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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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NOW A TOTAL MOUSE/
GRAPHICS PACKAG
FOR YOUR

64/128 AT
A TRULY

NBEATABL
PRICE!!
ONLY E34.99
•  This commodore Mouse is a high resolution two button mouse leaturing

optical counting, teflon guides, microswitches. rubber coaled ball and high
quality Interface.

•  When  combined with OCP Advanced Art Studio this graphics package is quite
simply the best system available. The features are unmatched...

•  Create an image - shrink it. expand ii, move it, rotate it copy it, colour it  etc e tc .
•  Spray patterns or shades, make elastic lines stretch and mans:KIWI° shapes
111 Zoom in to acid detail in fine mode •  Pulktown.lcon driven menus for ease of use
•  Mouse operation. plus Joystick and keyboard control
•  16 pens. 8 sprays, 16 brushes - so flekibk3 anyone can create superb graphics easily
•  Full cut and paste facilities plus excellent printer support.

0 TA L  PA C K A G E  INCL,  -  -  c; M O U S E  M O U S E  MAT, 'HIOLDER A N D  O C P A D VA N C E D  Asrr  o w n s °
' S E  S TAT E  I F  Y O U  R E Q U I R E  TA P E  O R  D ISK

AVAILABLE
INV DISK ONLY•••

Mom
•m•MI
NNW
4 = 0

D A T E ' .  M I D I  8 4  I N T
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Adivonood Ilausic
SyMern may be firm bai l
MOO music package m a r k m a l
Mr the 64 128 offering •  M o e  maga a m m e M
composttion features 111 0 1  c o m p a n y .  sma Nor
Betel MIDI Interlace you haw. thir TOTAL S O t  LOTION!
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LC 200 COLO PRINTER PACKAGE
NOW YOU CAN PRINT OW YOURPICTURES W FULL COLOUR!
•  T h e  Seat 1e200 Coscsar R o l m  a l  p i s l a  s e n a  LAWAr Oualler lor your regular jobs but
n i 0  n o n  oul your imlusse Own S h o t b i k .  _- i  perecous colour
•  I C 2 0 0  is a  !tun C a r e m a s t a t e M O M  WIP u n i t s  m 8  c i a m p u i e r s  (Amiga,  S T.  e tc  .1
•  Nackt pOSSMat O u l u r s
unique *Woo poustm dour
num pou i  hump NisMapy

up tio 16 miasma
•  No more lo buy-
COLOUR PRPITERDIRtVER AVAILABLE SEPARATELY O N LY  C-19.99
•  lif you already have an LOICI or tO200 C a n  Pnnitat ano can Suppe', Me Driver separately.
•  W o r k s  with Serial  Ve rs ion  Ot P a t i l l i k i t  P o n  S p r e e  1 .  Mc-

Oporny Ommumwdomor
A d o w e l l .  Owe

Pawls ambil l

1 6 ,  •  OmmAiist =ANL

•  Illloaar p a m i l l i m e m a r l a s

C i s m e  a l l a d r a  •••• NI M e e  s a t y r

H O W  T O  G E T  Y O U R  O R D E R  FA S T !
A L L  C H E Q U E S / P O S T A L  O R D E R S  M A D E  P A T A I T L E  T O

DATE!. ELECTRONICS
GOVAN ROAD, FENTON INDUSTRIAL ESTATE. FENTON,
STOKE-ON-TRENT. ST4 2RS, ENGLAND, FAX 0782 744292

TECHNICAL/CUSTOMER S E R V E  0782 744324
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WITH EACH PACKAGE
-1111 -111

PINERAIN SI cussenstam M i n  COLOUR PRINTER RPP E3415 00
COMMINIMM=S VOMITER LEAD ARP £12.98

IIIIMEL C O L O =  PiWWWIII OWNER SOFTWARE RRP Ci te )
WOMEIRLIN CI77-11

IN INNATI  • E •  M E  SELY £259.00
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T H E  A C T I O N  R E P L A Y  M K  V I  C ,
W I L L  L O A D  A  2 0 0  B L O C K
P R O G R A M  I N  U N D E R  6  S E C

THE NOT POWERFUL,
1' PACKED MIRY ourrm

•  TURBO LOADER - Load 202 block program in
under 6 seconds - worlds 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. 1.0 area and registers in their frozen state.
Ideal for de-bugging or just for fun!
•  SPRITE CONTROL - Freeze the action and view the
sprites - watch the animation • customise your games -

. , e9 :1 I 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.
•  D ISK COPY • Easy to use disk file copier. Much
faster than conventional methods. Idea l  for backing
up data disks.

GRAPHICS SUPPORT UTILITIES DISK
SLIDE S H O W .  V i e w  your favour i te  screens  In a s l ide show type

display
SLOW U P U n i q u e  ut i l i ty  a l lows you to t a k e  any par t  o f  a  p icture

A "b low i t  up  t o  full  screen  size
SPRITE E D I T O R -  A  c o m p l e t e  spr i te  edi tor  helps you to  c r e a t e  or

edit spr i tes
MESSAGE MAKER  A n y  screen captured  w i t h  Act ion Replay  or
crea ted  wi th  a  graphics p a c k a g e  can  be turned  into a scrol l ing

screen message  w i th  music
ONLY E9 .99

- . 4 1 • • • • • -

on-10 1
l lAIME

VER CO R(: L111 I I) t
•  TAPE TURBO - This feature will add Turbo
Reload to the programs that you save to tape n o
user knowledge required.
•  FAST FORMAT - Format an entire disk in about
10 seconds - no more messing about.
•  PRINTER DUMP - Print out your trozen screen to
printer. MPS 801, 803, Epson, Star, etc. - very
versatile.
•  CENTRONICS INTERFACE - For parallel printers.
Star, Epson, etc. Pr int  out listings with graphic
characters etc. (Cable required for parallel port
E12.99).
•  SCREEN EDITOR "Now you can edit the entire
frozen screen with this text editor change names on
high scores, etc. Great  fun!!
•  EXTENDED TOOLKIT M a n y  single stroke 4
commands for Load, Save. Dir. etc. P lus  range of
extra commands, i.e. Auto Number. Old, Delete,
Merge, Append, Linesave. etc.

A L L C H E O L I E S i P O S TA L  O R D E R S  M A D E  P AYA B L E  T ODATIL fuemotitos
GOVAN ROAD,  FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292

TECHNICAL•CUSTOMER SERVICE 0782 744324

O N D O N  S H O P  a t mVi b

OR CBM 64/428

I

THE REVIEWERS S A I D . .
"rm stunned, amazed and totally impressed. T h i s  is easily the

best value lor money cartridge, T H E  CARTRIDGE KING?"
COMMODORE DISK USER

M O W  T O  G E T  Y O U R  O R D E R  FA S T ! 24 HOUR MAIL
,013b ORDER HOTLINE'  0782 744707

O R D E R S  N O R M A L L Y
D I S P A T C H E D  W I T H I N  AS H r s .

,
WARNING 19811  COPYRIGHT A C T  W A R N I N G

Date Eectrosos Ltd r e a m ,  caccoses a, bLeccass r e  use al otS ausoLots b  the ,eccoduslo
Cepynohl melba&
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rnalana,. tie users own wog's,a  at miasma *bate parthesor to 'cake booboos has bean dealt,-

coven
II it Iwo i to nwOo ocoe. es•en tot o o ,  644, ol coorc“ nvoyok .011,00111,0

obsoisson P l c ,  copy n arrt aerie c i t e  eencals Mares!
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H M O  woutd IIM to Monk Gnul lot the Morro f o l i a t e  kw dia sander.
Iyo  ler the how end Centeno. tot the lake aort WM other WWI

Oithe mauler M e  l o a m * ,  IRA renonwe urr amme.t ntearng torn hue .
hie holiday lani ow guile

C M  wooed like to therik Seat kti playtng our r•PeetiMYe adventure
when the CF went laded In get 'tory tar.
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C P
12 ULTIMATE
ADVENTURE
Simon takes his pack, sword
and magical ring on a quest
tor a perfect text adventure.

16 NEWS
The laleSt hot gossip - and
we don't mean a sad
seventies dance troupe

111 REMIX
Gel up off your sofa and go and do
something less boring instead, like writing your own C64
fanzine. with the expert guidance ol Clur.

21 TMB
The Mighty Brain once more condescends to answer-ng your
letters. Listen up earthling, this could be your last char

2 5  BETTER BY DESIGN
A new series by ihe Apex boys John and Steve take you
through building your own game from a design point of view.

2 6  ME SECRET OF
SEUCKCESS
Jon Wells Starts a series of technical features about
the world famous ShocCem-up Construction Krt.

Sad bunch aren
excuse (Le
case) to dress up in a
and well go for it Still
were all feeling a be bestive
and looking like a loony is a
surefire way of dealing with
it My abiding memory of
IastChhstmasiswodurg
behind the bar in my
favourite pub (The Loft)
It was incredibly busy and d  pay
attractive young lades came up arid gave me a Chnotie
kiss By the end of the night I had lipstick all over my lace
and my gloaters:I al the time gave me a good slap.
However the best bit was when (mayor* left and al tie
bar stall sat down for a pity well earned dnnlue (purely
medicinal of course) and a gossip. By companson,
Christmas day was ply dull, just the usual over-eating. TV
speaais and a complete lack of WOW.

USA KEUETT
4T

Our Lisa had a dreadful
Christmas last year due matey to
the fact that she had a Anis
(which turned her hair green).
She was really ill and her mien
dragged her would tanks and
Spencers flecking up al those
last melee pn3sents) ant she
was curled over on tie loot
Her non u r y m g ,

*One more presere Lisa.
one mote present" while Lisa
cooled he hoe on Ole tiles
Things enceoved slightly when
the family bought a new tree
and 11 was SIX loot tall and
when Lisa &covered she'd
lost hall a stone and got
adminng glances and wolf whistles fitte every
blokie in the neighbourhood.

2 9  TECHIE TIPS
The Watson to our Holmes. Jason Finch tries to
solve your electronic problems. Don t wnle ri your
kettle's on the blink or your tumble dryer lust makes
things wetter, this is 100',. C64.

3 2  DR FINCH
Jason Mils Ns skrtl as me lec'te guru once more Stud up. at
Owl and ksien to sew me 7,Fy has to sey

46  OFFICE IN MY
POCKET
Keep the records ot your records LC to date with the tutif)
ones globe to motoring up your databases

•  COMMODORE FORMAT 3 9

t h . A M

REVIEWS
60 WORLD CLASS RUGBY
Audiogenic
There's nothing Clur likes more than getting in
the middle of a large scrum. See if she came

out alive or dead bored on page 60.

air 7-4.e7a/b.,
I

I ems* mrNonst r +
ivxr

itelitatitma

62 LEMMINGS
Psygnosie
We've been waiting for
Lemmings for so long and
now its finally here. An
anticlimax, or more than

we'd hoped for? Read on to
find out.

'13•7111--.11-Tif. 64 WWII 2
EUROPEAN RAMPAGE

US Gokt
Simon takes a look at the second WWF game
to trademark its way onto the C64, and
consorters the prospect of releasing Hairy
Happening u T-shirts, bed spreads. toilel
paper, and CF limited editions.



3 3 0 A I I I I I I I I 1 T E R S  More lips than an asparagus
addict could handle, The gamebuster ride el a lifetime starts
here All aboard!
3 4  THE SIMPSONS
The fifth and final pan of our solution
to this corker of a game
3 6  NIBULUS
The tovienng heights of level Et
3 7  LISTOMANIA
Loads and loads at 1*-lings to
while away the winter evenings.
311 SUBURBAN
COMMANDO Bad'
earth for our extra-km.5MM
4 0  CASTLE MASTER
Part two of the guide to this tab adninium
4 1  STREET FIGHTER 2  Two more characters
stripped down to the basics
4 2  N O S E Y  Arti eating fun wtth our tavouris swass.
4 4  N IGHTSHIFT  Plenty of tips for night ling
4 5  P O W E R PA C K E D  Last montliS powerpaok
games given the Andy Roberts treatment

as ii U M =  sch.
I  ME I I M M I  M I L

p i e  E l l  M I N I U MI M E
MEM E M i l  • . . g o k

O M  E l l o W  I  Em
MEM E n  •

•  M =  St •  .
IE IM O m  11- it

1 . 1 1 . 1  M I M I  1 . 1 . A 1 1 . 1 1  I I I .
•  11.11 .  N SII E  l' •  MOM on-
OM ,  0 I M  lEr,
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4 7  OVER
THE EDGE

4 8  PD
FORMAT

50  UNCLE DAVE'S

Come with us once more
to the land of the future,

where dogs moo, cows
squeak and reality is totally

Out of reach

With a slight change ot pace
this month (we ran out ot

libraries), Simon takes a look at the
varouS types of software available on the

positively throbbing PO scene to cheapskates like you

If you're looking for a bargain then Uncle Dave's the chap to
see. If you're looking to be ripped off then by a car boot sale.

51 COMPO
Win every single C64 product in the CodeMasters stores. that's
too much Oizzy to( one human being to handle.

5 2  MAIL ORDER
Nave a root around in Commodore Formats bargain

basement at your leisure

54  UNDER THE
XMAS TREE
We spit the beans on what were hoping to find at
the bottom of our beds on Christmas morn and tel

what you should be asking Santa for this year

5 7  CHARTS
We tell you what you're buying. Errn Excuse me?

59  COMPO
Loads of Lernm,rigs goodies to be won in Our lab competrtion

6 6  NEXT MONTH
warm look nio Ihe future' Get a crystal ball

The worst thing that could
happen at Chnstmas happens
every year to me. People come
to visit my family. give everyone
else presents, then say to me,
'Youl have to wait a week for

, t  yours because we've got you a
tont Xmas and birthckry pretzre

When I grew up and have kids I'm going to make dam sure
they don't get born around Christmas lime I should have
two birthdays like the queen.

011ie had a bit of a disastrous
Chnsimas day because his mum
and dad went to his cyan's
without toting him. It got better
thou gn when he had a
vegetanan lunch with his

brother
it was
rounded
day and
came 231st
Everyone -
a tribute to
SIMON

Unfortunately
Christmas was ruined by a
slightly 'niggly' gattnend who
aimed the ambience a bit

The best bits were the 4 o f
times Mien he escaped
trom his girlfriend by
running oftdown the
sheet. (Tee me &mon, are
this girt? - Hutch) (Mletorfuey
found someone far better -

COMMO

r et again we
bring you  a  h o s t
of brilliant
games all
packed on to
one discreet
tape .  N o  o n e

ver need
knowyou're
!sing it.vt
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FREDDY
HARDEST
Pan two of this great arcade
adventure, explained in lull on
page six Follow Freddy deep
into the enemy base in search
ot a space shop to lake him
home (or at least to crash yet

another deep space party).

„I •  -

,

'Okla - I n  h u r l  ..arionrain . . . . . .  1r -
,

DEEP STRIKE
Bi-plane hi-jinx in this World
War 1 fighter airplane. Guide
your crew to the target and
back again through ranks of
enemy fire power.

COPS AND
ROBBERS
The prisons are so lull these
days that you can gel away
with almost anything, Play
Cops and Robbers and have
a shoot out with the old bill.
Do remember to leg it if the
pressure gets too much.

1•44,

CURSE OF
VOLCAN
Another fab game from the
pen of one of your fellow
readers. See what you could
do it you set your mind to it.

December 1 9 9 3  •



6 POWERPACK

tipte

I 'm just a  computer  terminal ,  short  and snout,
where  t h e l l  did Freddy learn  that  pout?

p a r t  two of Ir
fantabulous
game is set in

the enemy base itself
There are 16

iceor rnm nuat el sr
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-dnve of a particular colour of ship),

Nuclear energy cells are also scattered arou--!
and these must be taken to the marked lifts. Tr.
activate the lift, access the terminal control with
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 lake off

It 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 'en  Pull down on the joystick
to pull out your gun then hit fire to blast your laser
Up and lire 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

U. •  O I M M O • D

•  a l =  PO InTs•, : = 4
—I 4 0 0  =-1-- • •

. 0 P M .

- - • •  0•.••4

n 3 2:
Sh IP
HILL • •

-  Whei
odd), A h o u t  a  jot  of  fire-

power  ha c a n  sti l l  ge t  through
with  a hef ty  k ick  or two. •2
If Freddy's lucky  enough to  find
one of  the p o w e r  cel ls  it ' l l

appear  rig'  p a r t n e r .
3 L o g
onto a  computer  by pull ing up
on the  joyst ick  and the  on
screen message Is shown here.
R e m e m b e r  to wr i te  down the
captain's code- y o ,  ,  d

tri y o u ' l l  need t h e m  later.
4 - G e t  1 0 , 0 0 0  end
Freddy wi l l  ge t  a  n e w  lease  of
itte lor  ra ther  another  old oriel .
5 -  They go
quickly,  so be  careful  as  w h e n
they run out  y o u ' l l  die.

•  COMMODORE FORMAT 3 9  December 1 9 9 3

)h, v.. ,at s.
is to be a
world
famous
playboy...
But wher

C A C mooch your way
,Pander off and

nail, why not
seems a little

the world

rough space?

Frugdy t h o u g h  rudely turning his b a c k  on his
adoring audience,  a c c e s s * ,  a  computer  terminal .

Very F r e d d y  -  now try tha t  w h e n  you're
facing a  s  right d irect ion,  and  you've got  I t .

. . . F R E E S T W o w
• • • • A L I I I I N A T I V E

G A M  WPM A D V I N T U R E
11141RICIPLIT ••••••••••••••••••PRETTY TOUGH

OUICKSTART INFO
LIPIO

•I  ape C o :  ' J o y s t i c k  port 2
Jump.

1 DOWN/A D u c k .
i -LErr to  R u n  left.

-0RIGHTIP R u n  right.
•FIREfSpace Fire gun/kick/hit.

Setr9Z sl omi tied Jo) woo N I  '51oediamod
s,qiuotu Ise' uo trio passiul noA Jo 'auo

tied ateidwoo o u6noue paq LuoJem noA II



E e e ,  them were
the days -
being woken

up in the middle of
the night, running
downstairs and out into
the cold air for fear of your
house collapsing around k
your ears (I used to live by a
train track, you see).
Anyway, now's your
chance to 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
fighte
plane to
blast your
enemies Out of the skies (and off the
ground 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, luill 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

E r, -  E x c u s e  me—  I  t i i t e  t o  be a t  bo re ,  b u t  i s n ' t
that one of the good guys we're shooting at?

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 (I don't know -

maybe they're really
stupid or
something).

Your
enemies are red

and your escortees
are black, so don't

make the mistake I did when
I first
loaded it up
-  I fired at
the nasty
little black

thing in front
of me to get it

out of my way
which (k in  t exactly make me popular

••iith The Cause). Mind you, if you don't
rrincy all this mission stuff you can just

load it up and take oft 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 get shot
Out of the skies before you can sing the first verse
of Those Wonderful Men In Their Flying Machines.

One handy tip tor all those first time flyers -
always remember which way the ground is, and
avoid it at all costs.

QUICKSIAIrr INFO
ide L o u n t  utia • Joystick ou.

t  UP/0
1 DOWN/A

LEFT/0

"••RIGHT/P

•F1RE/Space

Fly higher.
Fly lower.
Bank left.

Bank right.

Fire guns and drop bombs.
Display map.

•

cb PO WERPACK 7

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

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

• ••444.1.11.1.6
N. ,  - O B O E  S l O O S S I l S I  H  H  M I N N :  191 I

In classic bad planning, the final picture is one
of you taking off at the beginning of the game.

VITAL STATISTIX
GAME S T R I K E
PUBLISHER - D U R R I L L  SOFTWARE
PROGRAMMER N I C K  WILSON
DAME TYPE A R C A D E  FLIGHT SIM
DIFFICULTY M E D I U M  RARE

1 N h e n  your ammunition runs
out r l i g i ,  w e l l  be dead.
2 P h u t ,  phut, phut, bang, crash. Are you
tett, •,-141 general idea yet?
3 -  Your damage nseter, every
time you get hit a bit of propeller disappears.
When the propeller vanishes completely, so do
you (in u puff of fiery smoke).

-  Follow the arrow for your

mag
461

-  Your present escort's
der . i c h  is usually high it you keep

6 -  Three won't last you very
long so try and protect them as much as you can
from things like the ground. •
7 -  Koop a few for the main
target, but feel free to take out the odd church
on the way..
8 - S e a t  y o u r  r tu t ten on  t h r  h i g h  n r o r e
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PO WERPACK

-1-  •  4- I -  :/ -  4 -  4
M r  t a s r ,  ' 9 0 ,  A l '• • v r .

,
Y o u  a r •  o n  ' t h e  w r o t e . .  Y o u  e  ' , e a t  t
S e n  b e a t s n e  d o W n  o n  o 0 o .  t o t S  O f

' i t . .  C A S t
Int::7 s t o  t o p o o p l o  O r e  o n  t h e  b p a t h .  l i t e r a l, r  a n d  I f  • e  C h O r C h , t r o u p e / e a '  T . e t .  a r o  N  t o  t h e  s e e .  O r  5

Oft to the spooky castle, creepy graveyard, o,i i
encounter with a vampire shopkeeper from hell?

A re you sitting
comfortably? Then I'll begin,
Once upon

a time, before
your father's
lather was
nothing more
than a sparkle
in his dads
beerglass, there was a
young boy named Algernon The
Hopeless. His home was a tiny
island in the middle of the Sea of Storms
known as Rotena. Algernon didn't have a very hill
life, he spent most of his time gardening in his
small allotment One fine day he was digging up
potatoes for his mother to roast with the Sunday
lunch when he found three small strange obiects.
Being the dweeb he was Algernon decided that the
best thing to do with
the objects was to rub
them together in his
tasteless soil stained
gardening mittens.

In an almost
predictable manner.
there was a sudden
blinding flash that
scattered the objects
and caused Algernon
to drop dead -  he had
awoke the Curse of
Volcan. Volcan was an exceedingly ugly and evil
wizard around in the early days of the world and,
being true to all the classic conventions of evil
wizards, he admired the stunning beauty of the
small island Rotena and wanted it all for himself
(wizards are like that). So he built himself an even
smaller island off the coast Irom which he could
cast long range spells in order to drive the natives
away from their homeland, Finally, he had
succeeded in driving most of the occupants away
(the rest he either drove to a state of suicidal
madness or turned into small green tree frogs).

Over the years the true story of the people of
Rotena was lost amongst the myths and legends of

S o  t h ,  v o l c a n  h i c k e y  d u o s n ' t  a  w h ,  •
Island after all -  he's Just a beach bum surf dude!

o f o O f f e n  p l a n k s  t a r r t u l l
t o t i o t h o r  I n  v e e r  m a c
t a b l e  • . , 4  I n e f ' t  a b d o f

L a s t  W Eo l e  •

t f t a r or
a l l  r e ,

,  I

A ,_.;,,n! CIIY• ma a horns, where thi 4)utialo
roam, and s h o w  you a house full of poo.

WANNA SEE MO
Font Editor 3 is just part of a PD
available from Pensnett PD. If you
catalogue of their library then send S A E
to: Pensnett PD, 21 H o u s e  Lane, Pensnett

410.
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the rest of the world, until one day a stone tablet
describing the whole affair was found by our hero
Oswald. son of Galahad the Druid king. The stone
tablet told of a way to restore the island to its
original inhabitants, the small, green. barking tree
frogs. The three magical objects must be brought

together again and taken over
to the island in order to get nd
of the ternble tyrant Voican
•,.)rice 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 fight transforming
bogs into beautiful flowing
waterfalls, etc). 'am, you

guessed it -  here's where you
come in:

Guide Oswald through his home town and
beyond to find the Oat objects, then Onto the
Rotena to do away with the evil Volcan (either by
chanting ancient incantations, or a swift kick in a

u re ucky enough 1
use it as well a

Is months P
the token on the

I add
an e

• out
r dupl

CF 39 Tape
Ablex Audio Video Ltd.
Harcourt Halestield 14
Tel!

O a t h  I f t • r e  a r e  P o e u t s f u l  f l o w e r  b e d ,
n O t f l s n e t h o  w e s t  f i n e s t  f l O W e r S  O f  a 1 1
t o l o o r s .  I t s  a  N e a l   •  f t /  I  S  •  S i n t
L a t t a  a r o  I I  t o  I n a  ( 5 5 t 1  S  I • a w n
t i p  g r a n s  u p r i s e ,  o r  M .  C s r * C E ,

-Gehl Arid I would , • a w a y  ,
If it wer•n't for you meddling kids! D o g m '

Very Painful Place). The game uses
all the standard adventure vocabulary
such as: get note, examine table,
read book, go west with boat etc, 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 darned fine
adventure games, why not send it

along to us? It's really simple -  all you have to do is
look on page nine (it's opposite, dummy) for the
box called 'Send it in', and go from there. Ii you
need a little inspiration, you could always take a
look at this month's Ultimate Text Adventure
feature, where we go over quite a few ideas.

If you get stuck on this game, however, there
are four options open to you:
1 Retrain from ringing in for a solution -  we don't
have one, you see, so there's no point on asking us
for d just yet
2 Wait for a few months until we print the odd hint
for rt. or even a complete solution.
3 Try drawing a map -  it'll help you see clearly
exactly what you have explored, and exactly what
you haven't
4 Start paracfung,

Quickstort INFO
'ick port 2

Its word amid not fire power that count in this
game so here's a few to get you started:

Examine C h e c k  out an object.
NISIENV G o  in a compass direction.

Get P i c k  up.
Look L o o k  at your surroundings.
Inv

Up

Inventory: what your're
carrying.
Up a ladder or something.

Display map.

GAME I N S  CENSE
OROGRAMMEM....111CHARD
GAME TYPE T E X T
DIFFICULTY E A S Y  TO MEDIUM



D iamonds are forever, or so the people who
are trying to flog the overpriced gems say.
Lisa loves -em -  they're definitely her best

friend, but nicking them from department stores can
gel you into an awful lot 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 comes his
way? Put the nicked stuff back on the shelf and run
like the wind to the front door? Nope, he shoots 'em
dead (1 can feet an
attack ot censorshlp
coming on -  Hutch).
Its almost as violent
as Tarantino's lab
film True Romance
(almost but not quite

1 1 1 1 1 - 1 0

a
a
a a

1 a

En

I 1 M  a l l  = I  a n  = I  l a  = ,  OM l a  a l
a l l  M a  = I  = I  m i  a l  a l  a

Crime is no joking m a t t e r  -  being in possession of
oversized norn-nrais r a n  gel  you up to 20  years.

And i l legal ly b l o r y  g iass f igures is  a  federal
offence In q u i t e .  f e w  s ta tes  of Amer ica .

SC I igt

r I P P L I / —   . _ _ L L L L A L L L A L L L A L A L A A L L I

Litt le J immy Is serving a  l i fe sen tence  for picking
his nose on the  first Thursday  of the  month.

WANNA SEE SOME
MORE?
If you'd like to see more of this soil of thong,
send an SAE to kingsway PD. 72 Glencoe
Road, Sheffield S8 90E  for a catalogue of
masses of PD that theyll be happy to suppl
you with.

as that was to violent for words) C o p s  and
Robbers is one of those games that you play purely
for points a n d  what do points make?), the more
diamonds you collect and the more cops you kill
(What is this -  Ice 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 everywhere, even up
in the skies whizzing around in a helicopter. Try to
avoid the 'copter as you make your way to one of

QUICKSTART INFO
,J70 • ,,,, y .

t Move up.
DOWN I  Move down.
LEFT 4 , -  Move left,

RIGHT • • , M o v e  right
FIRE • F i r e  weapon/turn safe

Fast or slow.

r t  1.1 •

VITAL I S T I X
GAME .....  C O P S  B E R S
PUBLIBNEi•••••••••••• M I M P I H I WAY  PD
P R O G R A M / N M I  M I K I  D AV I S
GAME TYPO  E O M P
DIFFICULTY Q U I T E  EASY REALLY

Name of your program:

Type Of Program:

Your Name

Your Address:

Daytime Telephone No;

PO WERPACK
the buildings in the centre of town. There are three
different buildings to raid tor jewels - the store, the
mine and the gill.

If while you're on your shoplrfling spree one of
your men gets caught, he'll get locked up in gut But
you can bust him out if you need him. Break into
the tail 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
paint the town red with (and I'm not
talking about paint),

1-1c)10 r n i n c •  w h e n  did you see  a
poltergeist in The Big Italian Job?

•••• • L - ,

If you've written any games at all that you'd like
to see immortalized on the CF covedape for all
eternity to peruse and marvel al, Its all really
quite simple.

All you have to do is cut out and till 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!

f.) !IL?6J ,f)J-1 "

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

Signed Date

9

, - J
' I
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THIS GALE HAS BEEN
CERTIFIED TOO CUTE.

, 11111'
- -  o„•••444.

• • • • • •

•  • •  ON MB
911Er••• OW 0  . •
a  M t  O W  1101b S s  M A I M  E l i i i . 4 .
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C64
SCREEN
SHOTS

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

umbers and spikey blue hedgehogs.

*  First video game to receive 100% *

*  Super-fast full screen scrolling *

*  Fully interactive soundtrack & SFX

*  Amazingly detailed graphics *

*  New non-standard colours *

*  Not available in ANY shops *

: PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)
CASSETTE E8.99 D  DISK E9.99 P R I C E S  INCLUDE P&P

Send to: Apex Computer Productions Ltd,, PO BOX 100, South Ockendon,
Essex, RM15 51-ID. Please enclose a cheque/postal order made payable to
APEX COMPUTER PRODUCTIONS LTD. Allow up to 28 days for delivery.

NAME
: ADDRESS

POST CODE
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ADV

, k r t t  l _ Q t ; I ' L l t i t  3 9

E  For seven years, Simon i.urrester jot!! 1 I ( ;through the land of Clmadur in sew c• Is of
the ultimate text  advelifiti(•,

We join him•sliot
he's disco v( •1 c(:

t,itilosol311( 1
, t O n e ,  I f ( '

tosses it it,!,ic:c o
contirrne wHip
tarn-love

1
1
11

TEXT
NTUR

The doors o f  the Future Publishing l ift  swished shut leaving the faint smell of
aubergihes lingering on Hutch's clothing. The floor numbers slowly counted up until
they reAtiched f loor flue. The doors opened again and Hutch left  the lift ,  stepping
neatly/over the comatose software house representative who'd made the mistake
of coflnpldininq to Simon about one of  his reviews.

Th she l l ing  was surprisingly light for  a Monday and so Hutch didn't bother with

the f lak jacket ,  though he did plonk a hard hat on his head. fis he passed by the
Rm t r a d  fiction offices he heard a faint groaning coming from underneath a desk.
He e e r e d  over the top and saw Dave Golder lying on the floor wi th  a nasty bruise
on i i s  head, while neHt to his cranium lay a golf ball. Hs Hutch surveyed the scene
of Ieuustotion another golf ball came flying from the direction of  the Mega offices,
bounced of f  his hard hot and came to rest in the coffee machine.

DeFiding that  he'd leave Dave to his own devices, Hutch turned the laser triggered
March of f  opened the IT  office door and kicked it open. H large hallibut fell  onto\
the f loor wi th  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  Hnnadin
nitre ,  Vanessa Paradis and a cormorant called Trevor. There are enits to the west
and east.

- .What  do you want  to do?
Eat Jaffa Cakes
...Jolly tasty too, bit stale though. What now?
Laugh hysterically and throw a toilet roll at  Lisa
...Good shot. The roll bounces o f f  Lisa's head. She looks a bit bemused. What now?
Resign and ret ire to flustralia to  raise a fine beer  gut
...Nice t ry,  but this is Future Publishing. There is no escape. What neHt?

'r'



Are you getting a little bored with your action
games? Does all that platforrn jumping, alien
wasting, cute bashing fun get a brie shallow after a
while? Well, I would advise you to softie down with
a good book, but a lot ol people find that the lack of
interaction makes them a poor second to computer
games. So why not get a finis closer to your goals
by playing a text adventure game?

Maybe it's psi me. but did I
sense a M e  reaction there
along the lines of
And why

don't you - - - -  -
just go away
and d e r .
Well
don't be
like that -  they can be
tun, you know. For a
start, though they're
not as pacey as
arcade games (testing your
reflexes and hand/eye co-
ordination), they're
several million times more
involving, with detailed
descriptions of every
where, thing, and body you
come across, and intellectually taxing
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' (I 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 I can't sit here
wibbling on about how wonderful text adventures
are all day, because I've got to go oft and find one.

SECRETLY PLOTTING

MY -  IT'S SO BIG!
Just in case you're wondering, this
whole adventure lark does have an
origin, in the tom' of the Very First
One. It ran on a mainframe, under
the name of The Very Big Cave
Adventure. They weren't lying. It
was big -  I mean really big. Some
might say it was a little too big, but
personally I don't think so. I like to
use the phrase 'comfortably sized'
(Shut up and get on with it - Hutch).

The point of all this (You mean

I'm not going to spend too much time on this one
plots are largely irrelevant A l  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 title 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 me with epic struggles that happened
two centuries prior to the events depicted in the
game itself.

there is one? Hutch) 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 cornputer game versions. You see, a
text adventure is all about exploration -  not
completion. Each adventure is a collection of
singular puzzles that combine, in the long run, in

the completion
of said game.

• I t  a text
adventure is

worth its
salt,

though. Just solving a small
section of the puzzles

should provide enough
entertainment -  the final
conclusion just marks
the end of an epic
story, which should

have provided enough little conclusions
and satisfying puzzles during as course to

give the user enough
satisfaction throughout

' p laying,  not lust at the
end.

•  A nice huge playing
area to stomp around

would be nice

WORK IT OUT
So what about these puzzles, then/ Well, they
usually fall into three types -  single objects action,
and complex.

SINGLE OBJECT PUZZLES
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 not carrying a pass.

Don't ever think that single object puzzles are
just restricted to access, though For os ta rm
there are many games that require you to be
weanng (lust a sfightty more complex form of
hokkig, when 4 comes down to it) a pair of gloves
in order to Flock up an un-handleable object or you
may need to be holding a bucket in order to carry
water, or whatever. The point is that one action is
dosed oft to you unless you're carrying or wearing
a particular object Now you may think that this is a
pretty simple kind of puzzle, but it you think about it,

E

I ' m  r e a d y  f o r  y o u r '  . o t r u c t s o n ,
WOCT S A F E

c a n ' t .

T e l l  m e  w h a t  t o  d o .
1 0 • E 7  G L U E
11K.

Play adventure  g a m e s
and you'd be t te r  get
used to dying..,  a  lot .

T e l l  w o e  w h a t  t o  d o .
taX S A F ET h e  s a f e  i s  m a d e  o f  a  s t r o n g  b l a s t  p r o o f
P o r t a l .  O n  i t  a r e  f i v e  b u t t o n s  n u f t b e r e d
o n e  t o  f i v e .
I ' m  r e a d y  f o r  y o u r  i n s t r u c t i o n s .

i a P U S H  3
T h e  s a f e  e x p l o d e s  a n d  k i l l s  y o u .
Y o u  h a v e  t a k e n  1 2  t u r n s .

r 0 “  y t , P  w . i n t  T r ,  t r y  a g a i n " ,

with a little
imagination, you can

d•sguise 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 I
supposed to guess that?" puzzles of our
time) contained a nice little
underground for rather underground
undersea) train system, which you
could quite happily get in, look around,
and attempt to operate, by way of a button which
was clearly marked as the one lo use. The dialogue
ran a little like this:

Press button
YOU CANT
Why? Because you're not sitting down. So:
Sit down
OKAY
Press button
YOU CAN'T
Still perplexed? Well, assuming you managed

to guess the highly improbable sitting-down thing,
you'd probably assume the train wasn't working,
and go off in search of something else, or better
still, something to fix it with. Both courses ot action
would be utterly 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
Fasten seat belt
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
thanking twice, but instead, you have to go through
the whole stupid thing step by step And what kind
of use is that/ Is suffering this kind of abysmally
stupidly nail game design really any fun
whatsoever/ No. Just thinking about it makes me
want to go out and hit small furry rodents over the
head with a mallett (Don't tiy this at home kids -
Hutch). Action puzzles are No Fun, and if you ever

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

COMPLEX PUZZLES
Now 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
itself was based around the trivial task of
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doing laundry, and featured (surprise
surprise) a washing machine. The washing
machine itself was rather a complex little
thing (Tell me about it - Hutch).

You see, in order to work the thing,
you have to put money (it was in a
launderette, you see), washing powder,
and your clothes into it. And that, as they
say, was that. Had the game been another
action puzzle job, you'd have had to open
the door, put the laundry in, close the door,
open the powder tray, put the powder in,
close the draw, put the money in the slot.
then finally turn the infernal thing on.
Instead, Bubbles (the working title (or the
theoretical game) took it for granted that
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
little more than confuse o r  Ill kill you

MAP HAZARD
When you load up an adventure for the
first time round, one of the most important
things to do is start building a map. This is
a very simple box affair, as text
adventures are nearly always laid out on a
grid-like way. Nearly always.

Imagine the following; you start on
location one, go east to location two.
north to location 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 well when 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 hassle you'll have trying to keep track of
exactly where you are tar outweighs any sense of
realism gained from laying out a game in this way.

You see, for a 64 location game to be playable,
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 et
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 lies comfortably on a grid structure.
•  If 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 descnotion 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 on a meadow, with an un-

passable cliff blocking your exit to the north. You
can see a gun

Okay, that's fine for a simple description, but
aren't we losing the point of text adventures just a
little? Surely you'd prefer:

The bright sunshine makes the meadow you'd
standing in look positively serene, as the gentle
breeze ripples the lush green grass right the way to
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Some of
spookiest
adventure
moments  t a k e
place in we l l  l i t
Laboratories.

I N  A  W E L L  L I T  L O S S O R AT O RY  • R o w s  e l f
c o m p u t e r *  r o l o g  i n t O r M a t i g h  t e  w o r i o u s
w o l p u t s r P o o r - s  a r e  * O S A  M A W  s O o l i t h .
Y O u  d i r o l o .  s a f e t y  i f f - o e .  t h e  h h A t i t .
> •
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t t • n  b y  D a v i d  l i c i s P a r .
C o m m o d o r e  A d  v e r s i o n  b v  A n t h o n y  C o l l i n s
A t  l a s t .  t h e  h o l i d a y s  a r r i v e d  a n d  i t

w a s  t i h v  t o  g e t  a w a y .  Y o u  h a d  4 4 4 4 4  o f  a
‘ p a c e l i n e  w h i c h  t a k e s  y o u  o n  a  t o u r
a r o u n d  t h e  s o l a r  s y s t e m  a n d  d e c i d e d  t h a t
t h i s  w a s  f o r  y o u .

U p o n  n e a r i n g  t h e  p l a n e t  I h o t i , a M a  a i  t e m ,
s p a c e s h i p  w e n t  o u t  o f  c  0 0 0 0 0  I  a n d  b e g a n
h u r t l i n g  t o w a r d s  T h e  p l a n e t .  L u c k i l y .
T h e  a u t i l m a t i C  e m e r g e n  i n g

s y s t e m  w a s w o r k t n y  a n d  y o u  I  0 0 0 0 0  s a f e l yo n  t h e  p l a n e t   / S W  d i e d  a n d
t h e  x h i p  w a s  d e

Space-based adventures offer plenty of opportunity tor spoonehip
piloting, extro•terrestrial encounters and the odd bertmrcue.

the towering northern rock tacit 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.

Now that's more like it -  when was the last tone
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
long, drawn out description of
the lead pumping into
Clare's twitching corpse
(Er E x c u s e  me G l u t )

To shorten this down
to just three words
(Which you could
have done about
hall an hour ago -
Hutch), verbose is
good.
•  Nice, lengthy
descnotions,
please

TRY NOT
TO
LAUGH
The next big
feature either
included or
studiously
omitted by a
lot of text

adventures is humour. Now 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 adventures
of all time have been more than a little
comical (I'm thinking specifically of Leather
Goddesses Of Phobos), 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
literature like the plague) put his best
selling novel (HHGTTG) onto computer in
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 lime 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).
I guess what I'm trying to say is that I'm a

twig fan of humour -  if used properly, it can
transform the dullest game into a laugh
not, and wholly useless objects can be
justified if their description or purpose is in
the least bit comical (people don't get as
annoyed by red herrings if they make them
laugh)
•  We definitely need humour,

PARSERS
For all those of you who aren't yet familiar with text
adwartunts or the language that goes with them,
the parser is the pan of the program you directly
deal e l k  -  ITS the bill that accepts your commands.
and Ines to integpret them into something it can
make sense of Recently, that term has grown (It
was ongnaly 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 objects
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? Glut)), or even use more

complex sentence forms (take pen and
break it). Of course, a lot of these types of

command structures are largely
unnecessary, 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 you tried to



use words like 'undo or  'remrere', and so
you had to Sal there. stuck, unlit you came
up with the word 'unfasten* This just leaves
you thinking -What good was that?'
because you knew kA we what you wanted
to do, and the only thing that was preventing
you was incredibly bad programming
•  A comprehensive parser is a must

M I M S
les always neat to know that a programmer
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:
Undo - No-one's really quite sure whether
a command that lets you undo wrong moves is
really cheating or not Personally, I rather think
it s, 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 lust to get back to where you were is a pain.
so 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
!hal if you want to know for definite exactly what a
parser will understand, it's nice to be able to call up
a complete list of commands The reason.
incidentally, that this has stopped is because
having to have a copy of the manual to play a
game is quite an effective weapon against
software piracy.
Filing -  if you're going to go on an epic
journey across the land of whatever, it's
nice to be able to save your position at
the end of the day and come back to a
game later on. 'Nuff 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.

There are many games that will freely grve advice
when you ask for it, and many that just teN you to
sod oft Neither is all that much fun, to be honest I •
propose a happy medium ol the two extremes -  no
game would ever be worth playing ii you knew that
nght from the start you had the complete solution at
your fingertips, but at the same time you want to
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
entire solution to 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.

Do you want pictures in your game? Well, it all boils
down to one type of question -  do you like radio
plays? It, like me, your imagination is free enough
to conjure up reasonable mental pictures of what a
room looks like (a radio person), you won't want

The funny thine is
that text
adventures are
usually far more
atmospheric than
the graphic
variety.

someone else's interpretation to spoil that
image for you. I t  however, 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
better, they're just different).
•  This one's entirely up to you.

THE ULTIMATE
TEXT ADVENTURE
In final conclusion, then, my all time world-
beater of a text adventure must have a

s h o r t andsuccinctplotoutliningandmajor
relevant points, whilst leaving out all the

irrelevant cack. The world itsell 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, it at all possible, funny.

On the programming side, life should be made
easy -  not only with some useful extra commands,
but with an intelligent parser, stuffed full of useful

commands, and brimming over with
commands that I may never use, but

are there it I ever decide to (to make
me feel like I'm freely

roaming as opposed to
following some pre-defined
route).

WA'irA
le_1:0 POSSIBLE51,* WORLDS:

HOW ABOUT
MESE ADVENTURE

Home and away - Sophie meets a
handsome surfer on the beach and

has a snog. but gets spotted by
Popp& You've speak to Bobby who

offers to help you if you collect live
oblects 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

I p u b e r t y  hits and you lose your allure?
Deadline: You're the Editor of a brilliant best
selling C64 magazine. Can you hit deadline
despite having to write boxouts for your staff
writers?
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FIVE
NEIN COMMANDS FOR
A INXII ADVENTURE
Armageddon Thr.r..A. comp' u n t r o N e d
characters ready can gel you d• t i  at lintee.
Careful -  Well, why the hell not? _
Kipper T o  be used to dispose of enemies
with a kind of wet slapping noise.
Milton Keynes -  For when you want to
transport evil characters loan eternity of
insufferable hell.
Solve Introducing the one-command adventure'
Spontaneously Combust -  In extreme cases
when you're desperately in need of escape.
Terrafrwm D o  you find those troublesome
lulls keep blocking your progress?
Uzi -  For those times that a magic hat doesn't
quite cut it
Improvise -  For when you need ideas for
boxouts in CF features.

SPECIAL
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PICTURE THIS
Lo.-Rfr, and loads of you have been phoning up
and wnting to us to ask when were going to
hokl another Arty Party. We always try to do
fight by our readers, so send us your 64 related
drawings or computer created paintrngs and
we'll print the boss in Arty Party ii, the revenge
ot Hutch, in a couple of issues time. You never
know we may rummage through the office and
magic up a prize for the best one, sCo don't
forget to include your name and ackfress withyour creations.

Send your art work to' Arty Party
Commodore Format 30 Moamouth Street,Bath. Avon. BAI 213W

d iE=1.1

GALLUP GALLOPS
TOWARDS A NEW AGE
Gallup have announced a major overhaul of their
games charting 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
more 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
all purchase data from the various EDOS outlets all
over the country. So make sure that you watch out
for !he all format software charts - we'll be back.

RE ZO
CE TO BE

ure Zone have done it again. Not only are
y the major chain-store involved in the

S  games scheme, but they're also stockol the Kixx and Hit Squad titles on the
rid new Budget Zone label You can't miss
s section in the shop because everything
mes sealed in distinctive (Thais being kind -
• yellow and blue packaging Keep an eye
t tor classics such as Bubble Bobble. Rick
angerous and The Sanpsons.

Eye catching
or what?
Check Out a
Future Zone
shop and

001 have your
eyes
bombarded

0 ;

 with shelves
et budget
games.

Don't just sit there doing nothing, read this, i t
could just change your life forever.

SUBURBAN COMMANDO
COMPO WINNERS
Back in issue 36 we ran a compo in conjunction
with Alternative software. We've now drawn the
winners and their names and tie breaking
anagrams are listed below. (For those with a shod
memory we asked you for anagrams of the words
Suburban Commando), The best five win a copy of
the game and the video:
Ian Fogarty. Bebington - Comb and burn a Sumo
Ken Hughes. Bristol - A sad moon bun crumb
Robert Harvey, Harlow, Essex - Our mod Nart's
a CB bum
Thomas A Truszkowski, New Jersey. USA - Burn
a common bus ad.

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, Saltord - Mad Cuban Rubs Moon.
James Mallinder, Leeds - No dumb bus can roam.

By the way. the tie breaker we liked best was
Mani burns bacon do u, but unfortunately, the
c_gliative 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,
don't forget, next time you enter a compo to
give y o u r  name and address or there's
,a-olutety no way you can win. H'okay? C P

us

EARLY WARNING SCANNER
Your at-a-glance guide to upcoming releases The nearer a game is to the middle, the
nearer it is to release. Keep an eye out for loose chipmunks_

T A  1 g g g 1  I  I  I  S I  I I r

WEIRD DREAM'S
611 A k a  THE g i t i t  /

CHIPMUNKS
Alternative
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C64 Repair  1 . 1 9 . 9 9
1541 /C128 Repair  i;40.00
64 Slimline Case  _ E 7 , 9 9
64 Mouse £ 1 4 . 9 9
Mini Office 2 E 1 7 . 7 5
Sound Expander E 9 . 9 9
Chips  P . O . A .
Reset Cartridge E 6 . 9 9

C64 Power Pack E 1 9 . 7 5
C2N Datasette E 2 9 . 9 9
Parallel Converter E 1 9 . 9 9
Printer + Converter ....E149.99
C64 Manual E 4 _ 9 9
Sound Studio 1 . 4 . 9 9
1541 11 Drive . E 1 2 9 . 9 9
1 00x5 t/4 .. Disks E 3 5 . 0 0L

For a speedy repair send computer and covering letter.
3 month warranty included. To order any of the above send

a cheque/P.O. or phone credit card number.

Omnidnle Supplies (Dept. C.F.)
VISA 2 3  Curzon Street, Derby DE1 2ES Ac""

AlkTel: 0 3 3 2  29121912
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SPARES &  REPAIRS
1541 II Disk Drive & Software •-•_._   E149•99
CIA Compatible Printer E 1 4 9 . 9 5
Action Replay MK VI Cartridge ,  C 3 2 . 8 8
C64,178 Cassette Doil E 1 9 S 5
C64 Power Unit E 2 4 . 9 5
C84 Mon itor Lead (Start DR 3 Phano) E 6 . 9 9
C64 Mouse, Mat All S-Ware (Tama) E 2 3 . 7 5
C64 Reset Cartridge E 6 . 9 9
User Manual (64 op 1541 II) E 5 . 9 9
Dust COVIC 164 Old Snaps OR 64a) E5.99
C64 Serial Lead E 5 S 6
Commodore Chips P . O . A .
Centronws Interlace plus Support Software
(Disk cc Tape.)  E 2 4 . 9 9
C64 Programming Manual E 9 . 9 9
C64 Replacement Keyboard E 1 9 . 9 5
2 x 13011120D, LOD, 1230 Ribbons E9 .95
All antes include VAT and P I  P 8 Orders by cheque of
PO only •  Pteeire send on SAE lot lull price lel •

!REPAIRS:
C84 U S  Inc
Cot, C16 E 3 0  Inc
1541 DD E 4 0  Inc
C128 E 4 5  inc
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OASIS (Dept 2A)
14 Ridgeway Rd
Salisbury
Wiltshire
SP1 3BU
Tel: (07V) 335061 0
COMPUTER SERVICES

•

DISK 001
DISK 012
DISK 013
DISK 014
DISK 026
D I S K  029
DISK 035
DISK 037

A great assembler, loads of excellent games, and even a demo
A tool disk with just about every useful tool
A paint & slideshow program & a demo called Legoland - Cool
The Funky Toolz Collection v21. Great toolz!
Demo Demon', A program that lets you make your own demos
A disk full of games including Ikorus (CF37)
The Mega-unit utilities disk
The Pearl Music Collection, plus other music & utilities

C64 PUBLIC D O M A I N M  D  C64 PUBLIC DOMAINSOFTWARE S O F T W A R E
For disks packed to capacity with only the best P.D. Games, Utilities & Demos.

BEST SELLERS D I S K  PRICES

•

€2,00 f o r  l disk
E I .50 f o r  2,3 or 4 disks
El ,40 f o r  5, 6 or 7 disks
El ,30 f o r  8 or 9 disks
£1.20 f o r  10 or more

or just send a large
SAE for a full

catalogue

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



Ta k e  one C 0111P UAW o n .  f lange gromi t t  and  lots
of goodwill and shut creating your own

T 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 career in
computer ioumalism, 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
Not bad eh?

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

One of the reasons why Viz was so successful
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
going to buy it l ithe articles read as if they were
written by a dyslexic baboon with a migraine
headache II  your

mom

DO check everything you
write over and over again.
DO spend time on your cover, that's after
all what your readers will see first
DO offer subscriptions, some of your readers
may forget to order your fanzine once in a while.
DO name all the contributors, waters can get r
upset when they're 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
to sell a magazine
DO be a little innovative in your design, use more
than one column of text on the page.
DO stick to one or two main fonts throughout a r  paper  filled with a wodge 01 text
the fanzine Just because you've got 1 r  would still be a fanzine and so leouid
umpteen built into your DIP program,
you don't need to use them all.

JW5

Before the computer, them was the quill. Of
course cut and pasting was a lot more difficult.

ImPEla
111
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Okay we'll  admit it we're not perfect,
but you could be. M i r  talks you

through the ups and downs of
producing your very

own fanzine.

grammar's worse than a three day
old thicken's then why not get someone es
 all the hard slog of wnhng the thing for you a t
delegation is what it's all about, hey Hutch?
Pelegatoort woe-woe. clehegatoon's what you •wct
- Hutch)

Once you've found yourself
someone who can string more
than two words together
coherently then you'll
have to start
thinking about
your subject

Be very careful about what you grunt i f  you tell lies you couldmatter. We get
be taken to court Be especiely careful about any graphicsloads of letters
you use, don't go near arytiong assochated with Star Trekwhining that we

they'll sue your pants oil. In tact stay way clear of t h r o u g h  thedon't put enough p h o t o c o p i e r  and
anything that you feel might Itelong to someonelistings or pokes in p o s t  'em out, yeah?

else. it's definitely bean to be sate thanthe mag. or there's not N o p e ,  I'm afraid there's a
enough adventure game
coverage or that they'd like a whole
mag 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 people to

please So you can dedicate your
scribblings to exactly the

audience you want to reach -
people who like exactly Me
same sluff as you

Next you'll have to
make the quantitative decision.

exactly how big should your
fanzine be? One A4 sheet of

CHECK FOR
COPYRIGHT IN YOUR

COPY, RIGHT?

71,

What b e t t e r  p lace  to w r i t e  tha t  great  novel  t h a n  a  rambl ing c a s t l e
hidden a w a y  in the  Scot t ish  fdighlands ye t  c lose  to  al l  ameni t ies .

111111 111 11
ME

100 pages of top quality printing. May I
siminend that you start off with around 16-10

_ o f  A4. 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
—,ay not recoup - you wouldn't want to go bankrupt

before you start now, would you?

l i r ,
Siimort.

r _  ,

a
0

MR PINK
EYES

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

lot more to it than that One of
the most important thongs to do is to

check on ly  bee Of text for spelling or grammatical
mullein& as use as stuff that may just be factually
wrong or Nbollem This is called proofing or
subt:mg anct you're doing it right, it should take
you even longer to do than it did to wnte the piece
ipsow list place

You ono go about creating the finished thing in
two ifillonent ways There's the old fashioned way
of cutting out and sucking down bits of paper and
pictures and Men photostating everything Or  you
can use the technology available to you and get
into desk top publishing (DIP to those in the
know) There are a number of DIP packages
available for your 64, there's even some in the
Public Domain The one I've been playing with is
cated Stop Press from AM X which comes free with

their three buttoned mouse
DIP 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 -

tem m o s t  of them will enable you to use
text created on another program
such as a word processor or to type
words straight onto the page.

If you look through CF you'll
notice that the text is split into
columns and those columns are
themselves split up by those funny
heading type things, crossheads
This is because it makes the words
easier on the eye than if we let text

I .



run
straight across a page as it you'd

write a letter or an essay. We also use boxes to
separate out sections of text. This is again to make
it easier 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 repeal 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 boring you'll turn people off
immediately, make it look exciting and you'll having
them thumbing the pages at great speed

STOP DEAD
As you probably know, printer paper costs a lot of
money, it's much more efficient to only print one
copy of your fanzine on your printer and then
photocopy the rest, Shop around for the best price
when you're looking for a photostating service, their
charges can vary immensely.

But even before you trundle down to the
printers you'll need to 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 get
an order, but this can be difficult ii you love in the
middle of nowhere, tar away from the nearest
Pronto Print. It 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 fanzine One of the best is to
advertise not only locally but nationally
too Why not place a advert in Uncle
Dave's Buy-A-Rama (CF's free reader
ad section), that'll reach over 40,000
people in one fell swoop? Stick notices
up at your school or club and get your
pals 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 sell addressed
envelope from people who want the
mag, as postage costs will be a major
proportion of the overall cost to you.

Most fanzines charge a nominal lee

If you're imhappy 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 A4 Very

p r r d 1  few people will shell
1 out extra so you

can line your
pockets. 01
course you could

charge that little
bit more to subside some sort of
promotion. 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 pnce PD
companies and the smaller software people might
place adverts with you. It's an outside chance
though and I wouldn't count on it - their advertising
budgets are usually pretty small, if not non-existent.

Printing costs and other limitations may start
you thinking about *ski-Ines. A disk based
magazine basically contains all the stuff that you'd
put in a magazine with maybe a few extras like
some PO games or utilities. Diskzines could save
you a lot of money, especially 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
to a datasette Please note that a
cassette based magazine
really wouldn't wort 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
led up of having to go
thmugh the articles in
order.

I know that it sounds hike
an awful lot of hard WO* to
produce a fanzine, but if a lob's

he S t o o l  r i s r i •p t  h a s  gcc le
the n r o s e e = t  cr f  a l oa th r I ng  s h

or t h e  tua ta ra  s u n c e s s f  ul
E a m e s =  S.  B r i l t h .  Eharre•s

va lued a t  3Elp a r e a n
han4s  a t  Z50-5-p. The  r a s e

8-.71-rJr t a r  t  he = l e a _

to cover pnnting costs. Do remember A U those newspaper adverts you see gel created on DTP
though that your public aren't stupid and packsgss just like these you'll find on the C64.

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 parish newsletter on a C64 and
it's gone down a treat with the vicar and his
parishioners, the chap even gets paid for his
efforts. He's not a millionaire yet, but give him a few
years I f  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

DON'T put exclamation marks
after everything. l i r  does not make

an unfunny Joke spontaneously hilarious
Oscar Wilde once said that an exclamation

mark was like laughing at your own joke.
N'T use a fancy type face. II your readers can't

make Out the listings they won't buy your mag again.
DONT fill spare space with a jokes section, they are

never ever funny. (Unless we do it of course - Ed)
DON'T write the article you think that your readers

would like to read, write the article you'd like to read
(Can we talk about this one Our? - Hutch)

DON'T expect people to fork out for bad
workmanship, love, hug and be proud of your

mag, just like the CF crew do.
DON'T forget to send a copy to us here at

CP', we'd be happy to creatively
criticise your work

COMMODORE FORMAT

Even joyless tasks like geography homework can
be fun if you involve your C64 a bit.

December 1993  q.
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MICRODRIVE -
INTRODUCTORY OFFER JUST **** E14.99 ****
Commodore 64 microdrive system, superb value add on storage
device specially made for the C64. Gives you access to your
programs and data 30 times faster than cassette, 3 times faster
than disc! Extra cartridges .(a). LIMO each Functions include format,
load, verify, directory etc. Supplied complete with lead, software,
instruction manual and one data carthdge.
COMMODORE 64 COMPUTER
BARGAIN  AT  O N LY  * * * *  6 4 2 . 9 9  * I n "

Commodore 64 home computer excellent low cost computer for all
your busmess, 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
number•I Package includes C64 and PSt
C64 DATA RECORDER
BARGAIN JUST * * * *  E I 4 .99  * * * *
(only i f  ordered with above computer)

Telephone orders 0273 203500
Acces,s1VisatSwitch/Cheque/P0
Please send £100 P&P
Established 40 years.

BI.1.1, F.I.ECTRICAL
250 Portland Road
Hose, East Sussex
BN3 5QT

PUBLIC DOMAIN SOFTWARE
We have 1000's of programs on disk for
your C64,128. from serious applications
to demos & games.

FREE CATALOGUE
to obtain yours, sane an SAE or 2 first Class Stamps.

These compilations of the best PD games
include arcade games. sports sims,
adventures, pinball etc. etc.
Available on disk only

50 GAMES
El 2.99 post tree

XMAS
GIFT
IDEA " '

100 GAMES
0 9 . 9 9  post free

KINGSWAY COMPUTERS
72 GLENCOE RD, SHEFFIELD S2 2SR

TEL: (0742) 750623

W000wl 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

SUPER-LOW price on TAPE or DISC
for the COMMODORE 64.

The normal price is f 12. But if you order now,
the collection is all yours for only 19.

To find Out more about the brilliant ECLIPSE collection,
please carry on reading this special notice.
WHY IS IT SO BRILLIANT?

There are many things about ECLIPSE that make it a
BRILLIANT collection. First °tall, the collection is SO

BIG, it takes up BOTH SIDES OF TWO TAPES or TWO
DISCS. Another thing that makes it so BRILLIANT is the
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_

2 0  G A M E S
2 D E M O - M A K E R S

A W O R D  P R O C E S S O R
A S C R E E N  C O L U M N  D O U B L E R

A G R A P H I C S  E D I T O R
A C H A R A C T E R  C O L L E C T I O N

A M U S I C  E D I T O R
2 S P R I T E  E D I T O R S

A S O U N D  D I G I T I S E R
A F O N T  E D I T O R

A N D  A  L E T T E R  W R I T E R
Now you know why its SO BIG and SO BRILLIANT!

OK! HOW MUCH DOES IT COST?
here is the SUPER•LOW price...

TAPE D I S C  - E9
That price includes everything, it even includes
FIRST-CLASS delivery anywhere to your home.

The price may only stay at 19 for a limited amount
of time so please order as soon as possible.

ECLIPSE wou‘d be a GREAT CHRISTMAS PRESENT!
You MUST buy your ECLIPSE from ODUS because it is

NOT available !n the shops
NOW TO BUY ECLIPSE...

You can pay for your ECLIPSE by sending a CHEQUE or
POSTAL ORDER for 19 made payable to ODUS.

If you decide to buy ECLIPSE, all you have to do is write
your NAME and ADDRESS clearly on a piece of paper

and please don't forget to write TAPE or DISC.
When you have done that, all you need to do is put your

NAME and ADDRESS, and your
CHEQUE or POSTAL ORDER into an envelope

arid send it to ODUS at this address_
71 HELMSLEY, WILLERBY ROAD, HULL HU5 5ED

1

VISA COMMODORE C64 REPAIRS Just £24.00 Inc
• Commodore registered.
• Over 10 years experience with Commodore computers.
• Up to 20 qualified technician engineers at your disposal,
• We will undertake to repair your Commodore 64

computer tor just E24.00 including parts. labour,
V.A,T and post and packing.

• Some computers can be repaired within 24 hours.
• Prices include lull service check, overhaul and soak-test.
• All repairs covered by a 90 day warranty.
• Free Commodore C64 Sound Studio with every C64 repair
• Commodore C+4 repairs E25. With every +4 repair you will

receive a tree cartridge.

I How to take advantage of this exceptional offer:
Simply send or hand deliver your machine to the workshop
address below, enclosing payment arid this advert, and we
will do the rest. (Please include a daytime telephone number
and fault description).
• I t  you require 24 hour courier to your door, please add E5,
else your computer will be sent back by contract parcel post.

*  Collection Service available

CF

WIS Electronics Ltd, Studio Master House.
Chaul End Lane, Luton, Beds LU4 8EZ

(0582) 491949 - (4 lines)
IWTS reserve I re riphl Ic. eluse machines Mahn out

opinine Cre tevond reasonable remit. Ful l  charge applied).



He's a
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
Dear TMB,
I 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 M1M is a
great game, don't you think that's a little unlair on all
of us hardcore review lovers with a few quid and a
large wallet in which to store itm.
Daniel netwich, Gloucestershire.

IVOR STAMP
Brain.
Congrats on a fine mag - the tapes were the best
yet, and I can't wait lor WM. Okay here are some
(Nations and demands:
1 Firstly, 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 help the °64. so you should support it.
3 Quite a while ago now, I specifically remember
someone writing to you saying n e w  to the
Commie scene and wondered it 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
been on the outer rings ot 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 i t ' 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 a Hutch tells me
that as much as he'd love to cram loads and loads
of reviews into the
magazine, there lust isn' t
the software out there to
rate. Hopeful ly things wil l

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

1 He has got rather odd
taste in music hasn't  he.
For all you readers that
don' t  subscribe (And it
you don't Jolly well do
so now, turn to page 28
for details - Hutch),
Simon's got his Own
column 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 Iron

pick up around Christmas, but i t s  l ikely to trail off
again in the new year.

HAVE YOUR CONSOLES OUT
Dear TMB
I would be extremely pleased if you would answer a
few questions. Please.
1 Why are Sega and Nintendo so expensive? I admit I
wouldn't mind owning a SNES, who wouldn't?
(500.000 Sega owners probably). But having to shell
out E40-E70 for a game Is extortionate.
2 My tape deck is a wreck. Its highest bitcount with
Masterload is 372, yet it loads anything within 20 feet
Shall I wail until it digs itself a grave, waves a little
white flag arid yells "Help, I've had enough- or replace
it now so 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 C64?
5 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 /OM was
ster, 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 C64?
3 It certainly does and I reckon that
he's in cahoots with Colin the
Publisher. Colin's got the Hammer
and Sickle on his wall.
4 No. 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'l l  look into it.
6 It is rather peculiar, but I guess you should be
glad that your surname's not Gorey or Tory or
something equally odd.

COMMODORE FORMAT 3 8  November 1 9 9 3  7/P



2 2  L E T T E R S

HELLO TRENTY
Dear TMB,
I think you are absolutely fantastic and I always read
your section of the magazine first. Please answer my
questions:
1 I 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 of
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 it you are only a brain
and have no eyes?
6 Please please please get rid of Roger Frames See
you round the cerebral cortex.
P.S. !Vs not fair that people threaten you.
P.P.S. Say hello to Trenty for me.

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

It can't be a very good magazine, because I nor
anyone I 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 Sounds 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.
6 Will W M  ever appear in the shops?
7 Shock horror! I though Creatures was a C M  only
affair and was pleased that someone was staying
loyal to the 8-bit. But then. as I walked into my lave
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 Pittighter and Captain 'My batteries have run
out' Dynamo, and

b) Creatures has been released on the Amiga for
E24.991 What really choked me was when I asked
friend about it and he said it scored 2 6 • .  Is this true?
Is the same late in store for Creatures 2 and &OW
ruddy well hope not.
J Standen and his C64, Leicester.

1 It is lolly extortinate and it will continue to be so
long as the two main console manufacturers
(Nega and Sintendo) insist on charging an

"And now it's Eastenders, in which Sharon b u y . .
new nightie and models it for a shocked Grant."

•  COMMODORE FORMAT 3 8  November 1 9 9 3

4 My physical
dimensions within the
timeispace continuum flux
all the time. Basically I can
be as big or small as I
want. This is lolly
handy when
you're trying
to get to the
front of the
queue in
McDonalds or
when the bus is full
to the gills.
5 It's all to do with psychic
scans. Think beyond the
restraints of your
biological senses,
oh earthling.
6 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. It
they do threaten me then it's probably because
they're scared.
P.P.S. Well I was going to get Trenty to relay a
message of peace. love and unity from his shiny
new magazine but the jemmy so and so was in
scorched Las Vegas at the time on some
software house jaunt. Git.

110

absolute mint for their games. But I say, so what,
we've got the C64 where games are a hell of a lot
cheaper and a darn sight more playable. If there
are mugs out there willing to pay E70 for a
glorified demo then let them.
2 It might be an idea to buy yourself a new one
because Commodore have stopped
manufacturing them now, so they're going to
get increasingly difficult to get hold of.
3 Why is WINF2 so bad?
4 I very much doubt II. 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 Well  have to set up a test and find out.
Certainly my money's on Mayhem. Of
course the really nice payback is that, as
fast and well presented as Mayhem is i t s
still only a termer. Now that's serious value
for money.
6 No. 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 C M  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 were likely to read -an adequate
enough conversion of a stunning C64 title" In a
forthcoming issue of Amiga Format.

STREET BLIGHTER
Dear TMB.
I  Firstly (not hoping to crawl) Hutch is a good Editor
tor you lot.

2 At the present moment I'm trying to find Street
Fighter 2, but all of the shops I go lo don't have it.
Where can I 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,
,f You could try either Wizard Games on 0723

376586 or the new EDOS system in John Menzies
(phone 0782 566566 for your nearest
stockist).

:t 3  Perseverance. I've passed on your query
to Andy Roberts in the Gamebusters tent.

SCANNER BANNER
Dear TM&
I have a slight question for you. In CF32 on the
Scanner it said Dahlman was about two months
away. yet in CF33 it had a review of Darkman in it.
Why ts this?
1 When Lemmings is released, will Lemmings 2 start
to be made.
2 Why, why, why in Modern Classics, in the oddbas of
course, were you in a glass jar? Clur I really
aPPrecLate the hard work you did in compiling those
tests of games in Modern Classics.

3.7anfiutChadd more colour to letters section?111 misort Argys.

What can I say. the scanner was playing up again.
We had the repair man in last week and he

spent two days jiggling with
R. We received a bill

for £7200 the next
week, but the
scanner's still not

running too well, I've
told Hutch to hold back

on payment of the bill
until he gets his

builder's bottom in here
and sorts it out.
I 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.

21 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."
"Oh."

EXCUSE ME?
Dear Madam,
I am writing this letter to you. I want to know tine out
the addresses to write to write to the firm for the



Commodore 64/128 computer Musicmaker user s
guide for the 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
addresses is price of paper on this letter_ Has this firm
as close down or not. Please let me know as can this
MusicMaker is for musicians a beginners music
keyboard Commodore 64/128 Special one.
Mr RI Wilson. Warrington

Hmmmm. Yes. You 'd  like the address for
Commodore then? Tha fs  easy it 's:
Commodore House
The Switchback
Gardener Road
Maidenhead
SL6 7XA.
The phone number 's n'0628 770088. As  far
know the MusicMaker is for beginners, oh special
one. Right, moving swiftly on.

BIT OF AN ODDBALL
Dear Mighty Breadbasket.
Please answer these questions or I will stick a nuclear
warhead right up your place where it really hurls.
1 Do you have any news on that tunkadelic Red Dwarf
game yet, old chap?
2 I've heard rumours that there's Some Hitch
Guide to the Galaxy games floating about,
how can I get one? Is it lust a rubbish game
of the book type thingy?
3 When the smegging hell will Alien 3 be
out on the CM?
P.S. This is the most amazing megazine
ever, keep up the good work.
Deffen Heath, Hospital for the Interlectually
Chalenged near Fishguard.

Where's that then? Bournmouth?
Torquay? The allotment? I 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 hel lo to all the
doctors, nurses and orderl ies for me.

DIZZY DREAMS
Deaf Mighty Brain'.
Recently I bought Magic land Dizzy. I 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 cat.
4_ Given the cat to the witch and she has told
me what to collect.
This is all I have been able to do. Where are
the other diamonds? Where do I go to collect
the fire to light the cauldron, the leaf from tho
bush and something poisonous?

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

hikers

Have you had Dora kiss the frog to get Prince
Charming? Try going to the grand ball to get the
Duster and work things out from there. If you're
stil l lost call the CodeMaster on n-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, I believe that Andy Roberts is going to
do a complete solut ion for the game (in his
Gamebusters section) fairly soon anyway.

DESKTOP STRUGGLING
Dear TMB

Before I start my interrogation I would like to say that I
think CF is the best computer mag out Now  some
questions:
1 Could you tell mo l l  there it is possible to get a
desktop publishing package for the C64? I have a disk
dnve and I'm not afraid to use it.
2 Is it good?
3 Does a have a built in art package Or do you need a
separate one?
4 Could you tell me where I can get a good but
inexpensive printer for my C64? How much?
Gaving King. Scolletnet

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 ME PIN
Dear Mighty Brain,
Answer these questions or I'll make my C64 suffer by
endlessly playing Dock 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.S.I  am wnting this letter on behalf of Mr Jason
Vorhees undead star of Friday the 13M1 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 born Gib. Plum pie. I must go. strange
men are coming towards me with a white jacket They
can't take me away. I am a merman trOM the valley of
Zuba Al l  praise to Jason D.

You can make your C64 suffer all you want, i t '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'l l  consider it,
3 Well seeing as Frames is in France and Clur's
here in Bath, I 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 Obalias need pruning. She tells me
that he tends to her every need.
4 Black bird?
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2 Not completely fabulous, but more than
adequate.
3 Yes it does have one built in.
4 Either advertise in Buy-A-Rama or get in touch
with Datel on iiir0782 744707.

TERMINATOR X
Deaf TMO,
I hope you answer my questions and then send an
executer to kill my friend Craig Kendall.
I I  think Soccer Rival is the best football manager
game. What is your opinion?
2 You say Alien 3 is 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 I support Man Utd for an English team. Who do you
support?
5 Will 3 Nonfa Kids come out for the C64?
Jonathan Grit!. Greenock.

Why would I do that if he's your friend? Strange
chap.
11 th ink that you are entit led to your opinion.
2 No. Virgin don' t  want to do one and we can't
force them.
3 Yes, always wear Pajamas and if you see
someone out sleepwalking, 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.
6 Microwaves have no effect on me at all, because to
get the way I am now I 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 horn
Out any day of
the week.
Even
Candyman
could do for
Vorhees. Oh
and Andrew -
seek
professional
help.

”•11En
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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 I support  Commodore Utd and Amnesty
International.
5 No.

CHEMIN' TROUBLE
Dear TM&
I don't understand how you write down your 'Dirty
Rotten Cheats' Fo r  instance. I was reading your
Commodore Format 33 last week (Something tells
me that you've overlooked this letter for a while Braonl
- Hutch) and I found that I 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 I
would like to try out your cheats in the future. Thank
you.
Louisa Charlotte Phillips, Hull,

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

NE0 GEO
Dear CF.
I have a question for you. Last Christmas I bought a
C64 & Disk Drive Package Deal which included a
copy of Geos Desk Top. After playing around with this
For a few months, it rapidly became obvious that
nothing of substantial quality could be achieved
without Geo Wrtte andior Geo Paint.

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

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

ei)
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TRAITORS
Dear TMB,

Ii 1  Commodore Format is brill as always.
2 Please call this letter Traitors.
3 I have just found out that Dave new works tor
Amstrad Action and James works for GarnesMaster.

P.S. Did
you know
that Sonic.5

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

GAMING GRIEF
Dear -FMB,
1 Is it possible to get Zoo/ on C64 Cassette?
2 Anytime I try using pokes they never seem to work
What am I doing wrong?
3 Do you need a mouse to play Hunt for Red
Octobe0
4 Have you got any bps on how to play the Addams
Family'?
Fiona Clay-Poole Scotland.

I Unfortunately not. It's not likely to be either.
2 Next month were going to be doing a help
feature for bewildered cheaters,
3 No.
4 There was a cheat tor this game in the Apri l
issue (e31). If you haven't got it turn to page 53 to
order your back issue.

GREAT GREEK
Hi IMB,
I am a greek CBM64 owner and I would like seine
information from you.
11 would like to know how I can get PD software from
you
2 If I send you some PD games and Demos could
you spread them.
3 Would there be any discount.
John Pellicles, Vironas Greece.

Greetings. How are things In Greece at the
moment, probably hot, sunny and laid back,
unlike wintery Britain.
I Try writing to Binary Zone PD, 34 Portland
Road, Droltwich, Worcestershire, WR9 70W_
2 If they're any good then we'd put them on the
covertape. You can't  spread them much more
than that.

•

1.11

got a girl friend called Amy Rose? A pink h e d g e h o g . '
Yuck,
Rowan Veale, Somewhere.

1 Thank you very much. (Cheers dude - Hutch)
(Ta very much C lu r )  (Right on - Simon)(Thanks
matey - 011ie) (Muchos gracias - Lisa).
2 No problem.
3 Bit behind the times actually Rowan because

James now edits another
Future Publishing
magazine called SuperPlay

which deals with
Super
Nintendos
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.

HUTCH-NAPPED
Dear Mean Selfish Brain

2 In CF36 you never signed the end of your letters,

answer this one I'll get someone to ed-nap Hutch.
This ts my sixth time writing to you. If you don't

1 Is Knightmare by Mindscape coming out on the
C64?

why?
3 When are we getting the demo of Mayhem in
Monsteriand?
4 Can I have a photograph of you all?
5 Where can I get Nebulus.
6 Will there be anoter Saracen Paint page. as I have
a picture for it.
Paul Boland. Waterford Ireland.

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 Power Pack 38.
6 There will indeed. Send in all your  artwork as
quickly as possible. You can f ind al l  the details
about the Arty Party on the news pages
ap16) so get your treasured works out
and send them in. (1)
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 I cannot
reply personally to any letters. I thank you all.
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PART / :  STYLE
WHO'S WHO
John and Steve Rowlands have
been designing and creating video
games for the past five years. and
their portfolio includes Scorpius,
Cyberdyne Wambr, Retrograde.
Creatures, Creatures 2, and Mayhem in
Monstertand (whatever that is) John is a wiz
with bits. bytes, and multiplexed spates, while Steve is
the pixel painting perfectionist. The unofficial third
member of the team is Andy Roberts, a long-serving
CF contributor who also worked on Mayhem. At least.
that's what he told us to say. Over the next few
months, the three at them
will be revealing the
intricate secrets behind
the design of a
blockbusting video game.

LET'S BEGIN

Steve

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 'ern up
•  Beat 'em up
•  Platform game
•  Puzzle game
•  Strategy game
•  Arcade adventure
However, things aren't as
clean-cut as that. Take
Nebuius, for example: ills
quite clearly a platform
game, but it's also a
puzzle game. And there •
are things to shoot al. Oh,
and strategy bits too.

When ptcklr,pa name for the sequel to your best-
selling gains, simply try sticking t w o  after h.

Just what kind of twisted. tortured mind comes up
wtth an oddball gamma I lk .  this then h i d e

isn't al
So you
might
say that

the first
ruie of game

vp6 , e  sign is 'Don't
VW* 0011,R o w l a n d spick a specific game

style y e t '  Ho hum. Lets 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 Hob_

Therefore, the style
of game has to

atch,
) the main character

de and
b) the surrounding
area.
Squirble the goblin
his the mould of an
arcade adventure.
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

:hree ingredients: 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
Monstertand started
life as a very simple
concept; the player

SPECIAL

. n i k / o 2 r 4  L / 4 : Z i l & o ; L : i l j u t t r

We'll be looking at machine limitations, the
process whereby you take the game you've spent
weeks designing and bin hall of the ideas before
you touch the keyboard.

(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.

Now you're probably wondering why, if the game
is set millions of years ago, there are levels such as
Jellyland (full of stalky), Spottyland (full of spots), and
Pipeland (full of pipes). Basically, real life is boring,
People don't play video games to confront reality: they
play games to escape 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-
esque 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).

• COMMODOIS FORMAT 39  December 1 9 9 3  •••
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Ctel yui., sprites designed right
your finished game wilt took one hell
of a tel t e r .  Unlike this ore . -  . . 6 .

Want to learn how to shoot-'em-
up? Jon Wells has been
tinkering with the Shoot-'em-Up-
Construction-Kit and he has this
fan tablious report...

T his feature is dedicated solely to the

shoot-'em-up-construction-kit. In the
coming months well be looking at
endless possibilities to enhance your
SELICKed games. We're going to be

looking at how to add music and sound effects,
power-ups. loading screens 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 feature.

In this particular introductory feature -  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.

1 REM * *  SEUCK
TAPE RESET HACK * *
2 C=0:FOR A =.49152
TO 49244:READ
3 POKE
A,13:C-C.13:NEXT
A: PRINT
CHRS15);CHR$l147)
4 I F  C<>10041 THEN
PRINT 'DATA ERROR!";:GOTO 7
5 PRINT 'SAVE HACK FOR FUTURE
USE!":PRINT
6 PRINT "TYPE SYS 49152 TO
START_':PRINT
7 PRINT CHRS(154):EN1)
10 DATA
1 6 2 , 0 , 1 8 9 , 1 6 , 1 5 2 . 1 5 7 , 0 , 1 , 2 3 2
11 DATA
2 2 4 , 9 3 , 2 0 8 . 2 4 5 , 7 6 , 0 . 1 , 3 2 , 8 6 , 2 4 5
12 DATA 1 6 9 , 1 6 , 1 4 1 , 8 7 , 4 , 1 6 9 , 1 , 1 4 1 , 8 8 , 4
13 DATA 7 6 , 2 5 2 , 3 , 1 6 9 , 7 6 , 1 4 1 , 2 1 7 , 6 8 , 1 6 9
14 DATA 1 6 , 1 4 1 , 2 1 8 , 6 8 , 1 6 9 , 9 6 , 1 4 1 , 2 1 9 , 6 8
15 DATA 1 6 2 , 2 4 , 1 8 9 , 5 2 , 1 , 1 5 7 , 1 6 , 9 6 , 2 0 2
16 DATA 1 6 , 2 4 7 , 1 6 9 , 5 3 , 1 3 3 , 1 , 1 4 1 , 1 5 6 , 6 8

•
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•
An interesting big
beddie situation
in M o n s t • r  Mash. gi•

17 DATA 7 6 , 7 2 . 6 4 , 1 6 9 , 1 , 2 0 8 , 3 , 7 6 , 6 , 6 9
18 DATA 1 2 0 , 1 6 9 , 5 5 , 1 3 3 , 1 , 1 6 9 , 0 , 1 4 1 , 3 2
19 DATA 2 0 8 , 1 6 9 , 11 , 1 4 1 , 1 7 , 2 0 8 , 7 6 , 2 2 6 , 2 5 2

1 REM * *  SEUCK DISK RESET HACK * *
2 CrOWOR A  =49152 TO 49252:READ 8
3 POKE A,B:C.C+B:NEXT A:PRINT
CHRS(5);CHRS(147)
4 I F  C<>10725 THEN PRINT 'DATA
ERRORt:GOTO a
5 PRINT 'SAVE HACK FOR FUTURE
USE!":PRINT
6 PRINT 'TYPE SYS 49152  TO START":FRINT
7 PRINT *THEN LOAD GAME AS NORMAL-':
8 PRINT CHRS1154/:END
10 DATA 1 6 2 , 0 , 1 8 9 , 1 6 , 1 9 2 , 1 5 7 , 0 , 1 , 2 3 2 . 2 2 4
11 DATA 1 0 1 , 2 0 8 , 2 4 5 , 7 6 , 0 , 1 , 1 6 9 , 11 , 1 4 1

:ATA 4 0 , 3 , 1 6 9 , 1 , 1 4 1 , 4 1 , 3 , 9 6 , 1 6 9 , 2 4

lust a couple of
white pixels can
transform an
amorphous green
blob. Sort of.
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When Cr • r u t t i s i n g  your patient make sure that
the G i r o  - ,nis is just right. Get it wrong and
theytt be Isaltueirtating right through the op.

13 - L - L  - 7 , 4 , 1 6 9 , 1 , 1 4 1 , 7 8 , 4 , 7 6 , 2 3 7
14 2 4 6 , 1 6 9 , 7 6 , 1 4 1 , 2 1 7 , 6 8 , 1 6 9 , 1 6

-7-7. 1 4 1 , 2 1 8 , 6 8 , 1 6 9 , 9 6 , 1 4 1 , 2 1 9 , 6 8 , 1 6 2
16 DATA 2 4 , 1 8 9 , 6 0 . 1 , 1 5 7 , 1 6 , 9 6 , 2 0 2 , 1 6

OATA 2 4 7 , 1 6 9 , 5 3 , 1 3 3 , 1 , 1 4 1 , 1 5 6 , 6 8 , 7 6
7,-IATA 7 2 , 6 4 , 1 6 9 , 1 , 2 0 6 , 3 , 7 6 , 6 , 6 9 , 1 2 0
DATA 1 6 9 , 5 5 , 1 3 3 , 1 , 1 6 9 , 0 , 1 4 1 , 3 2 , 2 0 8
DATA 1 6 9 , 11 , 1 4 1 , 1 7 , 2 0 8 , 7 6 , 2 2 6 , 2 5 2

Once you've entered the relevant hack, it would be
wise to save it so you don't have to type it in again.
The tape version is easy to operate -  simply enter

4 i • •  a n d  press play on the tape. The
disk version, however, is a little more long-winded.
First enter the SYS address - this installs an
interrupt to access the disk. Now load the game
With the usual formula e.g. r•
!itkSH',8,1 -  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 games.

Once

l e l  M IS=
•  I a n =

M O P•-.
imi=11M1

• M I
M M = , = =  = U M

- m l  Mu Mil
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1 1 1 1 , = = = = = 1 M  Mims um MI
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START TWEAKING
the game has loaded and the
title screen appears -  you can
return to BASIC by hitting the
RESTORE key. Don't worry,
all the games code will still be
in memory. To prove this type

which will re-enter
the game. One other thing you
must always remember, is that
on a reset -  memory locations
$FD30 -  SF050 is wiped for
the VECTOR and KERNAL



BASIC routines. The actual background'character
set occupies part of this location and corrupts chars
166,167,168 and 169; so never use those in your
graphics.

Right, now that's out of the way we can start
going some little bits of code. Hit RESTORE again
to enter BASIC -  lets first change the colour of your
player. This is in location S2C93 HEX / 11411
decimal f o r  player 1 and S2CCF hex / 11471
decimal for player 2 To  do this -  we POKE or store
the memory location with the relevant numbers and
to change the colour of player 1 use the following:
POKE
11411, (PEEX(11411)AND240)-
COLOUR
Where COLOUR is the range
from 0 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 I know its
nothing outstanding, but it's a
start and it can only get better.

To gain infinite lives just
19308,173 /  HEX $4P13:c for player 1 or
poKE 20092,173 H E X  54E •  player
2. To re-enable 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 -  L 6 , 3 5 0 , 8  ,••
Flax $40Ab player 1 and poKE 16SE9,6
/  HEX $40B9 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 S4OAD
HEX / 16557 DECIMAL player 1 and $4000 HEX
116576 DECIMAL Weyer 2, but -  the highest
number these can accept are 9 and no more. The
players 1 and 2 character collisions are at $40AC /
16556 and $406F I 16575 respectively: so poking
those with 255 (character 255 SFF) will enable you
to move over all backgrounds.

LISTINGS
Saaly we didn I have room to
squeeze Jon's programs onto
the covertape this month. We
will, however, be putting them
on next months PowerPack

along with any listings he uses
• i n  the next feature.

1

s e l e x  la
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Goodness gracious,
great balls ot %re.

-  & r t .  w a f trhtt 7t4-
- .

The bridge over the
river Piddle is
const roiled f ront ,lollipop Woks.

;;-•;:-Mr

. 4 : 3 ! i . r . i i l i e m i o

PICK A
COLOUR

Some of the in-game
colours can easily
be changed, To
change the sprite
MULTI-
COLOUR•1 -
iokE

The river Themes Is so badly polluted that the
PM and o l  his cab inet  h a v e  den ied  it .

remembering that the colours range from 0 to 15
only. Other locations are $408.3 I 16515 for sprites
MULTI-COLOUR•2 -  $4410 / 17424 for BORDER
COLOUR -  $4085/16517 for BACKGROUND-
COLOUR•1 -  $4086 / 16518 for BACKGROUND-
COLOUR#2 and $4087 , 16519 for
BACKGROUND-COLOUR#3.

Next -  follow a couple of small BASIC
programs, but lust 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 12049 and
the game code starts at $0900 / 2304 -  this gives

us only 254 bytes of
BASIC to play with (at the
moment) and in doing so
-  you could wipe out
valuable code.

21111111M111112111NIZ
1 1 1 1 1 1 1 1 • 1 1 0 1 1 1 1 1 1 1 1 1 M M
11•111111111•111 M I M I
EN M I M I =
N I  M O W N  M a i

I n
M I M I M M J I M M E I N I M I M M I E 11 • 11 • 1

• • • • • 1 1 = = = = E I M E I 1 1 1 • 1 1
En = O N I M I G M E I M I l l i l l i g e l M

M I N I M S  1 1 = 1 1 • 1 1 • 1 • 1
E M I  o p i u m

iM M ,  = M E  - - - -

I = I

Anyway, now
lets fiddle about with
the NMI (non-
rnaskable interrupt),
we'll just do a simple
flashing program.
This will give you an
idea of the extra
routines that could be incorporated into this. Type
In and run the following BASIC program:
1 FOR A=24C24 TO , Z 4 R E A L  S:POKE
A,E:NEXT A
2 POKE 17668,48:POKE 17669,96
3 DATA 2 3 8 , 3 2 , 2 0 8 . ' - ,  .

Enter the usual SY,' •  - t o  restart, and when
you start the game the BORDER will flash
repeatedly while you play. Now reset and T•_

i t h i s  time the BACKGROUND-
COLOURtil will flash.

The number codes to poke are -  32 for
BORDER, 33 for BACKGROUND COLOUR• 1 , 34

• 30

WIOrf r  •  r,

O W  4  .

0 . 1 . 9 3 0 3 1 3 •
111

•

M M M M

WAM EMEMM 2 :
===  M E M =  67:mmin mommomm mm
=== W M =  "J :
2 = 2 . m a l l a ' . = = mmomm

LAntsuselomegglimusebessedm•-ne

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

CIO  TECIIIE TIPS
for BACKGROUND
COLOUR#2, 35 for
BACKGROUND
COLOUR•3, 37 for
SPRITE MULTI-
COLOUR•1 and
38 for SPRITE
MULTI-
COLOUR#2. To
disable the flash
POKE 17668,148
and POKE 17669,92.

GREAT
MEMORIES

If you'd like to have your
SEUCK problems sorted out in
Jon's typically flamboyant style
then wnte to Jon Wells, PO Box
22, King's Lynn, Norfolk, PE30
401 Remember to give him as
much information as you can:
you're far more likely to have

your letter e r e d

So how's it done') Well, the sound effects play
routine is jumped to from location -  $5403-5 /

2 7

17667-9 and we've changed this with the
listing code. So instead of playing the
sound effects, it jumps to a new routine 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 routine. First type in and run
this BASIC listing:

A=24640 TO 24657:READ
Li:POKE A,B:NEXT A
2 POKE 16829 ,64POKE 1 6 8 3 0 , 9 6
3 DATA

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

Right -  so what does it do?
Well, turn the volume up on your
television and restart the game.
Now 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 POKE 24651,0 to 23 (number of SFX).
Use 24 for no sound. The number formation goes
like this -  from 0 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 to
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 O. Be very caretul
though, because once you restart the
game you'll have no way to reset again
Alright sprite-pickers? Groovy,

1186104111S

C A F T W O G I O - 1  C A S S ?  M a i e  T W O M E

& E s t e s .  roasmadtmens.  GMMIPINIES
M E o  E L F  S E E M

MEWL C E E M E E L E  O W  A M M O  imms-Ls
m u s i c  u s c u  I  N M I  r t r i i i i m  CABIOP141.1.14

PS MAOSC,„
f 3  Otte PSAVCR
ros•S: L a i r

-40e

Start  th inking a b o u t  t i t le  sc reens  and  o ther
embe l l i shments  only w h e n  your game 's  f inished.
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More hot rockinl
technical tips with
the king of the
poke, Jason

BLAME
THE
'PUTER!
Dear Techie Tips,
Whoever made the

typing errors in the listings in your section
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 cannot 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 to work. PLEASE double
check programs and TRIPLE check long ones.
Mr Anonymous, Birmingham.

Whoever? You mean whatever. I'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 to
have developed an attitude and doesn't like Basic
programs. Hutch has slapped its keyboard very hero
and it has promised to be more careful in future Ail
program listings leave the human world working
perfectly: the computers screw them up. Because this
obviously annoys everyone concerned, and because
it's no tun 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 magi Good. eh?

CIRCULAR
TENDENCIES
Dear Techie Tips,
I would just like to say how
much I like your column. I buy
Commodore Format mainly for

the wonderful Techie Tips.
1 On 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 C64?
4 How do you give a LIST command from within a
Basic program without the program stopping? I
cannot get the program to continue after a LIST
without RUN or GOT°,
Robert Dainty, Tipton.

1 If you take a look back to CF37 you wit see an
example of an interrupt loader in action t h e  utility
LOADER MAKER uses one to display Saracen Paint
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 I gave a long listing that plots a line on the

bitmap screen from a point with
co-ordinates X1.Y1 to one at
X2,Y2 Using a rather nifty piece of
maths you can work out where a line
from Xl.Y1 should end when plotted at whatever
angle you want. The following few lines will calculate
the end-point of a line, given its starting point, its
length in pixels, and the angle at which you want to
draw rt. In line 30 the angle is converted into radians
instead of degrees because your humble C64 hasn't a
clue what a degree is.
'• E  L INE
10 C ,  •  -  R a t
20 X1=1.60;Y1=.1.00:Riod

Az60*C:L=80:
40 DX,-L•COS4Ait
50 DY.-L*SIN(A):
60 X2=ENT(X1.DX):REM SECOND POINT x - o p r
70 Y2=INT(YIA-DY):REM
SECOND POINT Nr-olin
60 P R I M  'START
't X 1 , m : Y 1 9 0  P R I M
• " ; ) ( 2 ; * , * ; I i 2  •
Circles are drawn in
much the same way as
tines - you work out each
point around the circle
and plot it This is done
using the mathematical
functions COS and SIN.
Even knowing that, it is a
tad difficult to work out
the exact formulae, so
here is a complete program for plotting circles
Change the variables in lines 210 and 220 as
appropriate.
100 REM CIRCLE PLOT BY J.PINC11
110 POKE 52 ,32 :  PoKE 56  , 32 :CLR
120 POKE 53265, 59:POKE 53272,24
130 FOR X . 0  TO 7999:POKE 8192.X,0:NEXT
140 FOR X . 0  TO 999:POKE 10244-X,22:NEXT
150 : 2 0 0  REM CALCULATE POINTS
210 XC=160:W=100:R=801REM SET CENTRE AND
RADIUS OF CIRCLE
220 X0=1:Y0 .0 .9 :Ra l  SET ASPECT RATIO -
CHANGE FOR ELLIPSES
230 A=2*(3.14159):REM 2 * P I
24C N.500: I=A/N:RV4 N.NUMBER OF PLOTS TO
MAKE UP FULL CIRCLE

REM
RFN
RFM

POINTS BY J.FINCH
DEGREES TO RADIANS
SET FIRST POINT'
ANGLE AND LENGTH
CALCULATE X-DIFF
CALCULATE Y-DIFF

OILY1)

DX=L•COS (A) (x2. Y2)

DY=L•SIN (A)

s a y  J a s o n ,
this is
getting a bit
technical
isn't It? -
Hutch).

P=L -,,x) A  STEP I

260 X=R•SINIPI:X=INT(X.X0.-XC)
2/0 Y=R*COS(P):Y=INT(Y*Y04-YC)
280 GOSUB 500
290 NEXT:END
300 t
500 REM PLOT POINT X , Y
510 CH. INNX/8t:RO=INTIY/81
520 LN.Y AND 7
530 BY.8192+RO*320+8*CH+LN
540 9 I = 7 - ( X  AND 7 )
550 POKE BY,PEEK(BY)OR(2^131)

560 RETIRE-4
This is done by
convincing the computer
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
program. do POKE
631,82:POKE
632,85:POKE
633,78:POKE
814.13:POKE 198.4

which loads the keyboard buffer with the ASCII codes
for the letters R, U and N and finally the code for
RETURN. The POKE 198,4 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
letter in CF. I am writing about
a new club that I am setting up

for users of S E M I (  He asked l i l t  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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30 I T C H I E  TIPS
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. I 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.

Your 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,
Norfolk. NR30 1

40- •••..1***-

-.4011

Jen Well's
Breakthrough game is a

is example of Just
what you can do with
SMOCK.

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 I congratulate you on your AUTORUN and
FLASHLOAD. Will you be doing a disk version of
these so that I can auto-run my disk programs?
3 Get Hutch to give Techie Tips more space in the
meg; it's my favourite section.
41 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 I can get a first or second-
hand hard drive tor my C64? Do you have
contacts?
6 Ta very much!!
Simon Widdop, Dewsbury.

1 Unfortunately, and rather spookily, 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
month, when Techie Tips, gels its own little slot on
the Power Pack, I'll add VIRAL INFECTION from
CF36
2 Yes, but it is likely to be 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
routine which controls what can and cannot be typed
Alternatively use my one:
10 BEM INPUT ROUTINE B'? ,1. INC! !
20 PRIM '  CURS (147)

•  COMMODORE FORMAT 3 9  December

30 PRIM:
ta cosuB 1

PH.INT a  i•
1.211)

70 I
100 RLs4 CO THE INPUT
110 A S . L S = C H R t . • 1 5 7 1 : R . 1 : C . 0
.20 POKE 19g,R:PHi1fT CHR$132);LS::POKE

C=C4-1:1F 1210 THEN R=1-R:C=0
140 GET K S : I F  K $ . "  THEN 120
150 K .ASC(KS/ : IF  K>80 THEN 120
160 1.,=LEN(ASi : I F  I.,>10 THEN 1130
170 I F  K>31 THEN ASASsKS:PRINT KS;:R=1
180 I F  K . 1 3  AND L  THEN PRINT" ":RETURN
190 I F  K .20  AND L  THEN PRINT
-14R$(32);IS;LS;CHRS(321;LS::AS.LEFTS(AS,L-

1) t R=1.
200 GMT, 1.
5 New hard drives for the CMare not available in this
country and the chances of you finding a second-
hand one are about as high as lending someone
changing their car tyre on the fast lane of a motorway.
You could make noises at Creative Micro Designs
Inc., PO I3ox 646. East Longmeadow,
Massachusetts. USA though.
6 No problem°

'HEMS

RANDOM
TANDEM
Dear Techie Tips.
1 How do I make the CMpick.
at random, certain numbers
from a group? I want it to pick

at random one of these numbers: 65, 69. 73, 78.
85.
2 I have two books on machine code
programming but don't have an assembler. Have
you any idea where I 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 then deciding upon the number
you want. depending upon what the random number
was. For example, this program assigns the five
numbers to the array CO and then picks one at
ranctom.

1i f  C . I  5 :  k 6 9 ::0 1001RN,R.con
. 701 .1=7951 .19 '

40 PRINT r
If you want something a bit mote impressive. you
could give this one-liner a whirl:
R_VALL/III
INT f.RND•  • , i 2

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

1 9 9 3

CONVERSION
TACTICS
Dear Techie Tips,
I have very recently
purchased a new C64 to

replace my ageing Spectrum. I am now trying to
convert an old Spectrum program to C64 and
wonder if you could possibly convert the
following lines for future reference to my C64.

: ; K $ - •  •  H E N  G011.,
INPUT ( "L ITER  1 cet 2  = ' )  S T
IF ST=.1. THEN GOTO 400

209 I F  S T. 2  THEN GOTO 6000400 CLS
413 INPUT ("ENTER 1 TO 5  = " 1 ; S T
,I F  eT.<1,.5 T I  a m  413

Also, how do I 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. To wait for a key to be pressed on the C64
you would do 170 GET XS1F X$,--  THEN 170. To
test rf it was, say an A, you would then do IF XS="A"
THEN

Lines 207 and 413 need changing so that they look
like INPUT "ENTER....";S because ST cannot be
used as a vanable in Commodore Basic. ST is
actually snort for STATUS and reads in information
concerning tape and disk errors. That means that 208
and 209 will be okay so long as you change the
variable name.

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

Line 414 needs to be IF S<1 OR S>5 THEN 413
because, again, ST cannot be used Line 415 needs
an ON S 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 same way as the vacuum cleaner, the
wheel, liquid soap and the McRib.

FUDGE FACTOR

Aw

Dear Techie Tips,
1 After reading your August
Issue. I just felt the urge to
send you my Basic scrolling
routine that works pixel by

pixel!! Short. posy 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?! I 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 iwell, erm, 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 53280,0:POKE 53281,0

230 PRINT CHRS(14710 ":REM 10 SPACES
40 A$= • SMOOTH SCROLLING ROUTINE BY

1



1
NICHOLAS FORESTER..."
50 CS=RS+AS+BS:X,15:Y=10
60 GOSUB 100
70 END '4
80
100 REM

t 1 1 0  X S = . . :
120 FOR H .
130 FOR H=1 I t S I L
140 K W  M = I  T O  : 1 2 ; : C 5 )

s months offerings are from G I O n a n  of
ondon. The test program is a Basic loader and a

monsuation of how to check whether or not a
• rive is connected and switched on_

DRIVE CHECK B Y  S . G 111 ,

FOR X=49I52 TO 49163:READ Y:POKE
NEXT X
F C<>1502 THIN PRINT "DATA ERROR E N D

40 DATA 169,000 ,133 ,144 ,169 ,008 ,133 ,186
0 DATA 032,177,255,096
0 GOSUB 500
0 END

r e s t  o f  program
00 REM DO THE CHECK
10 SYS 49152
20 I F  8T<>-128 THEN RETURN
30 PRINT CHRS(147);'DEVICE NOT PRESENT'
40 PRINT 'PLEASE TURN ON YOUR DRIVE"
50 PRINT "THEN P

GET F : I F  K

160 FOR N .8  TO 1 STEP - 1
160 READ A:POKE 646 ,A
170 POKE 53270,N
180 PRINT CHRS(19) :X8 :MMIDSIC$,M,10) ;
190 NEXT N:RESTORE
200 NEXT 14
210 RETURN

•
r,

I 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. Kingsholm.

All the usual tricks for reading the keyboard, in either
Basic or machine code, will only give you one
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
Ell make you an appointment for CF40 - my
Casebook extract will tell you how to use the
locations that you normally use for reading the
loysticks (56320 and 56321) for reading the
keyboard.

Could you please tell me what I have to
Incorporate Into the enclosed database program
for lower case to be printed on my MPS801 as
lower case and upper case to appear as upper
case Instead of graphics.
David Peg gie, Perth, Scotland.

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

• program is for everyone who owns an
Action Replay cartnoge ( f l i es  The entire C64
community then! - Hutch). 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 .1
works because Steve confesses he doesn't know 1.1
exactly why it works either' If AR is not plugged in. If
will just do a standard reset
1 REM AR STA:‘,1-UP .
2 FOR X=49152 "RD 49 :  .-:;-k.EAD Y:POKE
X,Y:C=C+Y:NEXT X
3 I F  C<>4887 THEN PRINT 'DATA ERROR•:END
4 PRINT T O  RESET TO AR STARTUP RENO"
6 PRINT 'ENTER: S Y S  49152 '
6 :
10 DATA 1  • 2 1 1 : 1 3 3 , 2 5 1 , 1 3 4 , 2
11 DATA 0 0 : 2 0 8 , 2 5 1 , 2 3 0 , 2

.-
12 DATA 3

callm%
printer to switch ktto dillestant 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.

I would like to know where in memory I can store
programs. I tried to store a program at 3E000 but
when I ran it it was gobbledegook. Why?
Matthew Divers, Dunbar, Scotland.

I assume you mean machine code programs, first of
all. They can be stored practicaSy anywhere
because the C64 can effectively switch 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 ol
my Casebook pages is devoted to this problem, so
until I rip it out and stick it in CF41, keep your
programs in more accessible places.

I read a letter in CF recently from someone that
said 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, Birmingham.

In Techoe Tips I aim to give useful advice that helps
budding programmers. After all, without people like
you there will be no more C64 programmers around
and so no more games for the C64. So to anyone

wanting rid of anything remotely lechie, I chum out
the cote Chinese proverb: The foolish gardeners that
decide not to water the successful shoots soon find
that their whole garden has died.

How can I mix assembly level programming with
the Basic Interpreter? Do I need Simons Basic or
anything else?
Russell Fitz-Ragan, Surrey.

Assembly language programs cannot be mixed with
Basic - they need to be converted into machine code
test. Machine code can be mixed with Basic by
simply giving a SYS command; all the Basic loaders
in Tech's Tips are examples of machine code
routines being called from Basic.

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

The part of Saracen Paint 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 piece of
code. Experience has told me to ask if that is the

case before saying that no-one will have clone' So, i l khas anyone? Incidentally, If anyone's got any nice
pieces. send them in to the Artie Party.

A  ,

key dokey, no problem. If anyone would like to write

0 1 E 2 = M 111
to Nick about his club, be ever so kind and send him
an SAE at 49 Wentworth Gardens, Alton, Hampshire,
GLI34 28J.
(But wait! Jason! Oh bum he's gone and there's all
this space to fill. Git Were you as mystified by all that
stuff as me?? mean Hike to think that I'm fairly
computer literate, but that diagram on the first page
has done my head in. DX=L•COS(A) indeed. Why
does it have to be so technical? It's that tricky and
they have the nerve to call the language BASIC? Oh
yes, dead basic isn't it. If you're a rocket scientist or
something. Oh well, next month I'll be satisfied with a
formula for making money. Or beer. Or
Vanessa Paradis, Anyway, the bottom of
the page approacheth so s a y,  ermm,
bye then. Bye Hutch) ,

Jason Pinch is more than willing to answer all •
your technical queries, so write to 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: We're

working hard to spark you up.
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More in depth analysis from the programming
front line. This is the modern world...

Y ou may recall that last month I

showed you how to relate the binary
number system of Os and is  to bags
full of dosh. Well now I'm going to
gel you thinking in terms ol balls and

boxes, because you are about to learn everything
you need to know about memory addresses and
how they work.

8 CORONATION ST.
It often helps in life if you know what your home
address is. Throughout the world there are millions
ot 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. Unfortunately 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 !um to page four in
your books and we shall venture deeper,

I shal l  avoid a n y  double  en tendres  b e c a u s e  the  t i t le  says it  a l l .
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LITTLE COMPUTER PEOPLE
In the real world, each house v.111 have someone in
it that either has a job or someone that doesn't (do
I 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 tor
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. Bear 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 I told you about

last month, you'd end up with
E255 - represented in binary
by11111111

A CLOSER
LOOK
Each location - or address -
inside your computer can be
thought of as a big box which
is split into eight smaller
boxes - a bit like your house
is split up into rooms (unless
you live in a tent somewhere

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 cannot be swapped between
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

LABELS
Not oniy 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 label
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. us written "Raster Scan MSB", the
bail for box 64 has -Extended Background Colour
Mode". 32 has -Bitmap Mode", 16 has -Screen
Visible-. 8 has -25 rows on screen", and the balls
for the boxes with values 4, 2 and 1 each have
-Smooth Y-Scroir. Take a look at Olhe's little
diagram d you want to see what I mean. Imagine
that you wanted to display something in bitmap
(graphics) mode. You obviously want the screen
visible as well, and you want 25 rows on the
screen So  you tell this to Mrs Smith via a POKE.
You use the numbers that correspond 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). He'll
then go and do the relevant things to
give you what you asked Mrs Smith for.

NEXT MUNF
Next month s h o w  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
address. (And b e  trying to stop Jason from
fitting quite so many Carry-on gags in - Hutch).



nnily enou o t  all Wllliant game players.
me of us have the joystick wending skills of a
leen. For all you gamesters with ten thumbs and

nds, here's Andy
REBOUN
PowerPack 30
Better late than
Elvis), here's the comp ion to this crazy
platformer, delivered in fine style by Richard
Beckett To  kill the final guardian, you must have
collected at least sixteen of the twenty bombs
When you collect a bomb, a line appears above the
energy bar. if you don't have enough bombs, you
cannot shoot at the guardian. And for the
uninitiated, P - go right along level, L - go left, U -
go te:), D -go down. From the start: A, collect
BOMB, kill guardian, U, collect BOMB, kill guardian.
P. collect BOMB. kill guardian, U, collect BOMB, kill
guardian, P.  collect two BOMBS, kill guardian, D,

I BOMB kil l  guardian, R,collect BOMB, kill
dian, U Lotlect two BOMBS, kill guardian. D.

SWITCH, collect BOMB, kill guardian, L (you
only go this way if you hit the switch), collect
BOMBS, kill guardian, L, collect BOMB, kill

guardian, U, collect BOMB, kill guardian. A. collect
two BOMBS. kill guardian, D. collect BOMB, kill
guardian. D. collect two BOMBS, kill guardian with
bombs to complete the game.

More hooey Action Replay POKES
Richard Beckett - to use them you'll
Action Replay cartridge. which is available from
Datel electronics for E34.95. To use these poke.
freeze the game by pressing the red button.
press 'E to  enter the pokes then restart using
'F3'.
SOUIBBLY SKWOB
POKE 19214,0 - Infinite lives
STARRAY
POKE 10511,173 - Infinite vaporisers
BREAKTHROUGH DEMO
POKE 19214,0 - Infinite lives

SUBURBAN COMMANDO DEMO
PowerPack 36
As you might have predicted. here's Richard
Beckett with the solution tothis rather tasty demo.
And it you've bought the full game. our complete

continues elswhere in this issue. Oh, and

la

'  ••,' •

Ul
PowerPack 36 ' s •
Richard Beckett delves I
again, this time with an y
completing this SEUCKer of a game..
On level one, wait in the top-left
gap (roughly the size of Squibbly)
left of you. Wait there and nothing
level five. On level five, go to the
and shoot its lace - it s t o p  firt
kill the rest of it in safety. On level six;
caterpillar has gone from the left doorway- w a i t
as tar down as possible in the left doorway. You'll
have to lose a life, but you should have plenty left
for the later levels. On levels seven and eight.
simply wait in the bottom-left comer to avoid all
things deadly. On level nine, wait in the far-left of
the bottom doorway - you'll get shot once, but still
have one life left for the final level. When this
screen is clear, go right slightly in the doorway.
When the next level appears, you will get
trapped in the wall (but hope ' U b e
safe from the
while to co

to

out ofthe hole using the

trampoline (hold left as you bounce). Use the next
trampoline to climb the building to your right, then
pump oil to the right. Fall to the left of the building
to your right and collect the toolwhile you tall Now
go right and pump onto the trampoline, keep
holding right and you should land On another
trampoline - do the same again. Jump the spikes
then use the trampoline to lump the spiked wall
and the manhole. Continue right, run past the man
in the carpark and jump the spikes and the
manhole. Kill the blue man and wart by the car for
a li lt Get on the litt and go up onto the building,
then jump trom this building onto the one to your
left. Now climb it and collect the tool. Jump left oft
the building and run left to a manhole - pump down
it and hold right as you fall.. t o  land in a secret
room, Collect the tool and leave, then fall and run
right while pumping the water pools and walk

h d o o r  to complete the demo. There aret rot. g

because the time limit is so strict, avoid people a  c o u p l e  of hidden rooms: to get to the first, de:9
rather than punch them. From the start: Jump onto down the lest manhole and jump through the wall

the disco roof and collect thet t a l l  down
right t o  your left. For the second, tall down the tar-right and jump down the manh l e c t  the 100 1, bmanho le  through the wall to your right.

GAMES TIPS

11115TERI
3 3

REGULARS
TIP OFF 3 3
The best of the hints, cheats and solutions sent
in by you lot. It's over there on the left.

LISIOMANIA 3 7
Pokes, listings, step on up, get 'em while they're
hot, they're lovely. Special offer today, 40 for the
price of one

MAPS at SOLUTIONS
THE SIMPSONS 3 4
Part four of this sumptuous five part mapping
extravaganza in full Technicolour.
NEBULUS 3 6
It was on our covertape, it's brilliant, but it's also
jolly hard. So i l  you've been struggling to propel
a small green frog up the second half of a series
of stone lowers then clock this lot.

SUBURBAN
COMMANDO 3 8
That WWF wrestler is back yet again, doing
battle with some naughty aliens. You're nearly
there, here's the next installment.

CASTLE MASTER 4 0
This second part of the complete solution to this
tabby Freescape castiescapade.
STREET FIGHTER 2 4 1
Hutch checks out the last three bosses: Sagat,
Bison and hardest of all, Vega.
NOBBY AARDVARK 4 2
Gamebusted and released into the wild - part 2.
In which Nobby walks in on Cousin Valerie and
Father O'Flahorty, Were they really just painting
the ceiling? Who is the purple man?

NIGHTSHIFT 4 4
Another PowerPack game given the full busting
treatment. Now can you beat the machine? 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 to do is send in
your best maps, favourfte lips, priceless
POKES, and extra-special solutions. Bundle
your bits into an envelope and post it to:
Andy Roberts' Gamebusters, Commodore
Format, 30 Monmouth Street, Bath, Avon,
BA1 28W. Oh, and we promise not to turn
them into raffia eating& Honestly.
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Will Bart
ever reach the end of

his heroic quest? Will he
ever lose that inane grin? Will Andy Roberts

remember to put the cat out?
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AM'AMtalWar

This level p robab ly  the toughest in the
game due to the plethora of mutants you
have to avoid. To complete the level, Barty
must collect the sixteen fuel rods scattered

around the station, There are alb() donut
boxes dotted about, and these can be used to
summon I-tomer 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 up

and tell you the combination for
that particular floor, which is a bit pointless as

they're listed below_ When Bart has collected
tour rods, Marge will take them to the
basement (she can be found Inear the main lift
doors). Alternatively Bart can lake them to the
basement himself, but this is time consuming.
FLOOR 1 DOOR COMBINATION: 2
Despite being 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 tour for some extra donuts. And it you're
having trouble getting up the stairs, walk on front of
the door until it opens, lump up, then pull down and
press fire or push up and press fire, depending on
whether you want to go up or down, There are
three rods on this level, and you'll need to go
through level two to get the third (either by the lift or
the stairs).
FLOOR 2 - DOOR COMBINATION: 31
Strangely enough, there is only one fuel rod on this
floor, which means that you wont need to spend
much time here at all. As before, go up the stairs at
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
barriers: d's very difficult to go through them from

'right to left so, it need be, keep jumping left as sum
as you enter the combinaticin.
FLOOR 3 - DOOR COMBINATION: 23
This floor hides 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 rod 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

to reach them). If you get killed on any floor above
floor one, you will appear in a strange 'limbo' room -
the door will allow you to go up or down a level, 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 fuel rods, two of
which are in separate sections. The first two can be
reached by taking the rightmost lift on floor one (or
the leftmost lift on floor two), but they are heavily
guarded so use those donuts wisely. The third
rod is easily reached by taking the central lift,
but the final rod is a little tricky to get. You'll
need to go up the stairs to the far-right then go left
through the combination-controlled security barrier
(see floor two), This can be difficult, but you won't
lose lives for trying.
FLOOR 5 - DOOR COMBINATION: 9
This too contains four fuel rods. along with another
'sever 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 of
the previous one, and you'll need to take the central
lilt to reach it (as well as going lelt through a
secunty barrier). The next two rods are In the next
room to the left, and can be reached by taking the
other lift (the rightmost lift on floor one, or the
leftmost lift on floor two -remember it?) And the

final rod? Bit sneaky really, as you have to lose a
life to find it So, get yourself killed and the final rod

will appear magically in the 'kmbo' room at
the end of the floor. Once you've collected—'
the final four rods. take them to the
basement to (wait for it) complete the

whole gosh-dam caboodle! Erm
you think I could have a rest
now? I havent seen the sun
in ages ,te•-•;ie - Hutch).
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be the first to admit th
easy. In fact, if It weren't

our complete solution would not have
been possible. So it you'd like infinite lives,
infinite time, only four goals to acheive per level,
plus a mega jump, type in this listing, SAVE it,
then RUN it •

psons is
is splendid

EM SIMPSONS CHEAT BY M PUGH
OR X=258 TO 444:READ Y:C=C4-Y:PO

-Y:NEXT
IF C<>19203 THEN PRINT "DATA

HOR":END
POKE 157,128:SYS 258

DATA 032,086.245,169,019,141,227,002'
DATA 169,001,141,228.002,096,072,077

2 DATA 080,169,076,141.060,009,169,035
3 DATA 141,061,009.238.062,009,076,000

14 DATA 008,169,032.133,001,162,017,189
.15 DATA 072,001,157202,006.202,138.

DATA 246,162,099.189,089,001,157,
DATA 221.202.138,208,246,169203,1
DATA 004,004.169,006,141,(05.004,169
DATA 032,133,001,032.000,222,108,002
DATA 000,169,000,162,173.160,004,096

1 DATA 173,208,024,201,001,240,028,201 •
DATA 133,240,040,201,024,240,052201 •
DATA 160240,064,032,213,006,141,118
DATA 036,142,027,012,142,032,002,140 '

• DATA 058,035,096,032,213,006,141,208
DATA 024,142.198.012.142,138.015,140
DATA 001,009,096,032,213,006,141.041

8 DATA 036,142,048,012,142,193,033.140
ATA 237.034,096,032,213,006,141,209

:  TA 036,142,047,012,142,045,034,140,
DATA 089,035,096,032,213,006,141,249
DATA 036,142,065,012,142,086,034,
DATA 128,035.096 ,
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LEVEL 5 - l O K E N  PATH
TIME LIMIT: 180
From the start Get on the loft to your right and go up.
then carefully walk underneath 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 right, drop
down onto the lift and go up, then walk right up the stairs

'--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. Shoot 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 platform above the second lift - it will disappear,
allowing you to go up on the lift. The next bit is difficult,
mainly because of the alien which flies across and
knocks you down... practice. Anyway, jump left across
the gaps, then jump left again over
the eye. Shoot the block to the left
jump right back over the eye, then,,
drop right onto the lift below and
up. At the top, jump left onto the
platforms above the eyes. then walk
left under the eye. drop onto the lift
and go up. Now walk left and wail for
the alien to appear and knock you
down (II it doesn't appear, jump
over the gap, drop down, thee'
left back across the gap). Wh
eye above moves left, quickly t h e  stairs and drop
off at the end (keep running, f o r m s  are
slippery). Walk under the eye t h e  lift, then wart
for the eye to move before you a n d  through the

tunnel. Go right up
the stairs, under
the eye, and
through the fourth
tunnel you
.encounter. Now go

the stairs
r another
_go
e third
meet.

e eye
above you moves overhead, quickly u p  the stairs,
get on the let, 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 tunnel.

LEVEL 6 - SWIM DELIGHT
TIME LIMIT: 200
From the start: Walk right, get on the
lift, and go up. Walk right, jump over
the gap, then wait for the two spheres
to move up before dropping off to the
right. Go left and shoot the block
above the lift, then go right again, get

COMMODORE FORMAT 3 9

n the final part of the solution, we tackle
levels five through eight with Andy Roberts.

on the lift and go up. Shoot the block
to the right, then jump right and get
on the lift. Go up, walk right and
shoot the block, then go back to the
lift and go down again. When the
sphere to your right moves up, drop
down through the gap, go right to the
lift, then go up. Now drop Onto the next A k
lift and go up. Walk left to the next lilt 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 go through the tunnel. Get on the lift to the left.
go up. then jump right onto the stack of platforms (which
will subsequently disappear). Go up on the left-hand lift.
then quickly go right, shoot the block, then go back down
on the lift. Now go up on the right.hand lift, walk right, go
up on the next lift, walk right, then go up on the next lift

(did you follow all that?) Now
walk left under the three
spheres (which is clamed tricky.
so keep trying). then get on the
lift and go up. Now lump right
when the sphere moves down...
which is even trickier than
before. When the sphere above
moves lettiump up the stairs
and don't slop until you reach
the top - now go through the
tunnel to complete the level.

NELEVEL 7 -
TIME LIMI
From the s d i n g  the swirling alien above go right
up the stairsi e  platform below you disappears (you
should now. c l i n g  On a lift). Go up on the lift, then
walk right u b e l o w  you disappears again -
you should o  another disappearing platform
and land on a J u m p  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 to the right, then go
down again. Drop down onto the lift to your left, go up
twice, then walk right until the platform 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 tight,
then up on the next lift again. Walk underneath 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
ne '  m p  over the 'lower' platforms, as they
di K e e p  on running and jumping until you reach

a lift. Go up on the lift, then wait
for the alien above you to pass
overhead before running right (it's
possible to rest on the lower
platforms without the alien
touching you). When you reach a
loft go up.walk right underneath
the two aliens, then get on the
fourth lift (the rightmost One) and
go up. Walk right, shooting the
spheres if necessary. and
continue until the platfonn below

.0t

you disappears. When you
drop down, go left and

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 four lifts. Go up
on the third lift, then
walk right until (wait

for it) the platform
below you disappears.

Now drop of to the left
again, go right and up on

the lift, then right again to
ere t h e  lifts. Go up on the first lift

walk left and get on the next lilt,
then go up and through the tunnel.

LEVEL 8 - EDGE OF DOOM
TIME LIMIT: 240
From the start Walk right a little, then wait for the alien in
front ot you to bounce oft the floor twice before running
right to the lift Go up. then go through the tunnel to your
left Now the tricky bit- you must now lump from the
second 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 left
from the door and jump when you reach the left-hand
edge of the second platform. Once you've landed on the
block, edge right a little to allow the sphere to bounce
down, then jump right. Face left and shoot the block, then
drop left onto the lift and go up. Go through the tunnel to
the left, then go right up the stairs avoiding the alien
above the top stair. Now keep lumping right across the
platforms until you reach a Kt then go up. Now jump left
across the platforms iavoiding the aliens which have just
appeared) until you reach another let. Shoot the block to
the left, then go upon Ihe right-hand lift and through the
tunnel. Now jump t h e  platforms until you re
a tunnel - go thr r i g h t  a little and
block, then walk
left and lump off
the platform onto
the lift below. Go
up. then jump left
across the aliens
as before. When
you reach the two
tilts, go up on the
left-hand lift
Jump left Onto the
platform, then
walk left down the
stairs and drop
onto the stack of platforms which will disappear under
your feel 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 lift go right and drop off the
edge 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 oft
onto the platform below.Jump left and shoot the flashing
block, then jump back and go through the tunnel, Jump
right onto the lift, go up, then go through the third tunnel
(third from the right, that is) to complete the level
and the game N o w  we've shown you
how to complete this monstrously great
game, why not try it the hard way?
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The final level has plenty of
surprises in store for you.



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...

11 D ATA
12 DATA
13 DATA
14 DATA
15 DATA

MAYHEM IN MONSTER-
LAND DEMO
A fine yame and no mistake, but the abridged
version of Spottyland is still a mite tricky, so try this
listing for infinite lives, time, arid continues.
0 REM MAYHEM DEMO CHEAT BY WAZ
1 FOR X=516  T O  561:READ Y:C=C4-Y:POKE
X,Y:NEXT
2 I F  C<>4512 THEW PRINT D A T A  ERROR *:END
3 INPUT ' I N F I N I T E  L I V E S  Y i t e : A S : I F  A S . " N "
THEN POKE 5 4 5 , 1
4 INPUT ' I N F I N I T E  T IME Y / E 1 " ; 8 $ : I F  8 $ = " N "
THEW PUKE 5 5 0 , 1
5 INPUT " I N F I N I T E  CONTINUES Y / N " ; C S : I F
CS-"N"  THEN POKE 5 5 5 , 2 0 6
6 PUKE I 5 7 , 1 2 8 5 Y S  5 1 6
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3

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

NEBULUS
As a ported companion to our superlative solution,
here's a listing POKEfor infinite lives and time Now
gel to the top of those towers pronto!
Ll REM NEBULUS CHEAT B Y WAZ
1 FOR X=516 T O  556:READ Y:C1.2.-Y:POKE
X , Y: N E r r
2 I F  C<>4057 THEN PRINT ' D ATA ERROR E N D
3 I N P U T * I N F I N I T E  L I V E S  Y / N " : A S : I F  A S 7 " N "
THEN POKE 5 4 5 , 2 1 4
4 I N P U T ' I N F I N I T E  T IME Y / N " ; E I S : I F  BS="14*
THEN POKE 5 5 0 , 1
5 FOXE 1 5 7 , 1 2 8 S Y S  5 1 6
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3
11 DATA 2 0 6 , 2 0 8 , 0 0 3 , 0 9 6 , 0 8 7 , 0 6 5 , 0 9 0 , 1 6 9
12 DATA 0 3 2 , 1 4 1 , 0 1 3 , 0 1 0 , 1 6 9 , 0 0 2 , 1 4 1 , 0 1 4
13 DATA 0 1 0 , 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9 , 1 8 1 , 1 4 1 , 0 7 8
14 DATA 0 6 4 , 1 6 9 , 0 0 0 , 1 4 1 , 2 2 0 , 11 6 , 0 7 6 , 0 2 7
15 DATA 0 0 8

GAME OVER
If last month's guide to level one wasn't enough to
satisfy your ravenous hunger for success, type on

the following listing then RUN it for infinite lives,
ammunition, and power. Game over? Game
complete. more like.
0 r u m  CAME OVER CHEAT BY WAZ
1 FOR X . 5 1 6  T O  564:READ Y:C7C+Y:POKE
X,Y:NEXT

2 I F  C<>5184 THEM PRINT D A T A  ERROR E N D
3 INPUT " I N F I N I T E  L I V E S  Y / P 1 ' ; A S : 1 F  AS="N"
THEN POKE 5 4 5 , 1 9 8
4 I N P U T ' I N F I N I T E  AMMO Y i N ' I B S : I F  BS="N"
THEN POKE 5 5 0 , 1 9 8
5 INPUT " I N F I N I T E  POWER Y / N C S
6 I F  CS="N"  THEN FOR X7554 T O  561:POEi
X,234:NEXT
7 POKE 1 5 7 , 1 2 8 : S Y S  5 1 6
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 . 0 1 9 , 1 4 1 , 2 0 7 , 0 0 1
11 D ATA 2 0 6 , 2 0 8 , 0 0 3 , 0 9 6 , 0 8 7 , 0 6 5 , 0 9 0 , 1 6 9
12 DATA 0 3 2 , 1 4 1 , 0 1 3 . 0 1 0 , 1 6 9 , 0 0 2 , 1 4 1 , 0 1 4
13 DATA 0 1 0 , 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9 , 1 6 5 , 1 4 1 , 0 2 6
14 DATA 0 6 7 , 1 6 9 , 1 6 5 , 1 4 1 , 0 8 6 , 0 2 9 , 1 6 9 , 2 3 4
15 DATA 1 4 1 , 2 1 6 , 0 6 5 , 1 4 1 , 2 1 7 , 0 6 5 , 0 7 6 , 0 2 7
16 DATA 0 0 8

LUNA LANDER
Let's face a, landing a spaceship is tricky enough at
the best of times without the added hassle from
weinial iens-whichiswhythisPOKEfor int inae
lives and fuel is a Godsend.

REM LUNA LANDER CHEAT BY WAZ
1 FOR X7516  T O  556:READ Y:C=C+Y:POKE
X,Y:NEXT

I F  C<>3908 THEN PRINT "DATA ERROR E N D
INPUT " I N F I N I T E  L I V E S  Y / N " ; A S : I F  A $ = " N "

THEN POKE 5 4 5 , 2 0 6
4 I N P U T - I N F I N I T E  FUEL Y / N " : 11 S : I F  8 $ 7 " N "
THEN POKE 5 5 0 , 1
5 POKE I 5 7 , 1 2 8 : S Y S  5 1 6

10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3
11 D ATA 2 0 6 , 2 0 8 , 0 0 3 . 0 9 6 , 0 8 7 , 3 6 5 , 0 9 0 , 1 6 9
12 DATA 0 3 2 , 1 4 1 , 0 11 , 0 1 0 , 1 6 9 , 0 0 2 , 1 4 1 , 0 1 4
13 DATA 0 1 0 , 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9 , 1 7 3 , 1 4 1 , 11 6
14 DATA 0 6 7 , 1 6 9 , 0 0 0 , 1 4 1 , 0 9 1 , 0 6 3 , 0 7 6 , 0 2 7
15 DATA DOR

GROD THE PIXIE
A pixie's life is not a happy one (a5 the saying

goes), so why not give Grod a helping hand with
this handy cheat for infinite lives.
a REM GHOD CHEAT BY WAZ
1 FOR X7516  T O  554:READ Y:C-C4Y:PaKE
x,Y:NEXT
2 I F  C<>3584 THEN PRINT " D ATA ERROR" :END
3 POKE 1 5 7 , I 2 8 : S Y S  5 1 6
4 DATA 0 1 2 , 0 8 6 , 2 4 5 , 1 0 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3
5 DATA 2 0 6 , 2 0 8 , 0 0 3 , 0 9 6 , 0 8 7 , 0 6 5 , 0 9 0 , 1 6 9
6 DATA 0 3 2 , 1 4 1 , 0 1 3 , 0 1 0 , 1 6 9 , 0 0 2 , 1 4 1 , 0 1 4

DATA 0 1 0 . 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9 , 1 4 2 , 1 4 1 , 0 3 5
8 DATA 0 6 2 . 1 4 1 , 0 5 1 , 0 6 5 , 0 7 , 11 7 7 , 0 c : P

Amb.

-

•4tia...:=7.1— 5  l r w I

T h • l a n d e r
now landing

•"•- on the lunar
laarface is the

•••• 3 ; 1 5  from

_..4016tiot

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.
0 REM 1  A L I E N  CHEAT BY NAZ
1 FOR X 7 5 I 6  TO  563:READ Y:C=C.Y:POKE
X,Y:NEXT

2 I F  C<>4616 THEN PRINT " D ATA ERROR": END

3 FOR X 7 1  TO  4:READ W 5 , W 1 , W 2 : R R I F
" I N F I N I T E  " : W S : : I N P U T  A S
4 I F  AS="N"  THEN FOR WEi=w1 TO  W2:POKE
W8,234:NEXT
5 POKE 1 5 7 , 1 2 8 : S Y S  5 1 6

10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 1 9 , 1 4 1 , 2 0 7 , 0 0 3
11 D ATA 2 0 6 , 2 0 8 , 0 0 3 , 0 9 6 , 0 8 7 , 0 6 5 , 0 9 0 , 1 6 9
12 DATA 0 3 2 , 1 4 1 , 0 1 3 , 0 1 0 , 1 6 9 , 0 0 2 , 1 4 1 , 0 1 4
13 DATA 0 1 0 , 0 7 6 , 2 3 0 , 0 0 3 , 1 6 9 , 1 7 3 , 1 4 1 , 1 6 1
14 D ATA 0 2 5 , 1 4 1 , 1 3 4 , 0 2 0 , 1 4 1 , 1 5 8 , 0 2 3 , 1 4 1
15 DATA 2 0 4 , 0 2 3 . 1 4 1 , 0 1 9 , 0 2 4 , 0 7 6 , 0 2 7 , 0 0 8
16 DATA L I V E S , 5 5 8 , 5 6 0 , E N E R G Y, 5 5 2 , 5 5 7
17 DATA FIREPOWER, 5 4 9 , 5 5 1 ,
8cmHso546,548 ( )
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This level's very nee-
gothic, sortot Batman
meets Laura Ashley.
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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

we called on Andy Roberts instead. After all, nobody
knows level three better than him...

NDED

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
(avoiding 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 left, which
leads to an extra energy bonus - grab it if you wish.
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 3 9  December 1 9 9 3

Staying at the left-hand side, drop down and
grab the tool as you fall to the ground.Now walk
right until you reach a lift shaft. Drop down, holding
left as you fall. You will land in a secret tunnel, so
go left and use the springboard to grab the tool and
get back out of the tunnel. Punch the bloke to your
right, continue right, then punch the next thug and
use the springboard to bounce up. Grab the tool to
your left, then go back the way you came to the lift
(punching any thugs the.i .  _• , ppeared) and
go up.

Once you're at the •  ' l i f t  shim, Larefully
go right (avoiding the bird, aoc L.u!t •••1- 7!)ringboard
to bounce right, then continue nght, 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 street

at bizarre occurences.

another springboard.
Jump on it and hold
right to grab the tool
suspended in the air.
Now go to the far

right, killing any thugs
•• you encounter, then go

up on the lift and jump oft
• at the top.

Standing on the top-left
platform, jump arid hold left to land on a platform On
the next building. Climb to the top and collect the
tool, then drop off and hold left as you fall. Continue
left when you land_ then drop down the hole just to
the left of the springboard you used earlier_ Hold
right as you fall to get the tool from the hidden
recess, then drop to thebottom of the hole and walk
left down the hidden tunnel,

When you emerge in the secret room, jump
across the pits and grab the extra life, then go into

the secret room to the left and get the final tool.
Make your way back through the rooms and along
the tunnel, then use the springboard to bounce up
and right Make your way carefully across the pits
to the barrier which should open when you walk
into it Incidentally, if you bounce up on the
springboard in front of the barrier,there is a tunnel
leading to a secret room to the right - go down
there for some extra energy.

Anyway, once you're through the barrier you
lace the end-of-level bad guy, the evil General
Suitor. He can be defeated using the same tactics
as the previous baddy: if he's a bit
elusive, run right and he'll pin himself
between you and the wall - punch
him repeatedly to dispose of him.

E)
NEXT MUNF
Join us for the fourth and final part of our
thrilling solution. Either that or finish the game
for yourself. You choose.
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"I move with the limo". I demand " T h a t ' s  why when I'm
portannance— r e a d y  in tho morning—

December 1993

i t  sots me up for the day and has
me shouting from the ramparts."

s,TE
ni Auto '

THROUGH THE KEYHOLE
Here's a handy resume of the keys, what they are
for, and where to find them. David, its over to you...
KEY 01 - STAIRWELL - In the lobby
KEY *2 - TREASURE CHEST I n  cavern five
KEY #3 - WIZARDS HUT - Top of the well
KEY #4 GUARD ROOM - In cavern two
KEY #5 • STABLES - In the Wizard's hut
KEY #6 - KINGS SOLAR - In cavern one
KEY *7 - SPIRITS ABODE - In cavern four
KEY #8 - HIGH LEDGE - In the stables
KEY #9 • JUNK ROOM - The chapel roof
KEY *10 - DRAGON'S LAIR - In cavern three

STILL STUCK?
If the complete solution and a lorry-load of tips isn't
enough to keep you sane, try this listing for Infinite
strength. It works fine on the Victual Worlds version, but
might not work on the original or re-release. Try it.
0 REM CASTLE NASIES CHEAT BY V  PU.21
1 FOR X=533 TO 565:READ
2 I F  C<>3338 THEN PRINT
3 POKE 157,128:SYS 533
4 DATA 1 6 9 , 0 3 4 , 1 4 1 , 0 4 0 , 0 0 3 , 1 6 9 , 0 0 2 , 1 4 1
5 DATA 0 0 , 0 0 3 , 0 3 2 , 0 8 6 , 2 4 5 , 1 6 0 , 0 11 , 1 4 1
6 DATA 2 0 6 , 0 0 1 , 0 9 6 . 0 7 2 , 0 7 7 , 0 8 0 , 1 6 8 , 1 7 3
7 DATA 1 4 1 , 2 0 9 , 1 2 0 , 1 4 1 , 0 8 1 , 1 3 2 , 0 7 6 , 2 3 5
8 DATA 002

Y:C=C-i-Y:PDKE X,Y:NEXT
DATA ERROR ':END

The new years  sales
start eatIV•

We gave you the first half last issu n d  this
month we've got the second half arid a gaggle o

i s a ?
our complete C s t l e t f a f f e r  solution..tips and cheatloWhil l  i t ' $  part two

G o  up the cellar steps, u 0 the first set of
stairs, then follow the le,.!rte around to the
second doorway. Select cravUhoot the

•rat to the left ofthe table, take the far dall into the
'stores, then use the strength poti o r  the table (it
c a n  b e  u s e d  a m A x i t r i t i o f  6  )  .

-  T a k e  the leR kicor %. 0 It-,,- g e . 1 0  straight
ahead and through Um door into the dreat hall,
then walk around the balcony (you'll -,,-ive to crawl
under the block) to the next passage Go through... .  „. _..

the door afieactio the
ballroorao shoot
the :,iwtitio your
left, then unlock the
door opposite and
go through it.

Take the
door ahead into the
guard room, then
action on the potion

of 'rock travel on the
table - you can now
throw a-rock

at a doottothrough
(which lamest
handy) Unlock
the door to your
left go thorugh 11
to the spirit's
abode, then

5 'loot the three
spirits. On hack the way you

came, via the guard room, passage,
ballroom, passage, great hall, passage,
stores, carpenters, and finally back to the
stairwell. Go through the door on the nest
IPvel up into a passage, then through the

Nelr

door ahead into into the barracks, Shoot the
spirit to your right, lake the door opposite into
the passage, then ahead into the ballroom.
Go around the balcony - a door will appear as
you get near to the end, so go through it into
the corridor. Unlock the first door and enter
the King's solar, select crawl, then shoot the
rat and leave. Unlock the Other door and
enter the sunk room, shoot the spirit, then go
through the door behind the block in the right-hand
comer. Got that? Right.

Take the door ahead into magister, shoot the
spirit, then turn right and use your action on the
button on the wall.Go back to the stairwell via the
passage, junk room, corridor, passage, ballroom,
passage, barracks, and another passage. Look
down and crawl across the narrow part of the ledge
(be VERY careful here). Unlock the door, go
through to the dragon's lair, then shoot the head
repeatedly (between the eyes) to destroy it.

Go through the barrier into magisler, use your
action on the button to your left to remove the
barrier, then use your action on the keyhole in

the door to open
door to corn t h e  game.

If you're a, r l y  wuss
and have d d  to
play the prin y o u
won't be able f i n i s h
the game usior, this
solution - that, are a
couple of subtk
differences. R o y ,
there is a block in the
hot gone which falls
over to provide a step
use your action on it).

Secondly, the block
on the balcony in the
main hall cannot be
crawled under.
Instead, go through
the already open

en simply walk through the

in blot-rims...-
barracks, follow the
path around on the
high ledge in the ballroom,
shoot the spirit, then collect the cheese twit
dropdown. When you go back around into the main
hall, drop down again, then collect some food from
the kitchen/larder to keep your strength
up. Because as your mum would tell
you, there's nothing like a semi&



In ancient Japan they used to have warriors
rsut l ike the chaps and chapette you find in
S t r e e t  F i g h t e r  2 . . .

Hutch
finishes
his four
part guide to
this smashing
beat-5em-up
with a look at
the three last
rather hard
bosses-,

y o u ' v e  battled Ken. you've tussled with Ryu.
you've gone a few rounds with Chunners
and you've been squashed by Honda's

vvibbly wobbly belly, but until you've gone up
against the three last bosses in Street Fghter 2.
you just haven't had a battle_

You see Balrog, Sagat arid Vega combine
many of the skills of the other players, meaning that
you'll require much more than luck to beat them. To
get the better of these hard bosses you've got to
know your characters inside out and be prepared to
use quick combinations of moves. monopolising on

the bosses weaknesses,

They'd battle each other to the
death In tournimuinto not

unlike the Krypton
Factor...

lyg/
olfd,

BLUE
STRIDES

Balrog's a funny old
chap. In his cycling

trousers and with that Enter the
Dragon style c law on his hand,
he looks decidedly odd. The

good news is that you can knock
the claw off his hand, which leaves

him extremely vulnerable to
attack, although you're still
likely to be dazzled by the
trousers. Bairog's quicker
than Chun Li and can take
twice as much punishment.

What with his ability to jump oft
the walls he takes a lair bit of

getting used to, but as with most
of the characters in SF2, his strengths actually turn
Out to be his weaknesses.

\ I  J u s t  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 , 1 7 ,
these can keep him at
bay until he goes for his
chain clinging. Don't
get lured out into an
aerial fight though as you'll
lose every time.

RATHER TALL
CHAP
Sagat is a jolly tall chap.
seven feet in fact and he
uses that height advantage
at each and every
opportunity_ Sagat is the Thai kickboxer who
was defeated by Ryu in the original Street
Fighter. He's out for revenge and has been wo
out hard in the gym to get there. To  that end, avoid
his fierce Tiger Uppercut and his knee kick.

Sagat's primary weakness is that after he's
unleashed his Tiger Uppercut, it takes him a

•
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Then when one person ruled
gagman., they'd award them a

delightful carriage clock—

And a rather
fetching cardigan
with the Top Man
emblem on It.

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 does 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.

RATHER TOUGH CHAP
And then of course, there's Vega. The very last

of the bosses is a tough cookie to crack; you'll
need loads of practise to score a couple of

points. You see, dead old Vega's got the
ability to harness the Earth's energy with
his body and pack it into his punches_ All

of which means that when he catches you
on the chin with one of his hits, you'll lose about

two thirds of your energy in one fell swoop.
So how do you beat him? Play the game a lot.

Then play it some more. Then when you're really
fed up with it, play it again. Work on your

mbos, particularly those with flying kicks in
m because if you do manage to get close to
you'll want to drain as much of his energy as

you can. If he pulls a torpedo on you, just punch
him and he'll stop dead. Finally, don't
get in close, because his flaming
punch is one hell of a hit.
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He's a n  aardvarks and he's s I  b
and this month he continues his epic
journey to Antopia in a hot-air balloon.
Andy Roberts shows you how it's done.

(•••.•-liod :•••
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4 2

From the start:

Fly right to the wall, move up
as far as possible, then move
left and kill the spider. Avoiding
the beetles (and their bullets),
move left, go up a little, then go
right again. Keeping a look out
for the spider above, move up
and left - you'll have to move

as the bird swoops towards you. Continue up and
left, shoot the cannon on the ledge. then go up into
the top room. Go right, shoot the cannon, then
collect the homing missiles.., now it's time to kick



•

There'S ncith
like boPPing
s o d , "  with
boast  on
sundall afternoon.

Spiders are horrid little things
far too many legs for my liking.

some batty commandos!
Go left and down again, move right
and kill the spider, then wait for the
bird to swoop before going up_
Move down the narrow passage,
shoot the beetles crawling around,
then move down (keeping as far to

the right as possible to avoid the cannon below).
Keep moving right, shoot the cannon and the
beetle, hien move up arid left d little (watch Out for
the spike). Keep moving up, go left at the 'junction',

en up again when the bird has
wooped. Move right as far as
possible, killing everythi t

Way g o  clown I
passage y o u  reach the
ledge, go left and then down, th n
make your way right across the
bottom at the level, avoidingthe
lethal spikes. When you reach the
far-right, move up and head left.
Move carefully past the spike.
then go up and head right through
the middle passage. Go down

and ,  nip through the g g i M i t t  immediately

go up. right, then up again. Now grabt a l l ) *HP7 Batteries helow and a bird will fly on a u r s t
Nobby's balloon_ Don't worry, everything is fine.
Nobby will drop from the sky into itie
water and disappeaNalow the surface.
No, honestly. everythinSis absolutely
fine. Now attempt the next section.

Nobby's task now is to
reach his submarine at the bottom
of a very long tunnel. Time is of
the essence, as oxygen is in very
short supply, so use the map to
plan your descent. Note that
swimming around platforms is time-
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our thrilling
sega,coming
really soon.

S  •  START
H - HOMING

MISSILES
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consuming, so t r l k  ahead and swim in straight
lines (or as strai a s  possible). On the way down
you will enc r  dark caves - look out for the

pus, as he will leap Out and kill
Nub y  if you swim past his cave. The only
alt l y e ,  therefore, is to swim past the ot ,  c a v e
ins o t h e r  l e s  for Nobby are e
bubbles, especial o  orates yi
progress momentarily. When (a

t i s
c t h e

bottom, swim to the submarine and Nobby will jet
oft to level three - stay
tuned for the third part of

•••• ••••••
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donfusingy frustrating, mind-bending, perplexing, and downright tough. Who
would have thought that making a few dumb dolls could be so difficult? Fret
no more, Andy Roberts has some sound advice for
budding Nighshifters...
IN THE BEGINNING
No doubt you'll be totally confused when you first
start to play, which is not surprising. The first thing
to do is read the EMPLOYEE HANDBOOK - use it
in conjunction with our handy grab to locate the
various machine parts and familiarise yourself with
them. The next step is to play the first level in
conjunction with instruction manual, practidng the
basics (kicking on plugs, using tools, etc), as well
as mastering the sometimes fiddly control mode.
Learning which platforms you can and cannot
stand °nos also helpful.

STARTING OFF
When you start a level, there is a distinct series of
checks to be made before you start manufacturing
the toys. Although more and more parts ofthe
Beast are revealed as you progress, the hesin list
remains much the same (having said that, the
earlier levels require far fewer checks).
•  Firstly, check the furnace next to the power cycle
- if it isn't lit, rode the bicycle to build up some
power, then stand in front of the furnace and use a
match to light it (it isn't possible to fight the furnace
without power!).
•  Next, ride the bicycle for a minute or so, until the
two bulbs begin to strobe rapidly. You now have a
couple of minutes to make the rest of the checks
before returning to the bicycle again.
•  It you're playing shift 5 or above, check the
quality controller next. If you forget to switch it on, it
will reject every doll made, even if they're not
defective. Use the right-hand warning light under
the office window to check of it is on or off.
•  Now make your way up to the set of three paint
tubes, checking all the conveyor belts to make sure
they travel in the right direction (check out the
arrows shown on our grab). From shift 7 onwards.
you'll need to turn on the paint showers and drying
fans before moving upwards. The controls above
the paint tubes appear from shift 3 onwards.
•  From shift 8 onwards, the frequency settings for
the head and body sections will need to be
adpusted too - jump on the springs to move the
bars up (which increases the frequency).
•  Still checking the conveyor belts, continue right
up to the top of the Beast and check the steaming
bolt on the resin mixer - use the spanner to stop it
steaming
•  Now go to the top-left platform and kick in the

•  COMMODORE FORMAT 3 9  December 1 9 9 3

plug on the resin maker,then use a match on
the bunsen burner el there is no flame) It  is
necessary. on some levels anyway, to 'fine
tune the heal on the bunsen burner.
Basically, there are four settings' start on
the first, switch to the second a moment
later, then switch to the third. It can take a
while, so keep practising.
•  Finally, when the Beast chums into life, use
the umbrella to fly back down to the bicycle.
then pedal away to your hearts content. It
things start to go wrong, you can always use
the balloon to gel to any trouble-spot quickly.

LATER DUDES
Later levels require you to mix and change the
paint, alter the frequency settings, as well as
controlling the head and body moulding units.
As it that wasn't enough to cope with, lemmings
pop up and cause mayhem, along with a
rather nasty foreman, The key to long-terrn
survival is to work your way up through the
levels, rather than jumping to a higher level
straightaway. Well, let's face it. if you
can't cornplete level two, you have no
chance on level ten. Get the picture?

FRUIT COCKTAIL,
ANYONE?
If you'd like to try your hand at some of the
later levels, give some of these codes a
what And for the hard ol thinking, B is for
banana, C is for cherry, L Is for lemon, P is for
pineapple, and M is for plum.
Level 1 - BBBB L e v e l  2 - CBBL
Level 3 - I3CPM L e v e l  P L P P
Level 5 P P L C  L e v e l  6 - CMMP
Level C P L B  L e v e l  8 - PBPC
Level 9 - PLLC L e v e l  10 - LBMM
Levpl 11 -  BPCM L e v e l  12 - CMBM
Level 13 - MCBP Leve l  14 - PCMB
Level 15 - MPAPP Level  16 - BBPB
Level 17 - BMCM Level  18 - MLLM
Level 19 - LPCM L e v e l  20 - CPPC
Level 21 L C P P  L e v e l  22 - MLCB
Level 23 - MCCL L e v e l  24 - MPLL
Level 25 - BPPL L e v e l  26 - MCCB
Level 27 B C L B  L e v e l  28 M B B P
Level 29 - CMCP Leve l  30 - CCBM
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A much smaller and simpler demo of Mayhem graced
the cover of CF385 so here's a small and simple chap
to guide you through it. Take it away, Andy...

kay, so you've probably played the
demo of Spottyland, and by now
you should be comfortable with
the control mode (and fairly
proficient too). Although the

_leNyland demo is drastically smaller than the
Spottyland demo, it still holds a few nasty surprises
t and on the flip-side, it also boasts oodles of
bonuses). So, let's take an in-depth look at
o'obably the wobbliest level in the game.

SAD VERSION
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 left 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,
then 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-spitter.
Activate the restart door as before (if necessary)
then continue right until you reach a sad alien on a
slope - kill him to reveal DUST BAG #3.Continue
right across the top of the screen, then drop down
avoiding the star-spitter tucked inside the cave. Go
right past the

Just lose those colour clashes, they re so
soventiss. (You moan yucky and parish - Hutch).

mole until you reach another restart door (which
you should promptly activate).

Jump up and right across the platforms, kill the
first sad ak in  you meet, then wait here 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 spitler inside the cave. Wait on the
slope until he fires a bullet, then carefully jump on
his head and get DUST BAG #6. Now make your
way down into the lower caves and head left kill
the sad alien to collect DUST BAG #7 (the final
bag) then drop down into Theo's cave.

NAPPY VERSION
From the start: Jump on the irst dino and

collect the SCORE MULTIPLIER, then drop
down through the platform and edge right
a little to collect a hidden EXTRA LIFE.
Staying on the lower level, go left from
the entrance to Theo's cave and kill the
dark-red dino for another EXTRA LIFE.

Make your way back to the right,
the cave, then kill the seiner for a TEN

STAR bonus. Head left, up the first slope,
then kill the 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 door, then
collect all the stars above the two moles. Continue
left grabbing any stars you find, until you see the dino
on the platform above. Jump up onto the left-hand
edge, then charge at him when he's at the right-hand
edge - he will leave a handy SCORE MULTIPLIER
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 to the right of him - here lies yet 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, wheel all the stars
above you, then kill the dino at the far left. Grab the

CCIPANIIII)0111 FORMAT 3 9  December 1 9 9 3  •

Grab the flutly bunny to,
an extra halt life to explore Monsterland •

TEN STAR bonus he leaves behind, then drop
through the platform and collect the extra life to the
left. Eat a bowl of Rice Crispoes in 15 seconds.

Now 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 nght, then jump up
and grab the TEN STAR bonus. As before jump right
when the bullet comes on from the righthand side of
the screen (the spitter leaves a HALF LIFE icon
behind), then keep charging and jump to the top of the
screen to kill the bird at the left of the V  platforms. Kill
tho opittor in tho middle, oolloot oll thc 3tor5, then
charge right (across the top Of the screen) to kill the
right-hand bird.

With any luck, you'll land on the next wilier, 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, kill
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 demo.

So what about those score multipliers'? Well, if
you managed to 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
sending a (Snip! - Ed).

CHEATIAND
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 Imes
POKE 14333,0- Infinite time POKE 15961,173 -
Infinite continues.



W e l l  I wouldn't exactly say

that. to be honest I n  tact, i f  I
was being deadly straight
with you from the very start.
I'd probably say something

like "you don't want to know about this", but the
odds are that you do. Maybe you don't quite 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 into the world of organized data
storage. (Sounds thrilling -  Hutch).

N a r n e S u n o n  F o r r e s t e r

Editor Hutch
Art Editor 011ie
Art A3-srizAant 1_1•:.,a
Staff Writer Clur
Staff Writer Simon

F a x

N a r n e S u n o n  F o r r e s t e r
A d d r e s s a l l u r e  Publ.:1,11.N;

3 0  M o n m o u t h  S t r e e t
B a t h
A v o n

P h o n e (0225)  4 4 2 2 4 4
F a x (0225 )  4 4 6 0 1 944

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

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 move 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
to clarify which is which. How would we go about
getting that onto computer, though? Well, for a
start, that tive 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 tour 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
more than one address, forming a worthwbilo
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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...

Z L 3 1 7 printed Out from there.
directly, pasted into a word processor and
information, instead of being printed out

a database system, with the
the principle's still the same -  it's just
running on an Apple Macintosh, but

Of course. this setup is all

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

This one is a lot more simple, listing name, lob
Idle, and town of origin. Next, we'll want to single
Out just two features, creating a list:

Are you beginning to get the hang of it now? Well.
with Mini Office 2's ability to create huge complex
tables 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
C64, st 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 low months now, CF has been running
a series on search of the ultimate game. Over these
months, we've progressed through platform
games, driving games, flight Sims, arid just about
every 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 I sit down every month
and go through every Commodore 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
deta i l ,  and paste them onto the page.

The otnot niing everybody hkes 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 if 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 -  mayhem.
The answer you'd come up with if you thought
about the for long enough would be to keep all
your cheats on file card -  that way, you can insert
new ones whenever you need them.

So why not have a computerized version of a
hie index? It has several advantages over the
cardboard and plastic (if you keep them in a groovy
little box) version Yo u  can sort cards into any
order using any field, you can search the entire
database for a single word or piece of information
in a matter of seconds and you can create print-
outs of only certain 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 boundaries
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 little out of reach for the
C64, but MO2 does offer the facility (if you look
hard enough) tp drag certain bits of information
back and forth between the spreadsheet and the
database, making sports statistics (with their
masses of information but need for lots of
Calculations as welll 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
little slower and more cumbersome that a simple
address book (try fitting a C64 into your pocket), but it
you're setting up a customer database,
etc, it's perfect, quite frankly,



YERTHE
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 B u t  how would you
like your own little world to play in too? Clur and
Simo explore the possibilities...

T . h e r e ' s  more than one way to climb into

your own little virtual world. Ever been
to Alton Towers? The 360 cinema is a
perfect example of early VA
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 (I hid behind the seat in front for the rest of the
movie I just coukin't bare to watch). Next came the
hydraulically driven flight simulators (there's a great
ride called Star Tours at Eum Disney usiog one of
these by the way). But the problem with all of these
is that it just isn't personal enough; everyone else
experiences what you're experiencing and of
course you have absolutely no control over
what's going to happen to you.

So along came VA,
complete with all
those scare

o
itPTom,  In

m-wall
ItAn" 41-*s 4444

The Iliwidscaps (right) Is
el  a Isolasg world

W I W I  pi= cast wa lk

stories. The same people who hated the idea of TV
watered 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 forrn of some great
interactive games. And now it looks like it might be
worming its way into your front room.

Rumours abound about the imminent release of
the Nintendo home VA system, but if the truth be
bold elite 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
VA as a defence (for defence read death) tool. The

4001111, V I R T U A L LY  REAL• • ,  A l l  this Virtuality is fine for computer games with a
bit more realism, but how much further could it go? Well,

computers already play an enormous part in the office (how do you
think we produce this mag each month?), so what happens when the

technology we're using advances even further?
Virtual :  Why walk
off to work, spend all morning
fighting rush-hour traffic, sit in
a hot office all day, and
spend the evening trying in
vain to get back home again?
That's right -  with Virtual=111111 , you can change the
phrase 'Honey, I'm going to
work now into a

FUTURES 4 7

console producers 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 to decide
on a standard for virtual reality systems. There'll
probably be a shoot-out between a couple of big
formats just like Betamax NHS 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
joyshcks attached. I've spent many a happy quid
shooting down the walking robots or blasting
biplanes out of the sky and It's great fun.

You wouldn't believe it to look at it, but inside
that hi-tech case there's your C64's big brother.
Yet), 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 VA
helmet that you can plug into the senal port of your
Commodore, but it's nice to know they're related_
Anyway, till next time, see you in cyberspace.

OMR

much less stressful
'Honey, I'm going to walk around the
living room holding my head at a tunny angle like
an idiot, while slowly moving my hand around pointing at
things that aren't really there, saying 'Oh wow' a lot'.

So you can plug yourself into your office at any time of the day or
night (oh joy), and work from the comfort of your armchair. without ever leavin
the house. But what about your free time?
Vicariosityln• : Live a thousand other tar more exciting lives, whilst completely
Ignoring the fact you've got one yourself. Standing at an arcade machine
controlling an android is out -  why not actually be the android for a while (God
knows, you managed it when you fed a fiver into the damned VA machine in t
first place due to some misguided sense of consumer loyalty), and try and for
your sad, pathetic, and totally meaningless existence on a planet that's slowly
spinning down the tubes.

Another technological step forward that's happening already is the
development of storage systems -  with silicon chips, hard drives, CD RO
etc, slowly being able to store more and more information, it's estimated t
by the year 2030 you could store all the information needed to regenerat
planet Earth, or something. Now, being Simon 'Scoop' Forrester (Since
exactly? Hutch), I can reveal details of a new VA project, the likes of whi
never before witnessed.

i t V i r t u a l l y T h e r e r m  : Experience life to the full (well, as lull as it was, anyw

with all the round edges squared off), with the ultrmate in VA releases -
real life That's right -  simply put on the helmet and wander round
your local town (computer generated, of course) in the comfort of
your local town! Those who cannot afford the full version
can simply walk round, blinking once every second,
whilst holding their head perfectly still in
relation to their body.

SIMON
atat

•
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M U M S
Now this is where we come to the real meat of
any demo - the actual codework. In Coma Light,
you see, there's a lot more than just scrollies,
artwork, and music -  there's processing This is mainly
a demonstration of the programmer's 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 tOMI of a rotating 3D shape, but this is nothing to
be scoffed at -  it's not always as simple as it sounds. For
instance, in the demo we're looking at thought I'd just
concentrate on Coma Light 10, as that way you can see
exactly what I mean by just ordering one disc from Utopia
P13). the shapes are drawn first with floating vectors (that's
'dots' to the rest of us), and then displayed as solid filled
vectors (solid shapes). This is where things get a little
more impressive though, as a plane (acting almost as
a water level) is taken, and the shape is moved
about hallway 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.

"k•
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•  SO

ipit—L/ - 1 -
••

mmil

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

To be honest, I'm not really sure that a summary is all that
appropriate. The basic point is to let you know about the
hundreds of discs full of some incredibly well written arid
Impressive demonstrations of exactly what your machine can
do. If you've never seen a demo (most people haven't), is very
definitely worth your while to get hold of a couple -  whether you

want to collect them by the van-load is another
matter. Next month,
then, we'll be looking at
what's available in the
arena of PD games,
and what you should be

king out for or
ng on I
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Jima:Nicoll)

i there, and welcome to h t l y
different look PD Fixate m o n t h  -
instead of looking at an individual
library, we're going to Take a it tie time
out to take a look at a genre ol PD am,

program that's keeping the scene alive right now.
Enter, then, the weird, wild, and wacky world of the

demo (and even if you don't, it's still a pretty nifty
bit of alliteration).

Before we go any further. I feel I
ought to address the reasonable
portion of CF readers who
screamed when I mentioned the
D word. I 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

waste of time, and can't understand the
for thousands ol dsc full of pretty little

programs that don't aciialty do anything
even vaguely useful. I must admit, I ern one

-• those people, but I'm covering this

t k W  you- 11:TIRt i l t iv
Lecause of the •  al programming

aspec (don't let
propeller head really).

As an exd mete, we're going to take a loc.,
at a demo we thought covered lust about

everything you'll come across in
demolanct If you haven't
already got Cana Ught 10, you

ia PL). 10
Godreamen,

With

can get it Ir
Cwmamarr R
Aberdare. M
CF44 60G.
show. though

Another important bit of a demo -
the natty little 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 (arm, excuse
me, but is there actually any point to

"  •  •
The first thing that strikes you about just about any
demo you'd care to mention is that they neatly all
contain scrollies. "What're they, then Simonr
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? No. not really, it's just that, erm, okay then,

yes. The saving grace of 1 1 1
individual pieces of wodi

is what else they
have besides the

usual boring d m
scrollies.

ARMONK
Well, that's something, I suppose. Elsewhere on this

page, we can see some lull screen pictures taken from
the Lunacy 7 demo (available from the same library). The

demo itself is relatively unimpressive, as it consists mainly
of a 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.

Graphical 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.

This is actuality
the view out of

M s  window.

lemything's
gone
completely
dotty.

-  5

4 I l l "  "adk V W , *  11100
dP,EliNd• 11110 Alli471.•kle lip'

that at all'?) The odds are, though, someone's spent quite a lot ot time preparing
natty little tunes to accompany the wizardry you're seeing on screen, so next time
you load a demo, keep the volume turned up (though not too loud -  there's nothing
more irritating than loud computer generated music)



r C O M M O D O R E  SUPPLIES-1
Commodore 64 power supplies ( 1 8 . 9 0
Commodore 641128 compatible cassette recorders ( 1 1 3 . 9 9
Commodore cassette head demagnetizers E 9 . 9 9
Commodore 641128 light gun & games (cas & disc)..—A29.99
Replacement cassette recorder plug and l e a d . - - - . . . . . - -€5 . 9 9
Commodore 64 user rnanuads.— E 4 . 9 9
Commodore R.A Leads computer to T1/1 —   E 3 . 9 9
Commodore 64c modulators 1 9 . 9 9
Commodore printer/disc drive lead (6 pin din) ....... . . - -  1 5 . 9 9
Commodore Colour monitor leadsidin/3 phenol ..... . - - - t o . 9 9
Commodore  t ight  pens &  sof tware  Icasidasti E 2 9 . 9 9

DO YOU SUFFER iNfTH
C64 TAPE LOADING PROBLEMS?

H a v e  you e v e r  purchased a  g a m e  o n l y  t o  f i n d  t h a t  i t
w o n ' t  load!  T h e  m o s t  common reason f o r  load ing
dif f icul t ies i s  t h e  t a p e  head  b e i n g  o u t  o f  a l i g n m e n t
w i t h  t h e  cassette t a p e .
The  a z i m u t h  t a p e  h e a d  a l i g n m e n t  k i t  enables  you  t o
re-align y o u r  t a p e  h e a d  s imply  a n d  quick ly.  N o
technical  ski l ls a re  required.  S tep -by -s tep  p ic ture
guide.  Te s t  a n d  re -a l ignment  carr ied o u t  in  minutes !
The  k i t  comprises:- A z i m u t h  t a p e  a l i g n m e n t  cassette.
special a z i m u t h  screwdr iver  plus fu l l  instruct ions.
A l i g n m e n t  k i ts  a lso  ava i lab le  fo r  A m s t r a d  CPC 4 6 4
and fo r  t h e  spectrum computers.  P l e a s e  s ta te  wh ich
computer  w h e n  order ing .

E 9-99
If  you w o u l d  l i k e  to  b e  p u t  on  o u r  regu lar  ma i l ing  l is t
for  special o f fers  etc.  p lease  w r i t e  a n d  adv ise  us
stat ing w h i c h  computer  mode l  you  have .
Al l  orders  sen t  b y  re turn :  Cheques /Visa /Access /PO s

Trad ing  Post ,  V i c t o r i a  Road ,
Shi tna l ,  SHROPSHIRE T F 11  B A F

Access
Ask T e l / F a x  ( 0 9 5 2 )  4 6 2 1 3 5  V I S A

Why just Play Games? Make...your computer WORK for you!
Got a Commodore 64 with Disk-drive? mer BANKMAN1
what you've been waiting for software to let you rnanaoe your iserscra. -o-seroo frarces

*  your MONEY: i n s t a n t  accurate picture ot all your epentlin; up-to-ctate
balance: for bank account and CrY0/

•  your HOME

B A N K M A N  is a powerful and easy-to-,-se mionnatce S o u r,  des(red 10
cornmerctal standards: tested rwer many years t i l t  tS net a •spreadsree• ere retaxes
orogramming2aCCOunting tolowledge ) Package includes rasa 2ro 2 e r r n  sarrois system
AU this - for the price of a Game,

Please send cheque.PO ipayable to AtomComp Ltd) for E 1 6 . 9 5  *TM order 10:
ATOMCOMP LTD. 62 Stirling Road. Bedford MK42 OTY

,onceK W .  VAT and w i d o w

Gas and Elactncrty costs anatysad Imo, new metric uffrIS/ -
0.115 forecast. runring-costs o your cer: ewer oramS Oi
forThooming birthdays

C64 SOFTWARE HIRE CLUB
3 Briarbank Avenue,

Nottingham NG3 6JU
S e n d  S A E  f o r  d e t a i l s

*  UTOPIA PD
For all your C64 Public Domain needs

(disk only) send an SAE to:
M o v i e  PiD

10 Cwmaman Road, Godreaman,
Aberdare, Mid Glamorgan CF44 6DG

ELECTRONIC DISTRIBUTION OF SOMA/ARE

OVER 2000 GAMES
TOP TITLES_ Go for Gold, Impossible

Mission II, Crazy Cars II, Race Drivin,
Phantasie III and Thousands More.

FOR... Amiga, C64, Spedrum, Atari Si;
IBM/PC and Amstrad.

AVAILABLE NOW AT...

VMME11111E

EOO
Zr4F1 )040Pee4

and leading computer retailers.

Phone
0782 566.0

for your nearest -
High Street stockist

__IN STOCK TODAY - FROM E2.99:
F I N  A HIGH STREET NEAR YOU

or write to: Software On Denuimd Ltd, Unit One,
Rosevale Business Park Newtostk Under Lyme STS 7OT

'-'=• Lk<

ALL PRICES D I R E C TINCLUDE VAT

SOFTWARE
0 9 0 8  . 3 7 9 5 5 0

D r a g o n  spirit
Escape F rom Robot  Monsters
Footbal ler  o f  t h e  Year 2
Hero  Ques t  Tw i n  Pack A L L
impossarnolle
Khan  Squash W a r n ,K las I n c a s e
N i g h t  Breed w h i t e  S t o c k s
Puffy Saga L a s t !Puzznic
Shoe People
skate Wa r s

PEP boo in
UK. EEC E
non EEC
price on

application

LOOK
20 TITLES for only 1111 2 . 9 9
Spy W h o  Loved M e
Stunrunner
Super Cars
Swi tchb lade
Te e n a g e  M u t a n t  N i n j a  Turt les
The Vind ica tor
Wo r l d  Class Box ing  M a n a g e r
Xybors

Battle Command
Chase H O  2

Navy Seals  n l y  1 8 . 9 9
Robocop 3

Shadow of the Beast

NAME
ADDRESS
POSTCODE
ITEM
ITEM
ITEM
ITEM
ALL PAO:FANG VAT

1 I 1111111

fC.F12Y0t

.TELEPHONE
CREDIT CARD NO:

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

DEPT CF12Y0 UNIT 3, CROSS KEYS SHOPPING MAIL ST ?SECTS CAOABROGESHIRE P D S  2A0

TOTAL..., 1

leysibie
only1_8•f9 a r s t o ec8.99 Pr icesi t t !,

only E.8.99
o n l y E8 .99

B u y  A l l y  T w o  a r i d  C h o o s e  F r e a l i n
Prices may vary EEIDE



SWAPSIES

UNCL
BUTim

'ORFlog all
your
unwanted
knick•knacks and get
your name in print in the
best C64 mag in the world.

FOR SALE
C04, 3 joysticks. 2 Datasettes. AR and over 450
games!!! All VGC and boxed. worth E1200 - sell
the lot for only E175 ONO!!!

Commodore 64 colour monitor, model 1702, good
condition £50 ONO, 0702 525095

C84 With Datasette approx. 200 games, 2
joysticks, 40 mags, 2 user manuals. £75, contact
Jesse, 39 Goring Road Ipswich, Suffolk IP4 5LT.

C64 disks: Florxicod, Hudson Hawk, WWF,
Term Jna tor 2. Creatures. Golden Axe. Fiendish
Freddy Beverly Hells Cop. Total Eclipse. E4 each.
Tel (0670) 715496

CtiAl IlitcDonaldland on tape, still in box with
manual. £7.99 ONO C64 Operation Wolf on Tape,
boxed El, Call Luke on 0795 661319

C64, Datasette. Joysticks, games worth over E250
inc. First Samurai, Creatures, Rainbow Islands.
E150 ONO. Tel All on 0444 482473. All games
complete.

Slug, Overiander, Master Chess. 3-0 Snooker,
Games Pack. C64 cassette E2 each. Buy all for E8
and save E2. Tudies Coin Op E7 cassette. Tel
John Jr on Ireland (061) 301360.

WW2.CM cassettes,Sww,
Turrican T a

Renegade, Bog

Miami Vice, M.Dizzy, Price E20 for the
lot Phone Ryan On
0862 247969.

For Sale 50 C64 games worth approx E100 games
including Wroltalltankt. Dragons Lair, Chase HO
and Dozzy's Bargain at E50 or will separate, Call
Mark on 0745 730438

C64 cartridge Told. Tapes: Kick Off. Batman
Gaped Crusader, Vindicator, Hong Kong Phooey,
Untouchable, Football Manager WCup Edition, The
Footballer Tel 0505 863263. E10. Tues - Fri 4-
0Pth

WANTED
Wanted, any cheap games, cassette only, also
light gun wanted Tel: 0533 539920

I'd like issue 23 (with tape) to complete my
collection, I will play E2•25 (not postage). I'll send
you your coins by mail and pay postage for that
Write to Alexander Ensing, Prinsessew 9 9 0 1
H_J.. Appingedarn. The Netherlands.

Star Trek CM cassette, Reasonable mice
considered Te l  John I r e l a n d  (061) '301360

o pUrgent, disk drive M  SX-64 or complete
computer working/not working but drive must work.
Or swap for Comm 64 for Spectrum 48k many
extras and games.

Mario Bros (C64 cassette) El 0 or any reasonable
pnces paid_ Call Marcus on 0803 553823.

Urgent, has anyone got spare copies of CF 162?
II 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, Mega Tape, Action
Service (disk), Power Pack, For any of these
games which I really do want but really can't afford.
As rm only 11 years old: Street Fighter 2 (disk),
WWF Wrestlemania (disk). Call Michael on 0760
720300.

Wanted Printer MPS801 or similar. Must be in
good working order for CM Phone 0895 t i M 1 4

Wanted: Commodore 64 IEEE interlace
expansion card, new or S1H Also light pen for
same SM. Mile to H Wilkinson, 2 high Street,
Swaton Slealord, Linos NG34 OJR.

Gunship disk version for C64 Tel. John on 0268
7141557 Southend area.

Action Replay Mk VI. Mscrodrive. any music on
64, any pinball gamesissms. Cool World. Contact
D. Gray. 140 Hindi/He, Orlon Goldhay,
Peterbourough. PE2 5ST

Warded: Bug Bomber, will pay Ell if in good
condition Ring Mike between 6-9pm weekdays,
10-9 weekend. Also a tape ol 20 games called
Gokkeh Okkea

I need CF numbers one, two and six with tapes.
and numbers three, ten and eleven magazine only.
Will pay halt cover price and postage_ Write to
Angus. 68 Si Kilda Road. St Marys, Dundee,
Scodand. D03 91Y.

USER GROUPS
Wilt your mind. The only C64 magazine on tape.
Send an SAE tot an info pack to WM,  72 Hillfoot
Ave, Huntscross, Liverpool. L25 OPF, Or phone
Gareth on 051 486 1775.

Wanted: Musician, CM or Amiga Also we need a
games designer, experience not necessary. Write
to AOUFA Designs, 69 Naseby Grange, Lincoln
Green, Leeds 9, LS9 7TE. Please enclose SAE
and demo.

Free DJ Rave tapes! For more info send SAE to
Jesse, 39 Goring Road, Ipswich, Suffolk, IP4 5LT.

PENPALS
C64 owner seeks penpal to exchange tips, help
and chat. Please write to Andrew Henning, 2
Ballycrane Road, Anahlit, Co. Down, NI., 8T26
6NO

Penpal wanted, any sex, preferably from
overseas, aged between 10-15. Please
write to T. Degg, 207 Gardendale
Avenue, Clifton, Nottingham, NG11
9HN

:'S

'LAMAsAL\

NAME

ADDRESS

Classilocalici Tick box JFcsale —i ',Vaned J  Serece6 —I Usti g,Our,6 JPeripals

11-A RDER

•



Those lovely CodeMasters
chaps have got great
news for present
shoppers.

MAO!
BLAIN
BLAG!
Over 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, the
Codies kept producing top notch games

To celebrate all their years in the Commodore
marketplace, the Ccklesters have agreed to give away
a once in a lifetime prize to a lucky Commodore
Format reader. So what's the prize I hear you scream.

The pnze 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

DON'T
FORGET
11 you aren't lucky enough to

included,
so it's a sale bet

that you'll be taking on
one or two Dizzy games.
To win this stonlung prize we'd
like you to come up with an
imaginary Dizzy game plot We
know the Coles have covered
most of your options but if you get

your creative hats on you shoukl
be able to imagine a nice wikl

situation iDt the egg

win then you might like to
know that any of the games
listed below, if not available
in your local games stockist,
are available direct from
CodeMasters themsetves.
For more information phone 0926 614 132. or write
to CodeMasters, Lowedarm House. Sloneylhorpe.
Southern, Warwickshire CV33 ODL.

THOSE GAMES IN FULL
Bet Nose's American Adventure. Bubble Dizzy, C..1 In The IJSA,
Eksphant Antics. Crystal Kingdom Dizzy. Dizzy Collection One game
Compilation', Dizzy Panic. Diztys Excellent Adventures Ones game
complainant, Fantasy World Dizzy, Feat Food Dizzy. Guardian
Angel, Kamikaze. Kwik Snas. Matacland Dizzy. Miami Chase,

Mititray

Superoop. Pro Boxing. Pub
Oualtio Adventure. Queen)

Arcade Duattro Cartoon. °metro Coin Op.,
Ouattro Combat °metro Fantastic Weer °  Fighters.

Ouallro Firepower, (keine Megastars. Ckiattro Power. Omer°
Racers. Duette] Skills, Ouattro Sports. Otranto Super HI., Sky High

Stunt Man, Slightly Magic, Spike In Transylvania Super All Slam
(km game compilation). Str)er Sports Challenge (toe game
comprkilion), Super Seymour Saves The Planet. Superstar Seymour
(live game complationi. Taman Goes Ape, Treasure Island Dizzy.
Wacky Dans Big Nose's American &Minium. Babble Dizzy, CJ In
The USA, CJ's Elephant Antics. Crystal Kingdom Dizzy, Dizzy

CoMectron give game compilahon). Dizzy Panic. Dizzys Expedient
Adventures One game compilation). Fantasy World Dizzy, Fast Feed
Dizzy. Guardian Angel, Kamikaze. Kw* Snak. Magcland Dizzy,
Miami Chase, Murray Mouse Superego. Pro Boxing K M  Trivia.
Qualm. Adventure. Ountiro Arcade. Outten; Cartoon, Ouatiro Coin

Ops, Outran, Combat. Duane, Fantastic, Duane, Fighters, Cruiser°
Firepower. Ouattro Magastars, Ciliate°
Power, Quadri) Racers. Ouarko

Ouattro Sports, Outset° Super Hits. Sky
High Stunt Man, Slightly Magic. Spike in

ransylvarsa. Soper Al Stars (live game
compilation), Super Sports Challenge give
grime compilation'. Super Seymour Saves
The Planet Superstar Seymour (love

game compilation), Tartan Goes Ape.
Treasure Island Dizzy, Wacky Darts

ME RULES
•  No employee of Future Publishing. or CodeMasters
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
llth of February.
•  Anyone who uses bad language will be
eliminated trom the competition and will
be reported to the nearest thought police
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Dasairdon
Fun Screw/ a UMW 5 (Cosset%)
Pun Sodod 3 5-7 (Comedy:
Fun School 3 Ovw es (Cassette)
Fun Sohdoi 41.1War 5 (Cassaba)
Furi School 4 UnderS (DIM)
Fun School 4 5-7 (Cassette)
Fun Schacht 5-7 (Disk)
Fun Sch0014Oier es (Cassette)
Fun School 4 Om es (Caseate)
Fat School 3 Are 4 Under 5 1Case)
Am School 3And 4 5-7 (Caws.
Am Woof 3 Azd 4 OM 8$ (Can)

001. 3 &  4
Europress
Forget blackboards and
clog-eared text books. The
hip and happening way to

er:kicated is Fun

in
the

--.1111110mc F u n
School comes in three age
to suit children of all ages (er, well

to about 11 anyway)

FORMAT BINDER

CP Price O r d e r  No
D I N  C P : 1 9 4 A
E91.909 ° F A N S
E9.99 C r i t i S C
E9.99 C F I 9 5 A

CIF1119A
CF11958

v a s e  C F l e t e
CF195C

£999 C P I M I C
M O O  C E R R A
02.00 C F 1 9 0 1 3
E12:00 c F t s e c

Euro press
An integrated w
processor. databa •
spreadsheet, label

printer, graphic util
and comma program

in one package. Mini Office
can turn your C64 into a versatile
business machine (and it's great
to do your homework on, as well).
Descilphoo R A P  C F  C l ' d e l

El 3 99 E l  0 99 C M 2 0 1
C159,4 F 1 2  C M 2 ( 2

What's orange and white, metal
sod plastic d  hold 12 issues of

mmodore
ormar? The
ommodore
ormat binder_ How

you live without it?

P e
UcDorgsAir10 (Cass)
CFNICC
MdClormillancrejDek) E I S I t i  I n g e
CFMCD

MAIL ORDER

TWO MR THE PRIa
OF ONE (ER, AND A BIT)

Boy both Fun School 3040 4in tiny one of the
age ranges and you can can get 'Mn both for
Just £121 There a saving Of nearly Cal (This

offer is only available for the cessions
version, rem.)

K M =
1,./51

• • •

COT MODO
C P 2 2 :  C o v e r  t ape  f u l l  games:  H o v e r  Bovver,
Agent  Orange.
Demo; R o b o c o d .
Garrerbusters: M u r r a y  Mouse,  R a i n b o w  Is land!

Reviews:  J a m e s  Pond:  Robacod,  Bi l f ,  Dy lan  Do
J i m m y ' s  S o c c e r  Manager,  D J  Putt 's Vo l c a n i c

Adventure ,  Light ,  Bug  Bomber.

C12.21 Cover  t ape  F u l l  games:  De fenders  O f  Th
Earth, J o h n n y  Reb 2.
Demos: Sif f ,  D o g  Bomber,  Hobby  The  Aardvark .
Garriebusters: M a z e  Mania ,  R a i n b o w  Ishmds,
S e y m o u r  Saves T h e  P l a n e t
Reviews:  C o o l  Croc Twins ,
Turbo The  Tor to ise ,
Senomorpts, MiNerrniuris
Warners .

Cover  t ape  F u l l
Famous Five.
Faizzball, Ma tch  Of

f, Coot Croc

Spade Crusade.
s: M e g a  Sports,
Ivira 2,  H a g a r
, Hobby The

tt ing t h e
your

ktra Cover  tape  -  S a r a c e n
Full game:  John  L o w e ' s  U N

: Hook,  M a t c h  Of  The Day,
count Duckula  2, Frankenst

6 :  Cower t a p e  -  Ful l  games:  Tw i n  r igor,
Cosmic  C a u s e w a y,  Bomber.
Rev iews:  S t u n t m a n  Seymour,  S u p e r  AU-Stars,

Boxing Manager Z  Pogoye 3
Specia ls:  The  First  ins ta l imen
of the  ep ic  Let 's  M a k e  A

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.

Disalcticn
Order th
hobby co Aarkwk (Gm, Eller; E 9 , 9 9
hobby to Astewat ( a t )  E15.99 M a e

Virgin
Just tor a change,
here's a different kind
of platform game
altogether (a
different kind of
platform game -
whole CF crew)_
Maroo-esque fun Wi
relish, mild curry sauce
and no gherkins. Have a nice
game. Errnm, buddy.

COMM000111 PORMAT 39 December 1993

RAP CFPrios

Of-RAC
CFNAD

M I  Soft
A classic arcade adventure hack-with-a-big-sword-em-all-up with a
distinctly oriental flavour, First Samurai received one of the highest
scores CF has ever awarded a game -  96 per cent, and it deserved
it. This game's got the lot -  great graphics, great sound. great
gameplay and great whatever else there is left to be great Be
warned -  this game is dangerously acidictivel

Ceder Nd
.913 CFSAMC
99 C F S A M D

sois
U P t O13



RMAT BACK
Monster series - following the progress of
Monsterland From the Apes lads.

CF27: Cover tape - Full games: Detlektor, Alternative
World Games, The Muncher.
Demo: Sceptre Of Baghdad.
Gamebusters: 13page Creatures 2 special.
Reviews: Crystal 111M9dom Dizzy. Buity's Sporting
Darts, Crazy Cars, Locomotion.

M S :  Cover tape -  Full games: First Strike, Filth
Gear, Locomotion, Reckless Rufus,
Nick Faido's Championship GON.
Gamehusters: Spellbound Dizzy,
Famous Five.
Reviews: International Tennis,
Graeme Souness International
Soccer. Cool World, Nick Fat
Champ Golf, Paint And Create.

CF29: Cover tape -  Full game
Nerobotix, Battle- ships. High
Encounter.
Demo: Carnage.
Damebusters: Spellbound Dizzy,
Batman.
Reviews: WWF European
Rampage, Sceptre Of Baghdad,
Magic Rufus, Dalek Attack,
Street Fighter 2, Superstar
Seymour, Lethal Weapon.

421.20: Cover tape -  Full games: Slayer,
Daedalus, Blackjack 21.
Gamebusters: Creatures, Reckless Rufus,
Camp.
Reviews: Jimmy's Super League, Carnage,
Gladiators, Football Manager 3, Spelling Fair, Big Box.

ICF311: Cover tape -  Full games: Cauldron .2. Snare,
Subterranea.
Demo: Arnie 2-
Gamebusters: Stuntman Seymour, EMMA Attack,

ORDERING
K i n g d o m  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.

2121: Cover tape -  Full games: Snachman, ATA.
er Poe, Came Part 2,

Lethal Weapon, Thrust.
walker, Robin Hood, WW1r.

man, 4 Most World Sports.

Factor, Addams Family.

Lek The best 64 games that you

CF•St Cover tape -  Full games: Space
Academy, Mallax-

Last w e  Wars.
do, Pirates, Mercs

Squibbly Skwob.
'Oder 2.

(Stealth.

Fighter 2.
Exclusive ittlen3.

lets: The Ultimate Flight Simulator, Back in the
DHSS, the penultimate Let's Make a Monster.
Weight: about five ounces without covertape.
Star Sign: Leo.
Eyes: Hazel.
Measurements: 297,210,0.5

COMMODORE FORMAT MAIL ORDER AND BACK ISSUES ORDER FORM
•  SEND THIS FORM TO: Commodore Format. -
•  Please make all cheques payable to Future •
•  For overseas orders call the Hotline number tc
•  No stamp required if posted in the UK, Channe,

Description

Credit Card Number

Expiry date:

P--11,1t1

Method of payment (please circle): Access Visa Cheque Postal Order

'9 For c -  - se- 0 4 5 8  74011

Pnce O r d e r  Number

EEC customers registered
for VAT. please quote your
registration number:

Signature:

Name

Address

Post Code
Phone number

BACK ISSUES

Please send m e  the  fo l lowing C F  back
i s s u e s !  (PLEASE CIRCLE!

22 23  24 26  28  29  30  31 3 2  33  34  35  36
25 2 7
37

Plus CI PAP per order (E2 Rest ol world)

£2.50 each
£3.25 e a c h
£2.95 e a c h



SIMON' s
snmAs LIST

ar
r Christmas, my Commodore 64 would like
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 I hired him? Hutch)
An assembler -  There's a lot more to computing
than just playing games and using serious
packages -  look at what the Apex boys did with a
bit (well okay, a lot) of techie knowledge and an

sembler...
bbie Bobble -  Definitely one of the all time
ssics. If meanie-squidging gets any more fun,
II, it wouldn't really, would it?
isc drive -  Tapes are all very well nail, but
re are definitely times when a little speedy

loading most 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 hundreds of
planets gave you the freedom to actually live as
opposed to just play.
Lemmings -  The fabbest rodent bashing game
this side of the Amiga. Why its taken so damned
long to hit the C64 is beyond me, but it's finally
here, and providing it gets a reasonable mark, its
definitely got to be one for the collection.
Mayhem -  Why do you think?
Mini Office 2 -  Because if I don't put
this on my list, it'll make me Out to be a
games freak, and I'm too much of a
computer snob to allow myself to
be categorized like that.
A modem -  So I can chat

to C64 owners across f rthe globe, swapping
hints, tips, programs, and
tales of daring do.
Modems also have the
added advantage
of having lots of
little flashing 214lights that look
really cool in a dark
room.
Pang -  Okay,
never app
on the C

December 1993

really
nyone
nngL

Orange
1- e  vile things that
every time I think
year and I really don't
A guitar -  My old one's getting a little run down,
and besides, st's not really flashy
enough. Anything with the
name Ibanez or Gibson
on the headstock will
do, but no Les
Pauls please,
because I thi
they're absol
disgusting (I
my family are
reading this).
A huge lurk
can ring it's
its insides out,
dinner, Apologies to all you ar
there, but this is something I really.
strongly in...
A large overdraft -  So I can afford to buy lab
presents for everyone else without saving up from
October onwards.
A stocking -  I don't want to grow up. I want to be
a kid again. I just don't want to grow old and get

all wrinkly. Aaarghl
Some CDs Y o u  know, those really
elusive ones I  can't find a copy of

Gruntruck's 'Push' or White
Zombie's 'La Sexorsisto'

here
That's collective

a plate -  Just
nte.

43, s o  V%

I want to go ba

per5u,

med

one every
with tradition.

DON'T
UST LEAVE IT

TO LUCK!

Alright so they're small guys, but they've got
a lot of heart. They're versatile too.

When It COMBS to Christmas, Santa has a terrible
job decoding which presents to get for all the good
hate boys and girls Remember last year, getting all
exceed about the big squashy package that Santa
had left under the tree for you, only to find an Arran

sweater two sizes too small for you" Well
•ar why not give dear old

ther Christmas a helping
nd by writing a list of all

stuff you'd ideally
Before t o  find on your

Mayhem s t o c k i n g  come
these was

Creettmes. C h r i s t m a s  morning,Games•wise there's
some great stuff

available right now for St.
Nicholas to add to his

shopping list Why not drop him
a line mentioning that you couldn't be

without Mayhem In Monsterland (don't forget to tell
him the address to write to for a 'cos he usually just
heads clown to Boots to get all the stuff he needs)
Lemmings should be available by the 24M and
Aliens 3 too iAkens thirty two? Hutch) so give
those a mench as well. The best prezzies though, I
reckon, would be the classics like Bubble Bobble,
Robocod, Stunt Car Racer, Creatures, Rick
Dangerous, The Sompsons and The Addams
Family. all of which should be available from your
local budget game stockist (il not. get the big red
tella to give the company who produces them a
buzz, they should be able to help him out).

If you've got all the games you need already
(lucky you we could never have enough) then how
about asking Santa for a peripheral or two? A
mouse is always a useful addition to your collection

5 4 DEAR SANTA

Wout



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 L.C200 for
260 quid.

Santa doesn't pust do computer stuff though. If
you're in need of some intellectual stimulation I
must recommend a Terry Pratcheft book or three,
he's one of the funniest writers around at the
moment and his Truckers series is pedect
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 prezzles for other people as well as your
self. Even better, how about a trip to the
Trocoderro to play on the VR machines
or for a blast around in the Alien W
Quasar game.

Most of all, be creative with
list There's more to life than
Barbie, more fun to be had
just getting a better bike than
mates. Try something new, you
might enjoy rt. After all

you won't be wasting E lyour money will you.

Ctii ' W A S  LIST
Dear Santa,

What can I say. the overdraft's
looking decidedly Slimiest" and
so I've decided to caM on you
again for those special Christmas
treats. For my C64 I'd like
One new spacebar - the old one's
been through eight years of active
service and it shows
Some more cartridge software' not
very likely I know, but it was so nice being

able to simply plug in and

f g o  with your fave games.Wizball - perhaps you could

d o a r r a n g e  to have it re-. released, it's quite simply
one of the labbest

games of all time.
As for my

1 , -id self, rd
, , ri Ily like
Vanessa
Paradis
Drew
Barrymore
and Lucy out

mas is so close now
nta's whacking the

four star in the sledge and
ing Dr Zogs on the

runners. Ever
be visited first

this is the CF team's
Chrimbo list...

up lines
A racehorse preferably one

with good ancestry.
Lots and tots and lots of beer (preferably
Becks, but Bud will do).
Another UK) 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 Hassienolf
cancelled, it's a hideous prospect.
Endless plates of Spicy Chinese Chicken
A Vauxhall Frontera • it's such a funky peep I'd
do anything for one, especially the injection
model with the CD player.
Cheers Santa - till next year me old tat old mate,
Hutch

Ah those lips, that toothy
grin, those (Snip! - Ed)
anyway, Hutch would
love to find Vanessa
Paredis under his tree.

of Neighbours all
together in a big box,
Some new in-line
skates - my old ones

are looking decidedly
knackered.

A book of sure-fire chat-

D•to Trenton,
Thanks tor

clearing off with our
only copy of Nick
Freida's COIL WO
really appreciate it.
Yours, CF.

December 1 9 9 3

Dear Santa,
How are you? I hope you and your wife

are well (well enough to come round with my
prezzies on Christmas Eve anyway). I've been a really good girl this year. I
did all sorts of charitable, unselfish things. I joined Elefriends in Janu
and a couple of months back I did a sponsored army assault course
the Spastics Society (and didn't keep a penny of the money I collect

for myself). Please, please give me lots of tab
prezzies this year.

Most of all I'd like that signed baseball
asked for last year. I know I didn't
deserve it then, but I have been so
good this year. Could I have a glove
logo with it as well, cause I really hurt
my hand playing soft ball in the
summer catching the ball.

A pair of bright green contact lenses
Id be extra fantastic, but I know

DEAR SANTA

they're a bit pricey so I don't really expect you to fork out for them.
On and so that I  have something to play with when the Queen's

speech is on I'd love to have a copy of Nick Fabric's Golf for my C64.
Trenton took the only one we had in the office when he left. Talking of

playing. I have always wanted the game Twister, I played it once around a
friends house when I was 12 and I loved it to bits. I think they still sell it in

John Menzies.
That's really all I want

apart from loads ol
chocolate (no nuts in it this
time please), oh and world
peace and the earth to be
healthy again.
Thanks for listening,



iht--4111"::-.: DON'T BUY AN
r -  AMIGA GAME

UNTIL YOU'VE
READ THIS!

T h c u r r e n t
eissue of

AMIGA
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), Al ien Breed 2 and
also the game
which looks
like being the
best of the
year -
Sensible
Software's
blockbusting

SA
NO

arcade wargame,
Cannon Fodder.

And let's not forget
our two coverdisks, this
month including the
chance to win E1,000
worth of sof tware 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.

-a •t:

.41
AIN

t  P E  I  1

NIS IS IT!
OF S W O P  PO

OURS W I T .  • S S U I

XCLUSIVEI C A N N O N
THIS DISK COUlD WIN YOU FODDER

OF SOTWA T h e  best game of the year
- first ever review inside!

or O M *  91.111
•  C A M S  W I T H  I S S U E

t g  C N I I I R P U N K S

. . . .  o,,Avol••••, P s i I P ,',tow
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> EISPA <

CREATURES

JAMES POND 2  -
ROBOCOD A

WWF WRESTLEMANIA A

THE SIMPSONS RE-ENTRY

--, T H E  ADDAMS
FAMILY NEW

• F U N  SCHOOL 2
6 - 8  YEARS NEW

RAINBOW ISLANDS NEW

: STREETFIGHTER RE-ENTRY

KIXX E 3 . 9 9

HIT SQUAD £ 3 . 9 9

HIT SQUAD E 3 . 9 9

HIT SQUAD £ 3 . 9 9

ma SQUAD E 3 . 9 9

HIT SQUAD E3.99

KIXX E3.99

US GOLD 112.99

0 2 6  94%

KIXX E3.99 CF33 93%

I CF32 92%

0 3 4  93%

CF27 60%

0 1 9  93%

CF30 36%

I 0 2 9  80%

So we don't get accused of being
elitist, here's a peek at the rest
of this months top forty.
Hanging around down there in
the lower echelons there are:
•  Loads and loads of driving
games, it  seems that you have
the need for speed.
•  A cart game has slipped into
the charts. SCI is a new entry
at number 31.

•  Even though Wimbeidon's
long gone, Pro tennis tour is
still holding on in there at
number 23.

TOP TEN FAVOURITE
GAMES TO PLAY IN
THE CF OFFICE

•  Mayhem in Monsteriami
(Apex Computer Productions).

•  Creatures 2  (Thalamus).
•  Nick Faido's Championship

Golf (Grandslatn).
•  Stunt Car Racer (Hit Squad).
•  James Pond 2 - Robocod (Kiva).
•  Rainbow Islands (Hit Squad).
•  Rodland (Kixel.
•  Bubble Bobble (Hit Squad).
•  International Karate

Plus (Hit Squad).
•  Microprose Soccer (Kixit).

IH

A,*

STREETFIGHTER2 MS Gold)
ig. STREETFIGHTER (kiss)
wr W W F  EUROPEAN

RAMPAGE (Ocean)
GOLDEN AXE (Tronix) .1
DIZZY PRINCE OF

i1t:THE YOLK FOLK

Codehlasters)
CRYSTAL KINGDOM
ZZY (Codellesters)

AMERICAN TAG TEAM
WRESTLING (Zeppelin)

DJ PUFF (Codeblasters)
LOTUS TURBO

CHALLENGE (GBH)
DIZZY DOWN THE RAPIDS

(CodeMasters)

CHARTS



I's f a s t ,  v i o l e n t  a n d  r e m a r k a b l y
d d i c t i v e .  I t ' s  f o r  r e a l .  i t ' s  f r o m
l i e c t r o n i c  A r t s ,  a n d  w e ' v e  g o t  t h e

o r l d ' s  f i r s t  e v e r  p r e v i e w .

E A  4 - W a y  P l a y  s p e c i a l  o f f e r  a n d  f r e e  F I F A
I n t e r n a t i o n a l  S o c c e r  p o s t e r .

A n d  r e v i e w s  o f :
F I FA  I n t e r n a t i o n a l  S o c c e r
S o n i c  S p i n b a l l
R o b a c o p  V s  T e r m i n a t o r
L e t h a l  E n f o r c e r s  C D
V i r t u a l  P i n b a l l
L o t u s  2
T h e r e  i s  m o r e .  N o .  r e a l l y .

Li,_,Tar,--1L,,,•___.,•,...._ „.•••••.•
dic t ive  t h a n  S o n i c  2!And  1 , , i re  a d

Ws tor reel- Ws here- And inside we've  got
I W I

H o w  t h e  illorwips
twonotah  s e a *  I t  o n t o  thee
S A M S  a n d  OdomImo Obey

liSoistersio s t o r y  s o d
f i r s t  s h o t s  i n s i d e

why should
you buy this?

B e c a u s e  y o u  w a n t  t h e  fu l l  a n d  e x c l u s i v e  s t o r y  o f
A k i r a  o n  t h e  S N E S  a n d  G a m e  B o y .

B e c a u s e  w e  c h a l l e n g e  N i n t e n d o ' s  U K  b o s s  o v e r
t h e i r  p l a n s  f o r  y o u r  m a c h i n e  a n d  y o u r  g a m e s .

B e c a u s e  w e ' r e  d e s i g n e d  w i t h  y o u  i n  m i n d .  C r i s p ,
c l e a r ,  c o n c i s e .  N o  m e s s  o r  m u d d l e .

G a m e  Z o n e  r e a l l y  I s  t h a t  l i t t l e  b i t  d i f f e r e n t .
T h e  o n l y  q u e s t i o n  is :  a r e  y o u ?

!toll If E DJ 0

/Ma IV
tJ

•  On SNP Man 1111110E
1111011 Snow

11•1111101 InE11.111111
WOO t r e k  M a i n
I -

I an le l
•••••• a . .  •••••

( N i n w n d o )
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V L V I g  V g
Cop a lod of some stonking Lemmings goodies

in this fantablious comp°.

I I s  the garneplaying craze that's
swept through more nations than the
Dame Edna loadshow 11 seems like

Leanings has been around for years
(which it has on other formats) but
there's cause for celebration because it

has finally made it onto the CEA. Just in
tone for Christmas too, To celebrate the

release of their most popular game to date.
Psygnosts asked us it we

wanted to do a competition. We of worse said a yes and so
here it is. There are ten goodie bags up for grabs, each one
chock hill of Lemmings goodies includrng hats, mugs and t-
shirts and all the C64 games that Psygnosrs have produced
that they can lay their hands on Hurrah'

To win one of these amazing gocKbe bags we'd
like you to imagine that you're writing to a Lemming who is
your pen friend. In no more than 150 words wed like you to
try and cajole the Lemming into writing back to you, rather
than wandering off the nearest cliff) The funniesttleverest
ten letters will win the goodie bags And that's it.

•  No employee of Future Publishing,
Psygnosis or Lemmings Uld may enter.

•  The judge's decision is final: the judge being )

Hutch the magnihcent, editor of editors.
•  All entries must arrive at Future Publishing by the l l th  of

February or you'll get no tea and be sent to bed early.
•  A w h o  uses bad language will be eliminated from the

talon and will be reported to their
e r / p a r e n t r i e r  or tortoise

co) i A T  4c, December 1 9 9 3  •

5 9
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D o w n  here in

of the rugby wo
currently top of the I
seem to lose their wi
The world champion-

are a different matter. The All Blacks
it completely wrapped up. the huge Anti
strike terror into every fullback's heart
England team doesn't usually get a look
those black sweaters are on the pitch ( but maybe
this time round we'll do better). So now, thanks to
Auchogenic, it's your chance to prove that the Bnts
aren't that bad (after all the game originated in this
fair country), and to thrash the wodd's best teams
at one of the toughest sports on existence

World Class Rugby is simply a rugby simulator
with a teeny weeny

bit of management Y o u  k n o wthrown in_ Well it's

not realty management c o n t r o

WM RIZ CLASS

s more like playing the
team captain Yo u  can swap
your player's positions around
and that's about i t  There's a pile of
options to go through before you
get to the playing a.game of
rugby bit. which
unfortunately has to be
loaded separately_ Now
this isn't too bad if
you're playing off
disk, but it's most
definitely a multi-
load nightmare off
tape After every
game in the
league you'll
have to load the
menu section
again, And then
after being to
result (that yo
knew anywa
you've just
have to rel

N E M  Z E IDA-M tit  e l  o u r u m e n

W,IRLD CLASS
Suddenly Jeremy's team mates decided to
disappear colt down the boozer f o r .  'wit ty.

COMMODORE FORMAT 39

And now for your delight, Clur will jump into the
bath with fifteen hairy men and not come out
Christmas 1995.

section 1,
play the next match

e programmers. Denton
ns, are currently working OA

Alms for Konami And
we've seen solar of

•design on that, I was
some stonking sprites
Unfortunately that isn't
your players are a little

•iisy to really see what's
i•ning. but I suppose as long

you can tell if you're holding the
or not, that doesn't really matter

i t I I  m u c h .  You know who you re
controlling by the ever so subtle arrow

/  v e  his head - much better than a
y change of shin colour which only

helps to confuse you more, which you'll find in
, In the heatmany a 64 soccer game Of,

of battle d's still completely
,our little men, especially when
pressure a lot of pressure,

S A LPE

LOAD

Pick a tournament, any tournament and play
against your mates or the computer.

ODD SHAPED BALLS
If you find yourself in a scrum or a line out then
there are a number of specific plays you can
implement. All of which are totally automatic until
the set piece is finished or you interrupt play by
hitting the fire button, at which point you take
control of the player holding the ball. Choosing a
certain play is a simple case of pointing the joystick
towards the option required and hitting fire. Even a
Rugby novice like Lisa got the hang of that bd.

As in most sports games_ the two player mode
is twice as much fun as playing on your own,
There's something wonderful about getting
together with your big sister and thrashing the
pants oft her 'cos you've actually bothered to read
the manual. Incidentally I do recommend you read
the manual before even attempting 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 before - but it's
not that tough to gel the hang of) Even it you think
you know all there is to know about Rugby. the

The French team practice a bit of breakdancing
between the old uprights-

:1:11-AMSS

Keep hall an eye on the scanner in the
bottom nght of the screen when you're
making passes during a play,



HOW TO PLAY RUGBY
For those of you who skived off PE or if you're
lust too old to remember, here's a quick run down
of the basics of the great English sport of rugby

The game is played by a total of 30 big.
beefy, strong willed, wide-necked men (that's
exactly 15 on each side)

The aim ot the game of rugby is to run with,
kick or pass an oddly shaped ball between
players in order to gel the ball over your
opponents back line. This is called a try, (maybe
because you're trying to win), you'll score four
points for scoring a try.

After a try you must attempt a conversion (to
convert your four points into six points)
Your player stands on the quarter itne
and tries - no. I can't say tries, that'll
only contuse things more -
attempts to kick the ball between
the goal posts above the
horizontal bar.

The most enjoyable bit in any
game of rugby is getting squashed
in the midst of a scrum Eight players
from each team take part in the scrum

control system isn't completely straight
lorward so read up on that bd.

Al this point I waS going to give you the
view point of a rugger expert bull couldn't find
one who could write his own name.

WAITING FOR A TRAIN
But for the waiting around between games
World Class Rugby might have scored quite
highly Awful multi-loads like this just shout of
programming laziness. If the programmers can't
be bothered with ii all then neither can I.WCR
really could have been great with a little more
effort on Denton's part It's all such a pity - , e
world isn't exactly over-run with good
rugby sims,

a  UR E l

Weil  I ' m  sorry but  I  c a n ' t  be  w i t t y  about  such  a
singularly ted ious  screen  shot .

The front row consists of a Loose Head Prop, a
Hooker and a Tight Head Prop. The second row
is a Loose Head Lock, and a  Tight Head Lock.
While the back row is two Rankers and a number
eight The rest of the team are a Scrum Hat a
Fly Hall (sometimes called an outside), an Inside
Centre, two Wingers, a Full Back and a partridge
en a pear tree

A standard game will last eighty minutes with
a live minute break after the first half. In which
the players don't go back to the dressing rooms,
they just stand around in the mud sucking
chunks of orange Alter the whistle blows all the
players stnp off and lump in the bath together

Ms traditional apparently,
they don't enjoy it at

all matey)

Wales get their highest scoreline of the season
thanks to a no-show by the hussies.

W I R L D  CLASS —
you get realty good then you can try all sorts of

interest ing format ions  a n d  tine-ups.

Wt1RLD CLASS

As you can see, the Welsh team have
invisible kit. Anything to improve their

for an
, eh?

COMMODORE FORMAT 39

loitSRLD CLASS —  -

O P T I O I M S

M AT C H

Timms

V I O L S

GAMES TIPS

WORLD CLASS RUGBY
PUBUSIIER A U D I O G E N I C
CONTACT H U M U S  O S  I 4 2 4  2  244
PRICE / 3 . 9 1 0  CASS/ /  7 .99  DISH
AVAILABLE N O W
OTHER INFO B U D G E T  RI-RELEASE

•  One heck of a multi-load, don't
even consider playing it off tape...
•  ...sticks to the rules like Pirrelli
tyres stick to the road.
•  Great two player gameplay.

r  ,•

ember 1993
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pooky
but true fact;
Lemmings is now over
three years old. Spooky but
obvious question: why has it taken

so blimmin' long to arrive on the C64? I 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 teas 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 Smartiesim , the
calculator, the sweater, the torch, the WWF1"
figurines and the football.

December 1 0 9 3

Paddington station on a
Monday morning looks
jolly busy.

I,t i
They' • c u t e ,  they're furry, they walk off cliffs
without a crash helmet, they play Russain
roulette and they enjoy the Nolans, but wil l  the

Lemmings survive a meeting with Hutch...

MAN THE
LIFEBOATS
This is the deal. There are
these little luny rodents who

for some reason (this is game plot
land) keep getting dropped into danger
zones. The idea of each of the
levels is to get the lemmings

to safety, by utilising some very 4111
special talents. Deploy your
lemmings correctly and you
can get most of them (or all
(you're really hard) to the
end of level portal. Then
you try the next level and
the next until you reach level
100. Or not. Only super-
humans have ever made it to
that glittering level.

01 course it's not that easy. Then*
are some downright vicious obstacles littered
around the levels including tar pits, mashers,
crunchers, gnnders. drops, cliffs and whiskers.
One bit of wrong timing and your lemmings wit
happily trundle straight into the obstacles where
they'll be puréed to a bloody mess. Lemmings is
not without its grim moments.
• T o  save the lemmings

This is
what
happens
when
gravity
reverses.

from a tale worse than Country Practice repeats,
you've got to endow them with the right talent at
the right time Transform an ordinary walker
lemming wik3 a climbing lemming at the right
moment and you can save lemming-kind from the
big cliff-lop in the sky.

CONTROL
re are two control methods 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
was designed to be played with a

mouse, use anything else and you're
putting yourself at an 'mediate

disadvantage.
So why am I being so hard on joysticks? It's

simple really, joysticks are digital, mice are analog.
All of which means that you can move between
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

• POWERTESTED



lemming at the right moment More
than any that's gone before it, this
game requires spin-second timing
get things wrong by even one
lemming and you'll have to start
the level all over again

1110
0  Crimes Lemming: th
comes dressed in army
Essential accoutre
on a piece of string,
Tenants Super, a
olattitude that would make Sa

Odol•

tar lemming
and a flat cap
a mongrel dog

see, a can 01
and the kind

&lam proud.

The
Lonsmings
got bomed
and desMo
to doup
on sue AI
She Impels.

PLAY THE GAME
rm happy to report that Lemmings plays
well. Once you've got to gnps with the
control method, it's easy to get sucked into the
game This situation is helped immeasurably by the
tact that you've got infinite lives: you can carry on
attempting a level until you crack it.

Moving around the screen's easy and the
scrolling (though a little bit on the juddery side) is
fast enough. What's more, even when there are
loads of lemmings on•screen there's no visible slow
down. Basically, the programmers have done a
great job retaining all that Lemmorsay playability.

Thankfully, the programmers have also retained
the learning 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 famoliansing

yourself with the controls. you

What a handsome,
enigmatic and foolish
man I am. Hurrah!

•  Ram Raiding Lenwriing; 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 them very
fast Into shop windows before being chased by the police
lemmings and dying by rolling the car into a held

•  Employed Lemming: one of the luckiest lemmings in
the game, Me one's actually got a job Walks around a
tot with a briefcase and a mobile phone, arranging for
massive buildings to be built just so they can remain
urieccupied for ten yews.

•  Raving Lemming: sadly (nW) this one's getting quite
rare now. The raver kneeing has a ridiculous hat, a long

011v .

4N01;

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 great job

on the graphics They've managed to 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 it you've
got some neighbours you particularly hate or it 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 splatly
noises when they hit the ground

WHAT DO YOU RECKON?
Fortunately for you lot. Lemmings has made the
crassover into Commdoreland with surprising ease.

Extensive use of floaters.
is required at this point.

• • • •

can try the fun levels with their
easy objectives and low
lemmings quota.

BEAUTY'S IN
THE EYE

Ae oath,
sleeved t-shin with a rude message on ttIront, some

stupid rnirroreil shades, a whistle and a mobile phone. It
has the ability to stay up for three weeks running

I r a W o r e  keeling over dead, due to continued drugabuse and dodgy hamburgers.

•  TakeThatean Lemming: spends lots of time
staring moonily at pictures of the tab bye. dreaming

o l i o a b o u t  romantic encounters On beaches. One of the- m o s t  committed lemmings, this variety will pursue es
prey to the very end often camping out on the levels for
nights on end in the vain hope of shouting -Robbie I love
you at the back end of a cat

0  NewMan Lemming: always opens doors for women
lemmings, cooks with a wok, buys GO a lot and knows
how to 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 female lemming side.

•  Console Lemming: hopelessly addicted to shallow
games with fast whizzy graphics and little gameplay.

1

•
The game's chock full of gameplay and realty does
have something for everyone. If you're into shoot-
'em-ups then you'll like the more frantic levels_
while ;I you're something of a strategy fan then
you'll enjoy the complicated levels. With good
mainstream games becoming rarer than hert's
teeth, it's a bit of a treat to see a game as
big as this converted to the 64,

11.LITAILLCS
•  Great little game with loads of levels
and plenty of challenges...
•  t h o u g h  it does judder occasionally
and there is the odd graphics glitch.
•  One for the stocking guys.

tvitD)c_f

Doesn't mind paying - s i n g l e  game_ Fiercely
tribal, the console 6.1 d e f e n d  his OWn brand of
console to the death (using moves learnt while playing
ultra.viotent games).

0  Carboot Lemming: comes with a car and an endless
supply of useless knickenachs. The carboot lemming will
happily sell the other lemmings non-functional
gramophone players. folk doll toilet roll holders and odd
brass objects of indeterminate origin.

•  Herd:forty Lemmings: this only operates within a flock
The henparty lemmings get roaringly drunk on cheap
cider and sing rude songs very loudly. Comes equipped
with L-plates and a sandwich board with pictures of male
man lemmings on it

•  MotorwayCone Lemming: drives along the levels
laying out an endless supply of red and white cones for
no reason at all These hold up all the other lemmings
who wail tor days to get to the front of the queue only to
hod that the reason for the hold-up is another Motorway
Cone lemming coming the other way.

Ot 9 b e c e m b e r  1 9 9 3 1•

POWERTESTED LEI

JJL : - . ; L L / 7 M
GAME.. . . . .  • MINOS
PUBLISHER G N O S I S
CONTACT NUMBER 0 5 1  7 0 9  5 7 5 5
PRICE T R A

XMAS
OTHER INTOTAPE MULT1LOAD/ 3 DISKS
AVAILABLE



Death: Oh -where e p o s s i b l y
r C r o w d :  W e  behind yew, you hammy NIPNei

As %mu eon see' r e
wrestles are no n o
averse to whisperithey
hteinritsetiathoeene ones.

at the

6 4

If  Simon Fo
wanted to
wrestlers

ha

POWERTESTED C P

ster over
a I M F

uldn't
h luck.

•
but

tely
ery

ocember 1993

VilF stands for World
Wrestling Federation.
It's American
wrestling (leans away
from 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

antomime get hold of British

volvtling? That right -  the only thing
missing is the gingham dress.
Sitting here writing this review, it realty is

a lot harder to explain just how hyped WWF
wrestling really is You see, I could give you the

following description:
Under a hail of mass cheers, the two wrestlers

enter the ring, dressed in
their costumes (these can
be anything from a
bandana to full body
armour with zips in the
knees), The wrestlers
then disrobe and stand
around in their
swimming trunks
staring each other out,
grabbing the referee's microphone, and s
catch phrases. After several minutes of I l y
working out (staring at someone and tal n g  at the
same time as sucking your stomach in), the fight
finally begins.

So the two wrestlers shake hands (probably
throwing in an illegal punch here and there), and
prepare to get down to business. The referee then
hams up being incredibly pre-occupied with his
shoelace, so that one of the rest lers can throw in
an illegal kick in the teeth. i c h  point
the ref looks round and pi t h e  fact
that he's utterly confused as to
hell's going on.

Next up, there's

* l i k e  iwatching
,Ight,sitting there

% A m o s  1011 C1111 do

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 c
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
id stamina), wouldn't knock the skin off a mug of

Finally, as in all sports, there is a winner, It
doesn't stop there, though, as there is also a

There is one wrestler
(who's name eludes me,
but was probably

something deeply tacky
like the Barber ol Seville)

1 / 4 o w i r 3  t h a t  t h  e f e ' e  w h o  cuts his defeatedopponent's hair off,

u t I t  ano the r  who pratsa "  around with a s k e
wrapped ar u p p e r  torso like a wrap.

And so the t p o d s m e n '  walk off agai
winner grinning too deeply into cameras, an
loser snarling at children who're crushed up
against the railings by middle-aged womenrwho's
biggest kick in life came in the form of the charade
they've just watched,

I could say that, you Ut it wouldn't be
enough. It wouldn't cover the r; s l a g g i n g
matches, the personal vendettas, th s i o n a l

glimpse into the soap-operized priv te  lives of
the wr e r s ,  the

Ommeed
In the sport m o v e
I .  In the gems. l o o t  up bottom' gets 'ens
every time.
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A
darn

4t i l th  the
itself (not

posters, o d e r &  watches, books.
cartoon ,  comics, film
appearances, bed spreads.
wall paper, lamp shades,
Cuddly toys, plastic figures.
costumes and computer
games. It wouldn't cover •
fact that Titansports are
probably going to do
something very painful to
certain areas of my body for
n. putting a ' '  after every

even vaguely connected
e sport (because they've
d the whole gosh

'ng),
e is the game, and

the
amount i f

advertising, and probabilY legal fees
poured into its production), it'll sell
whatever I say.

So t s  load up the game. And wait, Wait a
bit n  wait m e .  Finally, the title screen
loads (this Is the di vers ion,  incidentally), and we
wait. Sooner or t t u a l l y ,  later) you get the
little menu, enabling t o  either spar (if 'perform'
wouldn't be a better word) with a partner, or go
against the computer. Either way, you have a
choice of four characters -  Randy Savage (nu
bloke), Hulk Hogan (religious bloke), Ultimate
Warrior (pagan bloke) or Bret Hart (irritating fl
bloke).

The fight begins, op i  two tar-too-small
blokes in a far•too big ring • k f u l l y ,  we've
escaped all the bloody hype. Playing the computer
version. the series of events is really' i l p  simple.
As you walk up to your opponent, he hits you in the
chest. By the looks of your blokey, it hu q u i t e  a
bit (by the looks of your energy bar, it di
damage at all. which is probably really
My granny always used to say that if s n i t s
you, hit them back. So you do. Twice m p u t e r

reeling from the awesome a g e  of your
fist. DU grab him, and enter a grapple.

The rest is all very American wrestling, really,
so 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

no given situation, as soon as that situation
anges, so does the action you're selecting. This

s not mean that the

orb 1 . ) , 5

This Is otnriously the wrestling
move known to the Initiated as
' tangled rams,. ot wr i th ing  R 0 0 %

POWERTESTED

C A M  W W F  111010PIAN RAMPAGE
PUBLISNIS N I T  SOUAD
CONTACT HUMMER 0 6 1  $ 3 3  6 6 3 3
PINC1 1 3 . 9 9

1 9 9 4
011111I INPO _TAPS ONLY, MULTILOAD

•  Moo
Ws only

t h a t
it•s riot sot  on
a back-
ground of
recurr ing

game contains
nearly all of the

interesting, fun, and brutally
painful moves you'll find in the sport. It doesn't
mean you can actually think "I'll do a [whatever' on
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

II the various moves within the game). It also

d i p .  ans that you'll probably lose against the harderpuler opponents.
' I t ' s  like watehintiftrub fight, sitting there and

knowing that Itioro, -  ° M t n  you can do about it -  if
you want betliel,g-raphics, sound, and probably
marginallweetter gameelay. just go home and
watch F  on the telly. Sure, you could study the
art of f o r  several days just to know what
you're f r o m  the first second onwards, but the
, oltial (or r  total) confusion throughout the
game will (I i s e  you) turn you cold.

So let's y  that maybe you've sal around
and actually st d  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. There are lots of moves, but with Mos
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.

6 5

•  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 I want to die.
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ommodore Format is middle-aged,
its official, next month we hit the
four oh. Were not getting
depressed about it though. I mean
senility comes to us all in the end,

computer magazine or otherwise Next issue also
happens to big the big Chnmble do, so well be
getting all festive on the CF sherry.

Jon Wells will be continuing his stonking SELJCK
feature and thoroughly confusing the CF crew in the
process. The Apex chappies will be adding their voice
to the game design tutonal, telling you even more
trade secrets. You'll all be writing blockbusters soon.

Andy Roberts has got a stonking gamebusters
section lined up, with a special emphasis on two
particular games, two yen, popular joystick outings
and the ones you've been asking for again and again.
Hurrah!

There's a new diary of a game starling 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 to goodness
bottom pokes, it's going to be a stonker.

Right. we've got loads of Christmas shopping to
do, so I'm letting the team out early. Be good, see you
all next month and remember: never eat yellow snow

slum

PRISONER CELL BLOCK Z
Dear Commodore Format,

Things have taken a bit of a turn for the worse guys. Last month I told you about that funny woman
and her coat, Weil, I Malty caught up with her again at the border town of St Nimes Sur Noilly she
was sitting In a imp  black limousine, talking to an old chap with a great coat and a rather fetching
hat.

I tapped on the window and she seemed very surpnsed to see roe. Met  about ten minutes Imanaged to perauade her to put the window,

The last time we met you lost this...• I handed over the parcel. The grey haired chap chuckled abit and raised his eyebrows at the woman.

'Thank you very much, you've saved 'no a lot of time and trouble,' she said,Not at an, anything to be helpful, I  replied.
'However you know too much now, so.— I'm Sony._ . she said.

From nowhere I fell both my arms get grabbed and then a bag was pulled over rny head. I was
driven in a very noisy vehicle for some time and was then dragged into a musty smelling building.
When they finally took the bag off my head I found that I was in a mouldy, stinky, manky andsomewhat damp cell in what looked like a castle.

I've been here for three weeks now and I've seen no one in that time. Tvilce a day they stick
some food under my door and thars It I smuggled this message out on a rat that bee been training (l
nicknamed it Hegor) and as there aren't any Mere of the furry bkghters around. I don't know when Ill
be able to communicate with you all next_ Send help. Please, Of at the least, a change of underwear,
I've been wearing the same knickers for nearly a month now arid they've started talking.Yours getting increasingly depressed.

Roger
111

a  SNARES OF 1

December
soon Ion the
you very much
MY NAME

MY ADDRESS

).

PO WERTESTED E r

it
e righteous (rather

Formats) man. CF40 (t
) is f l i n g  (goes on sale) real
rd of December). Excellent (Thank

HUTCH

OLLIE

114
HAIRY
HAPPEN'

LISA

We had so much fun doing the
phote.shoot tor 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 shutter.
Hutch has mastered the
pout, possibly from watching
Lisa, Simon has got the
come-on sussed. 011ie's got
the baby look down pat and
Clur looks well odd as a
green head.

tI

IP Forget that new Spielberg senes, there are far
more Interesting things happening on your C64
CF40 will be on sale on 23rd December 1993. but
you can get a special 'Meg-Save' option on this
limited edition*. Just fill out this form and hand it to
your newsagent and they'll stash a copy away for
you. No more Ahve and Kicking HI gra h'



14.1101 SPIKING 1111111 . _ _ _ _ _ _ _ 1 7
AtIMP VT SPIT _   •  I  99
CASTLE I M 5 1 1 1 1 _ _ _ _ _ _ _ 2 9 9
CHUAESTIN 2 4 9 9
(HECK/ IDS ...... _ _ _ _ _ _ _ _ _ _ 3 1 5

Ettii StmOD. 2 MDR A _ V S
UIPAINI "Mt  1 9 9
(AIUN G0001 ADM ( 1 1 0 1 1 1 - _ _ _ 1 1 9
1-IA3,101119D !Wit KOVN) ...... 9 1
HARD Elf 10/010,11
HAINOTE  1  91
111060711 1  99
HOI SOWN 199
005IA615 2.99
oust? FOR NO KIDDER 2 99_
lit P400114 219
IHRAIRA INKS EMI et MUMS

2 99

1111111DAIDNIAL 1111C E lACIIID ..... 99
INVASKIN 1 99

NKIIALIS AREATEST II ,
...

3 75
11

AMY'S 93911 MGM_ _

3 50

Jocrl 'NILSON DAMS 011/1/111 50

i 111101301 . . . . . 91

MATCH Of DIE

9r

NATO Pain 2.99

*  4 s . . c a  11 Ani
30 CONSTIECIEN EE •

INSIIIIMMIAL EOM MIES EIEEOwl WEAK 1 W k o m _ 4 1 9
514
mini MBE 1 1 9
kAa1M6 MOMIMI • DM MIMS
111 DI mars I n n  3 5 0

MEMO 7 19
MUMS MEE MINK 750
MUMURPRI11117_
MIMEO 2 99
AMUR= O f  DON - Z
hag* DOM • ODISIE DADDY. 199

OLAsta, 512
6741000 DMUS 3 50
UDDER I0f I . 799
SWAM 19I61111
SEOLOGY 7 . . . . . .  _ ....... 9r

799

1DIENCING DUOS .......
3.75

IONLI DEM
_

315
PIG DOMES -13013

C„.1 IN HIE MA
(J1 ELEPHANT ASK _ 7 _ 9 9
(IA551( ASCA.CAIL I0A34S150INCHWA11115 /SO
CLASSIC ASICANA 3 ...... . . . . . .  . . .  _I 90
(OEM 011tufiA _ _ _ _ _ _ _  ..... 1 3 0
CMOs= ......
(9169101912 _ _ _ _ _ _ _ _ _ _  1.99
Dino TA U . . . . . . . . . _ . . . _ _ . _ . . . . . . .  . _419

CIMKNAI ou1110115 Of NE Dili,

C,Cit C10(5 _ 1 . 9 9
CVAHILE MAG011 I  99
430 SHE NSA  1 9 9

(WADE)

- - 3  "

EMPIRE STRIKES VAX__
EIUEG D  1  99
1111019AN SIMPOILMIll 411110 _ _ _ 5 . 1 4

(LP . . . . . . 5,99
I HANN 1  50

F15 SIMI fA61.1 IMRIONESEI _ 3  99
E991A51 WORLD . 3 . 7 5
FEST PAST NE POST   _ 2 _ 1 9
oolsALL KUOISER 3...

tu11S09001. A I  VIA13
E LK SOMOE 2 INES 8 ___________3.75

THE POWER MOUSE
SHIM OF LANDECTIRIAIRATOR

TRIM MCKEE- . . . . . . . .
DI WARS/MUNCH EL" AX IENS

SUPREME CHAIIINGE,  5 - 9 9
r.TARGLIDERJETRISIELITI/ACI VThE SENTWEI
MEGA PACK 4 . 9 9

EYE OF IIIMUSMME FIGHTER/STAR RAY/
MAIADIE

•

RAI

DAVY NORMS
NEW 7EAIAND von    1 7 5
NiOs 141130 011411P GOLF _ _ _ _ _ _ 1 9
MGM 111111  _ _ _ _ _ _ _ _ _ _  .... 191
OPILUION MANN    S O

2 . 5 0
PIRATESIll markt  _  _219
KAI15015 451 34 MIS
POKY( 3   _ 2 1 9
posifitM PAT 7 2 1 9
PUS GAMES   7 1 0
MURK 7  90
010 10111 NMI  _ 2 . 9 9

Oti 2  99
LIINEOW ISLANDS  _ _ _ _ _ _ .  . . . . .  _ 3.7S
ARSON Of TM JEN 7 0
ROGUE   . . . . .  1  99
IMIND 1111 1010  2  99

S PAITSIK
VOIIPTON
SOMME AuaolDIS 1  99
SMASH/   1  f t
SAME 1.101 LOAD  . 1 5 0
ORION
SUMO -  .... . . . . . .  1  75
SLITTERMS . . . . . . . . . .

_ _ _ _ _ _ _ _ _
51101204 • P001
SNOMALL III 90I1
SNOB 7
SOUZA STAR
SOOTY'S NUMMI 1011E1iiiiiIPTE 71 _ _ E N

SITS1

119
2 1 1 1
_ _   191

t"
SAMAM711.--  1 1 9

SIATIORMIA .
SUPER HANS DO  9 9
SOPRI scsualll , . . . . . . .  1
51.1P111 ST 001 US 2  50
SOPERTED     2 3 0
STATCHOLASE   . 1 1 0
551913.4
IAA IDE MI5/LING  1 . 1 5
Los Ois 1091e151    1 3 0
T1UMAN:11 7 . .
nil OUR • TI51 M k  . 3 7 5
TM P0R511 G A M O _ _ _ _ _ _ _ _  ..... 199
THE MMUS  A S O
TOMAS 1111 TAM WWI ___________1  313
11100AS ME UM MOIST
RIN INN WORDS 4AGLIMIO 7)

Tu n  .  199
ROMER( 150AD 097T9 . . . . .  4 75
RASE UM OP   1 9 9
WACKY DMIS  _ 2  91
Wit II SALM / 1 9_  _ _ _ „ _
WEL LIA5 139 RIMS] . . . . . . . . . . . 3.99
WU STREETS
WIRER CAM. _ 2 1 9
YOKIIR SPOSTS CS 100015 PENIS) ..........4.99
SONDEM ilaT  7 9 9
POMO SOUND KAMM 1 . 9 9
AMMO (MAP SOCCER_ 1 9 9
ENID (13(All. _ t e t
WOOD CUP
WOOD WEED'

111115014101 _ 2 1 9
31410/

*  S P E C I A L  *  C A S S E T T E  O N L Y
:!1D

NOT BOXED

*  C O M P I L A T I O N S  -  D I S K  *
PITOIO'S SCKCLA 5 . 9 9

FIGHTING SOCCER/AKE Of Z WOLO
010./APIONSII;P SOaa, MAMMESTE1 Min

CIAMMOUSE S M I T S - -  5  91
30PIRRALIISHOWING GAWP

lILLUIROVSEEEBMWEDOIRALIARAZY P001
RALE GAMES PACK

60(FADOIRAtt MMIAGER/HEAD (OWL'
OEK

* S P E C I A L  OFFER C. 6 4  D ISKS *
•  WORLD CHAMPION BOXING MANAGER

•  FALLEN ANGEL
•  AUSTRALIAN RULES FOOTBALL

7 7 7 ,  T 5 0 1 . 7 * .  •

TUNIS . . . . . 1.99
MM  1 9 9
AIME _ I N
EAT  A  99
MS ISO GAMES .......9 0 . 9 9
RAO( MOW (ROE 51441_____  4 . 9 9
ROOD ISONEAS
RUE NORM 1 9 9
SOO 01 TIT DEAD  3  99
SOMOSIDAUS 4 . . . . . . . . . . . . . . . . . . 3 9 9
WA ANKH 7  99
NOY CHASE 3 9 9
(554011546 4 9 9
011IIII1 (Arun 4  99
DAtEk Alua _ 5 1 9
WAN Of 6t19I
OEFEIMIS D I E D I  3  99
DIRECTO!
IMO / O a
DIG Mg ,4DISC011111
DO a t (
1009446 OKI

EDO OK PM 2 _ . . -  3 3 3R I M  TOMO
MAT11111011AO (morons ._."13.37:4 , 4 1 :
EUROPEAN FO0TI4LL CIMM  4 . 9 9
II irmuDo

16 IONIA/ M101
4.11

M1I0011AMM' I1 MAIM3 1 0 1 4
TIADIEITSTEIN
HIM 4(101191
FUME KNIGHT , 7 1 9
GNI*? .    . . . . . . . . . .  _CM
04.011 PILOT_
UMW 301111/SikloitrESE-411E1-
ISM
KONG KONG HOW:-

DIX017. 1 1 9
N N W  JONES" 'LAST COMM_ 4 1 9
!WIRT°, PIECIII  1 9 9
INEILIMATIONA1 MEE_
AMISH KHAN . . . . .  .1;199

191AMITY QUEST

9011171.24.4
LitLi GAMES 1 9 9

WEE KM COOKS 113 04. I1011AD WOO
MOPE' (OLLICTION . . . . . .  119

1/J14 MGESIACAN IN11607176011I-.

1010 04-1ITI • PIANO Of MORON _ _ . . 3
POMO PA01

En M O M  1.161,0111109.11114661

NIT PIO 5 0
WOOD 011111111114410 610131.11

SM(12 WICACILIE 4 1 4
011110 imainossIDit 41101911 ION&

9410010.41011,111114404444-3019 1011151.1IS
110111116110160 11011141OLII DORM

11111M1 1 O F I C I A L  D M  4.99
110S411111110157 MOOD • OUP 4431111E1.'SIPEA rEsvour wow

SIES Ha 2 ( P O O R  POOR 94
MHO 1•111/ roar DOOM 3.1919111905119111 PE 2/

VOIR K A M M  • MP
SWIMS w a w a•akutri;NIkkaoromkaa 9.t51116
M O  ODDS 6  DI

TM ROI MN RI mom
NMI 113T 7 9 9
ID OM_ II I ,  IINO. DIM IlD 71 4193 O Swean

12 POE, 5 4 914 10021 HOY 111501 IMF Hite KOP
itilltN STUN

SINP471111.-110 S4011110 I11V
1011$:115111E14

MTERAIATI, CRICKET •
AUSSIE ROLES • IIITERNATIONAt

FOOTBALL D A N D Y
CHAMPIONSHIP - FALLEN ANGEL

uskEitua F O O T B A L L FRENZY
If  I .11-14 F R E D D Y  H O P -

1 NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE Y012 7E% IF  YOU'RE IN THE SCARBOROUGH AREA, COME IN
AND SEE US. OPEN 9.00Am - 5.30Pm 6  DAYS A WEEK. TEL: 0723 376586 PRICE BREAKTHROUGH

ot= _ 1 • : 1 1 .  •  *  C .  64 CARTRIDGES
RIDGE DREAD - J I N
KENNY DALGLISH MOWN NUMMI
IDIAXOUT   3  94
LAS VEGAS CASINO 4  91
LOT Or DO 1 5 0
LIVERPOOL l a  to',ow or mos . . .  3 1 1
EPArsi 2 1 9

11110HICkin
MICK FAIDO (HAND 0017 3 1 9
mum w e a l  3 1 1 9

POSEIDON PiA0E-1 3 1 7 9
gAlla DIAN 10001411 .    9 9
I M O  IOC I NUM 1111111MOO • 9 9
ITIAD 111.11,11F1
DODO DUMPER

A HOOT. . .  _. 3 99
500PS toR MN EWERSUP (... 7 Mil
SO MEM GUIS _  4  99SITgi unruat •  99

_ . . . . 5 . 9 9
srt YS 1/7+L I 1 9 9
SITVE ONE SNOOKS _ _ _ _ _  .... 3 99
SIVE tr t CO 3  99
limn( KINKY 3  99
moms ME Lurk NM M i l i t i a  HP ID ANSI .4 117
TOP sarir5 AEA OR  . 3 9 9
MOAT  1 9 9
ruck SUIT IA11AGE1 .....
11.11110 1011101SE - _ _ _ _ _ _ 1 9 9

601F    3 . 9 9
3 99
4 99
3 99

99
1 99
3 99

19

WHINY IALUS
1111-11/10
ONTEI 01.110111D
•  SoPEAS/0111 92_
WOW) OSA11TIONS111P SOUK MAMMA
MOD CHOKE!

199
w01021 HEARST UAL GAMS 1 9 9
TOSI S GUM BOP 3 9 9
71945 _ 3 . 9 9

*  C O M P I L A T I O N S  -  C A S S E T T E  *
POSTMEN/ (131.1101011 1 1 4  (0440111t061 I  SS97sTam Eu 1 4, n o  tofu Lima+ rro risti uuwas OF IMO
70,111 (0t1KT 3 1 9  N  SMOOT HITS

III PM MAU 1 101.101 CETI (  BROOK 1151
SPITT WI M E  SIMMS 11.15 )4 NOE GOB

DO 10o 2  9 1 9
)3 (MO SONS

M U  ALL TIM
1I11; IlL 5W 941198 KM UAW Matt

PINIYA 71110 TO MIMI
sons stu siniout
smug 1 0 1 1 7 1  5a19310 6143 ID letl71000

SMOLA 710111DUI SFR SEMIS WM DR UM
1101117

lJUll4f?,IDAIDISTEI MUTED. IM11116$00a1
3099cioNlosimotae

COMPUTED Oa - - - 3 M
l i l t  EumanTin ALTEUT Wag M e n

AHEM_ UDR Allt WOW EAVA11010 WAS
WOE PM MOS 0.11U. 9.464 RANISS 194111

OMSK 061101041
cl9355J5a0t51 990113I0E314 MUM% MEADE 7

MOM COWDEN  4 . 9 1
10,111i RAO SIDOO NOW 01150119949

CUSS/ illOau ctuitlION  1 1 9
IKKOS vi t t  votOIER 9050 111117 (MP mal

611001111015 PICO  1 9 9
Ito 471IITAM11101I5.I4W 001 / M O O N S  TO
SHOAT:CM 111110,11410 IDS541IDIORI SA MCC:
50(133 O4HIU6(1,111 ILL MI IIIIIMATIOETRIDI
SEM, IOSSIII FOI a l i k e  CI 41.19111910 DIM
/ / M a u  leAS ROI Mulls 111111.1111I1 A

51990114914505111190290(56(4141CNN

*  C. 6 4  D ISKS  O N LY  *
SCRABBLE,
CLUE DO,
RISK

E6.99
W I Z A R D  TRIPLE PACK

N O T  BOXED F R E E  G A M E

*  S P E C I A L OFFER •  A N Y  2  FOR M O O  *
N I T j e A C K A  . . . . .  D A M M A M ,  M O U N TA I N  BIKE,  PA R A ASSAULT,  RALLY S I M U L ATO R

N I T  P A C K  2  •  A S  VEGAS CASINO,  G O  K A R T  SIM, J O C K , /  WILSON,  SAROTAGS
C O M B A T  a  • SPAGHETTI  WESTERN,  • I O N I c  M O J A ,  K I C K  BOA V I G I L A N T ' ,  I O W A  C O M M A N D O

° s u n  p A c K  4  • U P PERISCOPE, SNOINEALL I N  HELL S IKATIN•  USA_ G U N F I G H T E R

*  ANY 6 OF THE FOLLOWING TITLES FOR MOO *
GAVE OVER

GAME OVER 2
Glum] msrER (HESS

GRID IRON 7
H)E401$

LETHAL
0100C RUFUS

KAIAK Of ENE
PSYCASONA

PEINCH 4 IUDY
•• I f  IIS

BATTU COMMAND, DAMIAN,
CHASE HO 2, NAV', SEALS,

NONOCOP 3, YOKi,
SHADOve 04 ME BEAST

ALL AT E5.99 EACH

D O U B L E
P A C K S

1, PITEIGHTER *SHADOW WARRIOR
399

2. SPACE GUN - JAHANGIR KHAN SQUASH
499

3. 000iANa IMO'S * SHADOW WARRIORS
499

4, THE BOXER + LEAGUE FOOTBALL
399

5. SPITFIRE 40 + STRIKE HARRIER
1.99

6, BISJAARK + SPITFIRE 40
299

7. GIAOIMORS BISMARK
3.99

8 INTEITIMBONAT MOIR& + RUGBY COACH
2.99

10. FINAL WHISTLE + SOCCER DOUBLE
2.99

ii. CRICKET MASTER + SOCCER DOUBLE
2.99

12. CRICKET MASTITI + HERO BOSS
2.99

4  M O S T
-  S P E C I A L S

WORLD SPORTS
BASEBALL, JUDO, BASKETBALL GRIDIRON

AIR POWER
ACE, MEGANO1A, HELLFIRE ATTACK,

IMPLOSION
ACTION

STRIKE FORCE COBRA,. COMBAT ZONE,
GUN BOAT, DEAD OR ALIVE

THRILLERS
FURY, Sag VIXEN. MEGA, APOCALYPSE

TOPPERS
SPIN DIZZY. CORRIDOR. OINK, TARZAN

CUTE
STAR PAWS. HOWARD HE DUCK.
DANGERMOUSE PUNCH I JUDY

ADVENTURE
UR TERM, SMASHED, WIZ BIZ. STAR WRECK

SUP ERSPORTS
US BASKET MASTER, CRICKET INT..

KENTUCKY RACING, CHAM'SNIP SPRINTING
C1•99 EACH ANY 4 FOR £5.00

ROCKY HOWIE SHOW
RIGBY BOSS
SPIN DIM

ShirtEP
rmt LAST NINM
IHI FALIIISIEES

THIS IS JlJ.. I A  SMALL SELECTION OF OUR Siu s . .  PLEASE SEND 1
ORDERS UNDER CS ADD 50p POSTAGE A PACKING. PRICES INCLUSIVE
AVAILABILITY. PLEASE NOTE • A PHONE CALL RESERVES YOUR O R M '

PLEASE ALLOW 1 DAYS FOR DELIVERY. CIVERS

.JUIR LIS , A M S T R A D O S P E C  019 C b 4  CASSL 1 1 L O H  1 7 1 .
'OSTAGE A C K I N G  FOR ORDERS OVER CS. GAMES SUBJECT TO
:HUMES 4 POSTAL °FIDE-RS MADE PAYABLE TO WIZARD GAMES.
CUSTOMERS PLEASE ADD Cl PER GAME.



E m i t  AMIGA 1200 PACKSNV •  AMIGA CD" CONSOLE

24,8 0•••._ .,..

6 • • • N A I I  I S K E

1Mb E 1 9 9

4.4)4-

NC . - t  •  A I L  s a e

4 . 340-

TREHrLive M i r

2  plit E229
. 0 ,  NICISI • IVA TS

24,8 0•••._ .,..£979
4:.,120 E1099
4.4)4- f1199
4 . 340- f1399
4z., 540- E16992-,..9E299 2,:- . (.1E349

:.-._, 6,4114492h 611499
23.-...1.3,5 €499k- W-E549
2-- 1271f529 21211.1579
2t.,2o9,1599. .„. 2;99,... f 6 4 9

— THE UK's No-I AMIGA SPECIALISTS

SOFTWARE PACK
zooL Is the software pack
of t h e  year.  I t  includes,
Zool, Transwrite, P inba l l
Dreams and Striker - Value
C127.92.
All Amigos f r o m  Si l ica
(excluding C a "  a n d
Amiga 40001 include a
FREE ZOOL p a c k  and .
many ot them also include

GFA Basic and Photon Paint IL
Cheek Individual panels for details.

ZOOL - P s •  a •  in. ArI9a Cant Ns 02  U S ,  99
I  PA N S  WR ITE R o m e o  ST 501 E M I *  . . . . . .  E A 9  9 5
PINBALL DREAMS - ewe swwee, • SC% AU. SRI E25. 99
STRIKER - scow smanc. cu kr4.1 is le E 2 5 . 9 9

ZOOL PACK: £12792
G FA BASIC 4.5 - %me.' Esc Ptcsasvsz LanNew ESO
PI-POTON PAINT II - Paastal Starcs Nang Tamed  E89. 95

TOTAL VALUE: E267.87

04 PLUS!

WORTH OVER £ 2 6 5
'AMIGA 1200 PACKS+ HARD DRIVEOPTIONS

RACE 'N' CHASE DESKTOP DYNAMITE
AIWA 1200T

. 1  Pi/E.  4 1314 •

YEAR OP. 51,2:41 HOWE S W A I N  IOa Pa..2.0scrairwr,C44,
F R E E  D E L I V E R Y

• . 4  ans INT •  I t a  Moon
• . . . N A M a n  Ilensodue ICA

• Tate i S e o  Ns Len
RACE 'N' CHASE

SMIGA 1200 SPECWICATIORS
naexce.sis s o s  sow
E I 4 4 S S J • S f r . p 5 5
r e s  DOS 41,1440N Itoisto
W i n  t e l

.3011 M E M  Lome S.
a l t a  NIA Lai IA
a  •  &arm As • • 4 1  Nes

(I YEAR ON StIVAT HONE St A P I A ,  !OA ...L. MAT nos r ens
F R E E  D E L I V E R Y

•  N C I  L a c ,

•  t r e e  GO) •  Nam rsei•  Aneanyi l
a m e . .  MA W a s

a m  I N e  Ts Lein
DESKTOP D Y N A M I T E

••

•  CN• r1
•  LAO l a r r ,  _

•  2  A m a l f i  neeNollare
•  1 .  nr-Atersts.

HARR M R  ME ( W T I  M S
•  A '
• sarr VAN • NW r r

jr,oal • • N -  • ••-,t ortrrrt

-AMIGA 600 - AMIGA 600 AMIGA 600H0 -AMIGA raEJ32 CONSOLE'
32-BIT CD-ROMLEMMINGS PACK WILD, WEIRD & WICKED EPIC + HARD DRIVE

• unr,
(El:0T

JAt.„itc,,I1
l i  , f T E  AT NONE mS25mery-1

FREE DELIVERY
PACK INCLUDES
•  O A G A  E N O  91
•  eut.T.O. D I S E
•  l i a L t s  TV MOOLISATEM -
•  DELLIXE PAST _  _
•  LE14601•18 _ _  _  _ E l l  I t
.wrr 1 1 , . .  l i e  Tow.  t , r  IN

RIVAL RICE VAL/IL S I N N
-ESE TAO. SAW40 I V A  •

OLGA AMC( Emus

.nE•

 E 1 * " * . 1 8 1 2 9 ( 6
10,0 vaT a a s

Hic000ri, s a wE2119
NC tel. ANC RAP. NOMA

t t AM

2/cAM
•AMIGA 1500

HOME ACCOUNTS
FREE

r c
a inDat
• OARD
wren-

g lop,

LILLY
EIPMIENEIL

L O V E R Y
I EAR RETURN TO SMJCA INARRUCT
PACK INCLUDES
•  ha MAGA Id00 M t  IN
•  z / 4 4 , a  la FL:Pen OWE -
•  NfratiSL. SLOTS
•  P:CONSTINITT
•  VCC-0 NO I

n  a w n
•  PCM EINDOENARI APPLIED E R N )  CV
•  PLATILIIMICRSSIZENASE F I N  95

mosmo , o t a t o m
•  P U N I C    E 2 4  911
•  TCIG . . . . . . .    5 2 4  NG
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