?

Confusing
isn't it?
So you
might
say that

the first

rule of game
design is ‘Don't
pick a specific game
style... yet'. Ho hum. Let's try
looking at it another way
If you're designing a game, you might have
already decided when and where the game is based:

a cute goblin called Squirble lives in the middle of a

Medieval forest and has to rescue Princess Flob.

Therefore, the style

of game has to

== match,

a) the main character
dude and
b) the surrounding
area.

Squirble the goblin
fits the mould of an
arcade advanture,
possibly combining
some of the other
styles too (if he has

to collect objects

along the way, that
introduces a puzzle element). Oh, and don't be
tempted to sit down and come up with character
names and specific locations just yet. Design the
game first, and you'll find that names and other such
ideas will suggest themselves. Now the game has
threa ingrediants: the
game style, the rough

scenario,and a

character with a

designated quest.

The three need to be

thought about

simultaneously, and
it's your task to blend
them together

Mayhem in

Monstariand started

life as a very simple

concept; the player

(which was, at the time, undecided) could
run around a level collecting loads of stars
and bonuses, very much in the style of
console platform games. The first stage
was to decide the screen-update system,
in this case a fast, bi-directional horizontal
scroller. After this came the need for a main
character. As there were no other dinosaurs
around at the time (this was during April ‘92,
when Jurassic Park was a mere rumour), it
seemed logical to make the main character a dino,
which therefore dictated the third decision - the game
had to be set in the prehistoric era.

Mow you're probably wondering why, if the game
is sat millions of years ago, there ara levels such as
Jellyland (full of jelly), Spottyland (full of spots), and
Pipaland (full of pipes). Basically, real life is boring.
People don't play video games to confront reality; they
play games to escapa into another dimension, to
become someone or something else; they play games
to perform otherwise impossible tasks. It's all very well
saying that a dinosaur would never run around
collecting bags of dust, but if he didn't the game would
be hideously dull. if Mayhem could only do the things
that real-life dinosaurs could do, the game would have
no appeal. You can afford to bend the rules a little - no
one will question your thinking. Above all, be
imaginative. Hence the second rule of game design:
‘Get yourself a chocker scenario and go absolutely
mad with the thing'.

This is by no means a stencil for game design.
Mayhem could have started off as a game set in the
prehistoric era. which creates the need for a dino-
esgue main character. It could then have been
decided that the dinosaur setting would make a great
platform game. As you can see, the process can work
in reverse quite easily.

Finally, it is important to feed your brain, so watch
plenty of television, read plenty of magazines, go to
the cinema and play plenty of games to gain as much
mental stimulation as possible (But do your Maths and
English homework first kids - Ed)

Y/ " Y F < 2
r
NEAT MONITH
We'll be looking at machine limitations, the
process whereby you take the game you've spent
weaks designing and bin half of the ideas before
vou touch the keyboard.
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Want to learn how to shoot-'em-

up? Jon Wells has been

tinkering with the Shoot-'em- Up-
Construction-Kit and he has this

fantablious report...

his feature is dedicated solely o the

shoot-"em-up-construction-kit. In the

coming months we'll be looking at

endless possibilities to enhance your

SEUCKed games. We're going to be
looking at how to add music and sound effects,
power-ups, loading sereens and background
animation as well as improving graphics,
incorporating BASIC for the title screens, high-
score tables and end sequences. We'll also be
solving your problems — if you have any the
address is at the end of this featura.

In this particular introductory featura — we'll first
be covering the simple basics, just to get you
started. Next follows two listings which insert a
reset option in your finished - saved SEUCK
game. The first of these is for cassette versions —
the second for disk.

# %
e
v

o ﬂ:‘f

&

'1

T

{!‘

™D 49244:READ B

3 POEE

&, B:C=C+B: NEXT

A: FRINT

CHRS (5) ;CHES{147)

4 IF C=>10041 THEN

PRINT *“DATA ERROR!"; :G0TO 7

5 PRINT *SAVE HACE FOR FUTURE

USE! " : PRINT

6 PRINMNT “TYPE SYS5 49152 TO

START.." : FRINT

7 PRINT CHRS (154} :END

10 DATA

162.0,18%,16,192,157,0,1,232

11 DATH
224,93,208,245,76,0,1,32, 86,245

12 DATA 169,16,141,87,4,169,1,141,88,4
13 DATA 76,252Z.3,169,76,141,217,68,169
14 DATA 16,141,218,68,169,96,141,219,68
15 DATA 162,24,189,52,1,157,16,96,202
16 DATA 16,247,169,53,133,1,141,156,68

it i A

REM *+* SEICK DISK RESET

) C=0:FOR A =49152 TC

i POKE A,B:C=C+B:NEXT A:PRINT
CHRS(5) ;CHRS (147)

4 IF C<=10725 THEN PRINT *“DATA
EREOR |

5 PRINT "SAVE
USE!" : FRINT
FRINT *TYFPE S5YS5 49152 70 5T
PRINT *THEN LOAD GAME AS NORMAL *;
i PRINT CHR:{154) : END

10 DATA 162,0,189,16,192,157,0;1,232,334
1

1 DATA 101, 208,245,.76,0,1,1869,11,141
169,1,141,41,3,96,169,24
In Dodge city, Mad Millie

was perfecting her
5 sombrere soup.

12 DATA 40,3,

T

ART" ; FRIN

Get your sprites designed right and
your finished game will look one hell
of a lot batter. Unlike this green blob.

111
111111

When anassthetising your patient make sure that
the oxygen mix is just right. Get it wrong and
they'll b hallucinating right through the op.

1,141,78,4,76,237
16,141,217, 68,169,186
18,68,169,96,141,219, 68,162

39, 60,1,15%,16,596,202,16

,141,.156,68,76
;208 3,76,:8, 69,120
1,169,0,141,32,2048

1%7.208,76,226,254

Once you've entered the relevant hack, it would be
wise to save it 50 you don't hava to type it in again.
The tape version is easy o operate — simply enter
Y5 49152 <cr>and press play on the tape. The
disk version, howewver, is a little more long-winded.
First enter the S¥'S address — this installs an
interrupt to access the disk. Mow load the game
with the usual formula e.g. LOAD *MONSTER
MASH® . B,1 - under no circumstances should you
reset your machine, because if you
do the hack will be wiped from
memory. You must remember that
these hacks only work with finished
SEUCK games - those which are
saved by the construction kit's
loader, they won't work on the
PowerPack gamas.

Once the game has loaded and the
fitle screen appears — you can

1 retum to BASIC by hitting the

RESTORE key. Don't worry,

e T4 all the games code will still be

T in memory. To prove this type

5¥5 16595, which will re-enter

the game, One other thing you

Just a coupla of

white pixels can

must always remember, is that

transform an

on a reset — memory locations

amorphous grean

blob. Sort of.
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$FD30 — $FD50 is wiped for
the VECTOR and KERNAL




BASIC routines. The actual background character

sat occupies par of this location and corrupts chars
166,167,168 and 169; so never usa those in your
graphics.

Right, now that's out of the way w

going some litthe bits of ¢ RESTORE again
to anter BASIC — lets first change the colour of your
player. This is in location 52C EX /11411
decimal — for player 1 and S2CCF hex / 11471

this — wa POKE or store
the relevant numbears and
1 use the following:

decimal for player 2
the mamory location with
to change the colour of player

Where COLOUR is the range
from O to 15. Always re-enter the
game with the call
and hey presto. Play the game
and you'll find that your sprite is
a new colour... well | know it's
nothing outstanaing, but it's a
start and it can only get better.
To gain infinite lives just POK i
I far player 1 or
KE sl player :
2. To re-anable lives, change the 173s in
both pokes to 141s instead. If you want to
have a real laugh then change the
player's speed with —
HEX 540a6 player 1 and
H player 2. The poke speed
doesn't have to be 8, you could choose a
higher or lower number if you wish,

The amount of lives locations are at $40AD
HEX / 16557 DECIMAL player 1 and $40C0 HEX
16576 DECIMAL player 2, but = the highest
number these can accept are 9 and no more. Tha
players 1 and 2 character collisions are at $40AC /
16556 and $40BF / 16575 respectively; so poking
those with 255 (character 255 $FF) will enable you
to move over all backgrounds.

PICK A
COLOUR

Some of the in-game

colours can easily
be changed. To
change the sprite
MULTI-
COLOUR#1 ~
POKE

16513, colour

HEX 54081,

e

The river Thames is so badly polluted that the
PM and seven of his cabinat have denied it.

remembering that the colours range from 0 to 15
anly, Other locations are 34083 / 16515 for sprites
MULTI-COLOUR#2 - 34410/ 17424 for BORDER
COLOUR — $4085 / 16517 for BACKGROUND-
COLOUR#1 — S4086 / 16518 for BACKGROUND
COLOUR#2 and S4087 ;
BACKGROUND-COLOUR#3
Mext — follow a couple of small BASIC
programs, but first a word of warning. Don't attempt
to include large listings of your own, this is because
the start of BASIC is at location $0801 / 2049 and
S0900 / 2304 - this gives
us only 254 bytes of

the game code starns at

BASIC to play with (at the

y rum atways £
I e i % ] moment) and in doing so
' I — you could wipe out
valuable code
T
¢y

ANyWway, now
lets fiddle about with
tha NMI (non-
maskable interrupt)
we'll just do a simple
flashing program
This will give you an
idea of the axtra
routines that could be incorporated into this, Type
in and run the following BASIC program:

ol LG L4

POKE 17668, 48:F

Enter the usual sve to restart, and when
you star the game the BORDER will flash
repeatedly while you play. Now reset and |
24625 ,33 this time the BACKGROUMND-
COLOUR#1 will flash.

The number codes to poke are — 32 for
BORDER, 33 for BACKGROUMND COLOUR#1, 34

Make sure thal you choose your colour palette
wisely, you're stuck with those colours.

. = 4o J.Jhmﬁ*
s
for BACKGROUND
COLOUR#2, 35 for
BACKGROUND
COLOUR#3, 37 for
SPRITE MULTI-
COLOUR#1 and
38 for SPRITE
MULTI-
COLOUR#2. To
dizable the flash
POKE 17668,148 .
and POKE 17889,92,

GREAT
MEMORIES

So how's it done? Well, the sound effects play

routine is jumped to from location — $5403-5/
17667-9 and we've changed this with the
listing code. So instead of playing the
sound effects, it jumps to a new routing at
$6030 / 24624, this first flashes the colour
and finishes by jumping to the actual
sound effects — in location $5C94 / 23700.
And so we'll move onto a slightly more
advanced routing, First type in and run
this BASIC listing:

R~ P e R

69,0, 32,5102 76, 56,65
Right — so what does it do?
Well, turn the volume up on your
television and restart the game.
Mow listen. If you've typed it all in
correctly you should hear sound
effects on your title screen. You can
play any of the 24 that are available
to the kit; so first RESET the game
and enter ¢ to 23 (number of SFX).
Use 24 for no sound. The number formation goes
like this — from O to 7 are the players SFX; 8 to 15
are the enemy SFX and from 16 to 23 are the
enemy explosion SFX. It would be a good idea fo
put the TITLE EFFECT in enemy explosion 8
(sound effect 23), you could make a warble or low
thud sound — this would give an eerie effect on the
title screen. One last thing — to disable the restore
reset just POKE 24593, 0. Be vary caraful

though, because once you restart the

game you'll have no way to reset again. D
Alright sprite-pickers? Groovy. B

g —

CEFVRIEET iS5 B YWD
L% G . P‘“{l“. GRAFHILCS
»

ARD SOENDCTH BY BLE TR

-
R (RS R =T J— LA
nEELc BEEh FRON FUTRRE CORPOSER

-

F1 ERSIE
F3 ONC PLAVECR

»

Start thinking about title screens and other
embellishments only when your game's finished.
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More hot rockin’
technical tips with
the king of the
poke, Jason
Finch...

THE
‘PUTER!

Dear Techie Tips,
Whoever made the
typing errors in the listings in your gection
in CF36 is an utter, utter git! It takes a long time
to type in long programs and when you have little
knowledge of programming, like me, some of the
mistakes in the mag's programs just can not be
corrected, Some can, but I'm sure there are plenty
of people who cannot undo even the simplest of
mistakes in programs so spend a long time typing
a program which refuses 1o work. PLEASE double
check programs and TRIPLE check long ones.

Mr Anonymous, Birmingham.

Whaever? You mean whatever. |'ve always had these
kind of sloping shoulders and the blame is gonna run
right off them and onto the computers used to put CF
together. Unfortunately the important one seems o
have developed an attitude and doesn't like Basic
programs. Hutch has glapped its keyboard very harnd
and it has promised to be more caraful in future. Al
program listings leave the human world working
perfectly; the computers screw them up. Because this
obviously annoys everyone concerned, and because
it's no fun typing in huge listings - even if they do work
eventually - all Techie Tips programs will, as from
CF40, appear on the Power Pack as well as being
listed in the mag! Good, en?

CIRCULAR
TENDENCIES

Dear Techie Tips,

| would just like to say how

W much | like your column. | buy
Commodore Format mainly for

the wonderful Techie Tips.

i Dn most of the games on the Power Pack, how

do you get the timer on while it is loading?

2 How do you draw a line on the C64 at an angle

of, say, 56 degrees or 12 degrees?

3 How do you draw circles on the Cc647

4 How do you give a LIST command from within a

Basic pregram without the program stopping? |

cannot get the program to continue after a LIST

without RUN or GOTO.

Robert Dainty, Tipton.

1 If you take a look back 1o CF37 you will see an
example of an interrupt loader in action - the utility
LOADER MAKER uses one to display Saracen Faint
pictures while your programs load. The countdown
clock is done similarly - running a small piece of
machine code that displays a clock while it is loading.
2 In CF37 | gave a long listing that plots a line on the

bitmap screen from a point with
co-ordinates X1.Y1 1o one at
%2 ¥2. LUsing a rather nifty piece of
maths you can work out where a lime
frevrn X1.%1 should end when plotted at whatever
angle you want. The following few lines will calgulate
the end-point of a line, given its starting point, its
length in pixels, and the angle at which you want to
draw it In line 30 the angle is converted into radians
instead of degrees because your humble C64 hasn'ta
clue what a degree is.

RO*3204+B*CH+LN
540 EI (% AND V)
EY, PEEE (BYIORI27TEL}

560 RETURN4

DX=L"COS (A)

This is done by
(X2, ¥2) convincing the computer

Circles are drawn in
much the same way as
lines - you work out each
point around the circle
and piot it. This 5 done
using the mathematical
functions COS and SIN.
Even knowing that, it is a

A that you have entered
RUN followed by
RETURN in order to get
the desired effect. To do
that you must, before
executing the LIST
instruction from within the

DY=L"SIN (A}

(I say Jason,

tad difficult to work out (X1,¥1)

the exact formulag, S0

this is program, do POKE
i getting a bit §31,82:POKE

N 622 85:POKE

Hutch). £33, 78:POKE

634,13:POKE 198 4

here is a complete program for plotting c rcles.
Change the variables in lines 210 and 220 as
appropriate.

100 REM CIRCLE

NUMEER OF FLOTS TO

which loads the keyboard buffer with the ASCIl codes
for the letters R, U and N and finally the code for
RETURMN. The POKE 1984 tells the computer you
have put four keys into the buffer. Then, when the list
has finished, the computer will effectively enter RUN
for you and get on with the code.

' SEUCK IT AND
SEE

Dear Techie Tips,
Having read Steve Gillman's

& |etter in CF, | am writing about
“ | anew club that | am setting up
for users of SEUCK. He asked if it was possible to
load SEUCK games faster and while Steve won't
be able to speed SEUCK's loading and saving up
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much, one of the services of our club is to
compress SEUCK games. So members can just
send their game together with a stamp and we will
make it about 100-150 blocks long instead of the
normal 240-odd. We also have loads of SEUCK
games for our members to choose from, together
with a top ten of members’ games. | would be
very grateful if you could put something in the
mag about SEUCKERS for all your readers that
enjoy using it. Thanks a lot.

J.Marshall, Great Yarmouth.

Yaour wish is my command. More information about
this new club for SEUCK users is available by
sending an SAE to:

SEUCKERS,

J.Marshall,

4a North Quay,

Great Yarmouth,

Maorfolk, NR30 1

-—%

Jon Well's
Breakthrough game is a
fine example of just
what you can do with

SEUCK.

' RE.WIPED OUT

Dear Techie Tips,

1 In CF36 you printed a listing
for a “mock” virus but it didn't
work! Did you miss some lines
out as line 3 suggests. It says
LIST 0-44 whereas yours only went to line 37.

2 May | congratulate you on your AUTORUN and
FLASHLOAD. Will you be doing a disk version of
these so that | can auto-run my disk programs?

3 Get Hutch to give Techie Tips more space in the
mag; it's my favourite section.

4 | am writing a program and I'm stuck as to how
to stop people deleting the question printed by
the INPUT command.

5 Is there anywhere | can get a first or second-
hand hard drive for my C647 Do you have
contacts?

6 Ta very muchl!

Simon Widdop, Dewsbury.

1 Unfortunately, and rather spockily, the VIRAL
INFECTION program suffered from its own kind of
viral infection and some of the lines joined onto
others, Line 3 should have just ended LIST 0-4 and
the second 4 is actually the start of the next line. Next
manth, when Techie Tips, gets its own little slot on
the Power Pack, I'll add VIRAL INFECTION from
CF36.

2 Yes, but it is likely to ba later rather than sooner.

3 Thanks very much but you'd be better off begging
to Hutch direct.

4 The best way to do it is to write your own INPUT
routing which controls what can and cannot be typed
Altermatively use my one: :

10 REM INFUT ROUTINE BY J.FIN

5 New hard drives for the C64 are not available in this
country and the chances of you finding a second-
hand one are about as high as finding someone
changing their car tyre on the fast lane of a motorway
You could make noises at Creative Micro Designs
Inc., PO Box 646, East Longmeadow,
Massachusetts, USA though.

& No problemo

RANDOM
TANDEM

~| Dear Techie Tips,
S.‘\:‘ 1 How do | make the C64 pick,
Pl at random, certain numbers
from a group? | want it to pick
at random one of these numbers: 65, 69, 73, 79,
8s5.
2 | have two books on machine code
programming but don’t have an assembler. Have
you any idea where | can get one on tape or
cartridge?
Andrew McCombe, Cannock.

1 There are various ways you could tackle this
problem. They all involve picking a random number
between 1 and 5 and thendeciding upan the number
you want, depending upon what the randam number
was. For example, this program assigns the five
numbers to the array C() and then picks one at
ranaom

If you want something a bit more impres
could give this one-liner a whir

Various PD libraries will stock assemblers on tape
Your best bet would be to obtain catalogues from
them and take it from there

CONVERSION
TACTICS

Dear Techie Tips,
| have very recently
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replace my ageing Spectrum. | am now trying to
convert an old Spectrum program to C64 and
wonder if you could possibly convert the
following lines for futura rafnrmce to rm_.r C64.
701 MEEYS: IF XS

170 1 ¥8=1 -
20 NP ("ENTER 1 OR'Z =%)1;5

Balal
“l

=Tl

Also, how do | convert PAUSE 0:CLS which
makes the computer go onto a next page by
pressing the ENTER key.
Steven Carey, Norwich.
To convert line 170 you need to use the GET
statement '-: wall for a key to be pressed on the C64
ou would do 170 GET X$:IF X$="THEN 170, To

s, say an A, you would then do IF X$="A"

fest i it wa

Lines 207 and 413 need changing so that they lock
like INPUT *ENTER... =";5 because ST cannot be
usad as a vanable in Commodore Basic. ST is
actually short for STATUS and reads in information
concaming tape and disk errors. That means that 208
and 209 will be okay 50 long as you change the
variable name

Line 400 just needs a PRINT CHR${147), and you
should be able to work out the PAUSE 0:CLS
equivalent using that and what | said about chacking
for keys. The code for the RETURN key is CHR$(13)

Line 414 neaeds to be IF 5<1 OR 5=5 THEN 413
because, again, ST cannot be used. Line 415 needs
an ON 5 GOSUB 5000,10000,15000,20000,... or
something of that nature. Check out your manual for
how to use the ON command. It's dead useful in
much the sama way as the vacuum cleaner, the
wheael, liquid soap and the McRib.

m FUDGE FACTOR

Dear Techie Tips,
1 After reading your August
~ Issue, | just felt the urge to

| send you my Basic scrolling

4 E routine that works pixel by

pl::eI“ Shnrt pas_-.r and a total fudge, but why worry
when it works so well? It is also written so that it
may be incorporated easily into other programs.
2 You also featured a question from Chris Wilson
of Blyth and told him that you knew of no
companies that deal in second-hand equipment -
guess what?! | am currently in the process of
setting up a club for 8-bit computers and
consoles and part of the service is to buy and sell
equipment. If anyone is interested please feel free
to let them write to me. Thanks. (Oh yes, we've
lost your full address Nick. Sorry - Hutch).
Nick Forester, Alton.
1 I've had literally hundreds (well, @rm, not quite)
Basic scrollers sent to me so this is going to have to
be the last in a long line. Very good it is too.

10 POKE S3280,0:POHE 53281,0

20 PRINT CHRS{14T}

30 BS=" *:REM 10 SPACES
40 AS="SMDOTH SCROLLING ROUTIME




S

This month's offerings are from Steve Gillman of
London. The first program is a Basic loader and a
demonstration of how to check whether or not a
disk drive is connected and switched on.

10 REM DRIVE CHECK BY 5.GILIMAN

20 POR X=49152 TO 4%163:READ ¥:POKE

X, ¥ :NEXT X

0 IF C«»1502 THEN PRINT "DATA ERROE” :END
40 DATA 169,000,133,144,169,008,133,186
50 DATA 032,177,255, 096

60 GOSUBR 500

70 END

BO .. rest of program ..

500 REM DO THE CHECE

510 S¥YS 49152

R20 IF ST<»-128B THEMN HETURN

530 PRINT CHRS(147); *DEVICE NMOT PRESENT#
540 PRINT "FLEASE TUEN OM YOUR DRIVE"
550- PRINT “THEN PRESS A KEY."

E60: GET KS:IF KS5=*" THEM 560

AATION

Okey dokay, no problem. If anyone would like to write

© AR

£70 8OTO 510

The second program is for everyone who owns an
Action Replay cartridge (That's the entire C64
community then! - Hufch). The Basic loader creates
a cunning piece of machine code that can be used
to bring up the AR start up menu. Don't ask why it
works because Steve confesses he doesn't know
exactly why it works efther! If AR is not plugged in, it
will just do a standard resat.

1 REM AR STARTUP BY S.GILLMAN

2 FOR ¥=49152 TO 49176:HEAD Y:POKE

¥, ¥ iC=C+Y:NENT X

3 IF C<>4887 THEN PHINT “DATA ERROR":END
4 PRINT *TOQ RESET TO AR STARTUP MENU"

E PRINT "ENTER: SYS 45152"

]

10 DATA 16%9,000.162,211,133,251,134,252
11 DATR 168,145,251,200.208,251,230,252
12 ‘DATR 166,252,224.223,208,243,076,226
13 DATA 252

UICK'S

| am trying to create a two-
player snake game, but
cannot get the computer to
register two key presses at the
same time, so they seem not to
work. Can you help?
Daniel Delwiche, Kingshoim.

All the usual tricks for reading the keyboard, in either
Basic or machine code, will only give you ona
number at a time so it would seem that it is
impossible to register two keys simultaneously. Of
course we all know that nothing is impossible, and

I'll make you an appointment for CF40 - my
Casebook extract will tell you how 10 use the
locations that you normally use for reading the
joysticks (56320 and 56321) for reading the
keyboard.

Could you please tell me what | have to
incorporate into the enclosed database program
for lower case to be printed on my MP5801 as
lower case and upper case to appear as upper
case instead of graphics.

David Peggie, Perth, Scotiand.

The normal OPEN command for accessing a serial
port printer is OPEN 4,4 or similar. By adding what is
called a "secondary address”, you can tell your

printer to switch into different modes. Making it
OPEN 4.4,7 will put it into lower/upper case mode
instead of upper case/graphics. Check out line 3620
of your program.

| would like to know where in memory | can store
programs. | tried to store a program at SE000 but

when | ran it it was gobbledegook. Why?
Matthew Divers, Dunbar, Scotiand.

| assume you mean machine code programs, first of
all. They can be stored practically anywhere
because the C64 can effectively swilch various parts
of its ROM off and replace it by RAM. The problem
is how to do it, and the solution is location 1. One of
my Casebook pages is devoled to this problem, so
undtil | rip it out and stick it in CF41, keep your
programs in more accessible places.

| read a letter in CF recently from someone that
sald you should scrap Techie Tips. Please
please please keep it because I'm trying to learn
to program and find it really useful!

Paul Martin, Birmingharm.

In Techie Tips | aim to give useful advice that helps
budding programmers. After all, without people like

you there will be no more C84 programmers around
and so no more games for the CE4. So to anyone

Fl TECHIETIPS 31

to Mick about his club, be ever 50 kind and send him
an SAE at 49 Wentworth Gardens, Alton, Hampshire,
G334 2B4.

(But wait! Jason! Ok bum he's gone and there's all
this space to fill. Git, Were you as mystified by all that
stuff as me? | mean | like to think that I'm fairly
computer literate, but that diagram on the first page
has done my head in. DX=L"C0OS5(A) indeed. Why
does it have to be so lechnical? It's that tricky and
they have the nerve to call the language BASIC? Oh
yves, dead basic isn't it. If you're a rocket scientist or
something. Oh well, next month I'l be satisfied with a
farmula for making money. Or beer. Or

Vanessa Paradis. Anyway, the boffomn of

the page approacheth so I'll say, ermm, D
bye then, Bye - Hutch)

Jason Finch is more than willing to answer all
your technical queries, so write 1o him at
Techie Tips, Commodore Format, 30
Monmouth Street, Bath, Avon, BA1 2BW.
Please remember that Jason cannot reply to
any letters personally, so please don't include
a self addressed envelope. This boxout has
been brought to you by PowerGen: Wea're
working hard to spark you up.

wanting rid of anything remotely techie, | chum out

the ole Chinese proverb: The foolish gardeners that
decide not to water the successful shoots soon find
that their whole garden has died.

How can | mix assembly level pregramming with
the Basic interpreter? Do | need Simons Basic or
anything else?

Russell Fitz-Ragan, Surrey.

Assembly language programs cannol be mixed with
Basic - they need to be converted into machine code
first. Machine code can ba mixed with Basic by
simply giving a 5¥S command, all the Basic loaders
in Techie Tips are examples of machine code
routines baing called from Basic.

Is there any way | can use my Neos mouse with
Saracen Paini?
Andy, Aylesbury.

The part of Saracen Faint that controls the input
device - the mouse - would need to be rewritten to
cope with a Neos mouse. So, yes, there is a chance
you can use it if someone has rewritten the place of
coda. Experience has told me to ask if that is the
case before saying that no-one will have done! So,
has anyona? Incidentally, if anyone's got any nice
plecies, send them in to the Artie Party.
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TECHIE TIPS

More in depth analysis from the programming

front line. This is the modern world...

'ou may recall that last menth |
showed you how to relate the binary
number system of 0s and 1s to bags
full of dosh. Well now I'm going to
get you thinking in terms of balls and
boxes, because you are about to learn everything
you need 1o know about memory addrasses and
how they waork.

8 CORONATION ST.

It often helps in life if you know what your home
address is, Throughout the world there are millions
of houses, but each one has its own address -
whether it be in Scunthorpe or Los Angeles. On a
much smaller scale, your computer is like a town:; it
contains, in effect, loads of houses which each
have their own address. Unfortunataly very little
imagination went into the street names and so,
instead, they've all just got numbers. The first
house in your computer has address 0 and the last
has address 65535. Each separate address is
called a location. Now class tumn to page four in
your books and we shall venture deeper.

LITTLE COMPUTER PEOPLE

In the real world, each house will have someone in
it that either has a job or someone that doesn't (do
| often state the obvious?). Similarly, the locations
in your computer either do something specific, or
they don't; they just remember things that you tell
them. You probably know that the function of the
little mysterious person (moi, sexist?) that lives at
53280 in your computer is to change the border
colour. If we go one stage further, when we want
someone in the real world to do something for us,
we either write to them or telephone them. Seeing
as how your computer isn't equipped with loads of
telephones, and you certainly can't pass letters to
it, you have to use the command POKE

So to prod the man (for argument’s sake) at 53280
into action, you would enter POKE 53280 X on the
keyboard, X is just some number that means
something to the little man that lives there. If he's
not in a mood, then he'll go away and sort it out for
you. Baar in mind that he cannot count past 255
Oooh, that number sounds familiar doesn’t it? Yes
if you take all the money bags that | told you about

o MRS SMITH'S SET OF BALLS

53265 32
BITMAP

EXT. BGND
MODE

I shall avoid any double entendres because the titie says it all.

53265 B 53245 4 53265 2
25 ROWS OM SMOOTH SMOOTH
SCREEMN Y-SCROLL T-5CROLL

last month, you'd end up with
£255 - represented in binary
by 11111111

A CLOSER
LOOK

Each location - or address -
inside your computer can be

53265 16
SCREEM
YISIBLE

im thought of as a big box which
¥-SCROLL is split into aight smaller

boxes - a bit like your house
is split up into rooms (unless
you live in a tent somewhere
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on the Yorkshire Moors). The person that lives at
each location is equipped with eight balls, any or
all of which can be put into the smaller boxes
(known as "bits” in computer jargon) at that
particular location. Only one ball can go into each
box, and they cannat be swapped batwaan
neighbours. Like, Mr Jones at number 53264
couldn’t give his balls to Mrs Smith at 53265, and
he isn't allowed to throw them down to Mr Brown at
number 1024. That sort of thing is just not allowed

Mot only that, but each ball has a
label stuck to it saying which of
the eight boxes it is allowed
into - each ball can only go
in one specific box at one
specific location. The labal
also says what will happen
if the ball is shoved into its
corresponding box. Each
box also has a label, on
which is written a single
number - the same numbers
as were on those money bags
last month. So box number 0 has a
“1® stuck to it, box 1 has a "2", box 2
has a 4", the next has an “8" and so on up
until box 7 which has a “128". These are the values
of the boxes - known as the bit values.

So let's look at an example. Mrs Smith at 53265
has eight balls. On the ball that goes into her box
with value 128, is written “Raster Scan MSB", the
ball for box 84 has “Extended Background Colour
Mode®, 32 has “Bitmap Mode", 16 has “Screan
Visible™, 8 has “25 rows on screen”, and the balls
for the boxes with values 4, 2 and 1 each have
"“Smooth Y-Scroll”. Take a look at Ollie’s little
diagram if you want to see what | mean. Imagine
that you wanted to display something in bitmap
(graphics) mode. You obviously want the screen
visiDle as well, and you want 25 rows on tha
screen. So you tell this to Mrs Smith via a POKE.
You use the numbers that cormmespond to what you
want doing and POKE 53265,32+16+8 or just
POKE 53265,56. Mrs Smith goes off and sorts out
the ball situation,

INSPECTOR GADGET

The big inspector comes along every so often and
checks out which balls are in which boxes at each
address. As he does it, he carries out the relevant
work. Like, he'll look at the eight boxes at Mrs
Smith's location (53265) and see which ones
have balls in (boxes 32, 16 and 8). Ha'll

then go and do the relevant things to

give you what you asked Mrs Smith for,

Mext month I'll show you how you can use the
commands AND and OR to tell the little
computer people about individual balls and how
you can delve inside the computer and look at
which balls are in the boxes at a particular
addrass. (And I be trying to stop Jason from
fitting quite so many Carry-on gags in - Hutch).




PowerPack 30 i, e
Better late than never (that's what they said
Elvis). here's the complete solution to this crazy
platformer. delivered in fine style by Richard
Beckett. To kill the final guardian, you must

energy bar. If you don't have enough bombs, you
cannot shoot at the guardian. And for the

BOMB, kill guardian, U, collect BOMB, kill

A. collect BOMB, kill guardian, U, collect B
guardian, R, collect two BOMBS, kill guardian, [
collect BOMB, kill guardian, R, collect BOMB,
guardian, D. collect two BOMBS, kill guardia

hut SWITCH, collect BOMB, kill guardian, L (you
can only go this way if you hit the switch), coll
two BOMBS, kill guardian, L, collect BOMB,
guardian, U, collect BOMB, kill guardian, R, cc
two BOMBS, kill guardian, D, collect BOMB, kill

Action Replay POKES courtesy of
them you'll need an
which is available from
95 To use these poke,
ng the red button,

s. then restart using

More froopy
Richard Beckett - 10 use
Action Replay cartridge,
Datel electromcs for £34 .
freeze the game by presst
press 'E' to enter the poke
F3.
sQuIBBLY SKWOB
POKE 192140 - Infinite lives
STARRAY : :
POKE 10511,173 - Infinite vapons
EHEAKTHFIDUGH DEHG
POKE 192140 - Infinite lives

SUBURBAN COMMANDO DEMO

PowerPack 36 : S
As you might have predicted, here's F'f*"?'t‘i‘ée
Backett with the solution tothis rather tasty 0e

Aand if you've bought the full game, .-.:nur r:.n:;;fﬁe.“m
ion conti = alewhere in this issue. M, &
solution continues alsw e, :

1 fime limit is 50 strict, avoid people

the start: Jump onto
roof and collect the tool, then fall down
anhole. Collect the tool,

ers

mo.

because the
rather than punch them. From
the disco
right and jump down the m

then jump out ofthe
trampoline (hol
trampoline 10 climb
jump off to i
to your right
qu. right and jump
holding right and you sh

trampoline -
then use the trampoling to

wveilding skills of a
s with ten thumbs and

hole using the

d left as you bounce). Use the next
the building to your right, tt.‘:en
ihe left of the building

» fight. Fall to
e ou fall. Mow

and collect the toohwhile y
anto the trampoline, keep
ould land on another

do the same again. Jump the spikes
jump the spiked wall

; : - et the Man
and the manhole. Continue night, run past the mar

in the carpark and jump the spikes and the

i 1 it by the car for
» Kill the blue man and war b8
e p onto the building,

- |ift. Get on the lift and go U _
"lih::::. J?mp from this building onto ’l_ﬁe one lu|: ::u;ﬁ
left. Now climb it and collect the tool. Ju.mp _.dnwn
the building and run left to a manhnlg |um;f[ET
it and hold right as you fall... to land in cll.l.lk_-!.EL. 1. _” -
room. Collect the ool and leave, ’I.T‘IErr‘l-_ fa i:::. L
right while jumping the water pools -:.-lru.'f 1.r:.|r._:|I ke
through the door 10 complete the u:hgnnu_.-.f g .m 1_
a couple of hidden rooms. to get 1o l.hr;r _ Lr:'r.; w-t_ ;
down the first manhole and jump through :,I d_“ tht
to your left. For the gecond, fall durn'n the far-ng
manhole through the wall to your right.
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REGULARS
TIP OFF 33

The best of the hints, cheats and solutions sent
in by you lot. It's over there on the left,

LISTOMANIA 37

Pokes, listings, step on up, get 'em while they're
hot, they're lovely. Special offer today, 40 for the
price of one

MAPS & SOLUTIONS
THE SIMPSONS <

Part four of this sumpluous five part mapping
extravaganza in full Technicolour.

NEBULUS

It was on our covertapa, it's brilliant, but it's also
jolly hard. So if you've been struggling to propel
a small green frog up the second half of a series
of stone towers then clock this lot

SUBURBAN
COMMANDO 38

That WWF wrestler is back yet again, doing
battle with some naughty aliens. You're nearly
there, here's the next installment.

CASTLE MASTER

This second part of the complate solution to this
fabby Freescape castlascapade.

STREET FIGHTER 2

Hutch checks out the last three bosses: Sagat,
Bison and hardest of all, Vega.

NOBBY AARDVARK 42

Gamebusted and released into the wild - par 2.
In which Nobby walks in on Cousin Valere and
Father O'Flaherty. Were they really just painting
the ceiling? Who is the purple man?

4.4

NIGHTSHIFT

Another PowerPack game given the full busting
treatment. Now can you beat the machina? It's
all a question of application really.

MAIL ORDER MADNESS!

Yes, we're giving away twenty (count ‘em)
pounds worth of CF Mail Order vouchers
every month, all you have 1o do is send in
your best maps, favourite tip L
POKES, and extra-special solutions. Bundle

i it 1o
Andy Roberts' Gamebusters, Commodore
Format, 30 Monmouth Street, Bath, Avon,
BA1 2BW. Oh, and we promise not to tum
them into raffia earings. Honestly,

your bits into an envelope and pos
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= SPRING-
FIELD POWER
STATION

This level is probably the toughest in the

game dua to the plethora of mutants you
have to avoid. To complete the level, Barty
must collect the sixteen fuel rods scattered
around the slalion, There are also donut
boxes dotted about, and these can be used to
summon Homer to destroy all on-screen
mutants (not a smart bomb, more like a smart
bum}. You won't need to collect
any proof of existence tokens,
or use the X-RAY specs - the
only enemies you encounter
are plain old mutants. From
time to time Lisa will pop wp ]
and tell you the combination for
that particular floor, which is a bit pointless as

WI",' Bﬂrt thay're listed below. Whan Ban has collected
ever rﬂﬂch the El‘l‘d ﬂf four rods, Marge will take them to the

basement (she can be found Inear the main lift

hl's hﬂrﬂiﬂ' q"est? WI-," he doors). Altematively Bart can take them to the
basement himself, but this is time consuming

ever lose that inane grin? Will Andy Roberts _ ... .o: covsmanon: »
remem&er tﬂ p"t thﬂ- cat .ﬂ"t? Despite baing the first floor, it contains some of
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the most difficult mutant patterns. If you're having
trouble getting through the first barrier, go up the
stairs (through the door to the far-left) up to floors
three and four for some extra donuts. And if you're
having trouble getting up the stairs, walk in front of
the door until it opens, jump up, then pull down and
press fire or push up and press fire, depending on
whether you want to go up or down, There ara
three rods on this level, and you'll need to go
through level two to get the third (either by the lift or
tha stairs).

FLOOR 2 - DOOR COMBINATION: 31

Strangely enough, there is only one fuel rod on this
floor, which means that you wen't need to spend
much time here at all. As before, go up the stairs al
the far left of level one to reach the small room’
containing the fuel rod. Oh, this might be the time to
shed some light on those combination-controlled
barriars; it's very difficult to go through them from

'right to left s0, it need be, Keep jumping left as soon

as you enter the combination.

FLOOR 3 - DOOR COMBINATION: 23

This floor hidas three of the fuel rods; the first two
can be found in the room housing the right-hand lift,
and can be reached by taking the rightmost lift from
floor one. The final red is in the room at the far-right
of the floor, and is easily reached using the
rightmost stairs (you'll need to go through floor two

S -
RF o
vﬁ.ﬂ_.-,--.'pﬁ.ﬂ..?.’
A A S T S S A S A S O S S A

llﬂ

T T T A S T T A A A ST S T
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P

A A A A
A A S S

to reach them). If you get killed on any floor above
floor ona, you will appear in a strange ‘limbo’ room -
the door will allow you to go up or down a laval, but
you cannot stay on the same floor (which is a bit of
a pain at times).

FLOOR 4 - DOOR COMBINATION: 10

This floor contains four of the fusl rods, two of
which are in separate sections. The first two can be
reached by taking the rightmost lift on floor cne (or
the leftmost lifi on floor twa), but they are heavily
guarded so use those donuls wisely. The third

rod is easily reached by taking the central lift,

but the final rod is a little tricky to get. You'll

nead to go up the stairs to the far-right. then go left
through the combination-controlled security barrier
isee floor twa). This can be difficult, but you won't
lose lives for trying.

FLOOR 5 - DOOR COMBINATION: 9

This too contains four fue! rods, along with another
‘secret’ rod... more about that later. The first rod
can be found at the top of the stairs to the left and
is easily collected. The next rod is just to the right ot
the previous one, and you'll need to take the central
lift to reach it (as well as going left through a
security barrier). The next two rods are in the next
room to the left, and can be reached by laking the
other lift {the rightmost lift on floor one, or the
leftrnost lift on floor two -remamber it7). And the

A A S A S S S S S
T S A

[ (A
M A T A S A S S S M S S S

4

now? | haven't seen the sun
'IP'- in ages. (Mope - Huich).
ﬁ"‘f@&&
-
“‘-—-M}

A
A S A S S S S S S A

final rod? Bit sneaky really, as you have to lose a
life to find it. So, get yourself kiled and the final rod
will appear magically in the lirmbo’ room at
the end of the floor. Once you've collected g
the final four rods, take them to the
basement to (wait for it) complete the
whole gosh-dam caboodie! Erm... do
you think | could have a rest
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NEBULUS

In the final part of the solution, we tackle

levels five through eight with Andy Roberts.

*LEVEL 5 - BROKEN PATH

TIME LIMIT: 180
From the start: Get on the lift to your right and go up.
then carefully walk undermeath the eye - the next
platform disappears, so you'll have to jump over it as you

~walk under the eye. Shoot the block to the nght, drop
down onto the lift and go up, then walk right up the slairs

“and through the tunnel. When the eye above you moves

right, run right up the stairs, get on the lift and go up.
Avoiding the eye above you, jump left across the gaps
twice and drop onto the platform above the first lift you
encounter. Shaot the two blocks to the left, then drop off
to the right, go up the stairs, then get onto the lift and go
up. Jump across the gaps as before, but this time drop
onto the platiorm above the second lift - it will disappear,
allowing you to go up on tha lift. The next bit iz difficull,
mainly because of the alien which flies across and
Knocks you down... practice. Anyway, jump left across
the gaps, then jump left again over

on the liit and go up. Shoot the block
to the right, then jump right and get
an the lift. Go up, walk right and
shoot the block, then go back to the
fift and go down again. When the
sphere to your right moves up, drop :
down through the gap, go right to the -M
lift, then go up. Now drop onto the next A
liit and go up. Walk left to the next lift and
go up, then walk right up the stairs and go
through the tunnel. Now go left and jump up
the stairs. Jump left over the sphere at the top,
then ga through the tunnel. Get on the Iift to the leit,
go up, then jump right onta the stack of platforms (which
will subsequently disappear). Go up on the lefi-hand lift.
then quickly go right, shoot the block, then go back down
an the lift. Now go up on the right-hand Kift, walk right, go
up an the next lift, walk right, then go up on the niext lift
(did you follow all that?). Mow

Ay

the eye. Shoot the block to the left, k1 is n ™ walk left .un-:'f'l:-"r 1@9 three

jump right back over the eye, then I‘ : tricky one. sphares (which is damed tricky

drop right onto the lift below and go 1 Watch those g so keep trying). then get on tha

up- At the top, jump left onto the d’:“- lift and go up. Now jump night

platforms above the eyes, then walk ol 39 - when the sphere moves down...

left under the eve. drop onta the Iift Sy == a which is aven trickier than

and go up, Mow walk left and wait for =13 = A I- before. When the sphare above

the alien to appear and knock you = moves left, jump up the stairs

down (if it doesn't appear, jump right i 8 and don't stop until you reach
L TR TRE T L 1]

over the gap, drop down, then jump

l=ft back across the gap). When the

eye above moves left, quickly run up the stairs and drop

off at the end (keep running, as the platforms are

slippery). Walk under the eyes, get on the Iift, then wait

for the eye to move before you go up and through the
tunnel. Go right up
the stairs, under

- the eye, and
5 B - through the fourth
"= - e B tunnel you
e - encounter. Now go
et N right up the stairs
Level five is a and under another
green feast of O aye, then go

W jumps and leaps. | W through the third

tunnel you meet.

When the eye
above you moves overhead, quickly run left up the stairs,
get on the lift, then go up. Shoot the two spheres as you
move left, walk under the eyes, then all the way round to
the left and on the lift. Go up and into

the top - now go through the
tunnel to complete the level.

LEVEL 7 - NASTY ONE

TIME LIMIT: 220
From the stari: Avoiding the swiring alien above. go right
up the stairs until the platform below you disappears (you
should now be standing on a lift). Go up on the lift. then
walk right until the platform below you disappears again -
you should fall down onto ancther disappearing platform
and land on another lift. Jump up onto the platform to the
right, then jump left over the gap onto the lift to your left.
Go up on the lift, shoot the block ta the right, then go
down again. Drop down onto the lift to your left, go up
twice, then walk right until the platiorm below you
disappears. Now drop left onto the lower lift and go up.
Keeping an eye on the alien above. go right down the
stairs, up the next set of stairs, then shoot the two blocks
and go up on the lift. Go up on the next lift to your right,
then up on the next lift again. Walk undemeath the alien
onto the third step, then wait for the alien above to move
right overhead before making a dash to the right - you'll
nead to jump over the “lower' platforms, as they
disappear. Keep on running and jumping until you reach
a lift. Go up on the lift, then wait

The e, -Lh vel 7 for the alien above you to pass

0 - l'l::: tricky overhead before .'|_|.'1|'gi|‘.g right {it's
LE‘H‘IEL E - Slllnﬂl'llll.l.n DEL!':.IHT - = .ul‘“p:- possible to rest on the lower
TIME LIMIT: 200 -- - -'- platforms without the alien
From the start: Walk right, get on the 'a "- touching you) 'r-'ufhﬂr'l you reach a

- it 3 AT f i1 i
Iift. and go up. Walk right, jump over - N s :-Ift HLU' up I—\ﬂlﬁ '?fli undemeath

a2 bwo aliens : — iy

the gap, then wait for the two spheres e b then get on the
} bef d ing off to th 1 fourth lift (the rightmost one) and
-:‘ move up Defore dropping D the s . go up. Walk right, shooti g the
right. Go left and shoot the block spheres If necessary, and
above the lift, then go right again. get ——— - B W continue until the platform below
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you disappears. When you
drop down, go left and
P the platform below you
should disappear
again {you'll fall quite
a distance). Go right,
go up on the lift,
then head right to
the tour lifts. Go up
4 on the third lift, then
i walk right until (wait
for it) the platform
below you disappears,
Mow drop of to the laft

o
!

g again. go right and up on
e 2 the lift, then right again to

f’ the lifts. Go up on the first lift,
o walk left and get on the next lift,

then go up and through the tunnel,

LEVEL 8 - EDGE OF DOOM

TIME LIMIT: 240

Fram the start: Walk right a little, then wait for the alien in
frant of you to bounce off tha floor twice before FURing
nght to the lift. Go up, then go through the tunnel to your
felt. Now the tricky bit: you must now jump from the
gecond platform and land on the leftmost platform, which
will disappear leaving you stranded on a flashing block.
This will take a few attempts to get right - just run lef
from the door and jump when you reach the left-hand
adge of the second platform. Once vou've landed on the
block. edge right a littie 1o allow the sphore to bounce
down, then jump right. Face left and shoot the block. then
drop left onto the lift and go up. Go through the turinel to
the left. then go rght up the stairs avoiding the alien
dbiove the 1op stair. Now keep jumping right across the
platforms until you reach a lift, then go up. Now jurnp left
across the platforms (avoiding the aliens which have just
appeared) until you reach another lift. Shoot the block to
the left. then go up on the right-hand lift and through the
tunnel. Now jump left across the platforms until you reach
a tunnel - go through it. Walk right a litile and shoot the
block, then walk

left and jump oft — asrs o -
the platform onto Ll W
e i

the lift below. Go
up, then jump left

across the aliens e
as before. When 4 '.
You reach the two e E b

lifts, go up on the
left-hand lift.
Jump left onio the
platform, then
walk left down the
stairs and drop
onto the stack of platforms... which will disappear under
your teet. Now go up on the lift, wait for the alien to pass
overhead, then go up again. Walk left and shoot the
block, then rush right and drop onto the lift below when
safe to do so. Go up on the Iift. go right and drop off the
adge platform {look out for the alien below). then shoot
the block above the lift and go up. Walk left up the stairs,
underneath the aliens, then go through the tunnel. Shoot
the block to the right, walk left up the stairs, then drop off
onto the platform below_Jump left and shoot the flashing
block, then jump back and go through the tunnel. Jump
right onto the Iift, go up, then go through the third tunnel
{third fram the right, that is) to complete the level

and the game Now we've shown you
GI

The final level has plenty of
surprises in store for you.

how to complete this monstrously great
game, why not tny it the hard way?
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IFX GAMES TIPS 37

Wanna cheat your way through an impressive list of
games? You don’t? You’re on the wrong page mate,
this is Intermediate Cheating with Mr Roberts...

MAYHEM IN MONSTER-
LAND DEMO

A fine game and no mistake, but the abridged
version of Spottyland is still a mite tricky, so try this
listing for infinite lives, time, and continues.

EM MAYHEM DEMO CHEAT I

I 1 EAD C+Y 1 POKI
F : EM WTA ERROH
BT L T B - F - o
i POF
i ME MF IE - v
HEN PO Ju 1]
LN o I I LT N*
I Ll L
) I E
1A , DBE | )7,
! I i b | | 4
4 41 I"_. I 14
10, | 14 1
| =i, ] 014, 169
11
’

5 DATA 141,114,
As a perfect companion to our superlative solution,
here's a listing POKEfor infinite lives and time. Mow
get to the top of those towers prontol

BRI IS LY

s CHEAT

: HEIL RINT * I I
I' "IN I LIVE {* I N
KE 545, i
x NITE ] FB e
] 1
e
i 1 | i 4 1 3
y ]
V& .00 )BT . I 1,
141 ] &% ,002,1: 1
,230, 003, 81, 1: 3
1 1 II'I

GAME OVER

It last month's guide to level one wasn't enough to
satisfy your ravenous hunger for success, ypea in

the following listing then RUM it for infinite lives,
ammunition, and power. Game over? Game
complete, more like.

l FOR ¥=516 TO 564:READ Y:C=C+Y:POKE
1 'HEM ] I I
L I L
L ; : y
] IMPUT *"INFINITE .
':|'..' T I
Ik - ¥l 1
I * THI K
F
;.
] |
.
1 142 1
110 ]
RE 1 41 1/ 5
. [ S L L

Lo DA DlE

LUNA LANDER

Let's face it, landing a spaceship is tricky enough at
the best of times without the added hassle from
weird aliens - which is why this POKE for infinite
lives and fuel is a Godsend.

A pixie's life is not a happy one (as the saying

goes), so why not give Grod a helping hand with
this handy cheat for infinite lives.

REM GROD CHEAT
¥ EAD ¥ POK]
1 THEM PRIN ) I OR™ : EMI
I ] 51
I ik
H ] "
[ 15, 09§ i [ £
11
i 4 e I 141
i 1
176, an .14 1 [
a2 | 1] b5, 1

The lander
now landing
on the lunar
surface is the

315 from
Rhyl.

I ALIEN

Apart from Simon's bizarre scenario, you can also
add life and sparkle to the game with the help of
this listing for infintie lives, energy fire-power, and
bombs. Judging by the American arms build-up in
Somalia, Pres. Clinton must have a very similiar
listing in the White House.

TEN CHEAT
i ! L
MNE
Cz=4616 THEN I e i
o 1:RE 1
T L T
| I I HY Y
] nE=*N* THEN FOR W y I
EXT
5 O] [ )} -
i 1
1 DATA n B <
I I y f 14, 3 ) l_l 1 i
1 4 11 a1 e, 114
1
4 1 }, LY Gl
1
r LiAls 1 Il_.
(B [ s 14 i 1,0 7.0
1 5 NE N )
T 551
: J D
I ] i*
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He’s faster than a speeding bullet. He can leap tall

buildings with a single bound. But he wasn’t in, so THREE
we called on Andy Roberts instead. After all, nobody
knows level three better than him...

This level's very neo-
Staying at the left-hand side, drop down and gothic, sortof Batman

grab the tool as you fall to the ground. Now walk Seta-Lanrn-Asiioy.
right until you reach a lift shaft. Drop down, holding
vill land in a secret tunnel
go left and use the springboard to grab the tool and
get back out of the tunnel. Punch the bloke to your

From the start: punch the bloke, then use the
platforms to jump up to the top of the building and
collect the first tool. Drop down to the ground
[ iding the bird), walk right, then drop down the
hole. Punch the bloke, then collect then next tool to

your right. There is a secret tunnel to the (punching any thugs thea iicve 12 = ppeared) and

leads to an extra energy bonus - grab it if you wish. go up.

Use the springboard to bounce left out of the hole,
then jump on the springboard and hold right to land
on a platform on the building in front of you. Jump
up and right until you're standing on the upper-
right-most platform - now carefully jump right to the
next building.

@ COMMODORE FORMAT 39 December 1993

Once you're at the (s - * ki lift shan, carefully

go right (avoiding the bird; ainw wu: (50 2oringboard
to bounce right, the tinue right, punch the
bloke, then use the next springboard to jump right
over the spikes. With any luck, you will land on yet
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Duane Eddy meets Hulk
Hogan down the streel 4.0 your way back through the rooms and along
of bizarre occurences. =
the tunnel, then us e springboard to bounce up
another springboard. and right. Make your way carefully across the pits
Jump on it and hold to the barrier which should open when you walk
ab the tool  into it. Incidentally, if you bounce up on the
din the air.  springboard in front of the barrier there is a tunnel
o to the far leading to a secret room to the right - go down
ght, killing any thugs  there for some extra energy.
you encounter, then go Anyway, once you're through the barrier you
up on the lift and jump off ace vel bad guy, the evil General
at the 1o Suitor. He can be defeated using the same lactics
15 baddy; if he's a bit
run right and he'll pin himself
the next building. Climb to the top ant between you and the wall - punch
tool, then drop off and hold left as you fall. Continue  him repeatedly to dispose of him.
left when you land, then own the hole just to
ft of the springboard sed earlier. Hold
g ol from the hidden
- re a y to thebe » and walk Join us for the fourth and final part of our
e —— S left down the hidden tunnel. thrilling solution. Either that or finish the game
- When you emerge in the secret room, jump for yourself. You choose.
the pits and grab the extra life, then go into
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F

CASTLEMASTER

| We gave you the first half last issue o e 1 KEYHOLE
| month we've got the second half and & gaggie ol 'I'I-II!OI.IGI'I oy

& i iR . St e N Here's a handy resume of the keys, what they are
' tips and cheals [ ?W _ it T iwo or for, and where to find them. David, it's over to you. ..

‘ i B e R KEY #1 - STAIRWELL - In the lobby
our complete C _ : KEY #2 - TREASURE CHEST - In cavern five

P G . KEY #3 - WIZARD'S HUT - Top of the well
0 up the cellar steps, Uil R g . | KEY #4 - GUARD ROOM - In cavemn two
Gstairs, then follow the |ed8 ' i L A KEY #5 - STABLES - In the Wizard's hut
second doorway. Select craW 3 |

J ; =i Fa. e : KEY #6 - KING'S SOLAR - In cavern one
‘fat to the left ofthe table, take the far dOgSIRIG gtianmtasoide T Wil KEY #7

‘'stores, then use the strength potign on (e
can be used a maxim Y
Take the leftdoo

ahead angthrotgh

- SPIRIT'S ABODE - In cavern four
KEY #8 - HIGH LEDGE - In the stablas

KEY #9 - JUNK ROOM - The chapel roof
KEY #10 - DRAGON'S LAIR - In cavern three

*-’ﬂlﬂl'l simply walk through the

ol _.’TMMMMW Mhp
ﬂ:ﬂ then tum right and use your action on the

'-i_fmummﬂumaummmmwmh :
MJmmmmwm 'M,brm-tnnn-sh

- passage, barracks, and another passage. Look the game using this
5-duwnam:nwimmt!umnuwpmnfmm -solution - there a1 «
door ahead intothe  (be VERY careful here). Unlock the door, go couple of subtic
L § guard room, then - through to the dragon's lair, then shoot the head - differences. Firsty
action on the potion repeatedly (between the eyes) to destroy it. there is & Block in the
of 'rock travel' on the Go through the barrier into magister, use your hot bathe which falls
tabh-mmm mﬂﬂmﬂh‘-ﬂhﬂmynw left to remove the over to provide a step
throw 5 rock barrier, then use your action on the keyhole in {use your action on it).

Secondly, the block

mu M? on the balcony in the

at a doofio g

through §
' -:-.-.-hn;::] i5 mast If the complete solution and a lorry-load of tips isn't main hall cannot be
handy). Unlock encugh to keep you sane, try this listing for infinite crawled under
-_ : ERUEIEIIE RSN  strength. It works fine on the Virtual Worlds version, but Instead, go through
= al PR L might not work on the original or re-release. Try it. the already open

1 0 ; door in the
London 1-,-m|::: ::'“ L;L:‘;:p[;m barracks, follow the
their new esc w tr:rne path around on the

spirits. Go back the way you
cama, via the guardToom, passage,
ballroom. passage, great hall, passage,
stores, carpenters, and finally back to the
stairwell. Go through the door on the next
level up into a passage, then through the

high ledge in the ballroom,
shoot the spirit, then collect the cheese and
dropdown. When you go back around into the main
hall, drop down again, then collect some food from
the kitchen/larder to keap your strength

up. Bacause as your mum would tell

you, thera's nothing like a sarnie! D

“I move with the times. | demand "That's why when I'm getting "l use Dr Mooton's hydro-renewal
performance... réady in the moming... gel with active liposones...

“It sets me up for the day and has
me shouting from the ramparts.”
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n ancient Japan they used to have warriors
sul like the chaps and chapette you find in
Streat Fighter 2...

Hutch
finishes
his four
part guide to
this smashing
beat-'em-up
with a look at '
the three last
rather hard
bosses...

ou've battled Ken, you've tussled with Ryu,
you've gone a few rounds with Chunners

and you've been squashed by Honda’s
wibbly wobbly belly, but until you've gone up
against the three last bosses in SHMF@]IWE
you just haven't had a battle.
You see Balrog, Sawnﬂd“mm
muwwmmmm

___gotmummnmm

daath In toumaments not
unlike the Krypton kg
Factor... G

BLUE
STRIDES

Balrog's a funny old
chap. In his cycling
trousers and with that Enter the
Dragon style claw on his hand,
he looks decidedly odd. The
: “‘i’y good news is that you can knock
the claw off his hand, which leaves
him extremely vulnerable to
x ‘;( attack, although you're still
likely to be dazzled by the
trousers. Balrog's quicker
_ than Chun Li and can take
twice as much punishment.
What with his ability to jump off
the walls he takes a fair bit of
getting used fo, but as with most

i of the characters in SF2, his strengths actually turn
; out to be his weaknesses.

Just about the only trick to beating Balrog is

- comprehensive use of the sweep kick. Every time

he goes for the scenery and tries a Swan Dive on
you, simply pull a sweep as he comes in to land.
Keep on doing this and you'll slowly eat away his
energy. If you've got

missiles then use them, as .~

these can keep him at o

bay until he goes for his __~ 7 X

chain clinging. Don't

They'd battie sach other to the —&

Then whean one person ruled
supremsa, they d award them a
Ll delightful carmrlage clock...

fetching cardigan
with the Top Man
emblam on [t

second to recover.
You can
use this
window of
opportunity
to get in
there are do
him some damage.
Unfortunately,
Sagat comes
equipped with
fireballs like
Dhalsim's which can be tricky to
deal with. He usually doas two or three in a

row which you should jump, out of range of his
punch. Once you've got in close, stick to low sweep
kicks; if you go for throws he'll put your jaw

- somewhere around the other side of your face.

4, RATHER TOUGH CHAP

And then of course, there's Vega. mmlui
mmmmammmem_am ou'll
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He’s still an aardvark, and he’s still blue,
a.md this month he continues his epic
Journey to Antopia in a hot-air balloon.
Andy Roberts shows you how it’s done.
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@ ocamMEsTIPS a3

LARDVAR

-
&2 LEVEL 2.2 -
. T aUNDERWATER
passage. you reach the ] y
et SYSECTION
make your way nght across the
# bottomn of the level, avoidingthe consuming, so t

—ad lethal spikes. When you reach the lines (or as strai
- - = o - = far-right, move up and head left. you will encg
S - " T ¥ - Move carefully past the spike, -
. e ‘-u"_,"_,-f'_'w 1 then go up and head right through Mol

the middle passage. Go down alte cave
and right, nip through the i i ins =]

go up, right, then up agai : bubbles, espeCtalfy HTesHig his
Spiders are horrid little things - HP7 Batterias progress momentarily. When (and gach the
Y TNS N g e e Nobby's balloon. is fine. bottom, swim to the submarine and Nobby will jet
some botty commandos! off to level three - stay
Go left and down again, move right ~ Water and disappear tuned for the third part of
il and kill the spider, then wait for the Mo, honestly, everythi absolutely our thrilling

I.- 1 bird to swoop before going up. fine. Now attempt the next section. saga,coming c
Move down the narrow passage, Nobby's task now is to really soon. .
FREFRTETETETEY shoot the beetles crawling around, reach his submarine at the bottom ®
then move down (keeping as far to  Of & very long tunnel. Time is of
the right as possible to avoid the cannon below). the essence, as oxygen is in very " .
Keep moving right, shoot the cannon and the short supply, so use the map to
beelle, then move up and left a little (waich out for plan your descent. Note that

™ L )
_ the spike). Keep moving up, go left at the ‘junction’, ~ SwWimming around platforms is time- I-" I-"‘
. e —— e & <

START

HOMING  °
MISSILES

ACME :
BATTERIES
ROUTE

&
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Confusing, frustrating, mind-bending, perplexing, and downright tough. Who
would have thought that making a few dumb dolis could be so difficult? Fret
no more, Andy Roberts has some sound advice for
budding Nighshifters...

iN THE BEGINNING plug on the resin maker,then use a match on

No tloubt you'll e totally confused when you first the bunsen burner (if there is no frama}l. .n is
start to play, which is not surprising. The first thing ?acgs&aw. BU N lwve) ary. 1 fine

to do is read the EMPLOYEE HANDBOOK - use it R SN e bunser_s bur_ner.

in conjunction with our handy grab to locate the ﬁlis;:ift::ﬁ;: tzrfn:“;;z:::gizigr:n
various machine parts and familiarise yourself with RS m}'&n SN A 1 car b
them. The next step is lo play the first lavel in o i '

S ek while, so keep practising.

conjunction with instruction manual, practicing the @ Finally, when the Beast chums into life, use
basics (kicking in plugs, using tools, etc), as well h % : il dc B bl sl e ;

as mastering the sometimes fiddly control mode. R (Newin 1 T3 InCL RN F1S DI O,

Leaming which platforms you can and cannot :::an pe&t:iafltf:way to your hearts r:.ur:tant. If
stand onis also helpful. ngs start to go wrong, you can always use

the balloon to get to any trouble-spot quickly.

STARTING OFF LATER DUDES : -'“_Jﬁi ﬁ"" ™\ /

When you start a level, there is a distinct series of ? y B =
Later levels require you to mix and change the | iju =

checks to be made before you start manufacturing Saint e N b - =jl = o

int, requency settings, as well as ' = —

the toys. Although more and more parts ofthe L QIS rﬂ i
o : b controlling the head and body moulding units. | fr e I ‘;f ; %

Beast are revealad as you progress, the hasic list As it that " hi ith | : 2 5 el
remains much the same (having said that, the RTINS SO, TR di L
pop up and cause mayhem, along with a s | = s = 5

earlier levels require far fewer checks). rilork f The k |
@ Firstly, check the furmnace next to the power cycle : E.IEW ot o Cceaidlg L)
survival is to work your way up through the

- if it isn't it, ride the bicycle to build up some 1t Mathar than i ; e et
power, then stand in front of the furmace and use a o I:tm o ,; r:ljg.p'?g lo.a [Ig i
match to light it (it isn't possible to light the furmace [ Rgay- Yrel, 'oLs face #, Il you

can't complete level two, you have no .

WAL POy chance on level ten. Get the picture?
@ Next, ride the bicycle for a minute or so, until the it bl il i

two bulbs begin to strobe rapidly. You now have a

couple of minutes to make the rest of the checks FRUIT mll.'
before returning to the bicycle again.
ANYONE?

@ |f you're playing shift 5 or above, check the

quality controller next. If you farget to switch it an, it | Ifyoud like to try your hand at some of the

will reject every doll made, even if they're not later levels, give some of these codes a
whirl. And for the hard of thinking, B is for

defective. Use the right-hand warning light under
the office window to check if it is on or off. banana, C is for cherry, L is for lemon, P is for
pineapple, and M is for plum.

® MNow make your way up to the set of three paint
lubes, checking all the conveyor bells to make sure Level 1 - BBEBB  Level 2 - CBBL
they travel in the right direction (check out the Level 3- BCPM  Level 4 - PLPP
arrows shown on our grab). From shift 7 onwards, Level 5-PPLC  Level 6 - CMMP
you'll need to turn on the paint showers and drying Level 7 - CPLB  Level 8 - PBPC
fans before moving upwards. The controls above Level 9 - PLLC  Level 10 - LBMM
the paint tubes appear from shift 3 onwards. Levgl 11 - BFCM  Level 12 - CMBM
® From shift 8 onwards, the frequency settings for Level 13- MCBF Level 14 - PCMB
the head and body sections will need to be Level 15 - MMPP Level 16 - BEPB
adjusted too - jump on the springs to move the Level 17 - BMCM Level 18 - MLLM
bars up (which increases the frequency). Level 19 - LPCM Level 20 - CPPC
@ 5till checking the conveyor belts, continue right Level 21 - LCPP  Level 22 - MLCB
up to the top of the Beast and check the steaming Level 23 - MCCL  Level 24 - MPLL
bolt on the resin mixer - use the spanner to stop it Level 25 - BFFL  Level 26 - MCCB
Level 27 - BCLB Level 28 - MBBP

steaming. "xf' :
@ Now go to the top-left platform and kick in the Level 29 - CMCP  Level 30 - CCBM e :

’1-'--'-.'.-'.-:-.':__'

v TR R L L H
o o o,

(T
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A much smaller and simpler demo of Mayhem graced
the cover of CF38, so here's a small and simple chap
to guide you through it. Take it away, Andy...

kay, so you've probably played the  mole until you reach another restart door (which

demo of Spottyland, and by now

you should be comfortable with

the control mode (and fairly

proficient toa). Although the
Jellyland demo is drastically smaller than the
Spettyland demo, it still holds a few nasty surprises
and on the flip-side, it also boasts codles of
ponuses). So, let's take an in-depth look at
probably the wobbliest level in the game.

From the start: Run left, activating the restart door,
then use the platforms to get past the moles quickly
and safely. Kill the second saddo that you
encounter (not the chap on the platform
above), then carefully move left and
. wait for a bullet to zoom towards
you. Now jump up, then
quickly rush laft and kill the
evil star-spitter... collect
DUST BAG #1. Continue
left, across the top of the
screen. Jump over (or Kill)
the next sad alien you meet,
than go left and activate the
restart door - if you're a novice.
Go left, then leap over the gap
and kill the saddo to collect DUST BAG

#2. Now make your way back to where you started
the demo, taking care to avoid the star-spittar.
Activate the restart door as before (if necessary),
then continue right until you reach a sad alien on a
slope - kill him to reveal DOUST BAG #3.Continue
right across the top of the screen, than drop down
avoiding the star-spitter tucked inside the cave. Go

Just love those colour clashes, they're so
seventies. (You mean yucky and garizh - Huteh).

you should promptly activate).

Jump up and right across the platforms, kill the
first sad alien you meet, then wait hera until the
star bullet comes on from the right of the screen
Jump right quickly, kill the spitter and grab DUST
BAG #4. Continue right to the V" platform
arrangement, jump up and kill the spitter in the
centre for DUST BAG #5 - now head back the way
you came to the spitter inside the cave. Wait on the
slope until he fires a bullet, then carefully jump on
his head and get DUST BAG #6. Mow make your
way down into the lower caves and head left, kill
the sad allen to collect DUST BAG #7 (the final
bag) then drop down into Theo's cave.

HAPPY VERSION

From the start: Jump on the first dino and
eollect the SCORE MULTIPLIER, then drop
dowr through the platform and edge right
a little to collect a hidden EXTRA LIFE,

Staying on the lower level, go laft from

the entrance to Theo's cave and kill the
dark-red dino for another EXTRA LIFE.
Make your way back to the right, leave
the cave, then kill the spitter for a TEN
STAR bonus. Head left, up the first slope,
then kill tha dino at the bottom of the next slope
to collect the essential CHARGE ICON... now the fun
really starts.

Charge to the left, through the restart doar, then
collect all the stars above the two moles. Continue
left, grabbing any stars you find, until you see the dino
on the platiorm above. Jump up onto the left-hand
adge, then charge at him when he's at the right-hand
edge - he will leave a handy SCORE MULTIFLIER
behind. The blue dino to your left guards the entrance
to the cave below. Kill him, drop down, then carefully
go right until you collect another EXTRA LIFE.

Make your way back, kill the spitter to get a TEN
STAR bonus, then drop down through the platform
below and 1o the right of him - here lies yeat another
SCORE MULTIPLIER. Continue left, over the top of
the screen, then jump on the strider {you can drop
through the platform and collect the HALF LIFE if you
wish). Drop down and go left for the SCORE
MULTIPLIER, then jump back up, collect all the stars
above you, then kill the dino at the far left. Grab the

Grab the flutfy bunny for
an extra half life to explere Monsteriand .

TEN 5TAR bonus he leaves behind, then drop
through the platform and collect the axtra life to the
left. Eat a bowl of Rice Crispies in 15 seconds.

MNow go all the way back to the spitter inside the
cave... which is easier done than said, as you can
charge all the way. Go right and collect the stars
above the swooping bird, then head right. Activate the
restart door, kill the strider to your right, then jump up
and grab the TEM STAR bonus. As before, jump right
when the bullet comes on from the right-hand side of
the screen (the spitter leaves a HALF LIFE icon
bahind), then keep charging and jump to the top of the
screen to kill the bird at the left of the V" platforms. Kill
the spitter in the middic, colloct all the stars, then
charge right {across thia top of the screen) to kill the
right-hand bird.

With any luck, you'll land on the next spitter, so
grab the EXTRA lite he leaves behind. Continue right,
collecting any stars you see, until you reach the final
restart door - activate it. Kill the first dino to your right
for a score multiplier, then head right and collect the
EXTRA TIME icon. Drop down to the lower level, kil
the two moles, then charge right and jump the gap for
the EXTRA LIFE. Charge back carefully, then skid
across the finish-line to complete the damo.

S0 what about those score multipliers? Wll, if
you managed 1o collect every star you receive a
‘Super Star Bonus' consisting of an extra life and a
cool one million points... which will be multiplied by
however many multipliers you have in your
possession, Bear that in mind for the
finished game, which you can order by G
sending a (Snipl-Ed):

Admit it: you're a gutless yellow-belly, with all the
courage of a cowardly wimp-type person. But if
you happen to be a gutless yellow-belly with an

Action Replay cartridge, you might like to try
these POKEs... POKE 48661,0 - Infinite lives
POKE 14333,0 - Infinite time POKE 15981,173 -
Infinite continues.
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46 DATABASES

all | wouldn’t exactly say

that. to ba honest. In tact, if |
was being deadly straight
with you from the very start,
I'd probably say semething
like “you don't want to know about this”, but the
odds are that you do. Maybe you don't guite realise
what a database is, or how it could help you (and
believe me, it really could help). So I'll get on with a
gentle intro inte the world of arganized data
storage. (Sounds thrilling — Hutch).

Let’s start with data storage on paper, and an
address book. Now address books usually look
something like this:

F

database. What next? Well, let's create another
one, only with two fields instead of four:

& uEifieyg

Ma e Simen Formester —l e

Title | Staff Writer 3 ¥
Heme tewn |I eicester :

£ Ty ARG

I

This one is a lot more simple, listing name, job
litle, and town of origin. Next, we’ll want to single
out just two features, creating a list:

&
|-TJ-'\rr|-_'~_ Sirman Forestar | ‘#_--';E
Addre s Future Puhliahing 3
0 Menmoeuth Stre et =
Eath
| A
Fhene (D225 44224 4
Faux T G225 44601 3 ]
L
4 /
Fiakdz
e Dl tan

Editor ~ [Huteh

Art Editor Olie

| Art Assistant Liza

Staff Wnter Clur il
Staff Writer Simen |

If you think it looks simple, that's because it is.
We've all come across address books at some
point in our lives. What is a little more complex is
the computer version. Let's take another look at
our diagram.

As you can see, the box containing the address
is separated into two halves — the fields (being the
categories into which the data fits) and the data
itself (data is just another word for information).

The fields themselves are divided by lines, just
ta clarify which is which. How would we go about
getting that onto computer, though? Well, for a
start, that five line field will just have to go. Instead,
it'll be divided into five fields, all called ‘address’. If
you really wanted, you could call the first one
‘address’, and leave the other four lines blank (it
looks slightly better in presentation).

However you need to segregate it, the box as a
whole is what's called a 'record’, and it's these
records that build up a base of data — a database.
So let's take it for granted that you've entered in
mare than cne address, farming a worthwhile

Are you beginning to get the hang of it now? Well,
with Mini Office 2's ability to create huge complex
lables of data, there are positively hundreds of
different uses you could put your database to. For
instance, if you look on Teletext or Ceefax, you'll
find tables and tables of sports statistics. These
could have been created with a database on your
Ci4, if you wanted to keep similar records.

But what else can you do with your database?
Well, there’s loads of different types of information
you could store;

GAME INFORMATION

For quite a few months now, CF has been running
a series in search of the ultimate game. Over these
months, we've progressed through platiorm
gamas, driving games, flight sims, and just about
avary other type of game you could possibly think
of. Well, you'll also have noticed that somewhere in
each feature, there is a list of every platform game
for instance. If you think | sit down every month
and go through every Commodare mag ever for
the game titles, ratings, and details, you really are
very much mistaken — we have a database of
every game ever, from which we take the relevant
details, and paste them onte the page.

® COMMODORE FORMAT 39 December 1993

This month, Simon Forrester
looses his favourite pair

of socks, his Pink Panter
underpants and his woggle and
so decides to set up a catalogue
of his underwear draw. Join him as he looks at the
wonderful world of the database. Heavens above...

Of course, this setup is all
running on an Apple Macintosh, but
the principle’s still the same — it's just
a database system, with the
information, instead of being printed out
directly, pasted into a word processor and
printed out from thare,

GAME CHEATS

The other thing everybody likes to do now and
again is cheat at their favourite, most challenging,
or downright bloody hardest game in their
collection. There are many different types of cheats
to use, as well, such as keypresses, secret rooms,
Action Replay codes, etc. Well, how far do you
think you'd get it you were compiling a database of
the whole lot on paper? Quite far, you say? Well
what happens when you want to insert new games
alphabetically into your list? That's right — mayham.
The answer you'd come up with if you thought
about the for leng enough would be to keep all
your cheats on file card — that way, you can insert
new ones whenever you need them.

S0 why not have a computerized version of a
file index? It has several advantages over the
cardboard and plastic (if you keep them in a groowy
little box) version. You can sont cards into any
order using any field, you can search the antire
database for a single word or piece of information
in a matter of seconds and you can create print-
outs of only cerain pieces of information, creating
telephone lists and the like.

SPORTS STATISTICS

As the database package you're using becomes
more advanced (or you're using an integrated
package like Mini Office 2), the boundarias
between spreadsheets and databases blur. In
many databases on more powerful machines, you
can create huge data tables and access them like
spreadsheets, using formulae between boxes on
different records etc.

Unfortunately, this is a litthe out of reach for the
C64, but MOZ2 does offer the facility (if you look
hard encugh) tp drag certain bits of information
back and forth between the spreadsheset and the
database, making sports statistics (with their
masses of information but need for lots of
calculations as well) a perfect use for the package.

ADDRESSES

Okay, so it's a bit more of a standard use of the
package, but never dismiss the idea = it may be a
litthe slower and more cumbersome that a simple
address book (try fitting a C&4 into your pocket), but if
you're setting up a customer database,

etc, it's perfact, quite frankly, D

o




Jhere's more than one way to climb into
your own littke virtual world. Ever been
to Alton Towers? The 360 cinema is a
perfect example of early VR
experiments. Nothing has scared me
as much as the opening scene in Jaws 3D when a
bloody fish head comes floating out of the screen at
you (1 hid behind the seat in front for the rest of the
movia | just couldn't bare to watch). Mext came the
hydraulically driven flight simulators (there's a great
ride called Star Tours at Euro Disney using one of
these by the way). But the problem with all of these
is that it just isn't personal enough; everyone alse
experiences what you're experiencing and of
course you have absolutely no control over
what's going to happen 10 you. i
So along came VR, G £
complete with all R T

We all know that Lisa lives in her own little world
for most of the time and only occasionally comes
back to reality to chat to us all. But how would you
like your own littie world to play in too? Clur and
Simo explore the possibilities...

stories. The same people who hated the idea of TV
wittered on about how playing in a virtual world
might be detrimental to your health. First of all only
the military had access to a virtual world, but it soon
spread into the arcades in the form of some greal
interactive games. And now it looks like it might be
Wworming its way into your front room.

Rumours abound about the imminant release of
the Nintendo home VR system, but if the truth be
told it'll'be a few years before you can plug yourself
into the NET from your front room, The people with
the cash (namely the military industrial complex )
feel their money's better spent on sUssing out using
YR as a defence (for defence read death) tool. The

~ “Honey, I'm going to walk around the

console pmd ucers will catch up eventually but
they've got nothing compared to the resources of
the governments around the world.

The problem is that no one can seem 1o decide
on a standard for virtual reality systems. Thare'll
probably be a shoot-out between a couple of big
formats just like Betamax AVHS war, Wander down
the front at Weston-Super-Mare or any sea side
town and you'll come Across one of Virtuality's
(formally W Industries) systems. You know, the
blue and black head sets and seats with a pair of
joysticks attached. |'ve spent many a happy quid
shooting down the walking robots or blasting
biplanas out of the sky and it's great fun,

¥ou wouldn't believe it to look at it, but inside
that hi-tech case there's your C64's big brother.
Yep, the innards of the first Virtuality machines
were (believe it or not) stripped down Amiga
3000's. Admittedly you're not likely to see a VR
helmet that you can plug into the serial port of your
Commodore, but it's nice to know they'ne related.
Aryway, till next time, see you in cyberspace.

.

; living room holding my head at a funny
- an idiot, while slowly moving my hand ar
 things that aren't really there, saying ‘Oh

those scare

relation to their body.
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48 PUBLIC DOMAIN 1€

Nomis Resterrof takes a look at just what you ¢an
get out of the world of PD, and suddenly realises
what his trusty €C64 can really do...

Nuw this is where we come o the r|—--|! meal of

i there, and welcome 19 & slightly
different look PD Format thig monih
instead of looking at an individual
library, we're going fo ke a little time
out to take a look at a genre of P
program that's keeping the scene alive right now.
Enter, then, the weird, wild, and wacky warld of the
demo (and even if you don't, it's still & pretty nifty
bit of alliteration).
Before we go any further, | feal |
ought to address the reasonable
portion of CF readers who
screamed when | mentioned the
D word, | know what you're
going through, and I'll try to
make this as painless as possible.
Let me bring the rest of you up to
speed - there are a lot of people who
hate demos. These people find them an utter
waste of time, and can't understand the need
for thousan@ismei.discs full of pretty litlle
proagrams that don't actually do anything
aven vaguely useful. | must admit, | &am one
of those people, but I'm covering this
because of the technical programming
aspect (don't let this garb fool you —I'm a
propeller head really).
As @R example, we're going to take a look
at a demgewe thought coverad just about
everything you'll come across in
demaoland. If you haven't
already got CamEikight 10, you
can get it from Ciepia R0, 10
Cwmaman Ad Godreamen,
Aberdare, Mid Glamorgan, ".
CFR44 6DG, Onwith the
show, though *».‘-

is mainly
ability at these
things, but they really are quite good little examples of
what your machine can really do given half the chance and
a decent programmer.

Unfortunately, this processing demonstration usually
takes the form of a ing 3D shape, but this is nothing to
be scoffed at — it's not always as simple as it sounds. For
instance, in the demo wea're looking at (I thought I'd just
concentrate on Coma Light 10, as that way you can see
exactly what | mean by just ordering one disc from Utopia

apes are drawn first with floating vectors (that's
‘dots’ to the rest of us), and then displ: i lid filled
vactors (solid _,h.:lpn:' This is 1 ot a little
mora |mpru sive th ih, as a plane (acting almost as
a water level) is taken, and the shape is moved
about halfway through it, so only certain parts of
the shape show up as it spins. Bear in mind,
though, this is only one example of a
million different things a demo could

actually do.

ofa

) i

Another important bit of a demo -
the natty litthe tune running in the
background. You'll find quite a few
demos that just feature soundtracks,
some of which just with soundtracks
ripped from games (@rm, excuse
ma, but is there actually any point to

o

TEE SACRED
Fa - i ] :_5
i

i & i

The first thing that strikes you about just about any
damo you'd care to mention is that they neary all
contain scrollies. "What're they, then Simon?”
Well, they're little scrolling messages that whizz in
one direction or another around the screen, either
greeting you or telling you to do certain
unmentionable acts. Whatever they tell you,
though, every demo has one, and I've no idea
why. “So demos are repetitive and unoriginal,
then?" Mo, not really, it's just that, erm, okay then,
yes, The saving grace of
individual pleces of work
is what else they
have besides the
: usual boring
—= scrollies.
This is actually

the view out of
CF's window.

Well, that's something, | suppose. Elsewhere on this

page, we can see some full screen pictures taken from
the Lunacy 7 demo (available from the same library). The
demao itself is relatively unimpressive, as it consists mainly

slideshow of seven pictures very much like this one,

but then demos aren’'t just demonstrations of
programming ability — it's about time all those crayon-
heads got a bit of the limelight.
Giraphical work in demos doesn't just stop at pretty
pictures, though. Everything that's displayed on the
screen counts, as everything has to have been drawn

at some stage (unless you're talking about the
maths work, which we'll come back to later)
including the actual lettering you'll see
on scrollies.

Everything's
gone
completely
dotty.

PR AC T BN

il = il

that at all?). The odds are, though, someone’s spent quite a lot of time preparing
natty litthe tunes to accompany the wizardry you're seeing on screen, so next timea
you load a demo, keep the volume turmed up (though not too loud — there's nothing
maore irritating than loud computer generated music).

® COMMODORE FORMAT 39 December 1993
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COMMODORE SUPPLIES

lm &4 power supplies £18.99
Commeodore 64/128 compatible cassette recorders.......£18.99
Commodore cassette head demagnetizers ..........ccceeervee-. £9.99
Commodore 6a/128 light gun & games (cas & disc)......£29.99
Replacement cassette recorder plug and (7% . [RO——
Commodore 64 user manuals £4.99

Im R.E Laads [compirter to TV) £3.99 I
Commodore 64c modulators £9.99
Commodore drive lead (6 pin din) ...............£5.99 |
Commaodore Colour monitor leads(din/3 phono) .............E6.99

Il':nnmludnll light pens & software [CAS/dISC) .uueciesereenn £29.99 |

DO YOU SUFFER WITH
| €64 TAPE LOADING PROBLEMS?

Have you ever purchased a game only to find that it
won't load! The most common reason for loading l
difficulties is the tape head being out of alignment
with the cassette tape. I
The azimuth tape head alignment kit enables you to
re-align your tape head simply and quickly. No I
technical skills are required. Step-by-step picture
guide. Test and re-alignment carried out in minutes! I
The kit comprises:- Azimuth tape alignment cassette,
special azimuth screwdriver plus full instructions. I
Alignment kits also available for Amstrad CPC 464

and for the spectrum computers. Please state which I
computer when ordering.

I £9.929
If you would like to be put on our regular mailing list
Ihr special offers etc. please write and advise us
stating which computer model you have.

IAII orders sent by return: Cheques/Visa/Access/PO's
| Trading Post, Victoria Road,

____Shifnal, SHROPSHIRE TF11 SAF
& Tel/Fax (0952) 462135  VISA.

Why just Play Games? Make your computer WORK for you! |
Got a Commodore 64 with Disk-drive? then BANKMAN

whal you've basn waiting for- software 10 I8t you manage your personal Noussnon Inances

instant accurate picture of all your spanding. up-to-date
balance; for bank account and Cradt cards

* your MONEY:

Gas and Electncity costs analyse
bills forecast: nunning-costs of your Car, even wams o

forthcoming birthdays

| % your HOME:

}
JJ
)
{
!
i
3
i
#
[
=
I~

BANKMAN is @ powerful and easy-1o-use informabor

commercial standards; 1ested over many years. (1S nofa "s

programming/accounting knowledge.) Package includes free 2ng Qisk

All thig - for the price of a game

Please send cheque/P.O. (payabila to AtomComp Lid) for £16.95 with order 1o
ATOMCOMP LTD, 62 Stirling Road, Bedford MK42 OTY

[prece ncides VAT and DOISags

C64 SorrwaRE HIRE CLuB
3 Briarbank Avenue,
MNottingham NG3 6JU

Send SAE for details

= UTOPIA PD

For all your €64 Public Domain needs

(disk only) send an SAE to:
Utopia PD
10 Cwmaman Road, Godreaman,
_ Aberdare, Mid Glamorgan CF44 6DG

ELECTRONIC DISTRIBUTION OF SOFTWARE

OVER 2000 GAMES

IN STOCK TODAY - FROM £2.99:

i

TOP

Go for Gold, Impossible
Mission ll, Crazy Cars lI, Race Drivin,
Phantasie lll and Thousands More.

M’" Wﬁ C64, w, Aran ST,
IBM/PC and Amstrad.

AVAILABLE NOW AT... ﬁi’:@’f )N 3

PaE LATEEF cy DEMBETER & 1R l asssem

|uhr| Menzies

or write to: Software On Demand Ltd, Unit One,
Rosevale Business Park, Newcastle Under Lyme ST5 7QT

P&P free in
UK. EEC &
non EEC

price on

e DIRECT £
SOFTWARE

| 0908 379550 |

|
Ercaperiom LOOK |

Escape From Robot Monsters

ALL 20 TITLES forony £ 1 £ .99

Spy Who Loved Me

| Footballer of the Year 7
| Hero OQuest Twin Pack
| Impossamole
Khan Squash r Stunrunner
CAET please Hur“?; Super Cars
Might Breed ile gstoc Switchblade
Puffy Saga 1 saly > Mutant Ninja Turtles
Puzzrmic l_.ilst- Th [« [[&5] Lalg |
Shoe People World Class Boxing Manager
Skate Wars Xybots
. J E o B8 el
jieva
...only £8.99 unbelle,, ,,
wenssenssonly £8.99 Pric
Navy Seals ........ cersasnssasans@ . nly EB.9Y
RoBOCOP 3 covvsccsssanannnnnnnnnssnnes only £8.99
Shadow of the BEast ..ceeeeerrrnnnss only £8.99
Buy Any Two and Choose One Free!lll
Prices may vary E&OE

Battle Command ...
Chase HQ 2 ....

(CF12Y0)

.................. CREDIT CARD NO:

T | T T]
CARD EXPIRY DATE: .....
SIGRATUIRE: /. corssicnsisrrpmisinisons
TEL: 0908 379550

PAYABLE TO: DIRECT SOFTWARE LTD,
CROSS KEYS SHOPPING MALL, ST NEOTS, CAMBRIDGESHIRE PE1S 2AU




Urgent, has anyone got spare copies of CF 1827
If so please ring Dave on 0778 343950. Will pay

cover price plus postage.

Books on assembly language, any price (almost)
will negotiate. Call Jasvinder on 0902 652801.

I would like to swap Rambo, Guardian Angel, First
Strike (disk). Commando ga Tape, Action

Service (disk), __ Lany of these
games which | re '. eally can't afford.
As I'm only 14 hter 2 (disk),

WWF Wi

hael on 0760

| Flog all O e iy
your Turrican 2, Tan
unwanted

: knick-knacks and get

your name in print in the
best C64 mag in the world.

FOR SALE including Wi
C64, 3 joysticks, 2 Datasettes, AR and over 450 and Dizzy
gamesl!!! All VGC and boxed, worth £1200 - sell
the lot for only £175 ONOII

Commodore 64 colour monitor, model 1702
condition. £50 ONO, 0702 525085

f in good
B-9pm weekdays,
e of 20 games called

C64 With Datasette approx. 2
joysticks, 40 mags, 2 user man
Jessa, 39 Goring fﬂ

bers one, two and six with tapes,
three, ten and eleven magazine only,
pay half cover price and poslage. Write to
g 68 St Kilda Road, St Marys, Dundee,
Scotland, DD3 9LY.

able price Meit your mind. The only C64 magazine on tape,

eland (061) 301360. Send an SAE for an info pack to MYM, 72 Hillfoot
Ave, Huntscross, Liverpool, L25 OPF. Or phone

r DM SX-64 or complete Gareth on 051 486 1775.

orking/not working but drive must work.

L 64 for Spectrum 48k many Wanted: Musician, C84 or Amiga. Also we need a
games. games designer, experience not necessary. Write
to AOUFA Designs, 69 Naseby Grange, Lincoln
Mario Bros. (C64 cassette) £10 or any reasonable  Green, Leeds 9, LS9 7TE. Please enclose SAE
prices paid. Call Marcus on 0803 553823, and demo.

BUY-A-RAMA ORDER FORM

John Jr on Ireland (061)

Free DJ Rave tapes! For more info send SAE to
Jesse, 39 Goring Road, Ipswich, Suffolk, IP4 5LT.

C64 owner seeks penpal to exchange tips, help
and chat. Please write to Andrew Henning, 2
Ballyerane Road, Anahilt, Co. Down, M.1., BT26
BNQ.

Penpal wanted, any sex, preferably from
overseas, aged between 10-15. Please
write to T. Degg, 207 Gardendale

Avenue, Clifton, Nottingham, NG11
GHN.



CHRIMBLE
COMPO

Those lovely CodeMasters

chaps have got great
news for present
shoppers.

BLAG!
BLAG!
BLAG!

Ower the years those wonderful Codemasters
chappies have been responsible for some of the
funkiest C64 games around. When other companies
deserted the market for the console wasteland, tha
Codies kept producing top notch games.

To celebrate all their years in the Commodore
marketplace, the Codesters have agreed to give away
a once in a lifetime prize to a lucky Commodore
Format reader. So what's the prize | hear you scream.

The prize is a copy of every single game and
compilation in the CodeMaster's catalogue. All the
stuff that they've still got in their warehouse will be

included,
s0 it's a safe bet
that you'll be taking on
one or two Dizzy games.
To win this stonking prize we'd
like you to come up with an
imaginary Dizzy game plot. We
know the Codies have covered
mast of your options but if you get
your creative hats on you should
be able to imagine a nice wild
situation for the egg.

Murray Mouse

Supercop, Pro Boxing. Pub
Trivia, Cusattro Adveniure, Ouatino
Arcade, Guatiro Carioon, Quattre Coin Ops,
Qualiro Combail. Quaitro Fanastc, Cuattro Fighlers,

Cuatire Firepower, Guathro Megastars, Ouattra Power. Quattro

Racars, Quaiiro Skills, Quattro Sports, Qualtro Super Hits, Sky High
Spunt Man, Slightly Magic, Spike In Transylvania, Super All Stars
{five game compilation), Super Sporta Challangs (e garme
compilation), Super Seymour Saves The Planet, Superstar Seymour
{five game compilation), Tarzan Goes Ape, Treasure Island Duzry.
Wacky Darts Big Mose's American Adventure, Bubble Dizzy, CJ In
The USA, CJ's Elephant Antics, Crystal Kingdom Dizry, Dizzy
Collgction (live game compilation), Dizzy Panic, Dizzy's Excellent
Adwentures (lve game compilation), Fantasy World Dizzy, Fasl Food
Dizzy, Guardian Angel, Kamikaze, Kwik Snax, Magicland Dizzy,
Miami Chase, Murray Mouse Supercop, Pro Boxing. Pub Trivia,
Cuattro Adventurs, Qualire Arcade. Cuattro Cartoon, Ouatire Coin
Ops. Quattro Combat, Quattro Fantastic, Quaktrs Fighters, Quattio
Firepower, Quatiro Megastars, Ouattro

DON'T |
If you aren't lucky enough lo
win then you might like to

know that any of the games

Power, Quattre Racers, Qualiro Skills,

B Quatire Spons, Quating Super Hils, Sky

| High Stunt BMan, Slightty Magic. Spike In
Transylvania. Super Al Slars (live game
compiation), Super Spons Challenge (five

B i game compilation), Super Seymouwr Saves

listed below, if not available
in your local games stockist,
are available direct from

"' e "'; AnTay 5 WolsF
Cap nodaks. ] L TUEE 3
-

RN | Tha Planst, Superstar Seymour (five

gama compdation), Tarzan Goes Ape

Treasura Island Dizzy, Wacky Darts

CodeMasters themselves.
For more information phone 0926 814 132, or wrile
to CodeMasters, Lowerfarm House, Stoneythorpe,
Southam, Warwickshire CV33 0DL.

Big Mose's American Adventure, Bubble Dizzy, C.d In The USA, CJ's
Elephant Antics, Crystal Kingdom Dizzy, Dizzy Collection (fve game
compllation), Dizzy Panic, Dizry's Excallant Adverteres (e game
compllailon), Farasy Warld Dizzy, Fast Food Dizzy, Guardian
Angel, Kankaze, Kwik Snax, Magicland Dizzy, Miami Chase,

COMMODOR

@ No employee of Future Publishing, or CodelMaslers
may enter and that includes Richard Eddy.

@ The judge’s decision is final; the judge being Hutch,
@ All entries must arrive at Future Publishing by the

11th of February.

@ Anyone who uses bad language will be
eliminated from the competition and will
¢ December 1993 ¢

be reported to the nearest thought police.

FORMAT



52 MAIL ORDER

UELEN O S

Forget blackboards and
dog-eared text books. The
hip and happening way 10
get educated is Fun

Thalamus

Seven levels of pure

bliss and each one like

a game in itself, from a
manic ballooning section

to a Indiana Jones and the
Temple of Doom-style rail car
ride...Fab stuff.

Description RAP
Orclesr Mo

Mabby the Aamvark (Cass, £11.69 £8.69
Nabby the Aardhavk (Disk) £15.69 £1300

Curriculum, Fun

School comes in three age
ranges to suit children of all ages (er, well
up to about 11 anyway)

Fun School 3 Under 5 (Cassafia)

Fun School 35-7 (Cassette) £9.99 CF1848

Fun Schoo! 3Ovor Bs (Casseite)  £9.99 CF194C T

Fun School 4 Undes 5 (Cagsate)  £0.99 CFi85A b g Y

Fun School 4 Under 5 {Disk) £1289  CF189A P A e
Fun School 4 5-7 (Cassetts) £9.99 CFiasE NI -

Fun School 4 5-7 (Disk) £1289  CF1898 .

Fun School 4 Over Bs (Cassetie) £0.99 CF185C
Fun School 4 Over Be (Cassatte) £9.99 CFig4c
I Fun School 3 And 4 Under 5 {Cass) £12.00 CF188A
I Fun School 3 And 4 5-T (Cass) £12.00 CF1pEB
Fun School 3 And 4 Over 85 (Cass) £12.00 CF186C

m— T

MINI OFFICE 2
Europress

An integrated word
processor, database,
spreadsheet, label
printer, graphic utility

and comms program all
in one package. Mini Office

SAVE UP
10 £3

can turn your C84 into a versatile

business machine (and it's great " RAP i
to do your homework on, as well). o :""
Deacripion RRP CFProe Ovder No wm e
Pofiry? OG0 A 1399 Cro.eg Chan

Mini Office sk £15.99 1288 CM2E McOonsidendiDisy  £1590

What's orange and white, metal
and plastic and hold 12 issues of
Commodore nm
Format? The SMARY
Commodore
Format binder. How
can you live without it?

Deacription CF Prica  Owdar Mo Dhesscription ARP

CF binder £5.99 CM103 First Samurai jeass) £11.99
Two CF bindars £11.00 Ch104 First Samurai {okak) £16.99
L]

Gon
D

| Ugh!, Elvira 2, Higar The

CF Prce Orcar Mo
CFSAMC
CFSamD

COMMODORE F(

€F22: Cover tape - full games: Hover Bovver,
Agent Orange.
Demo: Robocod.
Gamebusters: Murray Mouse, Rainbow Island:
Reviews: James Pond: Robocod, Biff, Dylan Do
Jimmy's Soccer Manager, DJ Puff's Volcanic
Adventure, Light, Bug Bomber,

€F213: Cover Ltape - Full games: Defenders Of Th
Earth, Johnny Reb 2.

Demos: Biff, Bug Bomber, Nobby The Aardvark,
Gamebusters: Maze Mania, Rainbow Islands,

CF24: Cover tape - Full
game: Famous Five.
Demos: Fuzrball, Match Of
The Day, Ugh!, Cool Croc
Twins.

Reviews: Mega Sporis,

Horrible, Nobby The
Aardvark.

Specials: Getting the
most out of your
datassette.

CF15: Extra Cover tape - Saracen Paint.

Tape - Full game: John Lowe's Ultimate Darts.
Reviews: Hook, Match Of The Day, Bangers And
Mash, Count Duckula 2, Frankenstein, Slicks.

€F26: Cover tape - Full games: Twin Tiger,
Cosmic Causeway, Bomber.
Reviews: Stuntman Seymour, Super All-Stars,
Boxing Manager 2, Popeye 3
Specials: The First installmen
of the epic Let's Make A
&



i

LI

Monster series - following the progress of Mayhem in
Monsteriand from the Apex lads.

€F27: Cover tape - Full games: Deflektor, Alternative
World Games, The Muncher.

Demo: Sceptre OFf Baghdad.

Gamebusters: 13-page Crealures 2 special.

Reviews: Crystal Kingdom Dizzy, Bully's Sporting
Darts, Crazy Cars, Locomotion.

CF28: Cover tape - Full games: First Strike, Fifth
Gear, Locomotion, Reckless Rufus,
Mick Faldo's Championship Golf.
Gamebusters: Spellbound Dizzy,
Famous Five.

Reviews: International Tennis, e
Graeme Souness International
Soccer, Cool World, Nick Faldo's
Champ Golf, Paint And Create.

CF29: Cover tape - Full games:
Herobotix, Battlie- ships, Highway
Encounter. ~ —
Demo: Carnage. =
Gamebusters: Spellbound Dizzy, ﬁ[, '
Batman.

Rampage, Sceptre Of Baghdad, 1—?.?“1"’ 7
Magic Rufus, Dalek Attack, S

Street Fighter 2, Superstar

Seymour, Lethal Weapon.

CF30: Cover tape - Full games: Slayer, Rebounder,
Daedalus, Blackjack 21.
Gamebusters: Creatures, Reckless Rufus, Winter

Camp.
Reviews: Jimmy's Super League, Carnage,

Gladiators, Football Manager 3, Spelling Fair, Big Box.

CF31: Cover tape - Full games: Cauldron 2, Snare,
Subterranea.

Demo: Arnie 2.

Gamebusters: Stuntman Seymour, Dalek Attack,

o ST Reviews . Robin
a’ﬂ‘lm do "’ .....n...,ﬂ:::.:‘*:*...,,. World Sports.

% ‘ ﬂ!ﬁ: Cover tape: Star Ray, Squibbly Skwob.

BACK ISSUES 53

Crystal Kingdom Dizzy.
Reviews: McDonaldland, Table Tennis, Snare.
Specials: SEUCK.

CF32: Cover tape - Full games: Thrust, Steel, Corya.
Full Utility: FROST (sprite design utility).
Gamebusters: Stuntman Seymour, Lethal Weapon,
Dalek Attack, Wild West Seymour,

Reviews: ARNIE 2, Fist Fighter, International Truck
Racing, Trolls, Stone Age, World Championship Squash.

€F32: Cover tape - Full games: Snackman, ATA,

Water Polo, Corya Part 2.
Gamebusters: Lethal Weapon, Thrust.

ﬂll: Cover tape - Full games: Arac, Coyra
Part 3, Shelishock.

Gamebusters: Lethal Weapon, The Simpson.
‘= Rewviews: Argon Factor, Addams Family,

Liverpool.
“ 1 24-page special: The best 64 games that you
2 can still buy.

-: CF35: Cover tape - Full games: Space
G-nnluu.hﬂ. l.:ﬂ Ninja, Future Wars.
Reviews: Suburban Commandeo, Pirates, Mercs.

Gamebusters: Simpsons, Street Fighter 2.
Reviews: Gunship, Bee 52, Project Stealth.

CF37: Cover tape: Nebulus, I Alien.

Gamebusters: Simpsons, Street Fighter 2.

Review: Exclusive Aliend.

Specials: The Ultimate Flight Simulator, Back in the

DHSS, the penultimate Let's Make a Monster. L

Weight: about five ounces without covertape. fiamg s

Star Sign: Leo. Mataper

Eyes: Hazel. e

Measurements: 297,210,0.5 . 3 | I

COHHODOHE FORMAT MAIL ORDER AND BACK ISSUES ORDER FORM

@ SEND THIS FORM TO: Commodore Format, Future Publishing Lid, Frespost. Someron. Somarset TAT1 7BR
@ Please make all cheques payable to Future Publishing L:mihd Mame
@ For overseas orders call the Hotline number for prices on 0458 T32T9. For cusiomer services: (458 74011

® No stamp required if posted in the UK, Channel islands or the [sie of Man.

Description

Address

Method of payment (please circie): Access Visa Cheque Postal Order

EEC customers registared

for VAT, please quote your
registration number:

Signature:

Please send me the following CF back
isSsues: (FLEASE CIRCLE)

22232426208 2930313233343536 E2.50 each
25 27 £3.25 each
a7 £2.95 each

st

Plus £1 P&P per order [E2Z Rest of world)




54 DEAR SANTA

SIMON'’S
CHRISTIMAS LIST

Dear Santa, .
For Christmas, my Commodore 84 would like:

An Action Replay - because I'm crap at just
about every game I've ever played, and that's not
good enough, really, is it? (Why didn't anyone tell
me this before | hired him? Huich)

An assembler — There's a lot more to computing
than just playing gamas and using serious
packages — look at what the Apex boys did with a
bit (well ckay, a lot) of techie knowledge and an
assembler...

Bubble Bobble — Dafinitely one of the all time
classics. If meanie-squidging gets any more fun,
well, it wouldn't really, would it?

A disc drive — Tapes are all very well n'all, bu
there are definitely times when a little speedy
loading mast definitely wouldn't come a miss.
Elite — Did you know that they've just released the
sequel to one of the most amazing space flight
trading games of all time? It's only a pity it won't
be coming out on the C64, but at least we had the
original all those moons ago. Its absolutely huge
playing area and hundreds upon hundrads of
planets gave you the freedom to actually live as
opposed to just play.

Lemmings — The fabbesi rodent bashing game
this side of the Amiga. Why it's taken so damned
long to hit the C64 is beyond me, but it's finally
here, and providing it gets a reasonable mark, it's
definitely got to be cne for the collection.
Mayhem — Why do you think?

Mini Office 2 — Because if | don't put
this on my list, it'll make me out to be a
games freak, and |'m too much of a
computer snob to allow myself to
be categorized like that.
A modem — Sa | can chat
to C64 owners across

the globe, swapping
hints, tips, programs, and
tales of daring do.
Modems also have the

added advantage

of having lots of 49
litlle flashing ,
lights that look > b
really cool in a dark

nooim.

Pang — Okay, so it
never appeared

on the C64, but

it really is a deeply funky game, so why hasn't
anyone written a version yet? | want to go balloon
popping! Sort it piease me old mate,

But Santa, before you go, here's my personal
Christmas list;
A Chocolate Orange — As far as I'm concemed
they're vile things that make me want to vom
every time | think about them, but | get one every
year and | really don't want to break with tradition,
A guitar — My old one’s getting a little run down,
and besides, it's not really flashy
encugh. Anything with the o

DON'T
JUST LEAVE IT
TO LUCK!

When it comes o Christmas, Santa has a terrible
job deching which presents to get for all the good
Intle boys and girls. Remember last year, getting all
exciled about the big squashy package that Santa
had left under the tree for you, only to find an Arran
sweater Iwo sizes too small for you? Well
this year why not give dear old

e atha strnae A ol
name Ibanez or Gibson -4 Father Christmas a helping
on the headstock will i g € hand by writing a list of all

#
- Ly the stuff yvou'd ideall
da, but no Les i y
like to find in yo
Pauls please, < ‘\- - € Bators I.”:I Lk 1| .|r y{; ur
because | think AT 3L AN, Mayhem stocking come
they're absolutely | = .~ *= . there was Christmas morning
disgusting (| hope o Games-wise there's
my family are e some great stuff
reading this) £ £ = - available right now for 5t.
A huge turkey - So | £ € € W&: :-w' Nicholas to add to his
can ring it's neck, pluck it, rip L : = : 3 ; g shopping list. Why not drop him

its insides out, and eat it for Christmas
dinner. Apologies to all you ardent vegetarians out
there, but this is something | really believe quite
strongly in...
A large overdraft — So | can afford to buy fab
presants for everyone else without saving up from
October onwards.
A stocking — | don't want to grow up. | want to be
a kid again. | just don't want to grow old and get
all wrinkly. Aaargh!
Some CDs — You know, those really
elusive ones. | can't find a copy of
Gruntruck's ‘Push’ or White
Zombie's ‘La Sexorsisto’
anywhere.
Take That's collective
heads on a plate — Just a
thought Santa.

a ine mentioning that you couldn't be
without Mayhem in Monsteriand (don't forget 1o tell
him the address to write 10 for it ‘cos he usually just
heads down o Bools 1o get all the stuff he neads)
Lemmings should be available by the 24th and
Aliens 3 100 (Allens thirly two? Hulch) so give
those a mench as well. The best prezzies though, |
reckon, would be the classics like Bubble Bobbile,
Robocod, Stunt Car Racer, Crealures, Rick
Dangerous, The Simpsons and The Addams
Family - all of which should be available from your
local budget game stockist (it not, get the big red
fella to give the company who produces them a
buzz, they should be able to help him out)

It you've got all the games you nead already
(lucky you we could never have enough) than how
about asking Santa for a peripheral or two? A
mouse Is always a uselul addition to your collection

Decemhber 1993

Alright so they're small guys, bul they've got
a lot of heart. They're versatile too.




of computer bumph,
and you're likely to get two
prezzies for the price of one, as
most of them come packaged with
a free art program. But if you're setting
your sights really high, or just fancy your luck, how
about a printer? Datel do a fab colour LG200 for
260 quid.

Santa doesn't just do computer stuff though. If
you're in need of some intellectual stimulation |
must recommend a Terry Pratchett book or three,
he's one of the funniest writers around at the
maoment and his Truckers series is perfect
prezzie material for a younger brother or sister -
not that you'd buy it, you might just like to be
completely unselfish in your letter to Santa and
| suggest prezzies for other people as well as your
salf. Even better, how about a trip to the
Trocoderro to play on the VR machines
or for a blast around in the Alien War
Cluasar game.

Most of all, be creative with your
list. There's more to life than
Barbie, more fun to be had than
just getting a better bike than your
mates. Try something new, you
might enjoy it. After all

I you won't be wasting G
your money will you.

b

Dear Santa,

What can | say, the overdraft's
looking decidedly Slimfast™ and
so I've decided to call on you
again for those special Christmas
treats. For my C64 I'd like

One new spacebar - the old one's
bean through eight years of active
saervice and it shows.

Some more cartridge software - nol

very likely | know, but it was 50 nice being
able to simply plug in and
go with your fave games.
Wizball
arrange o hava it re-

+

released, it's quite simply

|* one of the fabbest

perhaps you could

games of all time.

DEAR SANTA

Christmas is so close now
that Santa’s whacking the
old four star in the sledge and
putting Dr Zogs on the
sleigh’s runners. Ever
keen to be visited first
this is the CF team’s

Chrimbo list...

Ah those lips, that toothy
grin, those [Snip! - Ed)
anyway, Hutch would
love to find Vanessa
Paradis under his tree.

of Meighbours all
together in a big box.
Some new in-line
skates - my old ones
are looking decidedly
knackered.
A book of sure-fire chat-
up lines.
A racehorse - preferably one
with good ancestry.
Lots and lots and lots of beer (preferably
Becks, but Bud will da).
Another 100 records - to add to my skinny
looking DJing collection
Doctor Who - to return properly rather than in
endless report form. .. oh and try and get the
Spielberg version staring David Hasslehoft

; m
n;b T;'rl_; cancelled, it's a hideous prospect.

salf, : . t

Q?p i ?ke Endless plates of Spicy Chinese Chicken
Y A Vauxhall Frontera - it's such a funky jeep I'd
Vanessa i G
Paradi do anything for one, especially the injection
o PRERS, model with the CD player.
ok Cheers Santa - till next year me old fat old mate,

Barrymore

Hutch

and Lucy out

Dear Trenton,
Thanks for
clearing off with our
only copy of Nick
Faldo's Golf. We
really appreciate it.
Yours, CF.

December 1993
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A MAGAZINE WITH ATTI
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fuRN TO PREE & AND FING ouT HO

youRS WITH 1SSUE

2 CTBIIPUHK!
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POWER (Britain's best-
selling AND fastest-
growing Amiga games
mag) has reviews of
every Amiga game that
ever mattered. There's
Second Samurai, Brutal
Sports Football, Bob's
Bad Day, Frontier (Elite
2), Alien Breed 2 and
also the game

which looks
like being the
best of the
year -
Sensible
Software's
blockbusting

AMIGA
UNTIL YOU'VE
READ THIS!

TUDE

\ The best gnme
- lirst ever rev

GAME

llllllllll

Cannon Fodder.

And let’s not forget
our two coverdisks, this
chance to win £1,000
worth of software from
HMV by playing our
EXCLUSIVE Andrew
Braybrook covergame
starring the HMV dog,
Nipper, plus loads of

world-beating demos
and games.

Oh, and all
the usual bad

jokes, but

with the

punchlines

swapped

around.

of the year
iew i nsilhl




So we don't get accused of being

CREATURES A

SN i
= % elitist, here's a peek at the rest
%E KIXX £3.99 CF26 947 e t:‘is il T oty

:155 Hanging around down there in
= Tl the lower echelons there are:
5] games, it seeams that you have

the need for speed.

i HIT SQUAD £3.99 > —

- :'I,"

& A cart game has slipped into

[y the charts. SCl is a new entry
JAMES POND 2 - ‘g’ :M'"""'m:j“ Y Bt
: n's
ROBOCOD A s long gone, Pro tennis tour is

still holding on in there at
number 23.

TOCEE XTI CF33 93% |

THE SIMPSONS re-entrY
CHEL U IER T CF32 92%

al

THE ADDAMS
FAMILY new

HIT SQUAD £3.99 m

«. FUN SCHOOL 2
6-8 YEARS rnew

HIT SQUAD £3.99 m

RAINBOW ISLANDS new

HIT SQUAD £3.99

STREETFIGHTER re-entry

TOP TEN FAVOURITE
GAMES TO PLAY IN
THE CF OFFICE

. ® Mayhem in Monsterland
KIXX £3.99 o [Apex Computer Productions).
® Creatures 2 [Thalamus).
TERMIN ATOR 2 RE-ENTRY & ® Nick Faldo's Championship
Golf [Grandslam).
HIT SQUAD £3.99 i ® Stunt Car Racer [Hit Squad).
g ® James Pond 2 - Robocod [Kixx).
® Rainbow Islands [Hit Squad).
STREETFIGHTER 2 V S Nostomn g
9 _ ® Bubble Bobble (Hit Squad).
& .\ @ International Karate
US GOLD £12.99 & 10 B Fi (wit Squad).

KRN
e

® Microprose Soccer [Kixx).




GaA IMIAGINE
=LY,
e RASH 2
ON ICE

il iIt's fast, violent and remarkably

| addictive. It's for real, it's from

| Electronic Arts, and we've got the
|1 world’s first ever preview.

g ;

Also:

EA 4-Way Play special offer and free FIFA
International Soccer poster.

; - ; And reviews of: On sale at
addiive than Sonic f! N FIFA International Soccer a newsagent
And inside We ve 9o P Sonic Spinball near you on
w‘ h:r:r pﬂﬂhﬂl [ | l I Robocop V= Terminator Thursday 25
first o ﬁm H nl Lethal Enforcers CD November.
o NEGA R Virtual Pinball
| G G o WASTER SYSTEN o HEGAED ey

There is more. No, really.

‘
you huy this?

Because you want the full and exclusive story of
Akira on the SNES and Game Boy.

Haw the Manga

maasinh misds 1 onio tha
Because we challenge Nintendo’s UK boss over SMES and Game Boy

Exnciusive slary and

their plans for your machine and your games. frwt shots ingtde

. S Whai are tey playing at?
Because we’re designed with you in mind. Crisp, Hics! Bl e

clear, concise. No mess or muddie. Free, I§ s

v lerminator paster

on sale now




Cop a lod of some stonking Lemmings goodies
in this fantablious compo.

t's the gameplaying craze thal's wanted o do a competition. Wi of course said a yes and so
swept through more nations thanthe  here it is. There are ten goodie bags up for grabs, each ona
Dame Edna roadshow. |t seems like  chock full of Lemmings goodies including hats, mugs and t-

Lemmings has been around for years shirts and all the C64 games thal Psygnosis have produced
(which it has on other formats) but that they can lay their hands on. Hurrah!
there's cause for celebration because it To win one of these amazing goodie bags we'd
has finally made it onto the CB4. Just in like: youi to irmagine that you're witing 1o a Lemming who is
time for Christmas too. To celebrale the your pen friend. In no more than 150 words we'd like you to
release of their most popular game to date, try and cajole the Lemming into writing back to you, rather
Psygnosis asked us if we than wandering off the nearest cliff? The funniest'cleverast
ten letters will win the goodie bags. And that's it.

1

4; %,m&

é%gm—{vﬂﬁj @
ppgamt. -

7 iﬁ“""?‘f’ w@"‘ ..

S S
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own hare in Bath wé're at the centf&
of the Bath first's are

aague and can |

rugby workd
p of the

saem to lose their winning streak

Christmas 1995.

The world championships however

wre a different matter. The All Blacks seam to have

fullback’s heart

strike lerror Into every . The 8 |
et a loak in when

England team doesn’l

usLally o X -
those black sweaters arge on the pitch { but maybs 2
this time round we'll do bet S0 now, 1 ks
Audiogenic, it's your chance to prove that the Brils v
aren't that bad (after all the game originated in this r
lair country), and to thrash the world's besl leams
al e
uaby simulator NEH ZEALAND Vv AUSTRALIA :_‘_-__

WIRLDCLASS T

Well it's

e e e C{)ﬂtroultl

thrown in

You know w -

it's more like playing the

team captain. You can swap

your i_-i.i',,-l_-,' 5 |'::':'I||:_:!|'- around SECHon Ik

and that's about it. There's a | play the next match

Arrow above

options to go through bafore you The programmers, Denton

get to the playing a game o Designs, are currently working o

i aThe aibichy -
rugby bit, which = atman Returns for Konami. And

unfortunately has to be

from what we've seen so far of

o0 i s
. f'r the sprite des gn on that VaS
! expecling some stonking spriles
.‘fl on WCHA. Unfortunately that isn't
the case ire a little
itely a multi- too teensy to what's

load nichitmare of 3 Y R Y
ad nightmare off happening 52 as long
y 3

tape After avery
.-._ i i.l'-\. ; j
eague you it

o load the

f as WL car cicing the
ba
0( that much. You know who you're

¢ controfling by the ever so s

‘ N

or not, that doesn't really matter

nave

f F

blurry change of shirt ¢

above his head N better than a

agairt. And then

ur which only

Har bema tolds i " % 3 <
after beng toldg T helps to confuse you more, which you'll find in

R I r
esult (that y a 64 soccer game. Of course, in the heat

e W
knew anywa 5 still campl

lose track of
under

iie 1o

2y

you've just ttle men, especially when you'ra

1gve e 3
have to rel pressure a lot of pressure

FRIEMPLY

JAVE

HORLD
cur

HOLVIW

NCH TCalLaMmp v rllﬂ-:!

W3 RLD CLASS

Suddenly Jeremy's team mates decided to
disappear off down the boozer for a swifty.

COMMODORE FORMAT 39
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Pick a tournament, any tournament and play
against your mates or the computer.

-
-

—LASS

Keep half an eye on the scanner in the
bottom right of the screen when you're
making passes during a play

ODD SHAPED BALLS

i you find yourself in a scrum or a line out then
there are a number of specific
implement. All of which are-tolally

plays you can

automatic until

the sel piece is linished or you interrupt play by
hitting  the fire button, at which point you take
caontrol of the player holding the ball, Chor

g a

cartain play is a simple case of pointing the joyslick
towards the opflion required and hitting fire. Even a

Rugby novice like Liza got the hang of that bit

As in most sports games, the two player
s twice as much fu

lhere's something wonderful about getting

g

a5 playing on your own
together with your b ster and th
pants off her

the manual. Ir

rast II'I'__| the

=
[Fa]
el

actually

the manual before even allempling to play,

especially if you're not a rugby freak (they do

actually recommend that you read up further on the

rules if you've never played rugby befare - but it's
not that tough 1o get the hang of). Ever

you know all there is 1o know about Rughy. the

-

ﬂl_ WS RLD CLASS

The French team practice a bit of breakdancing
between the old uprights.

mode

bothered to read

nmend you read

DICLAS

And now for your delight, Clur will jump into the
bath with fifteen hairy men and not come out ‘till

I you think

FRameE 8




HOW TO PLAY RUGBY

For those of you who skived oft PE or it you're

just too old 1o remember, here's a quick run down

ol the basics of the great English sport of rugk

The game is played by a total of 30 g
beety, strong willed, wide-necked men (that's
exactly 15 on each side)

i

The aim of the game of rugby is 1o run with

kick or pass an oddly shaped ball between

players in order to get the ball over your

opponents back line. This is called a try, (maybe

because you're trying to win), you'll score fou
paoints for scoring a try

After a try you musl attempt a conversion
convart your four points into six points)
Your player slands on e guaArter lire
and tries - no, | can't say tries, that'll
only confuse things more
attempts to kick the ball betweaean
the goal posts above the

r

{lo

horizontal bar B

The most enjoyable Bit in any
game of rugby is getting squashed
in the midst of a scrum. Eight players

from each team take pan in the scrum

control system isn’l completely straight
lorward so read up on that bit

Al this point | was Qoing o give ¥ T
view point of a rugger exper {
ong who could write his Own nanme

WAITING FOR A TRAIN

But for the waiting around betwean games
World Class Rugby might have sconed quite
highly. Awlul multi-loads like this just shout of
programming laziness. If the programmears can't
be bothered with it all then neither can |LWCAH
really could have been great with a little more
effort on Denton's part. It's all such a pity, as the

world isn't exactly over-run with good

rugby sims G:
CLUR

OFTIONS D TEAMS

*“ vipCco

Well I'm sorry but | can't be witty about such a
singularly tedious screen shot.

NNIW NIV

G ocamesTips 61

. |
:' ?
A |
1 T T Ea .‘ S --i
Fiin oy oFvivim i i
{ ERCLARND w I FELAMD e mm s
i EONVERS | ON

! WHRLDCLASS ==

The front row consists ol a Loose Head Prop, a

Hooker and a Tight Head Prop. The second row MALET vy | save
is a Loose Head Lock, and a Tight Head Lock RE
While the back row is two Flankers and a number =
aight. The rest of the team are a Scrum Half, a i B ] B L
Fly Half (sometimes called an outside), an Inside ! >
Centre, twao Wingers, a Full Back and a partnidge K 4

(g | BLAT " SCLEET N
in a pear tree u COLOus A | souap

A standard game will last eighty minutas with
p——

a five minute break after the first hall. In which [ | senruTes [ﬁl’
the players don't go back to the dressing rooms =

e

they just stand around in the i sucking

chunks of orange. Alter the whistle blows all the As you can see, the Welsh team have gone for an

players strip off and jump in the bath together invisible kit. Anything to improve their game, eh?
{it's traditional apparently,

- they don't enjoy it at

& all matey})

4
sf

HEH FTEALAMD VYV AUSTEALIA

WTRLDCLASS =

g

G VITAL STATISTIX

GAME..ccteesrnsre-. WORLD CLASS RUGBY
PUBLISHER....ccoscvnereensns AUDIOGENIC
CONTACT NUMBER ......081 4314 2244
PRICE ciouvesss- £3.99 CASS/£7.99 DISK
AVAILABLE NOW
OTHER INFO.........BUDGET RE-RELEASE

® One heck of a multi-load, don't
slovassse @ i — even consider playing it off tape...
- ® ...sticks to the rules like Pirrelli

WS RLDCLASS tyres stick to the road.

Wales get their highes! scoreline of the season ® Great two player gameplay.
thanks to a no-show by the Aussies.

= =u=ra BRSING

81%
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Wi{TRLD CLASS

If you get really good then you can try all sorts of
interesting formations and line-ups.

=
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but true fact;
Lemmings is now over
three years old. Spooky but
obvious question: why has it taken
50 blimmin' leng to arrive on the C&47 | mean
come on, it appeared on the Speccy about a year
ago and that computer's as dead as a doughnut.
What have Psygnosis been doing all this time?
Breeding lemmings?

Oh well, it's here now and just in time for
Christmas too. Something tells me that one or two
of you will be finding a Lemmings emblazoned box
under your tree, right next to the Mars™ sweetie
collection, the large tube of Smarties™ , the
calculator, the sweater, the torch, the WWF™
figurines and the football,

!

P
,l rtlik

Paddington Station on a

Maonday morning looks
jolly busy.

——-
h

&k

i
'- "I is

They’re cute, they’re furry, they walk off cliffs
without a crash helmet, they play Russain

This is the deal, There are
these little furry rodents who
for some reason (this is game plot
land) keep getting dropped into dangear
zones. The idea of each of the
levels is to get the lemmings
to satety, by utilising some very
special talents. Deploy your

lemmings correctly and you :;::th

can get most of them (or all happens

if you're really hard) to the ;::"M

end of level portal. Then TEVOrBe.

you try the next level and

the next until you reach level

100. Or not. Only super- 2 pargr
humans have ever made it to e —

that glittering level.

Of course it's not that easy. There
are some downright vicious obstacles littered
around the levels including tar pits, mashers,
crunchers, grinders, drops, cliffs and whiskers.
One bit of wrong timing and your lemmings will
happily trundle straight into the obstacles where
they'll be puréed to a bloody mess. Lemmings is
not without its grim moments.

To save the lemmings

roulette and they enjoy the Nolans, but will the
Lemmings survive a meeting with Hutch...

from a late worse than Country Practice repeats,
you've got to endow them with the right talent at
the right time. Transform an ordinary walker
lemming into a climbing lemming at the right
moment and you can save lemming-kind from the
big cliff-top in the sky.

There are two control mathods for

Lemmings. Firstly you can plug your

favourite lump of joystick into port

one and use the keyboard or
secondly you can finally make
use of that AMX mouse by
plugging it into port two. Of
. these two options, the latter is
_ ~ infinitely preferable; Lemmings
N was designed to be played with a
mouse, use anything else and you're
putting yourself at an imediate
disadvantage.

So why am | being so hard on joysticks? It's
simple really, joysticks are digital, mice are analog.
All of which means that you can move betweean
point A and point B far quicker and with greater
ease with a mouse. (I can see the Buy-A-Rama
adverts now: Frustrated Lemmings player seeks
AMX mouse urgently). What's crucial is that you
manage to get the pointer over the appropriate



lemming at the right moment. More The
A i i J Lemmings
than any that's gme before it, this
game requires split-second timing; -.I decide
get things wrong by even one to drop in
5 3 on one of
lemming and you'll have 1o stan thie lowel

the level all over again.

PLAY THE GAME

I'm happy to report that Lemmings plays

well. Once you've got to grips with the

control method, it's easy to get sucked into the
game. This situation is helped immeasurably by the
fact that you've got infinite lives; you can carry on
atternpting a level until you crack it.

Maoving around the screen's easy and the
scrolling (though a little bit on the juddery side) is
tast enough. What's more, even when there ara
loads of lemmings on-screen there's no visible slow
down. Basically, the programmers have done a
great job retaining all that Lemmingy playability.

Thankfully, the programmers have also retained
the leaming curve which was pioneered on the
Amiga version. This means that there are different
kinds of level ranging from fun through tricky to
downright difficult. While you're familiarising

yourself with the controls, you

TEN LEMMINGS FOR THE ‘90s o
© Crustie Lemming: this particular lemming

comes dressed in army fatigues and a flat cap.

Essential accoutrements include a mongrel dog

on a plece of string, a penny whistle, a can of

Tenants Super, a foothless grin and the kind

ofattitude that would make Saddam proud.

& Ram Ralding Lemming: this suicidal

lemming comes with just the two brain cells, a

milletts anorak, a piece of wire with a small hook on one
end and a death wish. it takes cars and drives tham very
fast into shop windows belore baing chasad by the police
lemmings and dying by rolling the car into a field.

® Employed Lemming: one of the luckiest lemmings in
the gama, this one's actually got a job. Walks around a
lot with a briefcase and a mobile phone, arranging for
massive buikdings to be built just so they can remain
unoccupied for ten years.

© Raving Lemming: sadly (not!) this ona’s getting quite
rare now. The raver lemming has a ridiculous hat, a long

can try the fun levels with their
easy objectives and low
lemmings quota.

5 BEAUTY’S IN

If you've played our Lemmings

- cover demo (and if you haven't

then why not?) then you'll know that
the programmers have done a greatl job
on the graphics. They've managed 1o make the
levels look sufficently different to retain your
interest. On the odd level, though, the graphics are
too busy for the 64 to cope with, especially the
metallic griddy levels. The lemmings themselves
are well animated, even though they're only made
up of about nine pixels
On the tuneful front, Lemmings sounds great.
All those irritating ditties are in there, so if you've
got some neighbours you particularly hate or if you
just want to irritate a brother, sister or pet then hit
that volume button and watch them come running.
Oh yes and the lemmings do make all those splatty
noises when they hit the ground.

WHAT DO YOU RECKON?

Fortunately for you lot, Lemmings has made the
crossover into Commdoreland with surprising ease.

I iy W aa ol | B3
= f e A red

“if"‘

Extensive use of floaters

is required at this point. ’f
B
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sleeved t-shirt with a rude message on the front, some

stupid mirrored shades, a whistle and a mobile phone, It

has the ability o stay up for three weeks running

_ before keeling over dead, due to continued drug
abuse and dodgy hamburgers.

@ TakeThatFan Lemming: spends lots of time

about romantic encounters on beaches. Onea of the

most committed lemmings, this vanety will pursue its
pray to the very end, often camping out on the levels for
nights on end in the vain hope of shouting “Robbie | love
you” at the back end ol a car.

' staning moonily at pictures of the fab five, dreaming

@ NewMan Lemming: always opens doors lor women
lsmmings, cooks with a wok, buys GO a lot and knows
how 1o kiss without making that slobbery noise. Tends to
be a bit on the emotional side (often going off to the
woods to bang some drums) and claims to be in touch
with its farnale lemming side.

@ Console Lemming: hopelessly addictad to shallow
gameas with fast whizzy graphics and little gameplay.
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The game’s chock full of gameplay and really does
have something for everyone. If you're into shoot-
‘em-ups then you'll like the mare frantic levels,
while if you're something of a strategy fan then
you'll enjoy the complicated levels. With good
mainstream games becoming rarer than hen’s
teeth, it's a bit of a treal 1o see a game as

big as this converied to the 64, =
HUTCH B

PUBLISHER PSYGNOSIS
CONTACT NUMBER......051 709 5755
PRICE TBA
AVAILABLE Xxmas

OTHER INFOTAPE MULTILOAD /3 DISKS

@ Great little game with loads of levels
and plenty of challenges. ..

. though it does judder occasionally
and there is the odd graphics glitch.
® One for the stocking guys.

Doesn't mind paying £70 for a single game. Fiercely
tribal, the console lemming will defend his own brand of
console o the death (using moves learnt whila playing
ultra-violent games).

@ Carbootl Lemming: comes with a car and an endless
supply of useless knick-knacks. The carboot lemming will
happily sall the other lemmings non-functional
gramaophone players. folk doll toilet roll hotders and odd
brass objects of indeterminate origin.

@ HenParty Lemmings: this cnly operates within a flock
The henparty lemmings get roaningly drunk on cheap
cider and sing rude songs very loudly. Comes aguipped
with L-plates and a sandwich board with pictures of nude
min lemmings o it.

@ MotorwayCone Lemming: drives along the levels
laying cut an endless supply of red and white cones for
no reason at all. These hold up all the other lemmings
who wail for days to get to the front of the gueue only 1o
findd that the reason for the hold-up is another Matorway
Cone lemming coming the othar way.

December 1993
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It's American

pantomime get hold of British

Y Daink: Oh - where could he possibly be?
.',’ Crowd: He's behind you, you hammy little git.

el 4.l

missing is the gingham dress

¥ following description:

enter tha ring, dressad in

pster ever

a WWF
ouldn’t

h luck.

If Simon Fo
wanted to
wrestler,

then disrobe and stand
around in their
sWimming trunks
[f@ staring each other out,
b, but grabbing the referee’s microphone, and &
y catch phrases. After several minutes of

hnally begins.

an lllegal kick in the teeath, a8
the ref looks round and plal
that he's utterly confused |
hell’s going on

Mext up, there's

hich point
the fact
at the

As you can wEe, tthe
stlers are not

o whispenng
they

wWTE
averse 10
hints when

forget their lings.

WF stands for World
Wrastling Federation.

wrestling (leans away
frem keyboard to try
and stop giggling). Would you like to
know what that is? Simple, really = can
you imagine what would happen if you
let the organizers of a Sandown pier

pstling? That right — the only thing

Sitting here writing this review, it really is
a lot harder to explain just how hyped WWF

\{;:hf EN P " wrestling really is. You see, | could give you tha
AN
: =

Under a hail of mass cheers, the two wrastlers

their costumes (these can

be anything from a %me ﬂtChlllg ]
bandana to full body

armour with zips in the haht, s
knees). The wrestlers

working out (stanng at someone and talking at the
same time as sucking your stomach in), the fight

So the two wrestlers shake hands (probably
throwing in an illegal punch here and therae), and
prepare to get down to business. The referee then
hams up being incredibly pre-occupied with his
shoelace, so that one of the jwrestiers can throw in

pain. To everyone else, pain means
swiftly clutching the body part that happens to be
hurting at the time, and saying something like ‘ow’.
For WWF wrestlers, this couldn't be any further
removed from reality. To them, you see, pain
involves staggering around almost comically, trying
to clear their head by shaking it, all the tim
keeping their back to their opponent, so he ¢
sneak in another ‘surprise’ attack
The match then continues in this fashion, with
people bouncing each other around, using moves
that would kill a man if the punches were not pulled
and moves that, though the victim shows a look of
tense pain (and subsequently bravery, fortitude
d stamina), wouldn't knock the skin off a mug of
0a.
inally, as in all sports, there is a winner. It J
doesn't stop there, though, as there is also a
There is one wrestlar
(who's name eludes me,
but was probably
something deeply tacky
like the Barber of Saville)
who cuts his defeated
opponant's hair off,
ut lto another who prats
around with a sngke
wrapped ar upper torso like a wrap.
And s0 the 1 portsmen’ walk off agai
winner grinning too deeply into cameras, and
loser snarling at children who're crushed up
against the railings by middle-aged wome
biggest kick in life came in the form of the
they'va just watched,
| could say that, you s88
enough. It wouldn't cover the p8
matches, the personal vendettas, thé
glimpse into the soap-operized priv,
the wig




postars, ndars, watches, books,
cartoons, comics, film
appearances, bed spreads,
wall paper, lamp shades,
cuddly toys, plastic figures,
costumes and computer
gamas. It wouldn't cover the
fact that Titansports are
probably going to do
something very painful to
cerain areas of my body for
putting a ™ after every
g even vaguely connacted

jd the whole gosh

e is the game, and

ion), it'll sell

y the game. And wait. Wait a
pme. Finally, the title screen
gversion, incidentally), and we
wait. Sooner or 18 tually, later) you get the
little menu, enabling Yall to either spar (if ‘perform,
wouldn't be a better word) with a partner, or go ugh
against the computer. Either way, you have a
choice of four characters — Randy Savage (nutt@is
bloke), Hulk Hogan (religious bloke), Ultimate
Warrior (pagan bloke) or Bret Hart (irritating flg
bloke).

The fight begins, cpggiag
blokes in a far-too big ring
escaped all the bloody hype. Pla
version, the series of events is really 9
As you walk up to your opponent, he hits
chest. By the looks of your blokey, it hur
bit (by the looks of your enargy bar, it di
damage at all, which is probably really
My granny always used to say that if
you, hit them back. So you do. Twice
¥ reeling from the awesome d
you grab him, and enter a grapple.

The rest is all very Amearican wrastling, really,
s0 you can take it for granted that there's a lot of
throwing about, climbing on posts, bouncing off
ropes, etc. The only problem is that you're never
really quite sure what you're doing. You see,
whereas one joystick movement will do one thing in
pne given situation, as soon as that situation
anges, so does the action you're selecting. This
does not mean that the

&l the various moves within the gama). It also
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! wrestling
to the initiated as
ot writhing flesh

game contains
naarty all of the
interasting, fun, and brutally
painful moves you'll find in the sport. It doesn't
mean you can actually think “I'll do a [whateve
him now™. This means the gameplay degenerates
into waggling a joystick around aimlessly, hoping
you'll win, as you can never predict what your
actions will do (unless you spend hours memorizing

Mieans that you'll probably lose against the hardar
Bhnputer opponents.

@b fight, sitting there and

£ nothing you can do about it — if

§8F graphics, sound, and probably

Fatter gameplay, just go homa and

F on the telly. Sure, you could study the
for several days just to know what

B from the first second onwards, but the

r total) confusion throughout the

ise you) turn you cold.

ay that maybe you've sat around

and actually st Hed the arcane skills needed to

play this game — what then? Well, it's just a

mediocre beat-"em-up, that seems to be relying on

the fact that it's based on WWF characters to sell it,

because it certainly has no other distinguishing

features. Thara are lots of moves, but with this

control system you're doing the same stuff in a

different direction, and watching the result — it's

really interactive, the machine could decide

the move you wanted to make for. It's just
so hugely average.

COMMODORE FORMAT 39

o S,

c VITAL STATISTIX

GAME.......WWF EUROPEAN RAMPAGE
PUBLISHER ..covearnnsrassensse-a-HIT SQUAD
CONTACT NUMEBER......061 8332 6633
L T —————" 1 N L ]
AVAILABLE.......cocovmsnsnsrsssnsneass 1 994
OTHER INFOD ...TAPE ONLY, MULTILOAD

© Reasonable if slow moving and
bland graphics.

® The time limit is way too short
for a computer game.

® Behind the hype it's just so
average | want to die.
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ommaodore Format is middle-aged
it's official, next month we hit the
four oh. We're not getting
depressed about it though, | mean
senility comes to us all in the end
computer magazine or otherwise. Next issue also
happens to big the big Chrimble da, so we'll be
getting all festive on the CF sherry

Jon Wells will be continuing his stonk ng SEUCK
featura and thoroughly confusing the CF crew in the
process. The Apex chappies will be adding their voice
to the game design tutoral, tell ng you even more
trade secrets. You'll all be writing blockbusters soon. You very much, you've saved mﬂ e

Andy Roberts has got a stonking gamebusters "Not at all, anything to
section lined up, with a special emphasis on two -
particular games, two very popular joystick outings
and the ones you've been asking for again and again
Hurrah!

There's a new diary of a game starting soon, Jon
Wells is creating a platormer with a friend of his and
he'll be letting us know how he gets on. What with all
the usual reviews. previews and honest 1o goodness
bottom jokes, it's going to be a stonker

Right, we've got loads of Christmas shopping to
o, 50 I'm letting the team out early. Be good, see you
all next month and remember: never eat yellow snow

HUTCH

CF SHARES OFFER!

Forget that new Spielberg series, ther

Mo ||!|."'l."'-!'";.| th ngs happening on vou CB4d
CF40 will be on sale on 23rd December 199
¥Ou can get a spacial ‘Mag-Save’ option on th
Imited edition®. Just fill out this form and hand it 1o
your newsagent and thay’ll stash a copy away for

1

you. No more Alive and Kicking, Hurrah

MAG+YAN'L:

Hey Newsagent dude/babe (Sir/Ma'am), '
Like, save me one of those righteous (rather '
good) CFs (Commodore Formats) man. CF40 (the
December issue) is happening (goes on sale)real
soon (on the 23rd of December). Excellent (Thank  «

We had so much fun doing the
photo-shoot for the contents
page that we took rather too
many photos. These are some
of the more amusing poses
that we threw while Stuart
Baynes clicked the shuttar.

you very much), ' Hutch has mastered the
pout, possibly from watching

MY NAME [ Lisa, Simon has got the

1 come-on sussed, Ollie's got
MY ADDRESS L] . the baby look down pat and

' " Clur looks well odd as a

green head.
L]
L]
L
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SO(CER STAR 9
SOOTYS FUN WITH NUMBERS [AGE UFTOT) ... A5
USADE AW

THE MIEL - TEST DRIVEZ.......
THE POWER [FURTLE GAME)
THE WOMBLES.
THOMAS THE TARK ENGINE
THOMAS THE TANE ENGINE

'I'EI WITH WORDS {KGE UP 7O T)

ITIZITTIS

* SPECIAL * CASSETTE ONLY

NOT BOXED
* COMPILATIONS - DISK *

THE POWER HOUSE .......oooococoo. 399 PSYCHO'S SOCCRR .59
SECRET OF KANDER, TERMINATOR FIGHTING SOCCER/KICK OFF 2/WORLD

TRIPLE DECKER .. 400  CHAMPIONSHIP SOCCER,MANCHESTER UNITED
INVADERS,/ MUNCHER, AXIENS CLUBHOUSE SPORTS sooesesermsesermsmsas 599

SUPREME CHALLEMGE .. & g9 3D FINBALL/SHOOTING GALLERY

STARGLUIDER,/TETRIS,/ELITE/ACE 2,/ THE SENTINEL  BILLIARDS, SKEEBALL/ FOOTBALL/ (RAZY POOL

MEGAPACK 4,99 BALL GAMES PACK ...ocvmnmrmiaiais 4.99

EVE OF KORUS, TIME FIGHTER,/STAR RAY, GOLF/FODTBALL MANAGER/HEAD COACH/
MATADLE KICk OFF

* SPECIAL OFFER C. 64 DISKS *
 WORLD CHAMPION BOXING MANAGER

= FALLEN ANGEL
= AUSTRALIAN RULES FOOTBALL

3333332343393

nlai.-nh!-.-i-' 3

GOLF, HEAD CDMCH, [E08 OFF FOOTRALL MARIGER
LOOPT COALECTION e ceccicsci i LR
AT UG EEL RRCABE (L IR,

AR SKEITER
HERD QUEST « RETURM OF WITCHIORD.........5. 0%

R PMEY . [SPECLAL PESCE] 4.9%
FUFTRAN (NI POPENT /S00TY + SWEEP WMBLES
S TED. (00T DalkiLh
L0, T O ——— o N RR
FRREMGAN S, TOUNT UACNILA 1 POPEYE POSTMAN PAT 1/
HEILEY MG RANGERS + MASH
SUMIEME CHALLINGE
SINTINEL STNRELIR, FLITE WL ILTETRE
SUMER FRSTHE 459
FIAL REHT. WWE. MR AGHTEL
MGEGA =0T %
KTV, FINEALL, EMX, TENNE, RUGEY, NI 1%, FRUIT MACHIE, 685

SOATE 519
0 POOL, 5 SO0 SOOCER, DY WIS DTS, 1N HE RODKEY,
HNWRG ST

ICRABBLE,
CLUEDO,
RISK

3
i
2
3
'

197
FUN WETH DRI [UF 10 TYRS] . A.§9
1

fiss
z2
i

S

THLOGY 5.9
THE EORM LOKE OF T NG tHADOWS (F MORDOL
10 R HOT HITS A9
5PN DALTY, FORMALY | SMULKTON, (Y OF TEE EXFLODING FeST
TFRIE PLOT, D DARE. MDGPHELS, FLIES T4 MORE LAMES.
WiG BOK 3 LE
N0 TEAT GAMEL
SUPER KLL STRES An
STEG THE SLUG, MAGCLANG BIETY, CAPRAIN DYMAME,
CHV TEE US4, FORBO TR E TORTDISE
il B TR T ——
SERCEANT SIvMOUR BOROT (¥ SPYmOLE EOE 10 MOLFWOSD,
SETWOUR TTENTMAN, TUPER SETROUS SANE THE MUMET
WILL'WED SEvmout

IOUE (FF 7, ANDHESTER WMITED, FIGHTNE (0CEL,
WORLD [RAMPISNLHIF LO0CE
COMPUTER |75 4 19
RIGE OF FLANKENITHY, MAETLK] CLASSE SHOGT,
STMRCUAKE, LHI MaAld, ANTHOAD, SELTTRNIDRS, SN DLTY,
ICATT 0K, DFS ALPHE, WAL MADWESS DWNEY
CLASSIC COLLECTION . — A
CSUBSILM CHEES, WORLD SO0CEN, RARRARIARS GREMUNS 7
LD T S — T,
ENEIE DRALON, SKUDDW WAERI(E, DRALN NILM
CLASSH, ARCABIA COLLECTION oo 9
INADERT, ADENS, MUMCHIR, MiSLT GRENT, (IuTY ERNERT
0 UL —
RED) RIS, KRN WWELGRID BN 1 TR0 MOUNTAN §cE
SIMOLADOA MM MIMLA, T CEY MORS TNTRTONE S A WALLY,
SLLER CHALLEWGE, THE REAL STUNT EXPERT COMAKT JDMES
SOCTER MOSS/RAM FON GEUMTHAD [ ALIVE TR0 BIEL
AL ULES FOOTNALL BN B841 PN & 0O,
TAE (IVER,/RALLY DRIWER, TTRINE FORCE (DRE

* C. 64 DISKS ONLY *
£6.99

WIZARD TRIPLE PACK
NOT BOXED + FREE GAME

1. mis#mm
2. SPACE GUN -+ JAHAMGIR KHAN SQUASH
3 mmmérmm

4 mnufﬂmm

Lsmrlmaﬂlll! HARRIER

6. M'?mu
7 mﬁ'l';a,m
&mrﬁh», RUGEY C0ACH

0. mmm&?mm
u.uunmﬂ‘?m DOUBLE 2

12. CRICKET MASTER + EURO BOSS

299

F = iy
[~ -

-

. 4 MOST
- SPECIALS

=Y

o ]

WORLD SPORTS
BASEBALL, JUDO, BASKETBALL, GRIDIRON 2
AIR POWER
ACE, MEGANOVA, HELLFIRE ATTACK,
INPLOSION
ACTION
STRIKE FORCE COBRA, COMBAT TONE,
GUN BOAT, DEAD OR ALIVE
THRILLERS
FURY, SPLAT, VIXEN, MEGA, APOCALYPSE
TOPPERS
SPIN DIZZY, CONFUZION, OINK, TARZAN
CUTE
STAR PAWS, HOWARD THE DUCK,
DANGERMOUSE, PUNCH & JUDY
ADVENTURE
LIFE TERM, SMASHED, WIZ BIZ, STAR WRECK
SUPERSPORTS
US BASKET MASTER, CRICKET INT,
KENTUCKY RACING, CHAM'SHIP SPRINTING
£1.99 EACH ANY 4 FOR £5.00

* SPECIAL OFFER - ANY 2 FOR £5.00 *

HIT PACHK 1 - HENNY DALGLISH, MOUNTAIN BIKE, PARA ASSAULT, RALLY SIMULATOR
HIT PACK 2 - LAS VEGAS CASIND, GO HART 5IM, JOCKY WILSON, SABOTAGE
COMBAT 3 - SPAGHETTI WESTERN, BIONIC NINJA, NICK BOX VIGILANTE, NINJA COMMANDO
GAME PACH 4 - UP PERISCOPE, SNOWBALL IN HELL, SHATIN' USA, GUNFIGHTER

% ANY 6 OF THE FOLLOWING TITLES FOR £5.00 ¥

AFTERMATH
AUSSIE RULES -
FOOTHALL
CHAMPIDNSHIP
BASKETBALL
CONFUSION

CRICKET
INTERKATIDNAL
[KDY
FALLEN AMEEL
FOOTHALL FRENTY
FREDDY HARDIEST

LETHAL
MAGIC RUFUS
ROWAD OF TIME
PHYCASIRIA
PUNCH & JUIDY
RECKLESS RUFUS

GAME DVER
GAME OVER 2
GRAKD MASTER CHESS
GRID IRON 2
HIDEOLS
Jung

ROCKY HOER0OE SHOW

TURBD BAKE
U5 BASKET MASTER
Wik
WHD DARES WINS 2
] 1

FLAGBY BOSS
SPIN DITZY
SWEEP
THE LAST NINM
THE MUKSTERS
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AMIGA CD* CONSOLE

FROM SILICA - THE UK's N MIGA SPECIALIST

AMIGA 600 | AMIGA 600 | AMIGA 600: | AMIGA =(=== CONSOLE

LEMMINGS PACK _(WILD, WERD & WICKED | EPIC + HARD DRIVE 32-BIT CD-ROM

I B, i
HARD DRIVE

FREE! siic:

Dﬂfﬂﬁi ﬂﬁsﬁERS
2oL i e sk
s the Are
: of the year. It Imlu?ia:a: | PLUS!
Zool, Transwrite, Pinball |LEMMINGS CD

Dreams and Striker - Value FREE FROM SILICA
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— {excluding €D  and
BT ; Amiga 4000) include a
y s FR Z0OL pack and,
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GFA Basic and Photon Paint N
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FREE DELIVERY
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