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

A TRULY
UNBEATABLE
PRICE!!

ONLY £34.99

B This commodore Mouse is a high resolution two button mouse featuring
optical counting, teflon guides, microswitches, rubber coated ball and high
quality interface.

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

B Create an image - shrink it, expand it, move it, rotate it, copy it, colour it, eic.. etc

B Spray patterns or shades, make elastic lines - stretch and manipulate shapes

B Zoom in to add detail in fine mode, W Pulldown/lcon driven menus for ease of use

MPLETE WITH

‘s

n
FREE

MOUSE MAT

B Mousae operation, plus joystick and keyboard control MOUSE HDL.;:E
B 16 pens, 8 sprays, 16 brushes - so flexible anyene can create superb graphics easily, qum‘-]TH 120
B Full cut and paste facilities plus excellent printer SUpport. WITH EACH PACKAGE
TOTAL PACKAGE INC LUDES MOUSE/ MOUSE MAT HOLDER AND OCP ADV A NI ED ART STUDID

FLEASE STATE IF YOU REQUIRE TAPE DR DISK

©

| LG 200 COLOUR PRINTER PACKAGE ‘

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
B The Star LC200 Colour Printer nat only prints in Mear Letier Quality for your regular jobs but
also prints out your pictures from Art Studio. Action Replay. etc.. in generous colgur!

B LC200 is a full Centronics printer so it works with other computers {Amiga, ST, etc.)
B Made possible by Dalel's [PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00

unique colour printer driver - CENTRONICS PRINTER LEAD RRAP £12.99
Mow you can have a hardcopy DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
in up 1o 16 colours!) NORMALLY £377.98

B No more 1o buy COMPLETE PACKAGE NOW ONLY E259.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY OMLY £19.99
W i you already have an LC10 or LC200 Colour Printer we can supply the Driver separately
B Works with Serial Version of LC10, Parallel Port, Sprint 128, et

>>>>>>>p> OTHER COMMODORE AC,

DATEL MIDI G4 INT
ADVANCED MUSIH

AVAILABLE

ON DISK ONLY

¥ Quality Commodore
compatible Data Recorder
¥ Pause control.
B Three digit position counter,
B Counlter reset.
ll:n-m:nmm-nometumr

tor the 647128 offering a huge range of musical
compaosition features & MIDI compatibilily, with the
Datel MIDI Interface you have the TOTAL MIDI SOLUTION!

ALL CHEQUES/POSTAL CORDERS MADE PAYABLE TO
DATEI Fl BFEOYBAMI
)

it BN ’ a4 L |

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON
STOKE-ON-TRENT, 5T4 2RS. ENGLAND. FAX 0782 7
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THE
ULTIMATE

CARTRIDGE

COMES OF
AdELY

230

POST
FREE
THE ACTION REPLAY MK VI
WILL LOAD A 200 BLOCK
PROGRAM IN UNDER 6 SEC

THE MOST POWERFUL,
PACKED UTILITY CARTRIE

® TURBO LOADER - Load 202 block program in
under 6 seconds - world's fastest disk serial loader.
On-board RAM and ROM achieves high loading
speeds. Works with 1541/1571/Oceanic/1581.

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

® PROF MACHINE CODE MONITOR - Full 64K
Freezer Monitor - examine ALL memaory, including
stack, /O 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 -
kill sprite collisions.

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

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

GRAPHICS SUPPORT UTILITIES DISK

SLIDE SHOW - View your favourite screens in a slide show type

display

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

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

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

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

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

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

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

COMMODORE DISK USER

BLOW UP - Unigue utility allows you to take any part of a picture

& “blow it up” to full screen size

SPRITE EDITOR - A complete sprite editor helps you to create or

adit sprites

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

screen message with music

ONLY £9.99

HOW TO GET YOUR ORDER FAST! -

ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO.

DATEL ELECTRONICS [SEJRLANELL

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, 5T4 2RS, ENGLAND. FAX 0782 744292
TECHNICAL/'CUSTOMER SERVICE 0782 744324

WARMING 1988 COPYRIGHT ACT WARNING
Dated Elsctronics Lid., neither condanet of authorses the use ol ife products for S reproducion of
copynght mahsrl
The backup lacliles ol this product ane designed o Faproduce onfy softears such as Public Domain
malenal, the Lsers own programs of soliware whers permmisson b Fake Backups nas been dearly
gren
It is Whegall bos i copies, ewen for pour own use, o cogyright malenal, withaut the ciesr
perFiascn of B copynght owner, oF e SBNIEE Tareot

24 HOUR MAIL
0782 744707

S HORMALLY
WITHIM 48 Hrs.
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The CF crew, in order 1o
take a slightly novel
holiday, managed to
amrange for some Gerry
Anderson stunt doubles
1o swap jobs with the
CFers for a month. On
hearing the news,
Captain Black was said fo
be delighted. “It's aways
> been a great ambition of mine
to wiork for one of the old masiers
- no-one can truly estimate his capacity
for evil. This has to be the pinnacle of my career”.
Things didn't go too wall for Spectrum, though,
and the last we heard of Hutch was when
the local pet shop sant us the bill for

thirty woodpeckers (free delvery).
OLLIE

The whole holiday scheme

nearly got hosribly fouled up

wihen in Scarlet found

udhahg:llnl‘amadrasﬁc

change of hair style, and lose

the sideboards he'd been

growing since the end of the

last sarigs.

I like the more challenging rodes, but

I'm neot sure | can handle this — | can't draw”
Ollie, on the other hand, got on famously as

Scarlet, He'd survived Hulch's attack on Spectrum by

spending his ime playing in one of the super jet

planes with the whizzy bits.”

: toward the town centre,
A Destiny boasting that Colohel
i White had leant her his credit
cards for the day. It's probably just
as well, because no-ona warited to let her at the
controls of a plane.

SIMON FORRESTER
Upon leaming he was
Captain Ochre, Simon was
not at all pleasad. 1
haven't got anything that'll
with ochre!” he cried.

only agreed to
appear in it when his new
found double pointed out that
(on the rare occasion when
he's in it), Scarlet gets most of
the lines. “Captain Scarlet is

somathing of a scene staaling
show hogger, he said.”

COLIN CAMPRELL
WLH LA LA RITTE
Colonel White was more
concemed about his
credit cand than his new
rofe, which meant ha
was perfect for the job.
He: has since moved

Skybase io Barbados,

® COMMODORE FORMAT 41

e

8 COMPO/GAUNTLET

The ultimate challenge page. This is whare we throw

down our own gauntlet and ask you to beat some
difficult scores and also where you can win loads of
fabby prizes. Step on up.

9 CHARTS

What's up, what's down, what's in, what's out,
What are you lot spending your hard-earned
cash on?

12 THE ULTIMATE
GRAPHIC ADVENTURE

14 NEWS &
SNIPPETS

Crystal ball at the ready, the CF crew peer oulside
the office door and see what's happening in the
world outside

15 ESSENTIAL EDOS

You'll find an EDOS machine in a John Menzies near

you. Hera wa tell you exactly which are the 50
games you should invest in. Get that Chrimble
money ready.

19 MIGHTY BRAIN

Some of you have had the audacity to suggest the
Mighty Brain doesn't in fact exist, That's right — some
of you have the bare-faced cheek 1o suggest he's
totally fictional. We find this kind of scurrilous
rumour-mongering to be the lowest form of insulting
behaviour (and it's not very nice). Mext thing you'll be
telling us that Santa Claus doesn't exist, the tooth
fairies have gone into liquidation, and that Nicholas
Farsons isn't the anti-christ.

REVIEWS

15 ESSENTIAL EDOS

What's all this EDOS Business about then? Well,
if you'd wandered into John Menzies recently
you'd have seen a rather moody looking cabinet
with lots of games boxes coming out of it.

These machines enable you to get

hold of ra mes, bacause

most of the software houses

We've picked out 50 of
the best games

thorough going over.

Inciud

gems : s

ALIENS, ARMY MOVES,

BMX SIMULATOR, BOULDERDASH,
CAPTAIN BLOOD, EXOLON, HEAD
OVER HEELS,

MATCHPOINT,

RBI2 AND

SAM FOX

STRIP
POKER.

22 BUY-
A-RAMA

Looking for a
thingamabob, desperately
seeking a widget or simply seeking

Susan? This page is the key to your problems.

23 TECHIE TIPS

Compatability problems? Duff printer output?
Datasette playing up again? Jason Finch has
forgotten more than we'll ever know about such
techie things and he can help you. Fret no more,
come out of the closet, right to him today

26 DR FINCH

Ever have to stay after class for special lessons with
teacher? We all did, but if Dr Finch had have been
around we might have caught that last bus home.

28 MR PLEXOR

It you've mastered coding but can still only get eight
sprites moving around at once, then Paul Black’s got
some good news for you, Here's how to get 32
spritas moving at once.
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Yet again we
bring you a hosl
of brilliant
games all m
packed on to ’m
one discreet
tape. No one
ever need
know you're
using it.

FUTURE
KNIGHT

Some people like nothing

34 PD FORMAT

GAM EBUSTERS | Zillions of public domain ga nos and utilities

slapped under the microscope and analysed at

. ] i 5 Mo shoot-"em-ups
A i (s 'L”.E!.E Bl sty il
X number one tipster is back with T T AT

ints, ; and
A LR \ 36 POCKET
OFFICE

better than to put their feel up
ith & mug of cocoa in front of

the telly, and spend the entire
evening doing a really qu
accurate impression of a

- can offer. Andy Roberts is the
! king of the tipsters.

particular lethargic vegetable
Other people prefer to leave

the office of an

37 GAMEBUSTERS This

month it's back to normal as we
| present loads of listings for frustrated e yourself a mox
| gamesters the world over, . p  and get on-line,

38 LISTOMANIA
Wodges of hints, cheats, listings and pokes for bad
> losers and their friends.
39 S0S5 DIIZIY 2
The divvy egg with the inane grin has two more of
s his adventures solved,
40 NOBBY PART 3
The aardvark's adventures continua. This month
Aunt Lotty joins the Salvation Army.
42 VOLKAN 52 MAIL ORDER
Completely mapped for your help and delight. Buy some gear.
43 MAYHEM HAPPY JELLYLAND
, Mayhem's got his chuffed face on again
' 47 MAYHEM SAD PIPELAND
But not for long, because it's onto the next level,

Mare secrets to game design from the designers,

evening and
programmers and beer drinkers of Creatures.

gxplore brave new worlds.

There is that third category of
knight that prefers to go off and
nquer old ones, whether
they're friendly or not. This
moanth, we give you the chance

sSome conguenng of a

ostile alien planet

54 CHIP
BLOCK

The secret life

29 SECRET OF SEUCI{CESS of the C64 -

what really
lurks beneath that casa,

& your very own shoot-'em
with our tech-head res
axpert, Jon Wells

30 SBFT%‘?‘JAEE CI'I'"l' 54 CHIP OFF THE BLO

etimes small parcels conceal might :
sometimes they don't. The CB4's certainly does.

gdrne.

not to n:.|r_1l::r||:}.|:|:E:.lr_1 ;”dfld 1.'-h:'l.‘ to do |T.«u1.: are. 56 BEG, BORROW; STEAL
32 INTERWORD FEATURE l-'EA'I'UI!

given away | II'I CFals

VENGEANCE

There's maore than one way I«

conguer a planet. The second

Ca4 1|1|.35"_'-' They mystariously way would be to clamber inside
§ y space ship and kill everything
in sight. What a good idea
Vengeance is just thal — the
chance to get revenge on an
alien flaat ;.|"’|"|'-_-' fo rZE"Ill_' alien

(xenophobia can be fun, kids)

CCUﬂtn-=L1r1r1er ches o R
why does he punish you for being bad’

February 1994
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6 POWERpack

Pure game
action for
you this
month.
Two
stonking
titles
straight from
the vault
marked
‘Classic’...

You know, | remember seeing
something very much like this at a party in
Walthamstow, once.

imon journeys into the future, and becomes
knight of oid who's pants are bold. And
they say the art of straplines is dead.

Even though it's probably about some mystic quest
or something, we're going to believe it's an ‘only
ona man can save the etc’ style thing, because
that's more fun, and no-ona wants to try and defeat
some smelly old wizard anyway.

.I'II_ .-"ll A A !

If you're having a hard time f
loading this month’s |
powerpack then plonk 4| /'I
the duff tape in a jiffy \
bag, slip in an SAE,

_
seal it up and send .{2

it to: CF 41 Tape =l ~—
Replacement, Ablex & . - ;

Audio Video Lid.,,

Harcourt ' ﬂ‘a‘
Halesfield 14, / : Cx
Telford, ) »
Shropshire. TF7 4Q0. L

.
™ |

This is a platform game. You

are a knight. In the future. The

aim of the game is to, erm,

complete it, and this is how.

You play the part of that little

rounded knight, jumping around killing lots of
things, and venturing through the absolutely
huga playing araa, jumping up steps, sliding
down slopes, using the teleporns and weapons
slores.

The teleports are quite simple — at some point

dunng the game you'll come across a small wall
panel marked ‘exit’. All you have to do is stand on
that square, and you'll got through to another part
of the map.

The weapons slores are just as easy 1o get to,
and you'll find them in wall panels as well. All you
have to do is walk up to them, and press fire to try
out your new blob-gun or whatever.

Things to avoid or, if possible, kill:

& Anything that moves (including water),

@ Anything alse that might move at some stage.
& Anything that fires things that mowve in your
direction.

Things to take notice of and collect or embrace
or something:

@ Teleports,

® Weapons stores.

@ Absclutely nothing else, because this is a dead
scary game that frightens wildlife,

It may seem like a lot (it is, after all,
ong hundred and aleven cats all put
togather), but they go down
incredibly quickly. Bad guys can
take any amount of them in one go
I's not nice, but it just means you'll
have to hurry, and don't get into too
many close scrapes.

YOU'’RE THE
BOSS!

Does anyone else remember
that show? We give them
classic British comedy al its
finest, and they give us The
Upper Hand. Thanks ever so.
Occasionally you will meet a
boss. It's nothing to be scared of, it's just a really
huge bloke who's not only incredibly dangerous,
but also really very difficult to kill. Mot that you
should warry or anything. Just face it and fire a lot,

' : !__ —— 1= — %
The knight gets attacked
. by b strange white biob,
= wh e m ﬂth-lﬂ."d hm
| cirgle overhead.

r - e —
. ey T S m——
SRR
WS N

It's a scrolling message.
Aren’t you glad you went out and bought this
magazine; now?

QUICKSTART INFO

upP Jump.

DOWN Crouch.

LEFT Run left.

RIGHT Run right.

FIRE Er... Well... Fire, really.

........ To pause press RUN/STOP.



.

engeance is ming, Well
it's not really — it's yours as
well, and here's Simon to teill

you what it's all about,

i think this
Mone but a mad man sums up-the
would attack the fleet on ~ Whole idea of
game
his own. Only a fool Sl'ﬂt
would attempt 10 enter wall - .
their craft to engage :'"""“"“ d. y

them single handedly.

The reward for such
folly must surely be
instant death. If he was
mad he didn't care. If he
was a fool he would die a
hero. The alien terror had to
and, someons had to stand
and fight. .. fight them on
their own ground. Teach
them a lesson that thay

corridors and passageways, He never
dreamt that they would look like that.
Mot in his wildesl nightmares.

If he was to die for his
lone resistance then he
was happy. His only
prayer was for vengeance.
His goal maximum
destruction.

STUFF:

® Guns, which fire bullets
at your current position.
@ Missiles, which home
in on you.
@ Energy pod (low)
gives you 5 units of
power when shot.
@ Energy pod (high)
gives you 10 units of
power when shot.

£

Remember kids,
don't try this at home, even though mass
murder is good. Thank you.

each kind of ship (the more hits it takes to blow up
a ship usually indicates whether it will require a
large amount of power to board or not), the power
is also reduced constantly as you move the select
cursor about the screen - so the closer you can get
1o the ship you want to board, before entering
select mode, the better. Also, moving the cursor
over a bullet or explosion rapidly depletes the
power level.

When a ship is boarded you must search
through the maze, and find the hidden engina
component, shooting any nasties that may happen
upon you. Getting killed at this point reduces power
to zero, and teleporis you back out of the ship.

When all 8 components have been retrieved
{one from each of the B kinds of ship displayed on
the ‘boarded’ option), you must survive 1o
the end of the space station to
complete the game. And that (as they G‘”&
say 1o camera) is that. -

The idea here, in
- ca you
L ::l."".t m.'d it ﬂl.l.'l-
ready, is to fi 1o
and lhl;ﬂ Iu_;d:_ ard

® Random pod 1,
giving either speeding,
200, 50, invincibility,

would never forget.
As he entered their
strange craft, he was laced

QUICKSTART INFO

MIGHT BE WANTING
VENGEANCE

1 = The alien force borrowed a fiver, and ran
off before paying it back,

2 = As well as your fiver, they ook your
girlfriend and your favourite socks.

3 = Killing your cat as they drove off

4 — The shock of seeing which emotionally
scarred your daughter,

5 = Who promptly started mugging grannies.
6 = One of whom hit her back and killed her
outright by bapping her with a courgetta.

7 — But didn't get convicted, as it was seen as
an act of ‘self-defence’.

B - You, however, got a very bad reputation
as an abysmal parent.

9 — And your house got daubed with white
paint as a protest.

10 — Which cost well over a fiver to get off
again. Life's like that, isn't it?

Shooting aliens or energy pods increases your
power level (the ‘select’ option gives current
power). When sufficient power has been collected,
you may attempt to board one of the alien ships.
The amount of power is reduced in two ways —
firstly there is a fixed amount required to board

— TR DEREETE

if you mercilessly kill enough things, you
could end up in the high score chart (or dead).

. with an awesome maze of - remove all or nothing. up Move forward.
@ Random pod 2, giving DOWN Drop back.
TEN POSSIBLE either extra fives or nothing. LEFT Move left.
-'l i @ Random pod 3, giving either extra fire, 00, 500, i - Ll
REASONS WHY YOU remove all, or nothing. DV right.
FIRE Fire.

........ To pause press RUN/STOP.

Tape fo disk

If you're lucky enough to own a disk drive and
want to use it as well as admire it, then you can
get hold of this month's Powerpack on disk. Simply
cut out the token on the tape inlay card, write your
name and full address on a piece of paper, pop
‘e in an envelope with a cheque or postal order,
made out to Ablex Audic Video, for £1.50 (to cover
duplication costs) and send it to:

CF 41 Tape To Disk

Ablex Audio Video Ltd.

Harcourt Halesfield 14

Telford

Shrops. TF7 40D.




Simon goes in for a c¢
shows no me
hak

Li]
train
aver | saw one.

hat with all the EDOS |
hype this ish, we
thought it was about |
time to integrate it intg .~

,  CFS latest scheme, the
Gaygilet, S8 Fyoufiick through a few = ==
pages. flndl & Essential

EDOS gui lﬁ%e able o _»”
pick a pgize. aﬁ night— 7,
each lucky WIRABY of this .
month's challenges will {

receive theifghoice of the |

EDOS software detailed |

/ Try some classic atornic fun (or
s~ - frustration, if you're as bad
at it as | am) with E-

Mation. This time,
you've just got to do

\ something really,

| really simple like,

| erm, complete the

If Einstein can't

get the hang of it
what chance
have we got?

/ game. Yes - that's

Grs SN0 T e 1 N\ / it. All you have to do

s Ifﬁ.}'ﬂl.] ﬁ_'an.t}. A /" is write in saying whal
So e gelﬁ p—— ™ : L ~" the ending of E-Motion
D 1her':selves: e h g\ " looks like, and you've won!

Hurrah! We'll take the first entry that
lands on Simon's desk as the winner.

FREDDY HARDEST

Even simpler — if you complete the second part to
this classic little platformer (and it's been on the
covertape, so everyone can have a go at this
. one), you'll get a really rather
Oh what fun. What a lovely game this is. | (EEGETEEG TR T RS g T
thinkl'd better go any lie down now. | write in, telling us what that

| message is, and you oo could have

our choice of those EDOS goodies.

"1 wenvuc -

inner o one

gl playing the
pngest length
B0 tape only

We'll start with a really simple one — all you have o
do here is find the gun for your anti-radiation suit.
Simple, huh? This oneg will need a photo of your
screen (sorry, but it's the only way).

actually 18
thing for

POSTIE PAT

The final challenge this month is simply to write in

telling us what the final mission actually is.

So complete the game, write down what
your last errand was, and send it on in.
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| OUTRUN EUROPA

Tk BESY
ERESEIES 1B G
CREW @OT THIS YRAR
- ] CF32 * Lovely pair of goolkeeper's football
T Golden Axe (US Gold) gloves.
Hollywood Collection
1 (Ocean)
el LaiZaatlidd ]
CF27

Back to Future 2 (Mirror)
-
N l JJ JJ :.J

{Ollie,

goggles. {Ollie).
[ Super black Harley Davidson
ballpoint pen. (Hutch).
 Ticket to see the Comedy Store
Gunship (Microprose)
Wheels Of Fire [Domark)
RIVIAL PURSUIT
| cF26

. Smart pair of light blue swimming
Midnight Resistance
{Ocean)

Shadow Warriors (Ocean)
Turrican (Rainbow Arts)

players at the Theatre Royal. (Hutch).
{ Expensive shampoo "to wash my
lovely long locks®. (Lisa).
_ Cute pair of flufty slippers. [Lisa).
Super O Road Racer
{Virgin)
' 11’ IJLI(.# E _J 'J RAMP

¢ Lovely cute pair of 'lhnh: the Poo
socks. (Lisa)
Emiyn Hughes
International Soccer
(Audiogenic)
_J CF33

[ Bottle of Oban 12 year old single
malt whiskey. (Hutch)

. Several hangovers. (Simon)
:;x,:,f_a,s:.&;ia:-:::-;;;w::;; |
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INFORMATION
IMMEDIATE DISPATCH

ON ALL ORDERS
SUBJECT TO AVAILABILITY.
UR POSTAGE:

PLEASE ADD 50P PAP ON

COADERS UNDER £5.00
CHEQUESPD MADE PAYABLE Tq

AMMA SOFTWARE.
21 Springhill,
Rugeley,
Staffordshire
Ws15 1BT.

EEC COUNTRIES ADD £1.00 PER
ITEM; REST OF WOALD £2.50
PER IMEKL
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From the makers of Creatures and Creatures 2 comes
probably the greatest platform game ever created for the
C64; Mayhem in Monsterland is an intriguing blend of fast,
frenetic platform action, with five wickedly cute levels to
explore. Featuring the cutest dinosaur ever to emerge
from the Jurassic period, you'll soon forget all about Italian
plumbers and spikey blue hedgehogs.

* First video game to receive 100% *
* Super-fast full screen scrolling * .
-3 * Fully interactive soundtrack & SFX * FORCE

. ﬂ!r.:’ * Amazingly detailed graphics * "Wlﬂ"ﬁ

* New non-standard colours

* Not available in ANY shops * ~

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

Send to: Apex Computer Productions Ltd., PO BOX 100, South Ockendon,
Essex, RM15 5HD. Please enclose a cheque/postal order made payable to
APEX COMPUTER PRODUCTIONS LTD. Allow up to 28 days for delivery.

ABDBESE.. i
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This is your last ¢
Collection available)The collection is available on
TAPE or DISC and costs only £9

WHY IS IT SO BRILLIANT?
There are many things about ECLIPSE that make it a BRILLIANT collection.
First of all, the collection is SO BIG, it takes up BOTH SIDES OF
TWO TAPES or TWO DISCS. Anather thing that makes it so BRILLIANT
is the handy INSTRUCTION MAMNUAL that you get with the collection
that gives you loading tips and instructions on how to get started with
everything in the collecticn. 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 COLLECTIONT?

This is what you get in the ECLIPSE collection..
20 GAMES
Z DEMO-MAKERS
A WORD PROCESSOR
A SCREEN COLUMN DOUBLER
A GRAPHICS EDITOR
A CHARACTER COLLECTION
A MUSIC EDITOR
Z SPRITE EDITORS
A SOUND DIGITISER
A FONT EDITOR
AND A LETTER WRITER
Now you know why it's SO BIG and SO BRILLIANT!

OK! HOW MUCH DOES IT COST?
Here is the SUPER-LOW price...
TAPE or DISC - £9
That price includes everything, it even includes
FREE SUPER FAST IMMEI:I?ATE DELIVERY

HOW TO BUY ECLIPSE...

You can pay for your ECLIPSE by sending a CHEQUE or POSTAL ORDER for
£9 made payable to ODUS.If you decide to buy ECLIPSE, all you have to
do is write your NAME and ADDRESS dearly on a piece of paper
and please don't farget te 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
and send it to QDUS at this address...

71 HELMSLEY, WILLERBY ROAD, HULL HUS 5ED

e =
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* Commodore registerad.
* Ower 10 years experience with Commaodore computears.
* Up to 20 qualified technician engineers at your disposal. 1
* We will undertake to repair your Commodore 64
computer for just £24.00 including parts, labour,
V.AT. and post and packing.
* Some computers can be repaired within 24 hours.
* Prices include full service check, overhaul and soak-test.
* All repairs covered by a B0 day warranty.
* Free Commodore C84 Sound Studio with every CB4 repair
* Commodore C+4 repairs £25. With every +4 repair you wil

I recaive a free cartridge.

COMMODORE C64 REPAIRS Just £24.00 inc

COMMODORE SUPPLIES

Commeodore 64 power supplies £18.99
Commodore 64/128 compatibie cassette recorders.......E18.99
Commodore cassette head demagnetizers ... £9.99
Commodore 64/128 light gun & games [cas & disc)......£29.99
Ilhpllunult cassette recorder plug and lead ... £5.97
Commeodore 64 user manuals £4.99
Commodore R.E Leads computer to TV) £3.99 |
Commodore bdc modulators £9.29
drive lead (6 pin din) ..............£5.99 |
Commodore Colour monitor leads|din/3 — L]
Commodore light pens & software [cas/disc) .ocovaereaeeen. E29.99
Commeodore C64/C128 parallel printer interface...........£29.99

: DO YOU SUFFER WITH |
C64 TAPE LOADING PROBLEMS? |

Il-lnre you ever purchased a game only to find that it
won't load! The most common reason for loading

Idlﬂl:unin is caused by the tape head being out of
alignment with the cassette tape.
The azimuth tape head alignment kit enables you to
re-align your tape head simply and quickly. Neo
technical skills are required. Step-by-step picture
guide. Test and re-alignment carried out in minutes!

I'rhn kit comprises:- Tape alignment cassette, special I
azimuth screwdriver plus full instructions. Only £9.99
Alignment kits also available for Amstrad CPC 464 I
and for the spectrum computers. Please state which
computer when ordering.

If you would like to be put on our regular mailing list
for special offers etc. please write and advise us I
stating which computer model you have.

All orders sent by return: Cheques/Visa/Access/PO’s I

| Trading Post, Victoria Road, |

Shifnal, SHROPSHIRE TF11 8AF I
Tel/Fax (0952) 462135  'VISA

saome |

* How to take advantage of this exceptional offer:
Simply send or hand deliver your machine to the workshop
address below, enclosing payment and this advert, and we
will do the rest. (Please include a daytime telephone number
and fault description).

* If you require 24 hour courier to your door, please add £5,
else your computer will be sent back by contract parcel post.

# Collection Service available
WTS Electronics Ltd, Studio Master House,
Chaul End Lane, Luton, Beds LU4 BEZ
(0582) 491949 - (4 lines)

[WTS raserve the right fo refuse machnes thal in our
opinion ane beyond reasonable repair, Full charge appliad).
s e —

r REPAIRS AND SPARES

C64 Repair..............519.99 PARTS

C64 Datasette.........£24.99 [l Sound Chip .............£5.99
1541 Drive Repair...£34.99 ||| Vic Chip..........coceee.. £7.99
Parallel Converter ...£19.99 ||| 6510 CPU .................£5.99
C64 Manual..............£4.99 [l 6526 C.IA. ...............&D.99
64 Slimline Case.......£7.99 (|| Other P.O.A

For a speedy repair send computer and covering letter.
3 month warranty included. To order any of the above send
a cheque/P.0. or phone credit card number.

Omnidale Supplies (Dept. C.F.)
8E Friar Gate, Derby DE1 1BU
Tel: 0332 291219

Why just Play Games? Make your computer WORK for you!
Got a Commodore 64 with Disk-drive? then BANKMAN i

what you've been waiting for: software o el you manage your persanalhousehold finances.

 your MONEY: instant accurate picture of all your spending; up-to-date
balance; for bank account and Credit cards.
* your HOME: Gas and Elactricity costs analysed (with new metric units) -

bills forecast; running-costs of your car; even wams of
fortheoming birthdays!

BANKMAN is 2 powerful and easy-1e-use Information System; designed to
conmmercial standards: tested over many years. (it is mol a "spreadshest” and requires no
programming/accounting knowledge.) Package incledes free 2nd disk with sample-system.
All this - for the price of a game!

Please send cheque/P.0. (payable to AtemGComp Lid) for £1 6.95 with order to:
ATOMCOMP LTD, 62 Stirling Road, Bedford MK42 0TY

{price includes WAT and posiage]
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In the last of Ultimate Game
feature of the series, Simon

finds out just what a
graphic adventure
is and then loses
the envelope with
the answer in.

raphic adventure
games are odd little
fish — the easiest way “==j~
to lock at them is as the
graphical equivalent of a text
adventure. Just as a text adventure game has
locations, a graphical adventura game's playing
area is divided into a series of locations, each one
different. The basic idea is that instead of you
typing commands like ‘east’, ‘take’, etc in response
to & textual description, you can find your blokey in
the scene, and guide him round the maze with
controls almost like a platform game.

The whole genre started with the games
produced by a company called Gargoyle, who
started everything off with Dun Darach. It was in
this game, incidentally, that they very neatly
demonstrated the first major flaw in many graphic
adventure games (GAGs from here
on in, to save on my typing); P—
original enough to pass the review | AMSigg, .
stage with flying colours though it | . s =
was, it really did get difficult to ' -
work out which way you wera I
facing, what direction you were |
walking in, and which direction
you'd end up having travelled in. |
Back then, though, no-onhe '
cared a jott.

The problem was a difficult
one. The Dun Darach world
was built up of a series of
corridor-like pathways
arranged (or otherwise) in a
grid system. The main

problem arose from the I '
fact that not only could T '%;-_.._.' M I

your view of the bloke

shift direction, but your ! e
view of the pathways e £ L

could too, meaning that :

Morth was

never in

the

PO i L - respected higher

A,
B o e

N il
oL u"mmu

same
direction, and
subsequently idiots like me {and,
| suspect, the rest of the
completely averagely mentally
challenged games-playing public)
could never tell which way they
ware facing, or where anything
was which made life a bit hard.
The concept was a strong
one, however. In fact, it's the
Ad father of today’s
format games, such as The Sacret
OF Monkey Island (or rather Heavy
On The Magick was, but we'll come
to that latar). The reason for the
success is an ultimately pradictable
f one; most game-heads look on text
| adventures as the most boring thing to
| appear on a computer since Advanced
Train Spotting Sim, but if you take away
the screen full of text and replace it with
something a little more appealing, you
can open up the versatility and depth of
a classic text adventure game to
evaryone else.
Anyway, what's to change?

!
St 1

The sequel to the original Dun Darach was,
wait for it, Tir Na Nog, an equally unfathomable
little title. Come to think of it, Marsport was pretty
much the same, though this didn't serve to deter
tooc many players. The point was, you see, that
even though the method of
aexploration needed a litlle
waork, the actual concept of
wandering round graphically
Was proving popular,

Thankfully, the diractional
problem was solved shortly

after, with the slight style
change. The playing area
now always stayed facing
the same direction, So
north was always into the
screen, south was always

toilet down
this way, or
have |

F-'“d “?"

MARSPOR

facing out, and west and east facing left and right
respactively. The character itself was always facing
out of the screen, and only turned to do his thing
when you gave an instruction,

| think the best idea here is to keep the
visuals simple; it everything was
graphically beautiful, you wouldn't really
be able 1o tell what was going on, and
quita a lot of the game would be too
small to work. Instead, vary simple
images and animations seem to be the
best bet, taking up a suitably tiny
amount of memory to leave space for
evarything else, such as a huge map,
characters, etc.

The worst way to make any text adventure game
challenging is to place the player in an
unfathomable
maze. If you go
out of your way to
disorientate the
player, they'll hate
you for it —
wandering round
trying to find
puzzles is
nowhere near as
much fun as
wandering
around facing a new challenge every five minutes
and completing a set of logical, well thought out
problems. Sort of life The Crystal Maze.

Maps themsalves have to be detailed - HOTM
has various levels, accessible by staircases
leading either up or down, and the idea worked
very well — unlike quite a few games, you could
actually tell when you changed level, or walked into
a different section of your current one.

The one game that really stood out as having a
slightly unfathomable map, incidentally, was
Marsport. Even though it had loads of help as to
exactly where you were (such as maps, corridor
names, etc), it was still extremely easy to ba come
totally, comprehensively, inexplicably, and
complately unfathomably lost.

The main problem faced by HOTM (which seems
to be the clear winner of the genre, imperfect
though it is) is the puzzie element, which relies on
saying the right
passwords on many
occasions, and giving
correct instructions to
other in-game
characters for the
rest of the time — this
kind of problem is
common of nearly
all text adventures
o a certain degree,
but HOTM proved
that it doesn't make
for great games.

LD BT 4 February 1994




So instead of needing
to invoke a certain demon
or whatever to gat past the
burning log, I'd prefer to
make use of a bucket and
a water tap, doing things
the traditional way.

From the programmer’'s
point of view, by far the scariast
part of writing any adventure game is trying to get
even vaguely realistic characters to wander about
the place. The problem stems from the fact that if
you want to get truly interactive characters in your
gamae, you've effectively got to solve the problems
of creating artificial intelligence, and this is a little
beyond the range of maost
developers (not
surprisingly}. In our
pertect world, then, we'll
have characters with full
artificial intelligence. In a
slightly more realistic
ona, though, we'll have
characters with a very |||t':'...',l':' eVl
simple, logical, and |/ t‘:*x.m- .
understandable system of |

|

If anly life was a se

- CEntT @i

;. 1 ll'l
communication, so that
you can not only
understand what they're

trying to tell you, but so that you can get a message

across to them with the bare minimum of | do not
understand’ messages. All this, sooner or later,

brings us around to parsers (what a handy little link,

even if | do say so myself) so:

Parsers are that bit of coda in a
game which interpret what you're
trying to say when you enter
commands; the better the parser,
the more complicated your
sentences can be. There are
two main types of parser in a
GAG. Firstly there's the
standard joystick control,
meaning you have to guide the
character directly to the
appropriate door, object, or
whatever, rather like an
isometric games (Knight
Lore being the classic & :
ammpm} w“h a :.I:,.:.'.. -. ;.-'-: -: e R
different perspective. .
Secondly, there's the
cut-down text input,
meaning to go north you'd have to hit N, to pick an
object up you'd hit P (registering as 'pick up’ on the
screen), and type the object’s name out in full,

The joystick input method does have problems,
the first being that it wastes time when you want to

get on with the adventuring side of the whole game,

and the second being that it's incredibly tempting
for the programmer to then put timing and dexterity
elements into what they're doing.

The keyboard element did seem to swing the
whole emphasis of things back round 1o text

ries of &
understoof options like tha::"r

APP TS

adventures, but
altogether it did seem to
work best.

Always a good one.
Settings as well for that

matter — as is their
want, classic text
adventure writers base
everything in a medieval
period, and, not surprisingly, most graphic
adventures have tended to stick with the theme. |
fact, the only two that have ever deviated seem to
have fallen by the wayside — Postman Pat 2 (the
epic sequel to the action packed Postman Pal), and
Arkham Manor (a classic
detective story, featuring
lots of trenchooats and
trilby hats).
Mow | don’t know
about you, but | like a

and spell casting, s0
medieval sounds
absolutely fine to me. If
thare are mythical
creatures and all that
jazz, it's right up my
street and, as I'm
wiriting this not you, | think they'll play a
major part in our fantablious ultimate
graphic adventure.

So as for a plot for our ultimate
graphic adventure game, we'll stick
with what we know, and have a nice
bit of swords and sorcery,

~ THE BIG
s  ONE
| | think, now, we've
just about come up
with the ultimate

graphic adventure. Unlike many
other game formats, the success or

once you've got spells, someona in a
cloak, and a demon or two, it's all pretty
much the same, differing only with map
layout, puzzlas, atc.
As for an ultimate game, ours will have:
@ A nice little plot involving strolling round

good bit of cloak wearing

otherwise of these titles isn't dependent
on additional features to the gameplay —

blowing things up with spells as imaginatively called
things like "hellfire’.
@ Graphically, things had better be simple. If you
try and produce console quality people wandering
round, you'll jJust end up with an abysmal game =
it's much better just to accept the fact you're on a
graphically inferior machine, and produce graphics
that are clear, to the point, and visible — you'll end
up with a better game because of it.
@ The parser will ba heavily reminiscent of text
adventures, though slightly more friendly than
Heavy On The Magick. It has to be said, you see,
that HOTM has possibly the most unfriendiy
interaction ever devised by man — hitting delete
wouldn't step back one character, instead just
adding the phrase 'forget it' to the line, leaving
you to re-type
the whole
thing again. It's
just nob. Don't
do it. guys.

& A logically
laid out map = |
don't want lo
spend my time
wandering
around a castle
garden maze,
thanks.

@ A few characters to avoid or fight, and a few to
command, with the occasional one to give clues.
‘Nuff said chums.

@ Logical puzzles - if | end up discovering that |
can't open the door until I've uttered the word
‘hassenpfeffer’ I'll go out, find the programmer, and
kill him, taking out several small families

on my way. | thank you all, now I'm off kEEh
two the pub for a pint of heavy. :

~ themes, such as object uses, puzzles, etc, as
-uppmttmapummmmmahm

- game, in which the emphasis is placed on
dexterity and stamina. :

~ Now we've cleared that up, I'd just like to
confuse the issue by introducing a third genre,
__MMMMWW
Cosmic Spacehead. Unfortunately, the mix of
_adventure gaming and platform action didn't mix

'-nwm-mmnmym



COMING ON STRONG

As you may have noticed, there’s quite a lot of
information in this ish on the new way of distributing
software. EDOS, a system created by Software on
Demand is set to be a storming success, taking old
software back to the shelves for good.

In fact, as far as the shop keepers are
concerned, the system is already doing incradibly
well, boosting their business and giving a naw
lease of life to many titles that otherwise would
have been dropped for good:

“Before [the EDOS systemn] came along, we
had no choice but to slowly stop stocking games for
some of the less popular formats. Ever since we
started with EDOS, we've seen so many new
customears coming in, knowing that they can find
what they wanted in no time at all. It's just
surprising that somebody didn't think of it earlier.”

Of course, life is never really that simple.
Though the games are all stored on a computer
and are very cheap, enabling EDOS to support less
saleable formats (they're still selling MSX stuff), the
continuation of coverage still depands quite
heavily on the support it gets from you, the
users.

So instead of sitting back and thinking “oh
- that’s nice", why don't you just go out there and
buy something? Think of this as an opportunity to
get hold of a few of those titles you've always

to their ral

of the ma 7 -
i a the slightly seadier part of

1':||r" whio've
,and aren't i

Wake up, and find out what’s going on in the world
of your computer - it’s the C64 data sel.

COME

A faw a E E !
i ::nnths g, as you may or may nat
W F,'En ;Iartﬂd un.anmher Arty F‘arl.y {called
i thlr E m:r less). The TEEpONSe {0 the
i ng has bean amazing, and wea draw
8IS, ooh, whenever ke 3
: Ver we feesl like |
really. If you want o enter, g
draw a picture an Your Cad
Us, ne i -
: nu!fnrge.fﬂ.r‘rg YOur name, addregs age (if
You really think irs Important) and, i Bl
tases, a few words ex y ok
¥ou've actually drawn.
< Send your ant work lo; Arty Party 1
B ommodore Format, ag Mr:nﬁ'rﬂuih :
ath, Avon, B 2Bw.

all you have 1 do is
&nd send it along to

ol Severe
Plaining what the hefl it is

Streat

GLOSE 299

Commodars Format

wanted, or catch up on a gaming era that you
Arty Pariy 0

arrived too late to experience

To find your nearest EDOS blokey, write to
Softwara On Demand, Unit 1, Roseval Business
Park, Mewcastle-Under-Lyme, Staffordshire, STS
7QT, or ring 0782 5686566

IF THE GLOVE FITS...

Last month, we decided to start a new regular
section to discover the hottest games player
around. What about you, though? Are you any
good at a particular game? Maybe you think you're
the best. If you've got an idea for a gaming
challenge that you'd like us to set to the nation,
drop us a line and let us know at the usual address
Tharg's a prize of a free piece of software for any

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 aliens.

colntach

challenges we use. Remember — the challenges so
far are for the highest score for the first section of
Smash TV, to complete the crescent moon on

<k

Spindizzy, and the highest number of
Crossovers on one screen in Pipemania.
So get cracking all you gameheads.

THOMAS THE
TANK ENGINE
Alternatre

HIGEL MANSELL
Giremifin
BATMAN RETURNS
Konamy
® sTorMLORD &

THE CHAMP DELIVERANCE

Bayond Belief
COOL WORLD
Hit Sq

GAME PACK 1
Beyond Beljef

ALVIN AND THE
CHIPMUNKS
Alternative

WEIRD DREAMS
Kifxx

MEGA TWINS

Us Gold
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With that, Larry
cast the space

hopper out into the o
black void. ﬁ
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Don't know guite why
we've censored this.
The only person that
hasn't seen her boobs is
the Pope, and his
calendar's on order.

sl

Flippin' eck — are there no -

limits? Yepola, this is another

Mnnup-ddmm Yes. This is quite simply
m“mm around because we've gone

the outsides, using lifts, doors, through the EDOS range
mmmm and picked out some of

completing puzzles, and catching the best (with a few of the
”—'_ {ﬂ‘.ﬂlﬂﬂhﬂlm of worst for comedy value). If
mm you want us to give you three

pages of average games, we
quite happily will, but for now we'd
rather pick on the more interesting
games in the range. More next month folks.,
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Cassette Game
We're currently buying up loads of full price
software. When you subscribe you will receive
one of these full price games. RARP £10.99

Save all the hassle of going to the shops every month to get your copy just to be told, “Sorry, sold out”.
Guarantee your copy and get it delivered at ne extra charge! Complete and return the coupon below or call our

credit card hotline on 0458 274011

PLEASE ENTER MY SUBSCRIPTION for 12 issues of COMMODORE FORMAT rmick 45 APPROPRIATE TOTAL PAYMENT £

12 ISSUES UK £29.95  EUROPE £43.95 = REST OF THE WORLD £55.95 METHOD OF
To ensure you recelve your magazine and tape quickly and undamaged, all overssas subscriptions are sent Alr Mall e, e

H you are already & subscriber pleass quote your subscription reference number hers - you will find this on your sddress labsl mﬂnrg::sﬂ

Please tick here if you do not wish to receive direct mail from ather companies - : :

NAME
ADDRESS _ %
POST CODE MNATURE

SEND THIS COUPON (TOGETHER WITH YOUR CHEQUE IF APPLICABLE) IN AN ENVELOPE TO:
COMMODORE FORMAT, FREEPOST, SOMERTOM, SOMERSET TA11 TBR
The coupon is valid until 31st April 1994 CR/MAG0204

Please make all cheques payable
to Future Publishing Limited




If you’d like to discuss
your thoughts on war,
religion, politics, or
even C64 stuff, then
write to the best
looking grey blob 4/ £

7

ever to grace / ke
the C64 at L’/'L ._
Commodore

Format, 30

Monmouth

Street, Bath,
Avon, BA1
2BW.

LISA’S NEW
' NO.1 FAN
1. | am writing about the letter called Lisa’s
Mo 1 Fan in CF38. Question 3 said that Lisa
il was more saxy than Clur. | would agree Gut Clur
3 has more personality than Lisa.
r 2. | am Lisa's no 1 fan not Stephen who wrate that
letter in the Novernber issue,
3. | am keeping my real name a secret. If my little
brother found out | wrote this he might tell my murm.
4. Where can | get a new SX64 and how much
would it cost.
Raobin Smith, Liverpool
PS: If John Bailey reads this | would like to thank
him for sending me the Great Giana Sisters. | can't
say my real name,

1. Shouldn't that be ‘but Clur has more
personality than Simen'?

PAINT A PICTURE

Dear TMB, : T
1. Is Lemmings available? Can you mﬂ:}mr‘nend.
; . ~ it from (or is it better

37) Elther way,
address and the

a mail order firm | can obt:
to buy it direct from Psygn
please can you give me their
price of this funky platformer

: =& an Action Replay MK vi
2. How can | use s lBh 4

cartridge to transfer multiload program .
-. Iy 1o disk so that they still

function properly as a
multiload?
3a. How does Saracen
Paint have its files? For
examples, Image System
files must start with M3
but can end with only
13 characlers,
Advanced Art Siudio
files can start with
any 12 characters
put must end with
WMP/C, elc

LETTERS

——
-

=~
. 4

2. What is the
best racing game, in
your valued opinion?
(o 3. Have you given any
§/  other game apart from MIM,
100%, if s0 which?
4. Isthere such a place as
Silicon Heaven? If not, where do all
the calculators go?
Oh, by the way. | think you're really
sexy when you're angry.
Joanne Schofield

L B &
2. Sorry about that, but | wouldn't want you to " g

make the same mistake in future.

3. Sexual attraction is nothing to be ashamed
of. Especially when you're 47.

4, Keep an eye on Uncle Dave’s Buy-a-rama (|
think there's one there this month, actually).

CALCULATOR HEAVEN

Please answer just a few of my guestions, on
mighty one

1. Is there a cheat for Mayhem in Monsterland? |
can get up to Cherryland (happy) but no

further. Help.

One wq
Nders
a.duahcl'll alj what an

s
- -
L

NG

-

pl.yjng hu. mﬂ ET

iness,

R

-

iy

.
e

1. Last month's CF contained a complete
guide to the first two

levels, and this month shows another two, so
that should keep you going.

2. | hate them all.

3. Never — MIM is the first game in Western
history to ever receive 100%.

4. Silicon heaven does, indeed, exist. If | were
you, I'd worry more about your version (what
would | want with a computer paradise,
anyway7).

8-BIT RENAISSANCE

Referring to your letter in the October issue of
Commodore Format from Mark Thompson, | agree
with you entirely about the thing about Speccy and
Amstrad being not dead firstly because they're not
dead, well the Speccy is not dead there are lots of
tanzines out there (if any Speccy owners read
this, send an SAE to me and I'll tell you about
them as long as this TMB thing prints my
address!) and secondly as all support for the
forerunners of computing pass out of the lime
light (ie the 8-bits) we all need to stick together to
keep it going. Y5 is dead but as Commodoreg
Formafs still here and it can keep 8-bit hopes
alive, maybe an all B-bits together page could go
down well and support all the B-bits. | also agree
about consoles cost you a bit then they don't

Cute '|'|.l.tla. .
haps arent
:he\l- Lemmings
don't hatt pond
though-

-
-

3h. If | could change the file names 1o Saracen

d files saved from any other

aint format woul _
e ading into

graphic programs be suitable for 1o
:':-*aracen Point? If so, which ones?
AG McLellan, Folkestone

1 We reviewed it |ast month, sO find out from

there.
2 You know, I'm not sure you can. Learn

machine code instead - it's probably easliet-trl.
3a. Look, you—1I'ma brain. That's lugt a i“hen :
squidgy lump {impressive though itis) W
eyes; give me @ break, will you?

3k, French salmon.

)
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LETTERS

have a keyboard to program it with (which is a bit
thick if you ask me).

By the way, all those C64 owners who brag al
the spectrum going under — what about the C647 |
mean Commodore is not going to carmy on
supporting tham for long with such wondérs as the
Amiga A1200 is it? One last thing, as well as the
speccy and a few other oldish computers hanging
around the place | have a C16, are there any user
groups/Fanzines around for it? Any bits for it left
around the market? If there is not any of these than
| will start a fan or tapezine for the C16 for if there
are any others who have C16s and want to help
write to me a the address which TMB will type
under herel! It better or else.

Christopher Thomson, 8t Pauls House, Bratch Hill,
Banbury, Oxfordshire, OX16 OLR

PS: Tell the powers that be that they ware thick at
dumping ¥5 and perhaps an all formats 8-bit mag
should now come out!

Hmm... The whole issue of dying computers is
pretty complicated if you ask me - just because
you own a computer that isn't as popular as it
once was, should you suffer having no new
games?

The answer is, unfortunately, yes. If
releasing software on the C64 isn't going to
make any money, you can hardly expect the big
corporations to do so - or do you want charity?
The whole 8-bit

LONELY BRAIN

Hi there, | have got justa couple of guest
won't take long (in earth time

jons for

you so this
anyway). L3
1, Will there be a Blues Brothers £f
2. Are you the only one of your spec
7
not where are the others?
a, How many milliseconds does it take you o
read the average letter?
4, | own three CB4s do
gresdy, or do you think I'm hel
from oblivion?

ias left, if

you think thal's being
Iping save the Ce4

scene would be a bit weird if you got it all into
just one mag, wouldn't it? The machines are all
so totally different (there are six different types
of Amstrad CPC for starters) that you couldn’t
possibly give each machine the proper
attention it deserves.

At the end of the day there will always be
enthusiastic C64 owners out there, but
unfortunately, they won't have any new games
to play. (Unless you lot program them - Hutch).

DIZZY FAN

1. What game do you like better, Fantasy World

Dizzy or Treasure Island Dizzy?

2. What is your best game on the CE4 apart from
the inavitable Mayham?

3. Arethere any dart games (for the C64 that is)

that use tha gun?

4. Will Mayhern come out on cart?

5. Are Brains cleverer than humans?

6. Who do you like best in SFZ7?

Andrew Cully

1. They're all tedious wibble.

2. The second best ever computer game in my
opinion is Smash TV,

3. Try taking a look at their ad.

4, | very much doubt it.

5. Look inside your head. There's a brain
there, you

uter!! Are thay nuis or what?

=\War Comi
e . nyone

8. Will Captain Scarlet ever have a i
program a game for him to appear inf
9. GCould | have a signed phaoto oh
please oh mighty brain of the

whole universa, and any other
dimension.

Stuart Crisp, Ipswich

. No
2. Yep —Iit's just me as
always, the supreme
knowledge of divine light...

see, because brains are the clever bits in
humans. My old body just happened to be the
maost intelligent entity since the dawn of time.
6. Dahlsim - incredible mental powers, plus
the ability to lash someone’'s head with his foot
whilst standing on a completely different
continent.

After 5.5 years of owning a C&4, I've got to confess
that I've just been bought a Sega Megadrive. Yes, |
know what you're thinking, “Those blimmin
consoles are very expensive, with great graphics,
but alas no gameplay!” Now to all you sticks in the
mud I'd just like to say “Shut up you silly farts! You
don’t know what you're talking about”. Thank you.
MNow I'd like to say how much | love your mag, but |
must point out that sales and software released
have fallen sharply. Even though most of us have
stuck by our 64s through thick and thin, you've got

to admit that the C64 is beginning to give way to

the power of the 16-bit super powers. | know
many pecple will react strongly against what
| believe, but even you, oh mighty one,
must admit that in as little as a year the
64 may be dead. But in the mean time |
will carry on buying your mag and games
for my trusty 64. After all the Megadrive
games do get tiresome after 4 days solid
play.
Neail Lewis, Finchfield

gplundig vur thrigg

AD fans- 'Li'll.e:
i my hairdo?

3, There's no such thing as an
average letter. Each one is
individual in its own right.

¥ ours, for instance, asks too many

uestions. Got that?

. 4 Well that all depends If you buy
three times as many games for them,
doesn't it.

5. Met him? He lives in the !ut_um.
Right now, I'm matchmaking his
parents. Dead ugly they are 100. G
§ My body's missing a brain, isn't it

that?
How do you expect it to know
T Well | dunno, really — the civil war on

aver met Tharg (Ed of 2000 AD)Y?

ald body humanaid or alien?

Bad Influence once and they
told me the GB4 s a

5. Have you
6. Was your
7. | wrote to

We're not denying that you can
get good games for console

machines - feel free to rush
out and buy one tomorrow, but please
remember the other values of a programmable
and more versatile machine (consoles are for
games only), and give your C64 an airing once
in a while.

Your Soapbox (issue 38) is absolutely right. At
the rate companies are pulling out of the 64 (and
8-bit) market, by this time next year, the C64 will

Zalzabar 7 - Subspace node 9 petered out

just a few days ago...
8. Weil, the game license for

Thunderbirds appeared a while back, so |
don't see why Gaptain Scar
in. It's in the hands of the softies, now.

9 Being the only one of my kind and

hailing you as | do from 8
dimension this month,

there's no-one to point
the camera.

let shouldn’t join

parallel

indeed be ‘underground'. It'll be up to tha PD
libraries, compilations, and budget re (no?)-
releases to ‘fan the dying embers of the 8-bit
market' cliched terminology inc.). At the most |
reckon the C64 has got three years. Right, sormy
for being serious, there. In the time-honoured
tradition, I've got some numberad questions for
you.
1. Any chance of printing an Exile map or
solution, oh grey one?
2. Half the games you review don't seem to
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get released. What about Liverpool?
Graham Souness Infernalional Socecer?
3. Is it just me or is the magazine
actually less funny than it used to be? \
4. Who, in you opinion, should replace \

Ok. That's all. Oh, my top five games
are:

Microprose Soccer e &,
Exile —
ltaly 1990

Crealures

. Efile

Harvey Davidson, Titan, Saturm

CIF NN

Aaah, Titan — | was there only a while back. Oh,
I'd agree with you on the whole diminishing
market argument, but you have to remember
that the C64 has had a good run for it's money,
and an underground scene will still be a lively
one. Anyway:

1. I'll ask that Roberts chappy.

2. Sometimes you’'ll be reading a CF review
before the game has even hit the shelves, and
sometimes release plans get scrapped at the
last minute. These things happen.

3. Maybe it's just going in a different direction
that you're not keen on. Maybe you just don’t
get any of the jokes.

4. Well that's simple — me. It's quite
unfortunate, though, that | now despise football
utterly and completely.

POOR DEPRESSED FANATIC

Please help this poor depressed 11 year old
Commodore fanatic!!

1. My mum said | could choose a CB4 game
instead of fireworks so off we want to the Virgin
store in Bradford to choose one. | had read your
review on Shadow Dancer (Commodore Format
33) and decided on that one. They only had it
boxed at £7.99 and | told them that you had said it
is now on budget because my mum has nat got a
lot of money. They said they would order it. When
my mum want back (one week later) they told her
that they couldn't get it on budget because there
wasn't any interest in Commodore computers now.
Anyway, my mum bought it (full price). Are
Commodore going out of business? | hope not.

2. Could you give me a keyboard cheat (not
listing) for Shadow Dancer, Oh great Brain?
Matthew Catto, Bradford-Buttershaw

1. Commodaore are most definitely not going
bust, what with the storming success of its
Amiga machines. What actually happened was
that your computer shop couldn't have looked
very hard on your behalf - try again at a slightly
larger chain store.

2. Erm... Andy?

England manager Graham Taylor? S k\.} ;

Big teeth aren't they.

| P-P-Please answer my

| questions or | might go
| demented and eat a rubber

f ' J | avocado and in this state |
' .'I might buy a me-me-
)

[ Me....megadrive! Anyway, like
| MJ Richards I'm going to
‘unusual item' my questions,

Gibbon - Recently | saw a copy
of Electronic Arts' Space Hulk for PC. Does
Electronic Arts have any plans for releasing it on
our beloved machine?

Tin of Spam - |s Titus' Wild Streets worth the
box it comes in?

Belt buckle - Are you friands with God?

Blunt Chainsaw - | am going to give some
software houses a mark out of ten to show you
what | think of them.

Ocean - 5

System 3- 10

The Apex Boys - 10

Virgin-7

Psygnosis - 9

I'll also give you my fave music.

1. Ace of Spades - Motorhead

2. Boom Shake the Room - Fresh Prince and
Jazzy Jeff

3. Living on My Own - Queen

4. Bohemian Rhapsody - Queen
5. Cats in the Cradie - Ugly Kid Joe
Banana Flan - Is there any beat'-em-up in

. L.

SOFTWARE SEARCH

Up until May 1992, the most extensive C64
accessories and software mail-order service was
provided by FSSL of Pershore, Worcestarshire,
who latterly changed their name to USA Direct.
They then ceased trading and thair stock was
taken over by DTES in Rochdale who, |
understand, also ceased trading early this year.
The C64 stock held by these firms was very
comprehensive, and | wondered if another
company had taken it on. | am particularly
interasted in obtaining the Printmaster disks, the
1750 REU, and both the servicing manual and pens
for the 1520 printer-plotter,
Brian McGill, Nottingham

Oh...

But seriously folks and folkettes, Simon's
written a jolly useful feature (you can find it on
page 30) on just this kind of problem. As the
major chains insist on stocking only console
titles, in preference to computer programs, it's
getting harder and harder to get the titles you
want. The feature explains where to get your
software, what to look out for and how to
contain your enthusiasm while you're waiting

for it to load. Hutch tells me that he's thinking of

setting up a kind of Swap Shop add-on to Uncle
Dave's in which all you gamesters can
write in swap your games for a title
you don't own. Watch this space.

which after you kill a blokey he stays on the
ground with life juices pouring from him until
your character snufis it? If there is, what is it?
Volvo - Don't you think that Altered Beast is as
exciling as watching a rock, glued 1o the ground,
run a marathon?

Anyway | have written enough so until next time,
bye you big old blob.

Malcolm Baptie, Edinburgh

PS: My congratulations to Clur and Simon on
their interest in gore and violence. For a while |
thought | was the only one... isigh).

Firstly, I'll answer your
questions:

Gibbon — No

Spam - Expensive

box, huh?

Belt buckle — What god?
Blunt chainsaw — Oh.
Banana flan - That'll be
Saboteur, then.

Volvo — On the contrary,
nothing beats the pure
adrenaline excitement of
rock against mud action.

From reading you're

choice of unusual
items, | see that

you're a slightly
short person who
often dreams of floating on a sea of solid
cheese whilst singing the greens. I'm
thinking of taking up psychology, y'know.

Lovely artwork isn't it

This is the Mighty Brain‘s very own
indicator of whatls hot and what's naf in
C64 land and théworld at large. Arything
or-tHe High Pregsure side is Hot,_anything
inthe low pressirg.smells of wee-wee and
eats crab pasteSandwiches. If yoli gisagree
with, any &fthese write and telf us.
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UNCLE

VE'S

® Great Diana

More hot 4 ::snlr'rll;rl:tiz:::isk.
and fl.lﬂk]\" E am:; -:: o
bargains for all you car advert i
boot sale fans. For sale,

Flease phone back. Tel:
0821 650409. As I ng
® An Action Re
CE4. Will pg

wanted, pen friends and
even the odd red

herring. It’s the real life
drama of a bazaar...

WANTED

® Has anyone got a copy of (@
Datasette plus games i HEec
sound sampler and 3D et
reasonable prm% 0 &

Monance Place, St Marys, '

i

® 50 Games For sale worth £100 inc.

Robocop 2 & WWF. The lot for £50 or may abgpcerog i e

split. Call Luke on 0925 820483. b i il $0479
! ; package, £20 ono or

isseall on 0286 872248,

e without cassette cases or

ol. Tel: 0453 544428 evenings.

: ipt on diskfor Cé4. £20 only. Contact

: on 0595 B5368Sunday nights or at 4

~ Huilsidale, Hamnavoe, Burra, Shetland, ZE2 9LF.

May swap for other stuff.
#® Games GAlore! Disk games including Last
Ninja 3, Sim City, Vendetta, 3D Kit. On tape:

P ——————————
2

@ James Pond 2 Codename
Robocod. Boxed

“Alright who farted? Hold on while I smell with instructions

each of your bottoms individually..."* £8 ono.
* We apalogise for 1he rather perey nature of this caption.

Telephone 0263
® Working copies of Paradroid by Hewson and 720694 at
Defender of the Crown by Mirrorsoft. Will pay £10 Weekends and
each for C64 disk versions. Phone Richard on 021
378 5582 After Five o'clock. Barker.

# Does anyone have a utility called Stop Press,

the DTP package. Write to R Davies, 178 Offmore Want to be a gill-
iddermi seeker? Buy

Hoad, Ki inster. s i

® Wanted, C64 games : Kennedy Approach by ek

Microprose cassette or disk and Gunship by
Microprose on disk.Mr Saunders, Tel: 0533 899428,

« Febrvary 1994

Robocmash TV, Retrograde, Turrican, Iron Man,
Speedball 2, Myth. Phone Rory on 05395 36409,

PEN PALS

® Are you a 16/17 year old boy who totally loves
playing with computers? If you are, write to Mary
Rodriguez, 24 Hirst Gardens, Dykehead, Shoits,
Scotland, MLT 4EL.

@ Looking for penpals in France? Scotland?
England? Ireland? Guaranteed reply within 20
days! Write for info tedién, 69 Bruce Street,
Leicester, LE3.M
@ Penpa demos and disk mags.
Pleas programs. Write to

: 1974 SR Gmuiden,

and into music
gll, 1 Poppy
CF30BD.
old to
rite to

@ For sale: Commodore Formats
i5-37 (all with tapes). Write to James
Cleal, 22 Millstream Close,
Whitstable, Kent, CT5 1RG.

® Why not swap your stale games with me for fresh
ones? Casselle only. Write now to Alan Lancaster, 217
Gaunt Road, Gleadless, Sheffield, 514 1GP.
# Pen Pal wanted to swap games and cheats, If
that sound like fun write to Ryan Turnill, 132
Timberlays, Littlehampton, W.Sussex, BN17 6QF.
@ Calling Adventurers I'd like to get in touch with
adventuring pen pals to exchange tips, solutions. |
also nead G.A.C. not the tape but the instruction
book on how to use the program.
® Wanted all hints and tips for C64 games and

some pen pals as well. Write right now to
Jeremy Butler PO Box 1203, MI Gambier,
S5A5290, Australia.

® Female penpal wanted. Must own a C64,
Datasette and be between 10 & 12 years old.
Preferably from Morthern or Southern Ireland.

: : Write to Gavin Ginles (that's pronounced
T L T T T ey
ask for Rebecca ( P

jingles), Carnaross, Kells, Co.Meath, [raland.
Oh yes and I'm 11 years old.

@ CF Staff Writer seeks interesting people to
hang out with and possibly even kiss. Must
have sense of humour and bad taste

i in music. Write to Simon F, courtesy
w of the Commodore Format office.



 HERE’S ONE |
MADE EARLIER!

/ . Zot A cunningly concealed within the
Techie Tips Proggy Selector. Mo more typing in
reams and reams of DATA statements, What's
maore, this month I've added a couple of classics
from past issues for you. There's CREATURE
COMFORTS from CF25 and APEX APPEAL from
CF31 - both were really long listings and some of
you may have fainted at the very thought of all that
typing. | know | nearly did when somebody
mentioned it might be a good idea to repeat them.

LOOK TO THE
STARS

Dear Techie Tips,

F<) Y | have recently acquired a STAR

=i ‘h\, —= LC10C colour printer for my
Commodore 64. | have been

having a few problems with it.

1 | have been able to print short sentences using

the command PRINT#4.%, . text...” but | cannot print

any longer sentences. | have tried writing it like a

program and listing it on the printer and that works.

How else could | do it?

2 | have got the Advanced Art Studio but | cannot

print out colour pictures. Please could you tell me

the codes for the printer configuration that allows

me to do s0.

Reace Lippolis, Sheffieid.

-

1 In order to print longer lines, simply add a
semi-colon to the end of the command. In that
way the printer will not do a carriage return
once it has printed your line. You can then join
short lines end-to-end to make longer lines.
When you are ready to start a new line just drop

the semi-colon. This
short example should prove the point.

2 | assume you mean you can't print the
pictures in colour and not that you can't print at
all. To actually print colour pictures in colour is
guite complicated and it needs a special piece
of machine code to work out which of the
colours on the ribbon to combine and when, so
that the right bits of the picture are in the right
colours. The Advanced Art Studio may well be
advanced, but it is not advanced enough to
include a colour printer driver, which is what
you need. Datel (=0782 744707) advertise a
piece of software that prints out colour pictures
in colour. You could try contacting them.

IN COLLISION

Dear Techie Tips,

1 Could you please list a
program that detects collision
between the main character of a
game (sprites 0,1,2 and 3 in my
game) and the background, and detects the
background charactar that they are all in touch
with?

2 Feel free to print some of the small routines that |
have enclosed.

James Slewarl, Perth, Ausiralia.

1 The following program will set up a sprite and
then move it from left to right across the
screen, detecting the characters that it collides
with on the way. If your main sprite is actually
made up of four separate ones it makes no
difference, you only need to check if one of the
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discovered the

secret of the gel-
based microsphere.
Or something...

sprites is in collision with the background.
The variables DX and DY in line 160 govern
which bit of the sprite it looks at to find the
character it is in collision with. In other
words, it currently looks at the character
“under” the pixel with co-ordinates (8,10)
within the sprite block. Line 260 stores the
actual X and Y position of the sprite in variables
X1 and Y1, and line 270 then converts these
values into the right range for screen co-
ordinates: 0-39 for X1 and 0-24 for Y1. Line 280
reads in the character at the appropriate
position and, for this example, displays it in the
bottom right corner of the screen.

2 Thanks very much. I've extracted a couple
that disk users will find useful. This first one
detects whether or not a disk is in the drive
before continuing. It works in such a way that it
won't continue until you remove the disk but
you could easily change it so that it sits there
waiting for one to be inserted.

] PRINTR1S, *M=R"* : CHRS 0} : CHRS |

FL TECHIE TIPS 23

Do you move with the times? Do you
demand performance from your
active liposones? Cheesed off with
hydration? Jason Finch isn’t, he’s

)




- RN o BTN A S i

24 TECHIE TIPS

40 GETH#15,A5

50 IF ASC{AS+CHRS{0)) THEN 30

LIVING APART

Dear Techie Tips,

| am writing a program but
have come up with the problem
that it is getting too long for the
: computer's memory. Therefore
| have to split the program into two separate parts.
However, at the start of the first program | assign
many strings. Now, here comes the difficult bit: is
there any way | can assign strings and keep them
in memory after loading the second part of the

60 CLOSE 15

The second of James’ routines uses the write
protect sensor to check whether or not the
drive can write to the disk. This could be useful
in a disk copying program where you don’t
want to write to the source disk by mistake - if
the disk is not write protected you can tell the
user it would be best to ensure that it is.

10 REM WRITE PROTECT TEST BY J.STEWART pImgIE

v ? N.Cole, Devon,

20 OPEN 15.B.15

j IjH_f_:'rl:." I 5_’_"“ R e LV Unfortunately, one of the first things the LOAD
o q"F 1H : ﬁ command does when it has finished loading a
i i S B ~_ program is to clear out all variables. So, using
E:- .T.F, :-‘ . I:»:-,(r|1 THEN PRINT “DISE s Rhciead | DIAD conimand U866 16 s Wiy
l :H JI ‘:'Ia: *DISK s N . rl‘.'i-: I'TE PROTECTED” S} you oen eep your sirings. Kne way you
b0 '-':r*.- could do it is to POKE all the information into

memory before the LOAD and then PEEK it all
back after the LOAD. The following bit of a
program will write whatever is in A$ to a part of
the RAM that is not affected by a LOAD
command.

' THE ONLY WAY
: IS UP

Dear Techie Tips,

1 How do | change the

character font on the C647

2 How do | smooth scroll text 20 FOR X=1
50 POKE 491

40 MEXT X

10 POKE 49152, LEN(AS)
TO LEN{AS)

up the screen? S2+X, ASC(MIDS (AS, X, 1))

George Bundy, Caithhess.

Your second program could read that information back
into its version of AS using a similar bit of code:

1 A future Dr Finch's Casebook will look at
making up your own character sets; it is
beyond the scope of a short answer. To switch
to a new character set you do POKE

53272,X where X is a number that tells ' 20 AS=AS+CHRS (PEEK{49152+X))
the computer where you want to get 1D NEXT X
your character set information from.
But so far as defining that information
is concerned, hold on for a couple of
months or so.

2 Smooth scrolling text up the screen
can be far more difficult than scrolling
it across. For a start, the flicker that
occurs from Basic is pretty horrendous
in comparison. Of course, in machine
code that can be overcome, but I'll give
you this Basic version to be getting on
with.

FOR X=1 TO PEEK{49%152)

100 EEM BASIC UPWARD SCROLL BY
1.FIMCH

110 ¥YS=CHRS{19)

120 FOR Y=1 TO

24 :¥Y5=Y5+CHRS (17) :MEXT ¥

130 POKE 53265, PEEK (53265 ) AN LY
140 H=N+1:A5="LINE"+8TR% (M)

150 GOSUB 180

160 GOTO 1490

170

180 BEM ROUGH SCROLL

190 PRINT:PRINT Y&;AS;

200 FOR ¥=7 TO 0 STEP-]

210 REM DO THE SMOOTH PIXI CROLI
220 POKE 531265, {PEEK(S | ANDZ 48 ) OF
230 Fx P=l TO
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That will take an awful long time if you have
lots of siring variables to contend with, though
it is by far the most reliable method. You could
play about with the variable pointers but the
chances are that some of your strings will be
corrupted. (You know | hate it when my strings
get corrupted. That's why I use Aeriel Colour.
It's good without the boil wash - Hutch)

Dear Techie Tips,

Have you got a routine stashed
somewhere that will allow ma
to use the RESTORE
command in such a way that | can RESTORE to
any DATA line in a program? At the moment I'm
having to read through loads of useless numbers
just to get to the bit of information | want.

John Maple, Bangor.

There are a number of ways to do what you want.
The easiest to use involves a very short piece of
machine code which is capable of RESTOREing
to absolutely any DATA line, whether you tell it
directly, have the number stored in a variable, or
want to caleulate it using some formula or other.
Here are some example of how you might use the
new RESTORE routine:

8YS 49152, 1000
gSYS 49152,L

SYS 49152, 500+A%10

And here's the Basic loader for the 22 byte
machine code routine that does the business:




QUK SWOXS

Is it possible to make the letter keys “repeat” like

the space bar and cursor keys do?
Stuant Manning, Southend.

POKE 650,128 will make all the keys on the
keyboard behave like the space bar normally
does. POKE 650,0 will put it back to normal
and POKE 650,64 will turn the repeat function
off completely.

Here's a few SEUCK guestions for my favourite
section in Commodore Format: How do | include

pictures, music, sprites and options on the title
screen? | have an Action Replay but | am no
good at machine code so could you please
explain step-by-step.

Mark Preston, Wakefield

It would be impossible for me to explain the
step-by-step instructions in Techie Tips. |
have seen utilities that add music to the title
screens of SEUCK games, but nothing that

does the others. It would require the writing of

quite a large full utility in order to do that

2128 to

REMAF K ! WEATHER THIS HOUR

Dear Techie Tips,
| | have designed this neat
picture of an icy landscape

because | want a good title screen for a program |
am writing. The only problem is that | have got no
idea how to display the picture from my own

program. | would be very grateful if you could list a

routine that loads (from disk prefarably) and
displays an Image System picture.
Gary Pawis, Loughborough

The following program has been adapted from
the one that appears on page 12 of my Image
System manual. Don't you have a copy?

using The Image System. | did it

my Scart TV? Alsc
where | can obtain

Commodore 1520 printer/
John Williams, Nottinghs

ould you please tell me from

Meedmore Ltd. in Merseyside (=051 521 2202)
will help you with the Scart TV lead, and
possibly also the pens. If not, try a local
Tandys store because the standard Tandy
plotter uses very similar pens and paper.

| have just bought a 1571 disk drive but the user
manual that came with it is for a 1570. | have
found references in places to the 1541, 1551,
1581, 2031 and 4040 drives but never a 1570.
Mow the 1570 is obviously differant from a 1571
so from where can | get a proper manual for it?
Steven Curtess, London.

I'm not sure what it is that makes you say the
1570 is obviously different from a 1571
because they are, in fact, practically the same
drive. A 1571 manual actually says “1570/71
User Manual” on the front. There are very few
differences.

When and how did you start programming the
CB47 Do you have any qualifications in

Get to know SEUCK intimately and you can
create loads of funky, ermm, shoot-'em-ups.

programming or did you just learn from scratch?
Peter Evans, Manchester.

Oocoh now let me think, it must have been
somewhere around 1985. | learned through
experimentation, playing about with the
commands and changing Basic programs
written by other people to see what effect the
changes had. The only qualification to do with
programming is a degree (with any luck) in
Computer Science, but cbviously that's not
exactly got much to do with programming the
Ce4.

Have you got an address for Neos because |
would like to get hold of the instructions for “Neos
Mouse and Cheese™?

Andrew Meredith, Bradford.

The only address for Neos that | have is Neos
Europe, 26 Wycombe Road, London. That may
well be out of date by now. The instructions for
Mouse and Cheese won't really help you a great
deal because they're only two sheets of paper.
{But Jason, that's what they said about the
American Declaration of Independance - Hutch)
Just have a good play about with all the options,
seaing what happens.

F

A'PROBLEM

Jason Finch is more than willing to answer all
your technical problemettes, so if you're codes
in disarray, you've plugged the wrong widget
into the jubilee clip or you're having probs
getting hold of that rare first edition 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 Prontaprint: We're the
biggest copycats in town.
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DR FINCH

Techie Tips Proggy Selector is a program called
THE SCANNER, showing you exactly how to read
the keyboard using this method. You press down a
key and then get your fingers on the other keys
befora it starts scanning. After the very quick
scanning process, it draws up a table
Occasionally, if you press too many keys, it will
give a false reading, but that's only because it's
getting annoyed. The idea is not for you to make
strange contortions trying to get every single key
down - the idea is for you to stop the program and
list it; best done after it has drawn the table.
Lines 220-240 do the actual scanning of the
rows, storing the values chucked back into
56321 in the array S(R). The break-down
of each column within each row
is then dealt with by lines 280-
330, line 310 doing the
all-important AND.

ALTERNATIVE
MEDICINE

Another way to read the keyboard is
location 197 which holds the code for the key
which was last pressed. The problem? It only tells
you which ONE key was pressed, so if
you hold down a few your program
won't be able to work out what they all
are, If you do a PRINT PEEK({197) you
will see the value stored. Flick back a

What do you know of the
mysteries of chess? Ever
gazed beyond the barrier
of the keyboard to the
secrets within? Jason
Finch has and he’s got
this daring report...

During those times of stress, like while you are
waiting for Mayhem in Monsteriand to load, it
is often difficult to think of things to do.
In case you've never been bored
encugh in such situations to count the
number of keys on the keyboard, I'll
tell you that there are in fact sixty-six;
that includes the SHIFT keys, the
Commodore and CTRL keys, the
function keys and RESTORE. The
guestion is: how can you tell which are being
pressad, apart from looking at your fingars?

A GAME OF CHESS

Fifty times a second your computer
checks which keys are pressed; it's
called scanning, reading or palling the
keyboard. It does this by using a grid.
Your C64's keys are mapped out into a page or so and look at the keyboard
kind of chess board, with each square map that goes with the letter THE KEY
representing a particular key. Hang on though, a location 56320 are normally set to one (all the balls ~ TO SUCCESS in this month's Techie Tips - it gives

chess board has only 64 squares and the pooter are in their boxes at address 56320). To check for all the PEEK{197) codes for the keyboard.
a particular key you remave the ball corresponding

(A

12! 4:8 163264128 tothe row on which the key lies. THAT’S YER LOT
T | SR 3TN i e e By taking away one of the balls, you tell the - -
y |ms nem RSk Lo | gy | g3 | ps ! chse ¥ : - ¥ ' With that information, the dlagram.and the
DEL |RIGHT ! i g ; RIGHT computer to look at the eight keys in that line of the program, you should be able to write programs that
...... dejoisgad S il o el o e AR CO0 Sk WS L
2 E w al&'z R e grid. It looks and then responds by rearranging the  need to check for more than one key being
ek O | ___j_____i______:_ _+ .Fl-“" balls at location 56321. It shoves all the balls in pressed at a time. The Information Bank of CF34's
a 'R D 6 - ¢ . F . T : X place and then takes c:ut. the onas that correspond Techie Tips will show you how the grid
_______ RS MR R | T S BRI IR lo the pressed keys. So if you want to find out theory can be used to check for
8 Yy vig' g ‘BN U v which key is pressed you indulge in a miniature specific keys. D
memmedeamm bk cade e b e de e e e okena|  CONVErsation with the computer. Don't worry about
16|91 J. 0 MK O N how the computer actually works out which keys
______ Loeneae +_.._..--;- L.:._ are being pressed; | don't expect you to be an S
32| +: P L = v g L@ . r electronics expert as well as a pretty face. ;
----------- R e Sttt weit St SUEES You must ensure that the computer isn't 1)
! I 4 i CLR I RIGHNT  _ | ] ; . _ . !
641 £ * 1 7 lyomsimer = | A i dithering over something else while you want it to
"""" [~y s siseeembee——eeee-l  chack the keys for you. You do a POKE 56334,0
i 4 iem 2 seacs cam: @ | MM ; 5 : . :
128| 1 < icm; 2 ismaian; Q g, first so that you have its undivided attention. A

irm 3341 wh i
This is how your C64 works out which key is simple POKE 86 Whan-yol ire shmugh W
being pressed at any given moment in time. let it get on with the rest of its duties.

has 66 keys. Well, if you con yourself into ignoring mns.ou EKPERI!HCE

RESTORE and forgetting about SHIFT LOCK then The theory is all very well, but it is always

it's only got 64. Convenient, huh? Codes between better if you can get in there and get your
0 and &3 are given to each key, with 64 indicating hands dirty with the practice. Unless you've
that no key has been pressed. sorted binary out, got to grips with the balls

and boxes theory, and sussed out the role

cucmHG mE CODE that the AND command plays in all our

Locations 56320 and 56321 don't just figure out lives, putting the theory into _ *ﬂwﬂ%
what you are doing with the joysticks, they also practice is going to prove a = |Ihl - [ﬂl,‘, - ﬂ ﬂnmﬂp dlfﬂﬂ“ﬂ
] _1.

control keyboard scanning. Specimen A shows teensy bit difficult. Never J] m“m yi '

how the keys are laid out in the grid. Notice how fear because within the % Imh d iﬂ-’" “H“r “I"" 1K Jﬂll ] I

the numbers along the top and down the side ll]]l W'mﬂmf‘ *ﬁllﬂnﬂl" "‘N’Eﬂ #

correspond to the good old money bags of CF38! il ol e e bl bl ’ # . (8

Yes indeedy, binary comes into it. All bits at ﬂmmmj " J *JI'L’ & l&..l-rﬂﬂ*
X
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“zxz= VIKPD

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

BEST SELLERS DISK PRICES
DISK 001 A great assembler, boads of excellent games, and even a demo  £2.00 each for | disk
DISK 012 A ool disk with just aboul every wselul ool E1.50 for 2. 3 or 4 disks
DISK 013 A paint & slideshow program & a demo called Legoland - Coal £1.40 for 5, 6 or 7 disks
DISK 014 The Funky Toalz Callection v21. Great toalz! EL3 tor 8 or 9 disks
DISK 026 'Demo Deman’. A |:-||-g|::|'|| thait bets voui make o T GEMOS E1.20 |||| |ﬂ ar more
DISK 029 A disk [ull of games including Tkarus (CF37) or just send a large
DISK 035 The Mega-unit utilities disk SAE fora full
DISK 037 The Pearl Music Collection, plus ather music & utilities catalongue

MKPD, HOUSE 63, HENDREFOILAM, STUDENT

i VILLAGE, SWANSEA SA2 7PL

B SPARES & REPAIRS |

1541 Il Disk Drive & Software .......... £198.99 REPAIRS:

CE4 Compatible Printer .............. £149.95 C64... - 225 1 inc
Action Replay MK Vi Cartrid Ced, C1E o
| C64/128 Cassette Unit 1541 DD....
CE4 Power Unit.......... C128... B85 inc
CE64 Monitor und [Snr.u'tm :3 P'h-nml £6.50

84, Mouss, Mat, Art Sware (Tape).£23.75 ?ﬂ“,ﬂ“’.?i",:.ﬂl.?.“ﬁ&‘f";”ﬁ-;‘r“.? sossinle &
CE4 Reset Cartridge -..E6. Aeturn Insurance included B Normally 48 Rowr
User Manual .[54:.'; 1541 11). it turmaround B 3 manth warranty B Unrmp.lir;LIE
Dust Cover (B4 Old Ehm of E"E] EE 99 machines relurmed with full relund B

CE4 Serial Lead .. ..£5.98
Commoadore chips PO.A
Centronics Inlerface plus S.up.pon
Sofitware (Disk on Tape).........c.......£24.98
C64 System Guide (Programming)...£9.99
CE4/C Replacement Keyboard........£19.95
2 x B01/3,1200, LC10, 1230 Ribbons..£9.95
C&4 Case (new style or old shape)......£6.99

All prices include VAT and P & P @ Orders by cheque
ar PO only m Send an SAE lor hull price lisim —

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

FREE CATALOGUE

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

These compilations of the best PD games
include arcade games, sports sims,
adventures, pinball etc, etc. 100 GAMES
Available on disk only £19.99 post free

KINGSWAY COMPUTERS E

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

Shareware PD & GEOS catalogues but at
SOFTWARE
our efficiency we've got a special offer

f course you can send 1 x First Class
Dn:uﬂp;. and we'll send you our ce4

Shareware PLUS we're pleased with our

quick delivery record. To demanstrate

for you ... Just send us £1 (3 pound cain, c

a cheque or a postal order) and choose HlHE LUB
any one subject disk below, .

GEOQS | GAMES EDUCATION UTILITY I
i sl 3 Brmrbclmk Avenue,
|f{}uuih&.ord=ernneolﬂdtdlsk1a:|un NDHII‘Igth
| par disk, we won't mind. ¥e'll rush
you your arder along with our PO, NG3 éJU
Shareware & GEOS catalogues. e ————
SHAREWARE PLUS

Fulfilment Centre, 6. High Street,
Pershore, Worcestershire WRI0 1DU

Outside LK - Please add £| per order for
Aderrall postage.

'Send SAE for
\ full details

C64/PARALLEL INTERFACE TYPE 92008/G

The Co4/Parallel printer interface model 92008/G is designed to connect almost
any parallel printer to your Vic 20 or C&64 computer, and will also operate with
the C16, plus 4 and C128.

Together with most types of printers, the interface will be fully compatible with
the CBM printer MPS 801, Other printer types |e.q. daisy wheel printers or
I printers that do not have graphics capability or have an unusual kind of I
graphics) will be able to print all ASCIl characters and all printer functions will
be available. I

I It is necessary for the connected printer to have an interface to the centronics
standard. Most printers are offered with this interface as the principal, lowest
cost, option.

As the printer will not be modified it can be used with its original centranics
interface at any time, thus if you change your computer system later on, you
will be able to keep your printer and connect it to another computer by simply
changing the interface/cable.

I Frice £29.99 inc p&p. I
All orders sent by return. Cheques/Visa/Access/PO's
TRADING POST, VICTORIA ROAD, _I
SHIFNAL, SHROPSHIRE TF11 BAF VISA
TEL/FAX |ﬂ952j 462135 J
— . — . . —

‘ Hey you! (Who me?) Yes you! Check this out.

_3
| A
|
WeatUmpmestmkthe for your
i Cod, (Diskog
|  Our so . range .Pla}rmmuuo]
PD games and ofe gs cost just £1.50
each (even Houbls si¢ full of finger
ki st arWOR o
So if }r::uu wanna strebeh : " ittle\further then
e, i

squiggle an SAE to:

L’TD[’I.-’L PO
10 Cirm.:m:m Road, (_,cdrr:.im.m,
“Aberdare, Mid Glamorgdn |}
CFi4 6DG -

MICRODRIVE -

INTRODUCTORY OFFER JUST **** £14,99 ****
Commodore 64 microdnve 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 (@ £3.00 each. Functions include format,
load, venfy, directory etc. Supplied complete with lead, software,

instruction manual and one data cartridge.

COMMODORE 64 COMPUTER
BARGAIN AT ONLY **** £42 99 *iix

Commodore 64 home computer excellent low cost computer for all
your business, household and leisure computerised activities. Full 64K
memory, lots of colours (16), sound, musical and other effects are
possible. You can even learn to program in BASIC with this neat little
number!! Package includes Co4 and PSLI,

C64 DATA RECORDER

BARGAIN JUST **** £14,99 *¥**

(only if ordered with above computer)

BULL ELECTRICAL
Telephone orders 0273 203500

Access/VisaSwitch/ Cheque/PO 250 I’ur‘““m‘l Road
Please send £3.00 P&P Hove, East Sussex
Established 40 years BN3 SOT




FEATURE

Paul Black’s
back with the
second part
of his sprite
multiplexing
feature.

All you
codeheads,
read on...

ast month we started off by talking about
the mechanics of multiplexing sprites.
This time round I'd like to continue with
my sprite movement program by talking
about insertions, collisions and burping.
Insertion is done by first checking that sprites
ara in tha display area, if 0, genarating a hash
code and attempting to insert at that indexed
location. As mentioned earlier, collisions can occur,
this is tackled using a simple ‘back-off' technique.
The previous diagram shows (1) a collision
where sprite 1D #1 attempts to overwrite 1D #0, a
collision occurs and, (2) a successful insertion is
achieved testing another slot in the table directly
above the first

LOX #MUMSPTS-1

RESVL LDA SPTEMB, X }EPT EMABLED
BEDQ RESV2 SO BRANCH
LOA S5PTY, X +CHECE VIEW
CHP #30 +RANGE, TOF
BOC RESVE §TO0 FAR
CMP #254 15 BOTTOM
BCS RESVE FTO0 LW
LSR & ;HASH KEY
LER A ; [DIV BY 4)
TRY
RESYV3 LO® SPTABLE,Y ;CHECK FOR
HMT RESW ; OOLLISTON
DEY 1 BACE OFF
BPL RESV: s HOT TOP
BMI RESV2 fHIT TOF
RESVA TXA {GET 8PT 1D
INC NUMSPTAE ;UPDATE NOS
8TA SPTAELE, Y :STORE SPT ID
RESVZ CEX ; HEXT SFRITE
BPL, RESVL ;DO ALL 32
i
LOX #507 i SET FIRST
STE MURSPT :TO UEE
LOY #8540 JOFFSET ¥
LDA HUMSPTAE JCHECK RESY
BED SETHEND JHONE, EMD

When the sprites have been sorted into
ascending display order the next job is to display
sprites that are visible, The source above first
assigns the MUXSPT variable to the first sprite in
the list. This variable keeps track of the current
‘plexed sprite. Mo 7 is the first (it's actually the 8th
sprite, but it's more efficient to start at the top and
work down). Next a quick test ensures that there's
something in the hash table to display, if not the
routing has nothing to do and just quits - dead
easy. But, it's never that easy, so the next loop
scans the table and positions the first eight. Any
that are left over are dealt with straight after, by
pushing each sprite on the ‘plexors’ stack and
setting a raster interrupt further down the screan
just after the 21st row of the first sprite displayed.

SETHSPFR LDOA SPTABLE-540,Y

BFL SETEA s POUND SPT
IRV s NEXT ITEM
BFL SETBSPR ;D0 ALL
SETHEND JMFP SETBKILL JEND ISR
SETHA 5TY MUXTEMPO +3AVE INDEX
TAY +SFRITE INDEX
LDA SPTX,Y PUSH COORD
FHA ik PULL
LD& SPTY,Y +BACH LATER
PHRA WY VIC AD,
LOA SPTPTR,Y SET SHAPE
STA SCREEN+EPRPTR, X
LDA SPICTRL, Y § COLOUR
STA 2D027, X $VIC COLOUR
ETH Pl $STORE IT
AND #32 i FRIDRITY
BEQ) SETBD 1 SPR BRCH
LOA SDOLE

£ SO1FF =

$0180 =

$0120 =

\i;m 00 =

-Normal stack
-MUX Stack (start)

-MUX Stack (maximum)

-Free stack, just as well 'cos some ROM
routines use this area of ROM! /

STACK USAGE )

Knowing how to use the stack
properly is essential if you
want to code anything other
than a program which prints
your name repeatedly down the
screen.
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ORA SETBIT, X BIT OM
STA SDOLE
SETHD BIT MUKTEMF1 : TEST
BIT
BPL SETBC X
MSE, OFF
LOA SETBIT. X
ORA 5DOLOD iBIT ON
STA SDO10
SETHC EIT MUIITEME] (MICE BIT &
BVC SETER HI BRCH

LOA SETBIT.X

ORA 5D01C ;BIT O
STA SDOL1C

SETHER LDA SETBIT,.X : SWITCH 5PT
ORA SDO15 +BIT O
STA SDO15
THA i CALC WIC SPT
ASL A s ODORDS ADDRESS
TAY s DUMP RESULT IN Y
FLA JPULL QUT X & Y
STA SDOOL Y
FLA

8TA SDO0O0, Y

LDY MUMTEMP{ : RECOVER  THDEX
INY :UPDATE IT

BMI SETHEMND ;1 DONE ALL?

DEC NUMEFTAR REDUCE LIST
BEQ SETHEND +DOME LIBT?
DEX ;DONE B8 SFRITES
BFL SETHSFR rSPTS? MO, BRCH
STY MIETEMF] : EAVE  INDEX

LOY #&7F ;TOP OF TABLE +340
TEX ;BANVE QLD

STX MUXTEMPO 1 STACE POINTER
LDX #SBO MUK . STACE PTR
TES +8ET NEW STACK

The stack is used by the "plexor in an unusual
manor, effactively splitting the stack batwean the
‘plexors’ sprite storage and normal programs. See
the code directly above, the old stack pointer is
stored and MUXSTACK replaces it. The next
section of code scans the table and pushes sprites
onto this stack.

After the process is completed the normal
stack is restored, however the pushed data is still
at the address $0180 downwards. The ‘plexor will
use this stack when it's ready to service |IRQs
further down the screen. The previous diagram
maps the 'plexors’ stack usage.

Paul finishes off his multiplexing serias with the
final piece of code to have 32 sprites whizzing
around the screen at once. However for all
evaryone out there who'd like to get into coding but
doesn't know quite where to start, we'll be doing a
beginners guide to programming games in both
BASIC and assembly code (Paul's very busy on a
computer degree at the moment). We'll be
explaining exactly who to make funky

looking gamas so all you potential D
codeheads, watch this spaca.
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Jon Wells is back with more

b I I?,{.";. :..
| 3
hints, tips and listings
OF for Shoot-’'em-up
_ the free games, then enter:

- / POEE 16964, 0 to stop the
game from returning to the
editor on Space bar. From now

' an you won't need the reset
ﬁ A restore hack, so enter: POKL
245%3, 0 to disable 1.
i If you're using a two player

Construction Kit fans...

game then: FOE L00orlis
ana or two player respactively. Also, in
16 DATA 122,72,141,212,73,189,122,14] one player mode, you may notice that pressing the
17 DATA 89,94,169,105,141,215,72,141, 227 fire button on joystick player two results in no
18 'DATA T71,141,187,73,160,11,162,0,140 second player appearing. As we no longer need the
43 DATA 94,101,140,102,101,152, 24,105, 5¢ data listing, 1EwW the program. Mow let's check to

20 DATA 141,97,101,185,0,37,1 see how much BASIC memory we've got. To do

g DATA 1659,0,157,0,37,232,208,242,200 this type the following: ERINT FRE |
22 DATA 192,38,208,222,189,0,38,157,0 (FRE (0} <0} *65536.
<3 DATA 124,189,0,157,0,38,232,224,128 If all goes well you should have about 7800
@4 DATA 208,240,936 bytes, that's about 8K of BASIC RAM, more than
enough for what we want. Thera's still plenty of
Remember to save this listing before running it. memory left from the editor — 5.5K from $A000
Once that's done, enter 5v5 25656 again. This $8680 which can be used for music, and 7K from
amagzing listing has just relocated all of the map, $6600 — $6900/$8680 ~ SAD0D, which we can use
colour and block data over the editor and also far add-on machine code.
changed the pointers in memory to read this. One You may notice that, in using some of the free
more listing to go and we're nearly there. Enter iew  gamaes — Slap ‘' Tickfe for instance, that various
again and the enter this: parts of the background graphics become corrupt.
: This is (as we mentionad two months ago) because
6 C=l: FOR A=25856 TO 26031: READ B: FOKE  of the kernal basic pointers overwriting the chars
- AB from 166-169. Entering the following for/next loop
6 C=C+B: NEXT A will blank these chars for you: so it won't look so
I IF C=»20475 THEN PRINT “DATA ERROR!": bad: TOR A=64B16 T 64848: POKEA,0: NEXT A
. B I'm currently working on a routine to stop this
B OORNTR 162 ,0,189,0,0,157,0,225,232 from happening . Now for a small BASIC program
&l DATA 208,247,1639,0,141, 32,208, 163, 51 to get you up and running. Type this in and B it,
STATR 141,94, 66,169,101,141,95,66,169 | BEM ** TITLE AND GAME OVER DEMO **
RS PaTA 96.141,0,65,32,211, 64,32, 3,96 Sin e e 11
ERNEBATA 32,41, 66, 32,233, 67,169,208, 141 SR AL T

DTA 331.67,76,96,66,32,211, 64,169 | PRINT TAE
ORTR 120, 141,13,220,1659,240,141, 26,208 1993 £

BRTA 189,127, 141,113,221 169,151,141 5 G B 10
DATA 0,.221,169,63,141,2,221,169,4, 141 & PRINT CHRS!( } s CHRS |
EBRTA 136,2,169,21,141,24,208,169 ) PRINT "CURSOR. DOWN 9 o
BETACR 141,22 ,208,162,2,189,0,225, 1587 8 PRINT TAB{l6); "GAME CVER®
0.0,232,208,247,169,127,141,0 3 GOSUE 10: GO
220,169,255, 141,2,220,141,7,220
SRl 221, 141 ,.5,22]1 ,141,6,221
817,221, 169,8,141 ,14, 221,141 11 PRINT
15,221,169,55,141,18,208,169 AB (9} ; "PRESS SPACH

Sid. 14l 25, 208,169,27,141,17, 208 ™ COWTINUE®
169,55,133,1,88,96,169,127,133 12 GET AS: IF A5
B B8 133 55,169,38,133 " THEM GOTO 1

BR L 54,.133,56,96 13 RETURM
B Mothing special | know
. Once all that's typed in SAVE it and the enter RUN. byt it should give you a
~ First you must enter Svs 26015, which allocates rough idea of how it all
~ the ariginal map locations into BASIC locations and  arks. If you've got any
- installs BASIC into SEUCK. From now on you must  problems at all, send an
~ enters¥s 25856 which runs your SEUCK game SAE to Jon Wells. PO
~ without the normal title screen. If you quit or die the  goy 22, King's Lynn,
SEUCK game will return back to the BASIC from Norfolk. PE30 4DT.
~ where it left off. If you are playing about with one of

R
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tRicdquat g
sleext i - Don't do it, don't jump. Life's too
iz g o TR short. Take up a sport.
"ll__PI‘IE'r ve -

Classic gaming action like Eli i
te awa
you spend a bit of time to find a ll::l:lll‘ll'l.ts i

MHaving trouble getting hold of
software for your C647 Simon takes a

look at a few ways to get your hands

games as they
used to, but
not all

on yet more games.

he fact that the C&4

i 1 games are
isn't exactly a boom industry right sslt o a
now is for two reasons. Ehie
Firstly, there are no b B
major corporate — shops may

developments going on right
now, and so not much new
software enters the market
these days (this is only to be expected, and at the can find two
end of the day isn't too much of a problem). companies,

still have some
unsold C&4 titles lying around
somewhere which, as they're always
happy to make wadges of cash, I'm
sure they'd be overjoyed to sell to

There is a second problem, however, one that's  Amma Software you at a nice low price
become all too aparent from the letters we've had (0889 574740), and Failing that, we advise you to
from you. The problem is that many shops aren't Wizard Games (=0723 check out your small independent
finding it profitable to stock 376586). In the full page locals — unlike the larger chain
huge back catalogues of ads, you

stores, smaller shops are slower on
the update, and you should be able
1o find guite a reasonable range for your machine.

old releases either. So Ew .:E__E F .‘!ﬁl = ':L:' o) can spot a
e L]

the guestion is: how can Fiemons Bt ity huge number of
you get hold of these ' ¥ IS a new game going to be s different, recent, and high-

litlas? much better than those released ona or two scoring C64 titles ripe for RRRRIIUI. 18 TUlS WLk ITE SRR Iamel-r.
years back? If you haven't played it vet it R and more cramped the shop, the more luck you'll
new game whichever SaEEs hepicking, have finding what you want. Stick to that rule, and
MAIL C64 ind L TRMERE WL The Not only can you find you can't go wrong
ustry hasn't exactly come so far that loads and loads of CB4 '
ORDER One year is out of date, has it? You won't 208

Tako a look through the  4nOUher Turtican 2 boing released now, 1 o wedee of G64 dicke o THE UPSIDE DOWN

wadge of C64 disks as welll

guarantes it. But i The b ide to hawvi | th i
hgﬂuwad Pageﬁ of your i it. But if you That's right - thees pecele & big up side to ?n.rmg all these shops around is
friendly neighbourhood n't played the ace i stoick ol indes and that you gat to walk in, and actually look at what
CF — you'll find a lot of Turrican 2, maybe s wll you might buy before you spond the cash over.

You can check out the sereen-shots or count the
discs, which is something you don't get to do
through a mail order company, meaning that if you

mail order companies. t's about time you

absolutel
The way these work is did then matey. y

ludicrous prices.

simple — the company buy So that's ;
up huge stocks of computer games, but ane place lo want to get any reasonable idea of what a game‘s
sell them without the expense of setting up fid-your going o play like, you have to own the original mag
a shop. In fact, this cost-cutting is what games, and with the original review in, which is not always the
enables them to provide you it's got to be case. r’Un.fes.s you hﬂpp:an to work here : Hutch).
with games for a e akiiuat : .Nﬂhnd:.r Ilkt_as .shuppmg. though, and if you add
considerable discount. Just (assuming futility to the mix, it gets even worse — there comes

a point when you'll be running round your local
towns trying to find anything, and having no luck at
all. it's at this point that you'll utter the not so
immortal cry of:

taking a look through one

either you or
issue of CF,

someone you know
b has got a credit card),
...... a = as you don't even have to

leave your chair (| love being !EK! l m,r FI"D l ml

lazy, me) (Get away - Hutch).

Of course you can — look around you. Britain is a
SHm nation of shopkeepers, you know. Thera's
newsagents, shoe, clothes and fishing shops. Our
streets are positively bulging with them. Actually, |
think there’'s something slightly suspicious about
that, don't you? Could this be a subversive

P ! revolution from the consumer activists?

Okay, so maybe the shops
aren't stocking as many C64
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i s LR BENARE
LT e h? It probably wouldn't surprise

ice motto, hu .
e hat there still seem 10

i 1
ou in the least to know _
:;e quite a few mail order houses working under

this principle. This is all very -.~.na1li for l‘hem: bt:t
what about you? Here's something you mig
like to know.
If someone advert
Format, they are incl$h.
ion Scheme. 1his
E::iac;:ly means that if you ga’t.rlppad off, ',riu
just have 10 gpeak to Alison Winter at I.fufu 4
Publishing. Though there is an upper limit o
rafunds we can give, you 5larfud= a good nhan:F:E
af seeing your money again, in part or gven In

full. Now that's good valua.

A COMPUTER SHOP,
YOU DOINK

Here's another solution; EDOS. The boys at
Software On Demand, known as 50D (can | say
that on live paper?), have developed the Electronic
Distribution Of Software, EDOS. The
idea is quite simple — why do shops
have to fill their shelves with large bulky
boxes that won't sell as well as their
other large bulky boxes, when the
less-profitable titles can be stored on
computer, and written anto a tape ora
disc, cutting costs not only for the
shops (who pay considerably less to
use the EDOS system than they
would for the games individually),
but for the user, who doesn't have to
pay for things like packaging,
distribution mark-up, etc.

The system itself consists of a
computer hooked up to a large
storage device, meaning the shop
keeper just has to look through the
computer's database of all available titles,
writing the correct one to tape, and give you that,
Because the system is so simple to use, you'll find
them in loads of different computer shops all over
the country — John Menzies, Future Zones,
Independent Retailers, and WH Smith's. In fact,
there are 138 outlets already.

You'll find adirty great feature on EDOS and the
fifty essential programs you should have on page
15. Owver the coming months we'll be reviewing
every single EDOS game, so before you inveast, be
sure to check out the review in you friendly
neightbourhood CF.

ises in Commodore
ded in the Mail Order
is a simple idea that

|'l'|;l-|I ¥

.L;Flh.'ﬂ'. Remg
SEAMBE ok pe,

- --W O ] s W.l-—--—nﬂ

If you can't find an EDOS
stockist in your area (where do
you live = North Polesville or
something?), you can ring
Software on Demand (bet there are
no shops up there — the north pole,
that is) on (=0782 565400). Alternatively
(‘this is a shop free zone’), write to Unit One,
Rosevale Business Park, Mewcastle-under-Lyme,
Staffordshire, ST5 78T (consumer retreat camps,
maybea?). So we think you ought to go to your
nearest EDOS stockist, and try a few titles.

AH, BUT | BET THAT
THEY’RE ALL CACK

Wrong — take a look at the participating softies,
Alternative, Codemasters, Elite, Fun Factory, Hi-
tec, Kixx, Microids, Tronix, USGold, Zeppelin, and
21st Century. With that lot all pouring their best
titles into the system, there really is quite a heavy
selection of games to choose from

ANYTHING
ELSE?

¥es. If you're still having problems getting hold of
games, there's one last way to get hold of them —
order them direct from the software house. That's
right — most softies would be ovarjoyed to send you
their games (for the normal shop price), if you're
prepared to ring them up. You can find the numbers
of the softies in question on the tops of reviews, but
if you're still stuck, here are a few numbers to try.

2up

Top
29670

Alternative — (=0977 797777)
Audiogenic — (T081 424 2244)
Ocean/Hit Squad — (=061 832 6633)
Thalamus — (=0404 474713)
Titus/Fox Hits — (=071 700 2119)
Touchdown — (=0268 541126)

US Gold/Kixx — (=021 356 3388)
Virgin — (=081 960 2255)

Zeppelin — (w091 385 7755)

EASIER WAY TO BUYARAMA

That's right — turn to page 22, Uncle Dave's
Buyarama, and see what you can find. This may
just seem like blatant plugging (probably
bacause it is), but at the end
of the day, you'll find a lot of
vary cheap but perfectly
good software that either
people are selling off from
their old selection, or they've
just written and want to sell.

FAILING THAT

Give us your money. Tum to
page 52 to witness the full and
awesome power of our mail

order pages, and see what you

can find. At the time of writing,

wa'ra halfway through re-
planning exactly what we're going
to be giving away through mail
order, so watch that space for
probably the best selection of software a magazine
could ever hope to give away.

AND FINALLY

You could do far worse than toodling down to your
local car boot sale. There's invariably someone down
their flogging off a job lot of software. You

could even take your own cast offs down ‘
there are make a few quid on the side, \'?: ¥
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On last month’s covertape we included a stonking
word processor called Interword. Here’s Hutch to

explain in detail how to get the most out of it...

ight then, you all bought last month's
issue didn't you? If you didn't then
turn to page 53 and get your back
issue ordered. For all you sensible
eople that did, I'd like to take you
through the features a bit at a time. You might like
to go through this guide with the program up and
running on your C64, trying everything out.

Mow then, everyone's used a word processor
before haven't they? No. Oh well, let me explain. A
word procassor is the digital version of a type
writer. You can create documents, correct them,
spell check them and print them out when you're
happy with everything.

The main thing to remembar is that you only
use carriage returns (that's when you press the
return key) when you're ending a paragraph.
There's no nead to

k up and
mm:m::lﬂ‘“
choose.

Sat your
ou can e
zaxt where you

SHORT-CUTS

Should you get bored with the joystick, yo
the keyboard

can use

see the symbol
&y while pressing the other
a document.

prass and hold the

g the current line.
ntaining the current by

many of the menu functions.

use them at the end of each line. If you do this,
you'll have terrible problems if you correct the text
and also you won't be able to justify or centre the
text. So just carry on typing when you get to the
end of the lina.

If you do make a mistake, it's often best to
carry on typing and go back at the end to correct it.
This way you can get your thoughts down on paper
quickly and worry about spelling errors when the
creative bit is finished. If you do want to corract
something then you can move about the page with
the cursor keys. Just use Delete to chop a
character out and then type in whatever you meant
o say in the first place.

Thare are some other
useful keyboard short-
cuts built into the
program which enable you
to move quickly about
the text. One of the most
useful is the CLR/HOME key which
moves you quickly to the start of the

text document.

Let's say that you've written a bit of
teot, but you're not very happy with
its current position and you'd like to
move it elsewhere. To do this you've
got to define the bit of text and you
do this with the joystick. The
process goes something like this.

F4 — Creates a text block using the current ly

Lalls up the disk operations menu
— Remembers the start of a text block

K from the start s
art-up preferences
T = About Interwo

5 Interword,
pies and delates highlighted text blocks

from the screan.

a text block in memary ready for
into the document.
5 a text block from memaory

This kind of thing’s useful
Jor English essays or
Sbﬂppiﬂg IfSIS you can paste it back into the text

margins

Using the joystick, move to the start of

the bit of text you want to move. Now hold down
the fire button and move the joystick to the end of
the text. When it's in the right place release the fire
button. Now move the joystick up to the ‘editing’
menu and click on ‘cut’ (or you can simply press
Commodore Key + X). The highlighted text should

disappear into memaory.
Your text is perfectly

safe, it's just being held in

memory until required. So now

elsewhere. Move the cursor to the
desired point in your text and select ‘paste’ from
the editing menu (or you can press Commodore
Key + V). You can perform this ‘paste’ function as
many times as you want, theraby reproducing the
same bit of text again and again. This kind of
thing's useful for English essays or shopping lists,

ONE FOOT IN THE MARGIN

One of the best features of Interword is its ability to
make text look better. Now normally when you
write you get either a jagged left hand edge, a
jagged right hand edge or both. By using the

stes tapstops.
M — Enables the use of the three definable
d fo move text in from the lefi
B - Mo
F:I
Underlines the mark
- — Marks where a wor ' be hyphenated, this
g too odd
rds.
lity index.
Il letters to UPPER CASE
S ALL LETTERS TO lower case.

SHIFT - Switches between 40&80 character



alignment function you
can make both edges
absolutely straight,
place it all in the centre
or make either the laft
or right hand edges
straight. This function
can be found at the top
right hand portion of the
screen just beneath
the menu bar. You'll
see four boxes of
horizontal lines. To
align your text simply
click on the
appropriate button
with the joystick.

Should you want to
make the actual text
look different then you
should turn your
attention to the style
menu. Click the joystick
on this and you'll see an option for undearlining and
reverting to nommal text. This function works aither
with highlighted text or on the fly. In other words
you can select this option and then just type.

Should you decide to write that book (well
averyone's got one inside them apparently) then
you're going to end up with a lot of text. Finding
specific words within all that text isn't the easiest
job in the world, especially if you've got to re-read
everything you've written.

Step forward and bow please,

The legibility index [LIX)
determines just how readable your text is.

Find/Replace. These are
the functions which make
word processors o much
more advantageous than
typewriters. Interword
can find and/or replace
words or whole
sentences by choosing
the option from the
Extras menu. If you're
replacing a word then
you've got to enter
both the word you're
looking for and the
word you want 1o
replace it with. The
Ign. Case option on
this menu meaans
that the search function won't pay
any attention to whether there are capital letters or
not in the word or sentence you're looking for.

One of the odder functions is the capital/lower
case function. This works in conjunction with the
highlight function and enables you to change from
UPPER CASE LETTERS to the lower case variety,
| can only see this coming in useful when you
{Brain of Britain) accidentally leave the Shift Lock
button on by mistake,

While we're on the subject of odd functions, you
mighit like to check out the very odd LIX option. This
is & legibility index; the higher the number it comes
out with, the more difficult the text is to read. At
least that's the theory, in practise these
things arent’ a lot of good. But then it
rated my taxt in the low

i t looks ul_l'r
f\:::'::ﬂ:; Use ﬁ-pll'mgh!.

e

"M"I! Ma‘..

FEATURE 33

Here's a brilliant
work of fiction which | rustied up to

demonstrate exactly how not to write great stuff.

tens so it's obviously no good. Anyway, the
numbers work out something like this:

Type of document Lix
Legal documeants 70
Mon-fiction 55
Papers and magazines 40
Fiction 33
Children's books 27

WIBBLY BITS

Other bits which I'd like to call your attention to are:
Start-up preferences — set margin settings, cursor
type and flash rate, auto-backup and 40/80
character width screen,

Colours = if you find the screen colours a bit
unreadable then change them here, You can save
these preferences once you've set them.

Printing — in the printout window you can set the
number of copies produced, the number of lines
that should be printed on each page and the length
of the paper (measured in print-lines). The
difference between No. of lines and Total no. of lines
is printed at the bottom of each page as blank lines.
This means all the text fits nicely on one page.

Tabs = you can tab across the screen by pressing
the control key.

Status line = this is in the lower left comer of the
screen and displays the cursor's current position. X
corresponds to the position on the line,
corresponds to the line you are on, S tells you
which page you're on and L is the line number.
Alternatively, you can look at the screen with your
own two eyes and you'll be able to see exactly whera
you are.

THAT'S
YOUR LOT

Right then, get
experimenting. | expect
to see loads of lovely
printed letters from you
lot over the coming
months. Just don't ask
for money because
Simon's skinter

than the

British D

Economy. .
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PUBLIC DOMAIN

B

Skinflint? Miser? Just old-fashioned hard up?
Desperately looking for some new software?
Simon’s got some good news...

Are you tired of getting your latest game home
from the shop, only to find you've paid good money
for complete tosh? Maybe you're just
extraordinarily tight, and don't like the idea of
shelling out three whole pounds on a game. Either
way, lake a look at this month's selection of
goodies from the PD bag type thing...

AMIGA BALL

It's & ball. It bounces. What a world.

WAM!GA

BY EDMHARD CAREDLES

| can still remember, way back in the mists of time,
a friend dragging me along to show me his Amiga
produce some stupid little bouncing ball, and rub it
in how my crappy B-bit couldn't do it. | then went
straight home, and produced an identical bounicing
ball on my CPC464, dragging said friend back to
see it soon after. All the evidence here suggests
I'm not alone in my experience, as hera's an
axcallant 8-bit libber's Amiga bouncing ball.

85%
CIRCLESQUE

Oh mercy me - it's another scrolly with funny
colours running through it. Spin on,

10%

vl =3
EU'I'TDDQ FrR

= H 1y LIUEE

It's monday, and this is your mission. On a

Monday, yes. Indeed. So what do you do for a
living, then? Oh - that's nice.

EGUAI.IIER

tw@ 5

,,_-
k74

-:-r.grnl:mhu}t'fcrmp-:-,:ea b
STEWART COPELAND

| suppose all we've got to perfect now is storing
an entire episode on one disc to watch.

For some completely strange reason, this type of
demo has only ever been done once - this time.
The whole thing is a rip-off of the intro sequence to
the Equalizer, featuring little frames of animation
flying about the shop, with logos slamming down in
front of a moodily lit picture of Eddie (or Woody)
standing in front of his car. The music's faithful, as
are the animations. It's wonderful. and really quite
pleasing to the eye at that

920%
KING’S EYES

Mow | may be just being picky here, but | thought a

demo was supposed to actually do something. This
one's just a picture. It's a very nice picture, I'll grant

you, but at the end of the day, it's just a program
that displays this picture, Some music would have
been nice. Something would have been nica.
Reasonable picture, though. It's just a pity it's
absolutely useless,

25%
MISSION MONDAY

Do you remember moon buggy? Difficull, wasn't
it? The difficulty came from timing your jumps
HCTOSS gaps, requiring almost pixel perfect timing.
It was realistic, you see, and so the gameplay
suffered through things actually being normally
proportioned, and therelore nearly impossible. In
this, though the height of jumps has been
incraased and the holes have turned into walls to
jump over. Alright so it's a Moon Buggy clone, but
if you don't have the original, this is a good place
lo start. Worthy of a buy.

70%

February 1994

It's a picture. Nowmally we say things like “it
looks better when it's moving”, but it doesn't.

MULE

Well, would you credit it? It's another piciure, this
time with a little tune meandering around in the
background. Well, it's a little nearer 1o the mark
that King's Eyes, but not quite. | think we've got an
artist looking seriously for a coder, here

35%
PARADISE

Mow this is what we like to see
original demo. Granted, it's got the same kind of
little scrolling bits, but the second half is prabably
the smallest shoot-'em-up you'll ever play. The
game itself is sitting on a tiny picture of a monitor in
the middle of the demo screen, and it's actually
really quite fun. This scares me, and really does
prove a few things about game design,

70%
RHCP

a nice and
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Blood sugar, sugar fish in my dish, how many
pieces would you wish, and all that jazz.

Methinks
graphics routine to store huge pictures, viewing a
Bit of them on screen at a time. Why do | think
that? Well, the whole demo is based around huge
scrolling pictures of various bits and pieces, the
first baing the band name Red Hot Chilli Peppers
This does mean that it gets an exira 20% for
having good taste in music, and being, as il is, a

slightly more original demo. it scores quite highly

80%

some coder discovered a brand new



el

There comes a time when every writer must say
“It looks much better when it's moving.”

Here's something you don't often see on an 8-bit —
an attempt at video. Granted, it's all very basic stuff
with absolutely huge pixels, but never the less it's a
nicely animated piece of video footage, based
around the (dismal) cartoon series.

B89

CHAOS

The first game this month is an odd one — try to
imagine asteroids in which you can only face one
way, and you're getting there. Replace the boulders
with baddies, and you're even closer. Take away a
large amount of the fun, and you're spot on. When |
complete a wave of aliens, | don't just want a new
load as if nothing has happenad; | like a nice little
tune, or a message, or even 'Wave 2’ to appear on
the screen for a moment. Mo such luck - it's just a
monotonous alien blast in a ship with no steering.

A OR5)

DANGER ZONE

So what did they do with the asteroids from Chaos?
They chucked them into the otherwise guite simple
haorizontal scroller, Danger Zone. The idea is guite
simple — you fly through an asteroid field, avoiding
the rocks (they sap vital energy), trying to shoot
down the aliens, who, incidentally, can fly through
solid rock any time they want, as it really does them
no harm at all. It's definitely a challenge, but this
does sap the fun element a little.

BE%

GALACTIC WARRIOR

MNow this one really is an odd little shoot-"em-up.
You see, whilst it's all very well to fly horizontally
avoiding buildings, shooting aliens, avoiding things
and the like, you can't help feeling that you're
travelling in a direct loop, not actually travelling
anywhere, whilst the game just throws more aliens
at you. It's like having your time wasted for you.

{4 J(:J.Jr%;
INVADERS

Another appropriate title would have been Insanely
Fast Invaders. You roll onto the screen, and wait. A
few seconds later, at around twice the speed of
sanse, some aliens scream down the screen,
narrowly missing you (if you're lucky), and vanish.
This happens a lot, and then some. If you've never
been the one at the dangerous end of a knife

throwing act, play this and find out what it feels like.
AR

F i 3
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MENTAL MOONS

These moons definitely are mental - they think
they're the planet Earth. But hey — what can you
alliterate the word ‘planets’ with? Well, it's another
handicapped ship, anyway - there's no steering
mechanism, making the whole game really quite
shallow, really. In fact, it's desperately shallow, as
it's just another crap shoot-'em-up. I'm feeling quite
depressed now, really...

308 o

PROBE X

A horizontally serolling shoot-"'em-up (Echo... echo
- Hutch). There is one teensy problem though;
there are a hell of a lot of aliens that you can't
actually kill. Instead, you go careering into them,
firing desperately, until you die. They don't die,
which is probably the most torturously irritating
thing in the world. Combine this with the fact that
there's no way of telling whether you can kill
something from sight and you've got a game which
can causes joysticks to fly across the room into
walls,

P ae=TeuT

SHOOT ‘EM WILD

Either the plot for this involves tracking down the
guy whole stole the planet graphic from Mental
Moons, or some coder somewhere is getting
incredibly short of pictures. Personally, | think “Wild
is a little bit of an overstatement, but Shoot-'em-
Tame doasn't really sound all that impressive.
When |'ve finished wittering, I'll get round to telling
you it's just another single screen handicapped
shoot-"em-up, that you really shouldn't bother with if
you've got any of the other naff shoot-"em-ups
we've looked at this month.

SQUISHY

el . -

L
L -
L]

Okay, so it's all very well being an Arkancoid clone
and stuff, but why the heck is it called Squishy?

It's not, though, is it? It's actually an Arkanoid style
thing (that's Break-Out with some rather special
little add-ons, to tha rest of us), with lots of bricks to
shoot down, loads of different patterned screens to
waste, different types of bricks (such as
indestructible or two-hit), and various other bits and
pieces to keep you occupied. Apart from going oul
to buy yourself a copy of Arkanoid (and why the hell
would you want do that with this lying around?), this
is probably the closest you can get to the original.
Okay, there aren't as many power-ups, but this is
still fab gear, mates.

BEY%

35
TWISTER

Though this will throw away enough games to fill
this section for the next year or s0, there has to be
the obligatory Teiris clone in every PD column. This
one is a pretty straightforward version, save for the
fact that the programmer, in a bid to make the
game a little deeper, has committed the cardinal sin
- adding more pieces. The point of Talrs is
matching shapes that have been specifically
designed to actually be possible if you think fast
enough and have the right strategy. This is
because they're all constructed of four squares.
When you starl producing shapes with three, five,
or six squares, the whole thing falls to part. The
whole thing has fallen apart.

This doesn't mean to say, though, that the way
is now paved for several other Tetris clones that
don't have vital gameplay flaws — all
Tetris clones are just mindless copies.

Ca ook,

rites (It had
really stupid)

Ihis is the’

DL WY

How did they do that? More importantly,
what's it supposed to be anyhow?

COSMOS
Think demo
iogo, g 3, M

rathe again

Think standard type

, then

I'm on the lookout for a team of hitmen to
execute all demo writers who think that this
stuff is anything other than complete crap.
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Talk to C64 users the world over by simply
plugging a modem into your trusty computer.

t's all very well for you to sit around at home
with your computer happily playing gamas,
writing letters, or even doing your home
accounts, but it's all very lonely, isn't it? At
this point, you have two options:
1 = Go outside and get a life.
2 — Get a modem.

Mow there are several thousand magazines
that'll try to tell you how to get a life, but it's aboul
time we took a look at our second option —

telecommunications. If you want the full lowdown
on exactly what all this modem stuff is all about,
take a look at last month's thrilling instaliment, but
this time we're going to see exactly what you can
do with the dratted things.

Two words — ‘free’, and ‘software’. I'll happily bet
any reader that those two words, even snuggled in
here on page 36, have psychically increased this
magazing's sales over a certain other title. I'm
absolutely serious.

The truth of the matter is this — one of the best
things you can ever find anywhere (as far as your
CE4 is concerned — personally, I'd prefer to trip
over a briefcase stuffed full of cash on my way to
the office one morning) is free software — and BBS
systems are chocked completely full of the stuff — |
mean really full.

You see, if you log onto a BBS system, thera'll
be a section that, if it's not called something like
‘Free Software’ will be labelled ‘Download’ or
something similar. | think it's time for a little jargon-
busting pop pickers:

POCKET
OFFI

Upload - to send something to the host computer,
Download — to send someathing to the remote
computer.

Host computer — the bulletin board system, or
whatever else you're calling.

Remote computer — you.

The other side to a BBS, of course, is sending
messages — but you already know all about
Fidonet, along with other networking systems.
When happens outside of a BBS, though? Is there
anything lett?

Yep — ii's the industrial side to this whaole thing,
with what you might know as a commercial bulletin
board. Though other BBS systems may charge on-
line fees, Micronet was the original money
grabbing system, catering for people who didn't
mind nat only paying huge phone bills, but even
bigger system fees simultanecusly, and at the
same time, too.

Anyone who's got a TV set capable of
producing Teletext images will have a pretty good
idea of what Micronef looks like — they both use a
standard started way back in the mists of time by a
computer known as the BBC Micro. The system
itself consisted of a normal character set, capable
of being displayed in eight colours (one of which is
black), and a set of quanered characters, for daing
some really very chunky graphics. From these
basic elements, you could create any Teletext
page, and subsequently any Micronet page.

The whole system is laid out in wery much the
same way, being a set of numbered pages that can

e February 1994

Ever tried to cram an office into your
pocket? This month, we show you how
o tinker around with other people’s...

E:COMMS

be spooled through or picked out individually. The
real advantages of Micronet come whean you start
to use the system a little more deeply — because
you have access 10 a keyboard as opposed to a
numberad keypad, you can enter much maore than
just numbers, and therefore there is a hell of a lot
more you can do:

The main sarvice of Micronet (as well as several
hundred pages of solid information) is electronic
mail. This service is quite similar to the standard
networked BBS mail systems, except for the fact
that this system has links with CompuServe.

WHAT’S THAT, THEN?

It's huge. Big. Massive, even. It spans the globe in
one form or another, and has established links with
just about any university you'd care to mention. It's
sor of the computerized version of the telephone
or postal system, if you like. A lot of people actually
give CompuServe serial numbers in their
addresses, as you can contact absolutely anyone
from anywhere, without the hassle of waiting for
Fidonet to reach them (each seral number acts as
an address, which is a hell of a lot more efficient
than just a name and rough location).

WHAT KIND OF USE IS
ALL OF THIS?

| would have thought that would have been pretty
obvious to tell you the truth - if you're doing your
accounts, filing, information processing atc an your
CE4 at home, and you wanted someone alsa to
see what you'd done, CompuServe or E-Mail could
quite easily carry the file elsewhere for you — who
says you can't fit several thousand other offices

into the same pocket as your own?

Have fun mates. ‘F
MY NAME IS MUD
One type of game on Micronet that really took
off from the start was the Multi-User Dungeon.
This was a simple text adventure game that you
played over the phone, with the twist that as
well as you, several other users were
wandering around tha same maze at the same
tima. This meant that instead of interacting with
computer generated characters, you got to
chat, team up with, compete with, or kill othar
users. In terms of gameplay, it was probably the

most enjoyable adventure game ever writlen,
as at the end of the day, you were actually
communicating with other real people.
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 GAMESBUSTERS

Ladies and gentlemen, welcome to another

astounding edition of Gamebusters, the show

where ‘you’ the readers are the stars. No wait,

that’s that Beedle show. Ermm, here are

} some hints and tips...
| e !
Oh n § i left, left, left, down on lift, go right, right, down on
=
“im: .nur:: it's ligg e . T lift, go left, left, left, fall down through waterpool
Gratuitg {again, only if you're invincible), go right, then kill
Speakj c""'ﬂmfnn | ;
: Part seygy, the guardian to complete a very, very tough game.
, o "_: = S— @, - x.. | Ro D
; . & . === — a n : n
| e (Millenium/Kixx)
L I J i % There is a hidden world in the game. To access it,
e on the start castle, go to the far right of the level
and climb onto the turret. Fall left, then run across
GM! OVER the battlements. As soon as you hit the

{PowerPack 37)
If the stunning maps and tips printed in CF38

weren't enough (and let's face it, they
weren't), head this sound advice for part two Y i
courtesy of Richard Beckett. Oh, and the code

for part two is ZAPPA. From the start:

Go right, climb ladder, go left, collect bonus,

go right, right, right, right, right, go down on lift, i o el
right, right, right, collect energy, go left, left, 7 Well, you know in a very

left, up on lift, go left, collect bonus, go left, go i
to top platform on lift, go right, right, right, shoot £
top statue eye until you start flashing (youre = :
invincible), go left, left, left, up on lift, go right £
{you can only go through the wall if you're 3
invincible), go right, right, collect invincibility, go ¥

More delicious Action Replay POKES courtesy of LUNAR LANDING

Richard Beckatt and Warran Pilkington. To use POKE 23024173 - Infinite lives
them, freeze the game, press 'E’ to enter the POKE 219490 - Infinite fuel
POKEs, then jab ‘'F3' to reslart the game.

MAYHEM DEMO 2

POKE 48661,0 - Infinite lives
POKE 14333,0 - Infinite time
GAME OVER POKE 15971,173 - Infinite credits
POKE 15566,165 - Infinile lives
POKE 5713,165 - Infinite grenades
POKE 11310,181 - Remove

CYFORCE 1
POKE 19214.,0 - Infinite lives

FREDDY HARDEST PART 1
POKE 46359 173 - Infinite lives
POKE 24916,0 - No collisions

anamias
POKE 11310,255 - Bring back y LIFEFORCE faN
enermies I A EQKE 13730,173 - Infinite
POKE 15244,234 POKE AL AN shields

TR Y POKE 1857,173 - Infi
15245,234 - Infinite power \ E e = . 57,173 - Infinite
POKE 15857,165 - Infinite F 4 ;#'..g':.g,ﬂ th? lives
sheilds i Gl ‘% LUNAR JAILBREAK
GROD THE PIXIE i

27 POKE 7022,0 - Infinite time
# %% POKE 14601,96 - No
_" collisions

L

POKE 19214.0 - Infinite lives

Al ¥ou cart ___d—-—f-‘—""- -.-. L
cheat to m"‘ﬁn- m:r:::':: Bow o P - [P

[ TLL

cherry, jump into thewall to be taken to the new
world, A big ‘cheers' to Richard Beckett forthat
beautiful tip.

.
" " om gy
el L T
.
- ™ B wm g,
, n
L 1} : ‘ -
L] == B
- - iy
- LT
I.ﬂﬂh F13 the st
ate of that
Punch your first through Hﬂ:::onm You coulg

NEBULUS
{PowerFack 37)
Here's a nify cheat which absolutely anyone can
use - many thanks to Mike Benson for reminding
me to include it. Start the game, then press 'P' to
pause the game. Mow press the UP ARROW, 'J',
and the BACK ARROW simultanecusly. Still
holding these keys, hit fire (with your chin, as
Mike says) to restart the game, With any luck,
the timer will have frozen,and you now have
infinite lives, infinite tima, plus the ability to jump

to any of the eight levels by tapping the
.I‘ appropriate number on the keyboard.

-

GROD THE PIXIE &
CYFORCE 1

Here's a handy tip to bear in mind if you own an
Action Replay. Simply load up the game, press fire
to start, then prod the freeze button. Now press ‘K',
followed by 'C', and you can now restart the game
with no collision detection. And if you own a lot of
SEUCK gamas, this trick willwork on them too!

SPLODBOG'S DOG

On the 59th level, leap over the terrapin, avoiding
the custart tart and enter the washing

machine. Transport up to the starshup F
and thank the mother for the scones.

20-20 VISION

There's a chance 1o win $20 of free software-
type goodies every maonth simply by sending in
your best maps, tips, POKES, solutions, in fact
anything you think we'll find usetul, If it hits the
Spol, you could win a handsoma £20 Software
Voucher. Post the goods to: Andy Roberts’
Gamebusters, Commodaore Format, 30
Manmouth Street, Bath, Aven, BA1 2BW.

February 1994
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d“mhﬂ“
your noggin-.

here comes a
| to bounce on

For infinite lives, energy, and arches on this exquisite
fast-food simulator, type in this listing, SAVE it for any
future use, then RUMN it

FREDDY HARDEST PART 2

Freddy Hardes!? (You've done this gag already, and it
wasnt funny then -Ed). Er, here's a listing POKE for the
second (and most playable) pan of this sprawling
arcade excursion. (Arcade excusrion, is that ike whan
You go o & seaside amusement centre to check out ail
the latest coin-ops? < Hutch). No.

0 REM FREDDY P2 CHEAT BY WAZ

FOR X=516 TO S56:READ ¥Y:C=C4Y¥:POKE

« TeNEXT

IF C=>4082 THEN PRINT *DATA ERROR*:END
INPUT *INFINITE LIVES Y/N";AS:TF AS="N*
THEN POKE 545, 206

4 THPFUT "INFINITE AMMO ¥/N*;B$:IF B&="N*
THEN POKE 550, 2065 POKE 157,128:8Y% 516

10 DATA 032,086,245,169,019,141,207, 003

11 DATA 206,208,003, 096,087, 065, 090, 169

12 DATA 032,141,013,010,169,002,141,014

13 DATA 010,076,230,003,169,173,141,042

14 DRTA 122,16%,173,141,108,123,076,027

15 DATA Q0

Ll B B e

r .‘ & r ¥ | .. ] .
b st el om owionisgn m

EXECUTIVE LEADERBOARD

A rather smart listing here, which gives the selected
player zero shots throughout the game - which means
you can finish with a perfect score.

EXEC LEADER- B
BOARD - DISK

Yep, and here's a listing for disk users which
does exactly same as thecassette version, ar
except it's for disks. Type it in and RUN it, slip in
the disk, then kick back and enjoy.

Strike deeper, strike faster, and strike a light guvnor, it's
a listing POKE for infinite lives, crate loads of
ammunition, and more fuel than you could use on a trip
to Scotland.

0 REM DEEPSTRIKE CHEAT
1 FOR X=516 TO 561

kST

BY WAZ

C+Y 1 POKE

:READ ¥:¢
XY
4 IF Cex4314 THEN PRINT "DATA ERROR® :EMD
3 INPUT *INFIMITE LIVES Y/N";AS:IF AS="N*
THEN POKE 545,206

4 INPUT *INFINITE AMMO Y/N":BS5:IF RS="N"
THEN POKE 550,208

3 INPUT "INFINITE FUEL Y/N";B%:IF
THEN POEE 555,1

6 POKE 157,128:5Y5 516

10 DATA 032,086,245%,16%,019, 141,207, 003
11 DATA 206,208,003,096,087, 065,090, 16%
12 DATA 032,141,013,010,169, 002,141,014
13 DATA 010,076,230,003,169,173, 141,124
14 DaTa 029,169,173,141,000,0320, 169,000
15 DATR 141,022,02%,076,039,022

S R
BS="p

® COMMODORE FORMAT 41 February 1994

Acres more tips
from the hottest
gamebuster in
town. Andy Roberts
can even play a
competent version
of Chopsticks on
the piano...

G
gen shot

that this SCrE ol BRI
sate ;r‘:::ntic {eel required of a
jacks the oot e

29 L

What could be better than a perpetually looped video of

The Bilf? Well this listing for infinite lives, ammunition,

and no collision detection allows you 1o play the game

forever... or until bedtime.

0 REM COPS & ROBS CHEAT BY WAZ

1 FOR K=516 TO S61:READ ¥:0=C+Y¥:POKE

X, ¥ :NEXT

2 IF C<=4591 THEM PRINT "DATA

3 INPUT *INFINITE LIVES ¥/H*

THEN POKE 545, 206

4 INPUT *INFINITE

THEM POKE 550, 206

5 INFUT "NO COLLISIONS ¥/N":BS:IF BS="N*

THEM POEE 555,51

6 POKE 157,128:5¥8 516

10 DATA 032,086,245,169,019,141,207,003

11 DaTa 206,208,003,096,087,065,080, 169

12 DATA 032,141,013,010,169,002,141, 014
DATA 010, 169,173,141, 007

DATA 026,189,173,141, 246,047,169, 033

DATA ' 141,031,0587,076,064, 081

ERROR" : EMD

AS:TF A% Li L

AMMO Y /MY BS IF

BL=*N"

(R S
N i L
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FANTASY WORLD DIZZY

From the start: drop the APPLE next to the Troll,
get the BREAD and the JUG OF WATER, drop jug
naxt to fire, L, get BOULDER, U+R, drop bread in
centre of passage, U, drop boulder, R, jump
crocodile and get BOULDER, L, drop boulder, U-+L,
hit SWITCH, U, R. jump U+L, jump U+R, U, U, get
BONE,D, R, get KEY, L, D, L, D, R, drop key and
get BOULDER, L, L, drop bone at cave entrance
and get BOULDER, L, L, drop both boulders in
water, R, R, R, R, get BOULDER, L, L, L, L, drop
boulder in water, L, L, L, get SLEEPING POTION
from Dozy.

R, R, R, get KEY, R, R, R, R, R, R, drop potion
next to dragon, L, L, get KEY, R, R, R, get BAG (to
carry more objects), U+R, R,D+L, put keys in LIFT
CONTROLS, R, R, R, R,
get KEY, L, L, L, L, put
key in LIFT CONTROL,
A. U, L, L gsetin LIFT, R,
U, get in LIFT, get
CROWBAR from Grand
Dizzy, L, get FICK AXE,
R, getin LIFT, D, L, get in
LIFT, R,R, D, R, gst
COW, L, U+L, L, drop
crowbar on hatch, fall
D.Weird City! Go L, give
cow 1o Shopkeeper, get
BEAN, R, R, get KEY, L,
D.go U+R, R, D+L, put
key in LIFT CONTROL, [
R, A, plant bean in the ;
cow patL, U, L, L.

Get in LIFT, R, U,
R, get KNOCKER, L,
D. L. getin LIFT fall
D+L, L, L, U+l U R,
jurnp U+L, jump U+R,

ey 1

e il | i ] inﬁ:l'

DDDES0 e :
ar

MAGICLAND DIZZY

From the start: Go L, get KEY, L, L, L, opan
back door, L, get HANDLE, U, L, L, U, get
POWER PILL, D, R, R, D, R, R, drop handle at
top of well, get BUCKET, R, R, R, R, R, R, R, fill

6\l- ;_?.
U, drop knocker

by door to open it, L,
get BUCKET, R,D,L.D,R,R,R, R, U+R, R, R, R,
R, fill bucket in pool, L, L, drop bucket on the cow
pat, climb up, R, U, R, R,get DRAGON'S EGG, fall
D,L D, L L L, L, getinLIFT, drop egg on nast,R,
jump on left hand ledge, drop pickaxe, L, get RUG,
R, D+L, get in LIFT, U, R, R, climb up.

R, U, R, R, R, drop rug next to spikes, jump
U+l jump U+R, hit SWITCH, L, R, then talk to
Daisy to complete the game... but not quite. Collect
all 30 coins and take them to Daisy's hut to
successfully complete the game.

HELPFUL HINTS

Most of the hidden coins can be found behind
railings. In real life look down t he back of the sofa.

The bag allows
you to carry loads
of objects.

Be careful riding
in lifts - it's too easy
to get caught in the
grinding cogs.

Talk to Denzil to
gain a rope - this
can be dropped
on the crocodile to
stop it snapping.

Some of the
clouds can be
jumped on, some
can't, so practise
and learn.

Before you flick
the switch to rescue
dear old Daisy, get
the coin from
underneath the table.

TN

. ! collect the LEAF, R, R, R, R, give the

bucket in the geyser, L, get POTION, drop
power pill, L, L, collect DORA THE FROG, L,
L. L, L L, L,L, give Dora to Prince Charming.
L, hit SWITCH, L, L, L, drop potion and
bucket, R, R, R, R, R, U, R, R, R, get STICK, U,
jump right onto the monolith, get CAT, fall down
onto Weirdhenge, get DAGGER, R, R, give cat to
Glenda, L, L, L, L, use dagger to cut a leaf from
Dylan’'s bush (don't pick it up yet), L, L, L, L, L, L,
L, L, free goat with dagger, hit goat with
stick.drop dagger, R, R, R, R, R, U, L, get
CROSS, R, D, L, L L L L get BUCKET and
POTION, L, L, drop bucket on Denzil, L, L, O, D.
Get TORCH (on the right of the screen),

t b7 R, give potion to Daisy, L, U, U, R, R, get

PERSOMAL STEREOQ, drop cross, R, R, R,
‘T get APFLE, R, R, R, R, U, L, L. L, L, give

stereo to the Bard, collect the PIPES, D, R,
R, R, R, R, R, drop pipes near the well, R,

appleftorch/leaf to Glenda, get WEEDKILLER,
L. L, L, L, drop weedkiller on Dylan, L.
Get PIPES, fall down onto the ledge with the
diamond, drop pipes, L, L, get LAMP, U, U, U, U,
get LIGHTNING ROD, D, D, R, R, get CLOTH
DUSTER, L, L, D, drop duster on lamp, pick up
LAMP and DUSTER, L, L, L, L, drop lightning rod
on top of Dozy, stand on the steps, drop duster on
the lamp. R, R, R, R, R, R, D, L, get STICKY
THING, L, U, L, L, L, drop sticky thing on excalibur,
L. L L L LU U, jumpleft D.

Left through mirror, L, talk to Grand Dizzy, R, R,

D, A, go to volcano and jump over the clouds, D, D,
talk to Lucifer, collect TRIDENT, go to Zak's tower
and use the trident on him, collect the RING, go
back to Lucifer (he will tell you to destroy the ring),
L, stand on middle rock and drop the ring, then take
thirty diamonds to Lucifer to complete the gamel

CRUCIAL CLUES
' Do NOT use the ‘EAT ME' cake on any of
Dizzy's friends.

If you rest on a cloud, you'll slowly sink through it
- be careful, try jumping repeatadly.

Don't hang around too long on the lilly pads.

Getting out of HADES is tricky, but possible, so
keep trying. {That's bloody helpful. Net - Hutch)

The three hidden diamonds are hidden behind
fences in THE SWORD IN THE STONE, BUSHY
GROVE, and the CRACKS OF GEHENNA.

When you think about it, we should make Guy
Fawkes a saint, not burn effigies of the last
man to make a sensible comment about
the state of the government.

cF

N
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\ This month Nobby
1 3 clambers into his personal
PA ~ submarine as he continues his
quest to Antopia... erm, via
that well known water
hole Atlantis. And
ide through tt

LEVEL 3 - ATLANTIS 340 @ down when the starfish has
B " bounced away. Move down and

right, shoot the diver and the starfish

i

From the start: Shoot the green fish, move to -
the top of the screen, then head % l in the cave, then move up again when = o i e " Dispose of the

right (shoot the purple fish as e ", You reach the stone temple (be careful, diver, then make your

you progress). Continue right . ' asstarfish tend to appear from above). way to the right (if you stay at the very top, the

until you reach a stone pillar, - | & . Shoot the pink squirter at the spitter below cannot reach you). Continue right
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NEXT MONTH

Jain us in thirty days for the fourth (and perhaps
the spookiest) part of Nobby's excellent
adventura. What ligs within the City of Atlantis?
Will Nobby ever reach Antopia? You'll have to
wait and see... arm... because wa don't know
gither. Ahem. Till next month,

L £ 8 i & o

[ P ks - v il
vo¥ 45.'_11 dat st e fan
AT T
G gret s de

Febrvary 1994 @



42 GAMEBUSTERS (3

VOLCAN

Yet another POWERPACKed adventure which has
left dozens of readers with bruised brains and
blistered fingers. Fear not, here’s a complete
solution courtesy of Richard Thompson, with maps

by our very own Andy Roberts.

With
these piccies, it
could've been by Escher.

Insidea
castle

Castle Castle

Maze Maze Cave
of trees of treas mouth

door dungaon

Windy
path
(HEARCLLIES
BUTT)

Dense Small
Jungla la goon

S old Grave- Swim
mounta Tl o
Fi church ward e shop

River's
adge

Loads and loads
of lovely, aesthetic, and intriguing text.
What did you expect? It's a text adventure.

Trae
housa

Dense A
h:l IEE[

| 1 Volcan
lair

Desert River's
od cafe edge

Gnome
pond
— . ; al

. - factory
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The downhill
slalom is

always a ).
popular event,

Februvary 1994
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Jelly wobble, jelly wobble, arder thay fall, and Burro
pwwobbling on a plate (oh, | can't s bk e
ember how it went). biggy. Just charge str
disposal, but bg

e F3
1 it N
7y . gy ol
i .
‘ (s ;h r o
| L lh F ;
Ly .h e (
e e e e
; 'F:-.m..l",li -;I: .". .|I|.JI| .I.|IJ
n !h |. |.. ‘-I -I ‘- . _ | b ; Fwsaurus: The bigger they are, . G

February 1994



ﬁ GAMES TIPS A4S

—-“_..“ -
“1 don't - e T T

want to see another jelly for as
leng as I live” - Mayhem, yesterday.

“Take a pill, fatso™

B DINO BOBO CANNONBALL
ey o, WfaRYsAURUS Ty e el

and no-one can stop me!” spike could even write”

-
( \‘,‘E:' ;"'f‘;-r

FLAPODACTYL

“¥You can't seize a page - what
happens next month when

something different’s on it?”

BLORF
!‘: JNR.
.E-i “Will you two up there shut up?”

“My woman left me, and
I've never felt more like
-l singing the blues..."

BANDIT

lﬁ: ‘“Well she didn't so much
!‘&.'_!' leave as get stolen, really.

Who's writing this stuff?”

o s e SEXEY a
SEPE .y oan - wove trying to pout” S| 1y, - domt look at me?” ‘ ,.-_'g
February 1994
. o



46 GAMEBUSTERS (J.

P

Yet another POWERPACK
| adventure which has left Holiow for the very 1ast thme.

1i_ dozens of readers with -.-
3 bruised brains and

blistered fingers...

T

“somehow | knew you were going to say that.
Just wait until your father gets home.”

“Alright, who left the
bathroom taps on ."
i

CE

" TERRIFIC TIPS

& It is very easy to lake a wrong turm and die
consult the map belore wandering off.

® You have limited moves when using the
ighted branch and the candle, so follow the
solution exactly

® SAVE your game position regularly, as there
are many unexpecled traps and tricks

COMMODORE FORMAT 41
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The next big thing is going to be basketball, believe it or not.
You don’t? Then take a look at Acclaim’s brilliant new

Mega Drive game, NBA Jam. You’ll find the first review
i in February’s Sega Zone, on sale 27 January.

| SeGa
| ZONE

Look at it our way
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Brltaln’u hardeat hlttlng SNES y=1-M New issue on sale FEB 10




WHO'S WHO John and
Steve Rowlands are still
the enormously talented
APEX duo,who have hand
crafted such icons as
Retrograde, Creatures,
Creatures 2,and Mayhem in
Mensterland (designing the games,
drawing the graphics, creating the music,

and programming the whole caboodla). Andy
Roberts remains the unofficial third member of the
tearmn, who worked alongside the 'boyz’ on Mayhem
in Monsterland (designing, playtesting, and
programming). In the final part of this trilogy of
knowledge, they still hope to enlighten the masses
about the mysterious blue orb we know better as
game dasign.

By this time the concept and scenario for your
potential blockbuster should be well established,
and now it's time to pay some attention to the main
character of the game, be it a spaceship, dinosaur,
knight in shining armour, or blob of flob. Firstly, the
character needs to be functional, and suit tha
surroundings (whether the backgrounds inspire the
character or vice versa). Secondly, the main
character needs to look and feel good. Think about
it; what do you spend most time looking at whan
you're playing a game? Yep, the main character.
Mayhem utilises two sprites to give him his
cnsp, cute details. This limits the number of on-
screen monstars by one, but heck, who cares. He
looks good and that’s what counts, right? Wrong.
You couldn’t be maore wrong. You're simply
brimming over with
wrongability. If you flick back
through any of the ‘Let's make
a monster features, Mayhem's
control method was tweaked
almost every month.
Admittedly, if you're simply
designing the game and not
programming it, finding out
which tweaks waork in the
game's favour isn't
possible. However, try to
give the main character a

QeQali ey | )

§ varied

_.“f selection of
o moves. When
he reaches the
edge of a platform, make
him react in some way. If he loses
anargy or power in some way, make him

wince or yelp with pain.

Playability is what counts, so try to make him
walk at a decent speed. jump a fair height
{proportionally to the character of course), and
responsive 1o the player's needs. How many times
have you been killed, meraly because the anemies
are so much faster than you.
Too many, probably. Give
your character a special
ability (like Mayhem's
chargemode) to give him a
fighting chance. Again, this
could be influenced by the
game scenario.

Another important factor to
consider is the size of your
character; if he's small, the
playing area is much larger.
Therefora, the bigger the player,
the smaller the playing area becomes. As far as the
Cé4 is concerned, one sprite is fine, although you
can overlay sprites for added detail (as with
Mayhem, mentioned above). Most C64 gameas
have a character which is only one sprite big, so
don't feel pressured into making your character big.

After this comes the backgrounds for the game,
which can affect the gameplay substantially.

The graphics shouldn't
obscure the main
character, for example,
s0 don't go for over-
complicated designs.
After all, working on the
C64 you'll be restricted to
ane character set, which
only has 256 different
character blocks.

Obviously the character sets can
change from level to level, but in
general keep the backgrounds
functional yet simple. The best way o
structure the backgrounds is by using
blocks, be they 2x2 characters (DJ Puff) or
4x4 characters (Creatures), If the game is
set on a static screen (for example, a
Creatures torture screen) then there is no
need for blocks.

MNow comes the tricky part - blending the
backdrops, scenario, characters,and the
ideas together to make the finished game. If
you have lots of ideas, don't be tempted to
include them right at the start of the game. Spread
them out, give the player something more to
discover as they progress (this also provides them
with an incentive o play the game again and
again). Bonuses are always a firm favourite, so
reward the player with extra lives, continues, and
oodles of points when they deserve it. Also, if

you're sending the player

into a particularty difficult
section of the game,
give them a shield or
extra life just before - be
generous from time to
time, and you'll win the
players attention and

respect,

Perhaps the final

elemeant are the

sonics, which can
really make or break the game.
The sound etfects in Mayhem, for example, were
constantly tweaked right through the games
developmant, in an attempt to gain the perfect
sound effect for each situation. Try to include
effects for the character's movement (jurmping,
falling, shooting, etc), but keep tweaking them.
After all, a sound effect which the player hears 20
times a minute must be easy on the ear - how
many times have you reached for the volume
contral? Yep, too many.

Above all, have fun. Include the things that you
anjoy, dasign a game that you would actually like to
play. Be realistic, and don't borrow too heavily from
other games (well, not so that people will notice)
The final rule of game design is "You are what you
are’. You've either got it or you haven't, which is
why 50% of all games are complete rubbish. It isn't
possible to teach someone how to design
gamaes - you can only help them to CE
improve. We hope we've helped —

COMMODORE FORMAT 41 Janwvary 1994 @



52 /MAIL ORDER [+

FUN SCHOOL
3&4

Europress
Forget blackboards and
dog-eared text

COMMODORE F{

C€F22: Cover tape - full games: Hover Bovver,

&

books. The e Thalamus Agent Orange.
hip and o Seven levels of pure Demo: Robocod.
| . . . bliss and each one Gamebusters: Murray Mouse, Rainbow Island:
| ha ppening way 1o get Reviews: James Pond: Robocod, Biff, Dylan Do
like a game in itself : .
educated is Fun : - ¢ , b Jimmy's Soccer Manager, DJ Puff's Volcanic
School. Designed in W rom a manic ballooning Adventure, Light, Bug Bomber.
ling with the National | section to a Indiana Jones @33: ¢ : 2w s
Curriculum, Fun School . i ﬁ hmﬁdwﬂ Enrth: J:;:-“—:wﬂ;:h'zﬂ games: enders
comes in three age i < car i i Demos: Biff, Bug Bomber, Nobby The Aardvark.
ranges to suit children of Descriotion RRP Gamebusters: Maze Mania, Rainbow Islands,
Seymour Saves The Planet.
all age x 1] i Oirdar ¥
??b;%l‘ilfi?r it g . ':'mm 1108 B Reviews: Cool Croc Twins, Turbo The Tortoise,
abou anyway) 2 Moty s Archark (D) £15.90 £19.00 Xenomorph, Milleanium Warriors.

€F24: Cover tape - Full game: Famous Five.
Demos: Fuzrball, Match Of The Day, Ugh!, Cool Gro
Twins.
Gamebusters: Space Crusade.
Reviews: Mega Sports, Ugh!, Elvira 2, Hagar The
| Horrible, Nobby The Aardvark.

Specials: Getting the most out of your datassett

€F25: Extra Cover tape - Saracen Paint.

| Tape - Full game: John Lowe's Ultimate Darts.
| Reviews: Hook, Match Of The Day, Bangers And
Mash, Count Duckula 2, Frankenstein, Slicks.

€F26: Cover tape - Full games: Twin Tiger,
Cosmic Causeway, Bomber.

Reviews: Stuntman Seymour, Super All-Stars,
Boxing Manager 2, Popeye 3

Funy School 3 Under 5 (Cassetta) £o.88

Fumn School 3 5-T (Cassetta) E9.98 CF184B Specials: The First instaliment of the epic Let’s
Fu Smwl 3 Over Bs (Cassetie) Eqag CFig4c Make A Monster series - following the progress
Fui School 4 Under 5 (Cassetta) £0.00 CF185A Mayhem in Monsterland from the Apex lads.

Furn School 4 Under 5 (Disk) £12.89 CF188A

Fun School 4 57 (Cassetie) £0.60 CF1a58 CF27: Cover tape - Full games: Deflektor,

Furt School 4 57 (Disk) £12.99 CFiasg Alternative World Games, The Muncher.

Fun School 4 Over B (Cassatie) E9.59 CF1i95C Demo: Scepire OF Baghdad.

Fur School 4 Over 86 (Cassetie) — £9.98 CR184C Gamebusters: 13-page Creatures 2 special.
Furr School 3 And 4 Undar 5 (Cass) E£12.00 CF196A Reviews: Crystal Kingdom

Fun School 3 And 4 5-T (Cass) E12.00 CF186B

Dizzy, Bully's rt Darts,
Furr Schoo! 3 And 4 Over Bs (Cass) E12.00 CF196C i fpheting

| FORMAT
| BINDER

What's orange and white,

&

Darseripon RAP cF

metal and plastic and hold 12 Frice Oreler Mo
issues of Commodore MeDonaisland (Cass) £11.99 EOE
Format? The Commodore CRMCC

Format binder. How can you MeDonaickand (Disk) E15.00 £1356

live without it?

Description CF Prica  Order No
CF bindar £5.89 cM103

Two GF binders £11.00 CM104 ms-' mum

b |

Desorpdicn HRFP CF Poco Chchor My
First Samural {cass) i11.89 908 CFSAMC
First Samurai jofsk) £16.949 £13.88 CFSAMD




ORMA'I' BACK ISSUES ORDERING SERVICE -

Crazy Cars, Locomotion.

CF28: Cover tape - Full games: First Strike, Fifth
Gear, Locomotion, Reckless Rufus, Nick Faldo's
Championship Golf.

Gamebusters: Spellbound Dizzy, Famous Five.
Reviews: International Tennis, Graeme Souness
International Soccer, Cool World, Nick Faldo's Champ
Golf, Paint And Create.

CF29: Cover tape - Full games: Herobolix, Battle-
ships, Highway Encounter.

Demo: Carnage.

Gamebusters: Spellbound Dizzy, Batman.

Reviews: WWF European Rampage, Sceptre Of
Baghdad, Magic Rufus, Dalek Attack, Street Fighter
2, Superstar Seymour, Lethal Weapon.

CF30: Cover tape - Full games: Slayer, Rebounder,
Daedalus, Blackjack 21.

Gamebusters: Creatures, Reckless Rufus, Winter
Camp.

Reviews: Jimmy's Super League, Carnage,
Gladiators, Football Manager 3, Spelling Fair, Big Box.

€F31: Cover tape - Full games: Cauldron 2, Snare,
Sublerranea.

Demo: Arnie 2.

Gamebusters: Shmtmnn Seymour, Dalek Attack,
Crystal Kingdom Dizzy.

Reviews: Hcﬂwu.ld.tﬂld, 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.

CF33: Cover tape = Full games: Snackman, ATA,
Water Polo, Corya Part 2.
Gamebusters: Lethal Weapon, Thrust.

COMMODORE FORMAT AII. ORDER AND BOK ISSUES ORDER FORM

C

TORE

Dlrh'-.‘
L By,
ThiN“g pgig

MM

Reviews: Sleepwalker, Robin Hood, WWF, RoboCod,
Darkman, 4 Most World Sports.

CFl4: Cover tape - Full games: Arac, Coyra Part 3,
Shellshock.

Gamebusters: Lethal Weapon, The Simipsor.
Reviews: Argon Factor, Addams Family, Liverpool.

24-page special: The best 64 games that you can still

buy.

€F35: Cover tape - Full games: Space Academy,
Hallax.

Gamebusters: Last Ninja, Future Wars,
Reviews: Suburban Commando, Pirates, Meres.

CFA6: Cover tape: Star Ray, Sguibbly Skwob.
Gamebusters: , Street Fighter 2.
Reviews: Gunship, Bee 52, Project Stealth.

CF37: Cover tape: Nebulus, | Alien.

Gamebusters: Simpsons, Street Fighter 2.

Review: Exclusive Aliend.

Specials: The Ultimate Flight Simulator, Back in the
DHSS, the penultimate Let's Make a Monster.

€F38: Cover tape: Life Force, Freddy Hardesl.
Gamebusters: Mebulus,

Simpsons, .
Review: Exclusive Mayhem, Hook, Nightshift.
Specials: The Ultimate Sports game, Start your own
PD library, Monstermind.

€FA9: Cover tape: Freddy Hardest, Deep Strike
Gamebusters: Castle Master.

Reviews: Lemmings, WWF2, World Class Rugby.
Specials: Secret of SEUCKcess, Apex Game Design.
Weight: about five ounces without covertape.

€F40: Cover tape: 10 and Jocky Briefs Wilson
Gamebusters: Mayhem and some erm, other stuff.
Reviews: Treasure Isle, Cricket.

Specials: Looking back and forward and to the sides.

Shoe size: an eight in Mikes, a nine in Reeboks.

& SEND THIS FORM TO: Commodore Format, Future Publishing Ltd, Freepost, Somerton, Somersel TA11 7TBR
@ Please make all cheques payable to Future Publishing Limited

@ For overseas orders call the Hotline number for prices on 0458 T3278. For customer services: 0458 274011
@ No stamp required if posted in the UK, Channel Islands or the Isle of Man.

Method of payment (please circle): Access Visa Cheque Postal Order

EW&h: D EEGWW D .. -. . |
for VAT, please quote your 22 23 24 26 28 2030 31 3233 34 35 36 £2.50 each
registration number: 25 27 4

37 38 29 40

Signature:

BACK ISSUES

Please send me the following CF back
iSSUes: (PLEASE CIACLE)

£3.25 each
£2.95 each

Plus E1 P&P per order (E2 Rest of world)



FEATURE

In which Lewin
Edwards delves
deep inside the
C64’s case, and
reveals
loads of
hidden
secrets for
all you
anorak wearing
tech-heads...

o ey

hroughout this document, | assume the
reader is looking at a motherboard, or
photo thereof, in its normal orientation
(e, cartridge port at the back and power
A on the right). Also note that ‘'C=" is an
abbreviation for Commodore.

during a power glitch, the tape motor will gobble
up all the energy in the capacitors in no tima
flat and the machine will crash.)
! _Y e ) el One important part of the power supply
system which many people overlook is
scatterad all over the board in the form of

: performed.
THE mmn ﬂlm" The C64 contains three voltage
There are several stages in the C64's power regulators; a 7805 and a 7812 at the lower right of the
supply. To reduce certification costs imposed by board, which provide 5 and 12 volts respectively, and
1 electrical licensing authorities, the computer itself a power translator just under the cassette port, which
g doesn't connect directly to the mains (this also supplies the 6-volt cassette motor,
' makes for greater operator safety). The C64 The power supply is smoothed by the three
: transformer unit does the grunt work, converting large capacitors just left of the joystick ports. These
] the housahold voltage (110, 120, 220 or 240 voits, components store approximately 25 milliseconds of
‘I depending on where you are) into 9 volts AC and a power; in the event of a momentary supply failure,
t smoothed (but unregulated) 5 volt DC supply. they may save your CEé4 from a crash.
These two supplies are fed into the C84, which  (Unfortunately, they can only power the
is where the delicate power refinement is electronics. If you happen to be using a tape drive
i

-

p—

i e o hae  'decoupling capactors’, small brown plate
actually capacitors next to just about every chip on
cianged very the board. The reason they're there is

littla in the last
ten years

bacause as a chip is called upon to do
different things, its power requirements
changa (perhaps millions of times a second).
If the chip was connected directly to the
power supply, this changing power demand
would make the supply voltage fluctuate,
which might upset other components.

The decoupling capacitor stores a safety
reserve of energy which supplies a little
extra power in those fractions of a second
when the chip neads it. (The reason small
decoupling capacitors have to be placed
next to every chip, rather than just having
one big ona somewhere convenient, is
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because electricity takes so
long to travel down the PCB

What secrets lie track i
S racks that by the time it

arrived, it wouldn't be
needed; whic is no use.

THE MEMORY

There are two types of

- memory in the C64; RAM,
used to store programs, data
and screen information, and

ROM, used to store the

BASIC language, character

set and other information

which the computer needs at
| switch-on. There are threae 28-

pin ROM chips; the BASIC,
KERMAL and character set. These chips seem to
be very accident-prone; dead ROMSs are probably
the most commeon failure I've seen in the machine.
As far as RAM goes, the old gray C64 uses eight
4164 64Kx1 bit dynamic RAM chips; the newer
CB4C uses two 4464 64Kx4-bit chips.

Older machines use 200 nanocecond RAM,
while newer beasts have 150ns RAM, mainly
because 200ns chips went out of production in
1987 or so. If you're replacing chips, try to match
the rating of the existing components; the machine
can get confused if some of the chips are ready for
action before others. You might just have to make
do, however, since the 4164 isn't made any more!

There are no real surprises in the Céd's
memory system; the addressing logic is a tad on
the complex side, but that's more a programmers'
headache than a servicepersons’. The only point to
nate is that because the 6502 doesn't have explicit
/0 addressing, all the IO functions have to be
mapped into the memory address space, which
further complicates things.

THE VARIOUS AND
INGENIOUS 1/0 PORTS

Starting at the upper left of the motherboard and
maving right, first we hava the user port. Originally
intended for users’ own electronic projects, it is
primarily used for connecting Centronics printers.
Mext comes the cassette port; tha less said about
this the better. Just one note; the C16 and Plus/4
can't read or write C64 tapes. The reason for this iz



because they don't disable interrupts while loading
and saving (ie. the screen doesn't go blank; the
C64 blanks the screen during tape operations to
maintain VIC-20 compatibility).

Mext we have the serial port, which is used to
connect disk drives and standard Commodore
printers like the MPS 803. The C64 serial port is in
fact a cut-down version of the |EEE-488 interface
(which is found in its full incamation on higher spec
Commodores like the CBM B032 and, strangely,
the Commodore 128), Due to C="s strange fetish
for VIC-20 compatibility (how many disk-based VIC-
20s did they sell? Certainly no more than half a
dozen!), the standard C64 serial rate is appallingly
slow, taking minutes to load just a few kilobyles.

The next connector is the monitor socket.
Although this is often described as an RGB socket,
it doesn't actually provide an RGB signal. It
provides a PAL CVBS video signal (see ‘The Video
System’ below), a monochrome compaosite video
signal, and sound. Right next to the monitor socket

is the TV sockst, which is fad by the RF modulator.
Last, but not least, we have the cartridge port.
This port provides easy access to most of the
CPLU's data, address and control lines, with the
select lines for external ROM chips

predecoded to minimize the amount of

circuitry required in a carridge. Generally
speaking, the only practical use of this port

is for a freeze/reset cartridge; | really

haven't seen (or heard of) a single

decent piece of software making it into

this format. I've got more pleasure

out of eating my cartridges than

playing them (and wasn't

International Soccer a &
scrumptious morsel?).

THE VIDEO SYSTEM

The VIC (Video Interface Chip) is the piece of
hardware primarily responsible for generating the
CB4's display. On both models of C64, the VIC is a
40-pin chip inside a metal box on the motherboard,
slightly right of centre. The metal box servas both
as a heatsink for VIC, and lo reduce the amount of
high-frequency noise radiated by the video circuitry;
if you remowve the lid and switch the machine on,
you will see horrid diagonal interferance lines
across the TV picture.

Thera ara two VIC versions; one in a ceramic
(brown) case with a metal square over the actual
silicon bit, and another version in the mora familiar
black plastic case. If you're ever in a position to
choose which one you can have, go for the ceramic
one. Not only does the ceramic body get rid of
waste heat more effectively (and remember, a hot
chip is an unreliable chip), | have also noticed that
the plastic version seems to have a blurry pictura.
MNothing unbearable, mind you; but you can see a
definite increase in picture quality by insarting a
ceramic chip. The plastic version is not very
commaon; it was apparently only supplied as a
replacement part,

The componant number of the VIC is the 6566,
Some C64C's are fitted with a 6567, exactly what
advantage (if any) this confers, I'm not sure. The
display on the C64C is sharper, but this is primarily
because the CB4C has far better RF shielding than
the old gray VIC-20 style animal. (The gray C64's

Dn't that grill get hot.
| once toasted a bap
on mine.
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shield is a piece of cardboard with aluminium
vapour-deposited onto it, while the C84C has a
nice solid metal shield).

The signal which the VIC provides is called
‘CVBS' video (Composite Video Broadcast
Signal). There are three basic formats which
this signal can take, depending on where you
happen to live, but the one used by British
video equipment is called PAL (Phase
Alternated Linescan). This signal is fed directly
to the monitor port, and also into an RF
modulator (the silver box just left of the
cartridge port) which ‘modulates” (hence the
name) the video signal onto a UHF carrier
frequency which can be received by & bog
standard TV set.

There are actually several sub-formats of PAL,
and the little jumper just under the modulator lets
you choose between two of them. In Britain, it's left
open, to select system 1. In Australia, where | am,
it's soldered shut, to select system B/G. This isn't
the place 1o discuss the difference; suffice to say

that it would be pointless to change this
satting. An important note to you Brits:
should you bring your C64
across tha Channal
into la bella

France, local TV sets
will show the picture in black and
white. This isn't a fault; it's because the

French use a TV system called ME-SECAM, which
is very similar to your PAL system, but encodes the
colour information slightly differently. It's probably
cheaper to buy a multi-system TV set than to try
converting the Ca4.

THE SOUND SYSTEM

The Cé4's sound, as we all know, is generated by
the lovable SID chip, SID is a 28-pin chip who lives
almost exactly in the centre of the cld-style
motherboard (just left of his good pal VIC), and
rather more towards the laft-hand side of the C64C
board. For his day, SID was a very advanced
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davice; he's based on the rather primitive tone
generator used in the VIC-20. For people who are
Spectrumally minded (“fnar!”, whatever that
means), SID is quite similar to the General
Instruments AY-3-8910A chip used in the +2, +3
and Amstrad CPC series, except that it has
programmable envelopes (and it doesn't have the
built-in parallel port).

SID is unfortunately another of the 64's
sensitive bits (if | see a comment from the Editor
hera, I'll sue - so help me). Probably because a
wire from the outside world (viz, the monitor part)
goes right to him, I've seen more fried SIDs than |
care to remember. Fortunately, the chip is usually
socketed; there were rumours that c+ were
going to release an upgrade with eight-

voice stereo sound, but then the

Amiga came along (actually,

C= litigiously pilfered and
renamed a computer called the
Lorraine) and interest
disappeared. Mind you, the
rumour hasn't died; it's still
rumoured that C= are going to
release an 8-voice sound upgrade
... but for the Amiga, not the 64,
Mothing ever changes.

THE OTHER BITS...

This is the end of the article. Before you get all
worried because many of the chips on the board
haven't been mentioned, you should realise that
they are mostly there to decide which hardware the
6510 wants to talk to at a given moment. On the
old-style C64, thare are about a dozen assorted
chips which handle this task; on the C84C, most of
these devices are bundled into whumping great
double-density-pin chip, about B0 pins | think.
Hopetully I'll be back with another feature

in a few months, if Hutch ever gets 7 B
round to sending me that commision. ﬁug’-

SLIFFED DISKS

ha disk that cormupted

the
Lanka

COMMODORE FORMAT 417 February 1994




What happens to classic
C64 games?

They get

recycled of .
course. Huich

is our man with =—f -l

the detective coat and

the truth serum...

n the beginning there was an idea. Then
there were a couple more, Then the ideas
ran out and the first one got recycled and
then the second and third and then they
wenl back to the first again. Such is life
friznds. Everything from movies to clothes gets
dragged out of the closet, dusted off and bunged at
the masses, leaving everyone with a strong sense
of deja vu and the peculiar feeling that they're
being conned.

The C64 was the birthplace of hundreds of
supposedly 'new’ console and 16-bit computer
games. |t's hardly surprising when you think about
it, because the world's most popular 8-bit home
computer was where many of today’s top flight
programmers started out. They cut thair teeth on
its BASIC

Front |

Oh, the
memories come
flooding back.
Elite, was an
absolutely
stonking

" ) \

language, dabbled with assembly code, released thelr titles
and then moved on up to big bucksville in consoleland,

Sometimes all this repackaging is purely
cosmetic, sometimes it's just an idea that gets
picked up on, more often still a new genre of game
gets the console treatment. But we all know the
fruth don't we. It all started here in an off-grey case
in 64K of mamory.

MOVIES MOVIES MOVIES

If you keep abreast of
developments on the
consoles then you'll
know that these days
film licences are
programmed in
conjunction with the
movie itself. For instance,
if the animation in the
console Afaddin games
looks good then it's
because actual Disney
animation teams created
the spritas.

It wasn't always that way
though. Remember games like Back to the Future?
Allens? Robocop? Lethal Weapon? Spy Who
Loved Me? These were games developed
(invariably by either Ocean or US Gold) from the
movies after the licence was picked up nice and
cheap. You knew exactly what to expect from the
game, as it usually followed a small section of the
plot such as a car chase or a shoot out. Nine times
out of len what you got was a platform game.

So is life any happier in consoleland? Well,
ignoring the odd exception (like Aladdin), the
answer's a resounding nope. Buy a movie licence
game on carlridge and you can bet you're going to
get an enormaously dull platform game which has
all the lasting interest of a parny political broadcast.

Life hasn't even changed for the better with the
advent of so-called multimedia CD games.
Everyone gets promised an interactive movie and
what you end up with is a platform game with CD
sound and nicely detailed sprites. Give me Allens
(US Edition) any day of the week.

THIS SPORTING LIFE

We've seen simulations of all shapes and sizes on
the 64. Remember RBI Baseball? BMX Simulator?
Stunt Car Racer? Leaderboara? All of these
games took a sport and gave it the pixal treatmeant.
And they were all stonking. I'm not saying that
there haven't been any crappy sports simulations
on the C&4, but when they are good, they're
blimmin’ wondarful.

So let's peer over the fance into consoleland

disa
any console OWners
meet them in the Sainsbu

them with a good solid kickin
Should anyone actua

)/ -/J'\XJ

known, that should
gree with him, he wil

mmmmme\ﬂﬂ"‘“ﬂw‘m

write and tell us why

N\

again. Have things

changed with all those hardware sprites,

millions of colours, eight channel sound and
impressive zooms? Have they hell. Pick out any
golt game on any console or computer and they all
look like Leaderboard. The sprites may be more
detailed and the update a bit more rapid, but they
are no more playable than the original computer
golf game. In fact the only difference is likely to be
a big name endorsement from someone like Nick
Faldo or Sevvie B.

What about car racing
games? | hear you shout,
surely these would
include some

innovations? Mot a
chance. Ever since
Geoff Crammaond did the
business with Stunt Car
Racer, what's counted
15 realistic feel and
movement. On the
SMES they wittered on
about a game called F-
Zero, saying that it felt wonderful to play. Yeah,
right. It felt no better than Stunt Car and had less
lasting interest.

During the last ten year, practically every sport
on earth has been simulated on the 64, Everything
from Sumo Wrestling to Darts has been ‘done’.
And when, inevitably, the console programmers
decide to do their own version, they “borrow’

heavily and add no more playability. It

rys carpark after

actually darutndluﬂg'“

L waro |
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might be called Mortal Kombat, but it's just IK+in a
pair of new silky pyjamas.

CATCH A SHOOTING STAR
Back in the old days there was a thing called the
shoot-"em-up. ts roots lay

in Space Invaders (from
Taito) and Defender (from
Willlams). Howaver it
reached its Zenith on the
CB4 in games like
Uridium, Sanxion, Sheep
in Space and X-Out.

You all know the
score, you've got three
lives and you scroll up
or across the screen
zapping away at the
invading hordes in the vain hope that
Squidbygrapletax 7 doesn’t get infiltrated. It's all
just a test of reflexes and timing and nothing else.

So in consoleland, where (lest we forget),
they've got all that sound, colour and speed, life
should be refreshing, new and interesting. Hal The
only difference between a console shoot-'em-up
and a 64 shoot-'em-up is the increasingly sad
names they manage 1o come up with for the
invading masses. Alright, they might bung a bit
more parallax scrolling in there, but you've basically
got exactly the same game as we've all been playing
for the last ten years. It makes you want to spit.

s w-‘irlnwrgla to Dixons. Can 1
[ offer you a Sansui video?

What gets me is that all those console-owning
chumps out there actually buy the whole ridiculous
scam. It was only late last year, that Andy
Braybrook released the eagerly awaited Urigium
2. Everyone salivated over it and the magazines
gave it suitably high scores, but again, it was just
Uridiurm with a different kind of nail varnish on.

Look at any of these big name, hyped up
space games and you can see an old 64

game crying to be let
out. Check out
Starwing, the hugely
hyped SNES game
featuring a DSP chip.
Oh, pardon me while
my bowels release with
the exciternent of it all,
it's just Elife or Star
Wars with shaded
polygons. What's more,
Elite is a hundred timas
more playable and scores bonus points for
completely lacking sad looking animated foxes.

EVERY WHICH WAY BUT UP

It doesn't matter what you look at, it all {and | mean
all) started right here. From stonking platform
games like Rainbow Islands to arcade adveniures
like Rick Dangerous, it you lift the carcass of a
console or 16-bit computer game and look
undemeath, you'll find an old 64 game.

So why is this? Why can't the idiots do anything
original with their incredibly sophisticated
machinas. The answer's simple, we've coverad all
the bases over here in 8-bit land. Consoles and
console games aren’'t about playability, they're
about image. Buying yourself a copy of Mortal
Kombat instead of Streat Fighter 2 is just like
getting a pair of Reebok trainers in preference to a
pair of Mikes.

The producers of these console gameas know
that. It makes them happy, because it means that
they can release the same old stuff, decade in,
decade out. Attach a celebrity name to a trite little
platform game and just watch the little darlings leg
it down to Smiths to buy it.

The whole computer games industry has been
hijacked by the big money corporations of Japan
and America. They have slowly but surely bled dry
the wonderfully diverse British scene and
transformed it into a shallow, plastic, image
cbsessed cog in the entertainment industry. It is
now more than ever that the world neads 8-bit
machinas like the 64.

In this domain we're not bothered about the
packaging and we don't care about the celebrity tie-
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ing, what we care about is originality and
playability in egual measure. Or our favourite
computer you've only got 64k of memory to play
with and so the game s just got o be playable.
Cosmetic sheen on conscle games doesn’t hide
that small but pertinent fact. One can only hope
that the console owners let us get on with what
we see as a hobby and they regard as a way of
life. After all, when did you last hear of an anti-
social 64 owner who played a beat-'em-up and
decided to try doing the moves on someone in
real life. Let them believe it's real, while we
play our (original) games. Next month
we plan another ranting tirade against
the consoles. So watch this space.
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EMPIRE STRIKES BACK
LETHAL WEAPON
INDIANA JONES

BACK TO THE FUTURE

BATMAN

JET SET WILLY

MANIC MINER

MINER 4%er

DONKEY KONG

ORIGINAL PLATFORMERS

ATROPHY SETS IN AS THE
CONSOLES TAKE OVER
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58 NEXT MONTH

hat a start to the year
then.You can't have failed
to notice the number of
features in this issue,
particularly those of a
technical nature. Now we know that you're
all inte games and that sort of thing and
don't think for a second that we're going to
stop covering them, far from it. It's just that
as the market gets smaller and smaller, so
we have to look for other things to occupy
you. The most interesting side of things is
definitely programming. To that end we're
going to be explaining programming at all

ROGER RABBITS

RUNNER. THE POOLS FORECAST IS HIGH

CF SHARES OFFER!
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= =« « &I2 by for now ,
++sdam by now Cf chapa.

<P

lavels of competence over the coming
months. We'll have you all coding by the
end of the year.

The Powarpack will continue to include
stonking games and demos, we'll continue
our series of EDOS reviews and (as we go
to press) we've got some new, original and
previously unheardof full price games to
review. Just as we pradicted, smaller
programmers are coming up with great
games to please you all. Stick with us,
it's going to be a hell of a year,
even if we do say so ourselves.
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Forget that new Spielberg series, there are far more
intarsting things happeing on your C64. CF42 will be
on sale on the 15th February 1994, but you can get a
special 'Mag-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 Alive
and Kicking. Hurrah!

INEESAVE

Thanks Tim.
Mate!

Hey Newsagent dude/babe (Sir/Ma’am),
Like, save me one of those righteous (rather

good) CFs (Commodore Formats) man. CF42 (the here at CF we're not

ics eh! Now, fhaees politicians

Back to bas

February issue) is happening (goes on sale) real ricularly bothered about
H t when the
soon (on the 15th of February). Excellent (Thank et up to in their own time. B
ernment
you very much). r:t: of its members ."r:
MY NAME e d iy ST for the sick bags and P
MY ADDRESS _ =
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10 GREAT GAMES
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an
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49
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m
5. GLADIATORS + BISMARK
i
. INTERMATIONAL FOOTBALL + RUGBY (OACH
9
1. FIRAL WHISTLE + SOCCER DOUIBLE
%
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9. CRICKET MASTER + EURD BOSS
9
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399 PSYCHO'S SOCCER «oorcicrrniniannas 5.99
FIGHTENG SOCCER,/MICK OFF 2/WORLD
CHAMPIONSHIF SOCCERMANCHESTER UNITED
Lt 0 1101 ———
IMVADERS,MUNCHER AXIENS

WIZARD TRIPLE PACK
NOT BOXED + FREE GAME

CLUEDO,
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* SPECIAL OFFER - ANY 2 FOR £5.00 *

HIT PACH 1 - HENNY DALGLISH, MOUNTAIN BIKE, PARA ASIAULT, RALLY SIMULATOR
5.9 HIT PACHK I - LAS VEGAS CASIND, GO HART 3IM, JOCKY WILSON, SABOTAGE
COMBAT 3 - SPAGHETTI WESTERN, BIONIC NINJA, KICK BOXK VIGILANTE, NINJA COMMANDO
GAME PACK 4 - UFr PERISCOPE, SNOWBALL IN HELL, SHATIN' USA, GUNFIGHTER

¥* ANY 6 OF THE FOLLOWING TITLES FOR £5.00 *

AFTERMATH FOOTBALL FRENTY HIDEDUS PUMCH & Juny THE LAST MIMIA
ALFSSIE RULES - FOOTBAL FREDDY HARDEST Jna RECELESS RUFLS TUREL HIKE
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MATADLE

* SPECIAL OFFER C. 64 DISKS *

= WORLD CHAMPION BOXING MANAGER
= FALLEN ANGEL
= AUSTRALIAN RULES FOOTBALL

LH.T
WTBOTS, TOOBIN, APE, DRAGONSPIRIT,
HARD DIRIYING

THIS IS JUST A SMALL SELECTION OF OUR STOCK. PLEASE SEND FOR OUR LISTS ON AMSTRAD/SPEC OH C64 l_".ﬂ"'i'—'il:‘rﬂ: |'1l1 t}t‘in.
ORDERS UNDER £5 ADD 50p POSTAGE & PACKING. PRICES INCLUSIVE OF POSTAGE + PACKING FOR ORDERS OVER E5. G T TO
AVAILABILITY. PLEASE NOTE - A PHOME CALL RESERVES YOUR ORDER. CHEQUES + POSTAL ORDERS MADE Pﬂ.‘FHELE TU 'H".Ii/.l':.h[" GAMES.
PLEASE ALLOW 7 DAYS FOR DELIVERY. OVERSEAS CUSTOMERS PLEASE ADD £1 PER GAME.




